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“Rules” in Siegeworld

Siegeworld uses various interrelated rule sets to play.  Siegeworld is firstly intended to be a Battle in Games Workshop’s, Warhammer 40,000 Apocalypse universe which means that the most basic rules are provided by that ruleset.  In all cases, Siegeworld attempts to use those rules without modification wherever possible.  Therefore, if it is not expressly changed by this ruleset, use the Apocalypse rules.  

Siegeworld is a “Themed Scenario” are therefore subject to house rules as contemplated in the Apocalypse Rulebook.

Siegeworld requires and uses the following rulebooks as core rules:

· The Core Warhammer 40,000 rulebook

· Apocalypse

· Cities of Death

· This document of Siegeworld Rules

Siegeworld allows use of any of the following units, doctrines, vehicles etc.

· All Apocalyptic Units and Legendary Formations available in any form from Games Workshop – In the event of conflict between rulesets, an Apocalyptic Datasheet will ALWAYS have precedence.

· Units from the latest army list for any “Chapter Approved” army (which includes those in published Codexes if there was any question).

· Units from the latest Army list presented in any Large Volume of Imperial Armor.

· All additional vehicles, units etc. included in Imperial Armor Large Volumes, Imperial Armor Apocalypse (IAA), and the Forgeworld website (unless superseeded by a large volume or Imperial Armor Update or Apocalyptic Unit Datasheet)

· Any Chapter Approved units, doctrines, vehicles, etc. printed in a US white dwarf or on the Games Workshop website and pertaining to the current version of Warhammer 40,000.

· Any units, doctrines etc. posted on the Siegeworld website.

Siegeworld rules SUPERCEED or MODIFY the following published rules

· The Apocalypse Mission (Apocalypse)

· Flyers (Apocalypse)

· Deepstrike (Core Rulebook)

· Fortifications (Imperial Armor and Core Rulebook)

The Rule of Being Reasonable

The only forces that lose in Siegeworld are those that are no fun to play with or against.  There are no requirements NOT to power game in this format.  You could create the ultimate uber death list and field it.  However, nobody’s going to think you a better person for doing so and its not going to win you any recognition, a trophy, store credit, or anything else.  Further, the ultimate uber death list is likely to draw fire in more ways than one.

Because of this, players are asked to use a reasonable interpretation in building and playing their army.  Even with the Apocalypse expansion, the Warhammer 40,000 rulset is not really built for games of this scale and often includes internal inconsistencies when you start to combine parts of it together (e.g. points cost of the same units may differ between army lists).  For this reason, all players are asked to be reasonable in their interpretation of how they are fielding something.  If this war machine doesn’t say it can be used with that upgrade, don’t take it.  If you want your skyray to have AA capability, follow the rules in IA 3 etc.

The Rule of Consistent Presentation

Because of the nature of 40K army selection, two similar armies could have different rules while two different armies could use the same rules.  E.g. the 8th Mordian Infantry may have different doctrines from the 9th Mordian Infantry simply because two different players had different ideas of what doctrines Mordian Infantry should have.  It can get difficult as players get more creative as one player may create a new army (e.g. Adeptus Mechanicus) using a Lost and the Damned list, while another does it with an Ork list resulting in two similar looking, but very different forces.

This can make a game this size very confusing.  At the same time, Apocalpyse’s “counts as” rule can create internal inconsistencies  To deal with it, Siegeworld has a rule of Consistent Presentation.  Many players will disagree with a portion of this rule because it causes them problems for how they want their army to play.  As much as I would like to please everyone and let everyone field every miniature they have how they want, Siegeworld is more fun if there is some predictability.  Therefore:

1) All minis must be painted.  This game is about spectacle.  They don’t have to be painted well, or even completely done, but they must have enough paint to show an allegiance (generally that means three colors).

2) Any army painted in the recognized color scheme generally associated by Games Workshop to a particular army MUST use the list associated with that paint scheme.  E.g. Space Marines painted as Black Templars must use the Black Templars list.  However, DIY painted armies can use any list (because there is no clear association). 

3) It must be clear how units with a common paint scheme function.  This may be easy, but in the event of any confusion, players are expected to provide a custom army list/codex/datafax which will be posted so that everyone knows what to expect.  If you are unwilling to take the time to do this, you will probably not get invited back.   

For Example: EVERYTHING painted as being in a Black Templar Army is subject to their special rules of the Black Templar Codex.  

In the same way, if your DIY chapter uses the Black Templar rules, everything painted as part of your DIY army uses the Black Templar rules.

If you want your DIY force to use some rules of the Black Templars, but some of the Blood Angels, you need to write up how the entire army functions (a codex) so that everyone understands.  This will be posted on the Siegeworld website.

4) EVERYTHING must be represented on the model which may be by paint.  If you have a piece of wargear, the model MUST have something to represent it.  This is also called the True WYSIWYG rule.  Because point costs are fairly insignificant in Siegeworld, there can be a temptation to take all sorts of wargear on every model simply because you can.  You are expected to be able to explain how something is represented on every model in your army.  The only exception is for wargear added via an Apocalypse strategem (e.g. a vortex grenade)

5) Anything which has Written Rules is required to use them unless it is IMMEDIATELY obvious that it does not.  E.g. you may not field a Forgeworld Bombard as proxy for a Basilisk in Siegeworld.  Similarly, an Armorcast Reaver Titan must use the rules for Reaver titans.

The Rule of Writing it up in the Rules

While Siegeworld requires players to abide by its rules, it also is not a complete ruleset. Siegeworld allows players who may have a problem with the way a particular part of the rules interacts with their army to voice that concern in an important way.  They can change them.

If you want your army to operate in a fashion that is not in accordance with the current rules of Siegeworld, you can change it by simply submitting the rules you want along with fluff and explanation.  This will probably then become part of the rules of Siegeworld so long as they add to the game play environment..

The Siegeworld Scenario

Introduction
Siegeworld represents a massive assault on a fortification and there is a fixed attacker and a fixed defender.  

The battlefield is much larger and much deeper than those even contemplated in the Apocalypse rulebook.  For this reason, the Battlefield is arranged in a series of zones which determine what can be deployed there.  Further, most zones have special rules.

Terrain and Battlefield Layout
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Inside the Fortress:  Defenders may place any unit they wish inside the Fortress, the walls of the Fortress block line of sight to any unit they are taller than, but not to units which are on a terrain structure taller than the walls.  The defenders apply certain rules behind the walls.


Strategic Reserve:  Any Unit of the defender’s arriving from Strategic reserve may deploy anywhere Inside the Fortress when they arrive, so long as they are no closer than 24” to an enemy unit (unless arriving by deepstrike).  Flyers arriving from strategic reserve arrive on any table edge inside the fortress. 

Note, the wall may be “U” shaped when we actually set it up, if that’s the case, the section inside is that inside the walls..
On The wall:  Defenders may place any unit they wish on the walls subject to “The wall” strategem below

No Man’s land:  There is a no man’s land outside the walls as discussed in the Apocalypse rulebook.  It is 18” wide as opposed to 12” it will may filled with obstacles and the like if placed by the players in accordance to their strategic objectives.    


The Attackers start line:  The Attackers begin 18” from the walls.  



Strategic Reserve:  Any Unit of the attacker’s arriving from Strategic reserve may deploy anywhere behind the Attacker’s start line when they arrive, so long as they are no closer than 24” to an enemy unit (unless arriving by deepstrike).  Flyers arriving from strategic reserve arrive on any table edge outside the fortress.

The Artillery Position:  There will be three prepared artillery positions, into which long range guns can be positioned which will be somewhere in the deployment zones subject to the “Artillery position” strategem.  

Setup

Setup is performed en masse beginning with the opening announcement.  All players have 1 hour to put their troops on the battlefield, if they are not on the battlefield when the one hour is up, they are in strategic reserve.

Game Length

The game lasts for 12 hours.

Objectives

Each of the gatetower controls, and each of the smaller gates which is open at the end of the game is an objective.  Further, every fallen wall section becomes an objective at the time it falls. Attackers win if they control more objectives, or if there are more than 5 objectives at the end of the game, and they control at least one of them.  Otherwise, defenders win.  

Siegeworld: Strategic Assets
Strategic Assets

Because of the size of the game, the effect of various strategic assets is changed, and some new ones are added, as discussed below.

Defenders

Each Player on the defending team may select a single strategic asset in addition to all strategic assets granted by the fielding of legendary formations.  Players on the same side may select multiple of the same strategic asset.  The selected strategic asset only effects the units of that player.  The Defending team also has the wall, minefields, artillery positions, movement trays, and obstacles strategic assets.

Assets provided by a legendary formation will only effect units in that formation (so a legendary formation that grants strategic redeployment only allows the units in that formation to be strategically redeployed)

Attackers

Each Player on the defending team may select a single strategic asset in addition to all strategic assets granted by the fielding of legendary formations.  Players on the same side may select multiple of the same strategic asset.  The selected strategic asset only effects the units of the player. The attacking team also has artillery positions, minefields, movement trays, and obstacles strategic assets.

Assets provided by a legendary formation will only effect units in that formation (so a legendary formation that grants strategic redeployment only allows the units in that formation to be strategically redeployed)

Small Armies

Any player who provides forces whose total point value is less than 4000 points automatically has the “recycle” strategic asset for all the units in their army, in addition to any others.

Modifications to Existing Strategic Assets

Strategic Redeployment:  You may move a maximum of 30 feet in a strategic redeployment, and you may not move through the line of the wall, even if a section has fallen.  You may move through an open gate so long as you do not pass within 12” of the enemy..

Flank March:  A defending unit with Flank march may only arrive on the table edges marked “A” or inside the walls.  An attacking unit with Flank March, treats it as the unit having a single “Strategic Redeployment” instead.

New Strategic Assets

Vortex Breaching Charge:  This is a powerful vortex generator with a shaped head.  It is given to an independent character in the same manner as a vortex grenade.  It is a one use weapon which may be attached by the character when they are in base to base contact with a wall section so long as they carry out no other attacks that turn.   The wall section to which it is attached is destroyed.  A vortex breaching charge has no effect against a main gatehouse or the main gate.

The breaching charge may also be attached to a war machine in the same manner as a melta bomb.  If so used, the breaching charge removes D6 structure points and then the effect ends 

Dead Hand Switch:  This is a weapon which is hidden and hooked to an individuals vital signs.  It may be given to ANY infantry model (and should be specifically noted).  The switch is automatically triggered if the model is about to be removed from play as a casualty.  Before removing the model, center the 10 inch blast template on the model.  All models (friend and foe) under the template take a strength 10 AP 2 blast.
Recycle:  With recycle, units may return to combat that have been destroyed.  The recycle strategic asset is given to any unit not in a legendary formation, or a legendary formation worth 1000 points or less and including NO war machines or gargantuan creatures, if taken by a player with a force larger than 4000 points.  It is automatically applied to all units of a player with a force smaller than 4000 points.  If a unit is destroyed which is subject to the recycle strategic asset, it may return in that players next deployment phase on a roll of 3+.  It comes into play as if it was arriving from strategic reserve (and may be targeted by an ambush).  Units arriving from being recycled MAY NOT deepstrike.

Players may voluntarily destroy a unit or legendary formation having recycle in order to have it recycle, so long as more than 50% of the units total point value has already been destroyed.

Note that for a small army Recycle applies to units not legendary formations.  Therefore, if a small army loses a unit in a formation, the unit may immediately return.  This is not allowed for the larger player using the asset.

Movement Trays:  Players should provide movement trays for their infantry units.  Units on movement trays may all fight when they encounter another unit and do not need to be moved from the tray to engage in Close combat.  All units on the tray are considered to be in base contact with any unit or object in contact with the tray for purposes of taking casualties.  An independent character which has joined a unit on a tray is only in base contact with a unit if he is on the edge of the tray and the unit is within a 45 degree arc in front of his base.

The Wall

The Defender’s are within a massive fortress, which acts as a strategic asset.  The following rules apply to the wall.

Sections:  The wall comprises a number of different types of sections these are straight sections, tower sections, gate sections, corner tower sections, main gatehouses, and main gate.


Main Gate:  The Main Gate is indestructible and may be opened and closed during the movement phase of the player who controls the gatehouse for that side of the gate.  Any unit hit by the gate as it opens or closes suffers a hit exactly as if it had been hit by a vortex grenade.  Units may not be on the main gate.


Main Gatehouses:  The main gatehouses are sufficiently large that they comprise their own battlefield and are indestructible.  When any unit comes into base to base contact with the main gatehouse (They may assault the gatehouse to get into contact with it), they are assumed to go inside and fight on the gatehouse board.  There are two gatehouse boards of identical layout, one for each gatehouse.
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In order to move the gate, the player wishing to control the gate must have a model in base to base contact with the controls (“B”) and the opposing team may not have any models in base to base contact with the controls (“B”).  The Model in base to base may not be involved in close combat.

Defenders may initially deploy units into the center section of the gatehouse, but not in either deployment area.  Units which deepstrike via “Hiding” from either side may deepstrike into the center section of the gatehouse, which is considered a terrain feature in its entirety.  The only other way to enter the center section is by getting into it.

Gate Sections:  Gate sections are controlled by whoever has the most troops on the rampart directly above the gates.  Gate section ramparts are exactly the same as those on straight sections.  Anything in the way of a small gate closing is simply pushed out of the way by the gate and to the front of the wall.  A gate section has 16 hits but is otherwise treated as a “gate tower” In IAA.  The gate section includes the gate, which has 4 hits, if reduced to 0, the gate is permanently smashed open.  


Straight Sections:  Only infantry and jump infantry may occupy the ramparts on the wall.  This is treated as a “Wall Section” in IAA but has 6 hits.


Tower Sections:  A tower is treated as a tower in IAA, but has 9 hits.

A vehicle in the lowest part of the tower is occupying a sally point.  It may shoot from the point and is an obscured target.  The sally point serves as an access into or out of the fortress for any vehicle or other model which has no structure and is PHYSICALLY no larger than a land raider, and for infantry.  If a vehicle shooting from a sally point is wrecked (but not destroyed), the sally point is completely blocked and may not be used for access.  You may not go around a functional vehicle occupying a sally port.


Corner Tower Sections:  These function in the exact same way as the tower sections, except a non-walker war machine with 3 or less structure which is PHYSICALLY no larger than a plastic baneblade, or any non-war machine vehicle may use the larger sally points.  A corner tower has 9 hits per half.  

Movement:  Infantry may move from the ramparts to the ground or vice versa as their vertical movement for a single movement phase (even if the ramparts are above 6”)  you can only move to the rampart of a tower from a wall in the same way.


Over the walls:  Flyers, skimmers, and jump infantry may fly over the walls. Skimmers may not end the turn over a wall section but must be on one side or the other.  Skimmers and jump infantry may not cross the main gate or main gatehouses.  Walkers may step over the walls so long as the walls are shorter than their legs.


Climbing the walls:  Any non-vehicle, non-bike, and non-cavalry unit which carries no ranged weapons and/or has the “infiltrate” special skill may climb the front of the walls in the same way you move to and from the ramparts.

Artillery Positions

There will be provided 2’ x 4’ artillery positions.  These positions may be placed by the attacker anywhere behind their start line and by the defender anywhere inside the walls and each may hold up to ten vehicles OR infantry units.  These positions represent dug in hardened positions that are very difficult to attack with ranged weapons.  A vehicle in one of the artillery positions ignores the effect of any hit on a roll of 4+ and is only hit by glancing hits if it is hit by a ranged attack.  Further, artillery units in the same position may utilize the “spotting” of any other unit in the same position, even if it is from a different battery, company, etc. so long as the spotter and firer could be in the same legendary formation. 

For Example: a single basilisk from Army A in the same artillery position as an Emperor’s wrath artillery battery of Army B may use the battery’s spotting shells, but may not fire its own. 

For Example: similarly a single whirlwind from Army A in the same artillery position as an suppression force whirlwind of Army B has unlimited range (as modified below) based on line of sight of the land speeder of the suppression force of Army B 

For Example: similarly a suppression force whirlwind from Army A in the same artillery position as an suppression force whirlwind of Army B both have unlimited range (as modified below) based on line of sight of the land speeder of either suppression force

Siegeworld: New Rules

New Vehicle Rules

Siege Towers:  Siege Towers are Transport vehicles designed to get infantry onto walls.  A unit is a siege tower if it is classified specifically as one (e.g. a Corvus assault pod on a titan), or if the model has an access point above the ground and is at least 8 inches tall when resting flat on the floor and has transport capacity.  Infantry may disembark from a siege tower directly onto the ramparts of the walls (even if the tower doesn’t actually reach them) and counts as assaulting into difficult terrain (initiative 1) until the unit is on the ramparts.  A unit in the siege tower is on the ramparts as soon as it wins a combat and then the penalty is removed. 

Mobile Fortress:  A mobile Fortress is a large vehicle from which infantry (or even smaller vehicles) are intended to fight.  Any vehicle having a platform on which friendly troops may be placed is a mobile fortress.  A mobile fortress does not have a base but has a footprint.  This is effective amount of space it occupies and becomes its base.  Because of being mounted on legs, multiple tread sections, huge numbers of wheels etc., the Mobile Fortress may not actually take up the entire space, but it effectively does in order to move.  The footprint is a circle having with a diameter of sufficient size to include all of the feet or the shape connecting the outermost points of whatever it is that is the closest part of the mobile fortress to the ground.

Any unit which is in contact with the footprint, is considered in base contact with the Mobile Fortress.

A mobile fortress is effectively a moving building.  Therefore treat the mobile fortress as a city ruin for all forms of shooting at the infantry on board.  Alternatively, the mobile fortress itself may be targeted.  In that case fire is treated in the same manner as it is for a vehicle as the infantry sections are not being targeted specifically.

Mobile Fortresses are so big that in addition to being attacked from the ground, other units can literally fight on them.  When declaring an assault against a mobile fortress with a unit that is  jump infantry, flies, or ignores terrain instead of placing the unit in contact with the Mobile Fortresses footprint, the unit may instead be placed on the edge of any the upper surface of the fortress. 

In this case, the attackers have literally jumped, flown etc. onto the Fortress where they can wreak havoc.  If this moves the attackers within 2 inches of an enemy unit which is currently riding on the mobile fortress, this counts as an assault against that enemy unit.  Assaulting a unit currently being carried on a Mobile Fortress always counts as assaulting a unit in cover.

Forces may also deep strike onto a fortress, so long as they do not use the Deep Strike: Tunneling or Hiding rules.  Note, however, that if they scatter off the fortress or cannot be placed without being too close to an enemy unit, they are destroyed.  You may also deploy onto a Mobile Fortress from an orbital lander if it actually has space to hold the lander, or from a flyer hovering over the orbital lander.

A Force on a Fortress is very dangerous to it.  Attackers can throw grenades in hatches, rip apart exposed circuitry, fire into service panels and the like.  Attackers on a fortress may shoot at the fortress in their shooting phase (with normal restrictions for movement) hitting on a 2+ They may alternatively assault it in their assault phase attacking it as a stationary vehicle.  As should be apparent, unmolested infantry on the fortress will quickly cripple it.  A Mobile Fortress always has an armor value of 12, unless their rear armor value is normally less than that and then the rear armor value is used, when fighting infantry which are on-board to represent them seeking out week points.

A Mobile Fortress may carry troops or may have specialized turrets for it own defense against such attacks.  Any on board weapons which are not ordnance (including large ordnance and superheavy ordnance) and those which do not indirect fire are presumed to be able to target attackers on the fortress if they are located on the upper surface.  Because they are attacking a force that is effectively buzzing them, a mobile fortress turret subtracts –1 From every roll to hit with turrets.

Troops on board a Mobile Fortress whether attacking or defending always move, shoot, get hit, see etc as if the entire mobile fortress comprises City Ruins, in accordance with the rules in Cities of Death.

New Weapon Rules

“Unlimited” Range – Everything has a limit, although it may fly really far, you still have to aim it.  Weapons with an unlimited range have a range of 120” if fired directly and 360” if fired indirectly.

New Flyer Rules

Deepstrike – Note the changes to the deepstrike rules for Flyers which grant the deepstrike ability.

Movement -  Flyers have a maximum movement of 10 feet.

Refueling/rearming – Any flyer which flies off the board and spend at least one full turn off the board may rearm any one type of 1 shot weapon (bombs or rockets)

For Example:  If a Marauder bomber dropped its entire bomb load and then flew off the board, it may spend the entire next turn off the board rearming its bombs.  When it then flew back on after that turn, it would again have a full complement of 12 bombs.

Siegeworld: Deepstrike 
Deepstrike, landers, and the like

The Deep strike rules are overly simple for a battle of this size and the rules, unfortunately, give a large benefit to taking the deep strike ability instead of using models.  For example, a squad of deep striking Imperial Guard using the traditional rules is easier to construct, more effective, and costs less points than a unit in an orbital lander,  For this reason: 

THE RULES FOR DEEP STRIKE ARE SUPERSEEDED BY THE BELOW.  EVERY UNIT MUST USE THE MOST APPROPRIATE TYPE OF LANDING BASED ON ITS TEXT.

Landing

Some units Deploy by landing on the field from a space craft etc. that is high above and by utilizing drop ships, drop engines, or other technologies.  These rules apply to them.

Orbital Landers


Any unit which is utilizes a model having the “orbital lander” special rule is used as a flyer which can land on the board.  This is the most controlled, and often the safest way to land troops, but it requires a flyer model.  Therefore, Siegeworld encourages it.  Simply use the transport  as modified by the new flyer rules and the new crash landing rule below.  Similarly, a “drop run” uses the rules as provided in the Apocalypse rulebook.

Drop Pods (Deep strike)

Models which “deep strike” by utilizing a “drop pod” or other model which confers the ability must have model drop pods to transport the troops.  Model’s which land using drop pods land  according to the revised rules for drop pods in Imperial Armor volume 2 modified by the crash landing rules below.

Crash Landing


Models which utilize a flying transport vehicle (orbital lander or drop pod) that is shot down are not automatically killed.  Instead, the transport goes out of control and crash lands.  Roll 1D6 and the scatter die at the point the vehicle is shot down.  The vehicle scatters 1D6 feet in the direction indicated by the die and plows into the ground.  If a hit is rolled, the flyer/pod breaks apart in the air, the pilot is killed, a crash landing is impossible, or the vehicle simply vaporizes.  Regardless, it kills all on board.  

For a drop pod you are plowing into the ground at high speed and out of control, all models automatically take a wound from the crash which may be saved as normal, you then REROLL all successful saves taking the second result.  For vehicles, roll once on the penetrating hit table.    

For an orbital lander all models take a hit which may be saved as normal.  For vehicles, roll once on the glancing hit table. 

In any crash, The unit is ENTANGLED as discussed in the main rules..

Teleporting

Teleport


Any Unit which specifically says it “teleports ” “materializes” or otherwise simply appears in its deep strike entry use the deep strike rules as normal to appear on the battlefield.  The only exception is for units which are simply “placed” on the board (do not actually deep strike onto it)

Hiding

Hiding


Units count as “Hiding” if they can only deep strike into a terrain feature (e.g. a lictor) or if they are simply placed on the board anywhere (they do not use a template and possible scatter).  In Siegeworld, these units simply appear as if they deep striked with no scatter but must be 6’ from the enemy or inside the main gatehouses.

Tunneling 

Tunneler


Any unit which “tunnels” to get its deep strike counts as tunneling.  A tunneling unit may begin the game on or off the game board.  If it begins on the board, the tunneler is launched as part of the movement phase.  The unit must spend one complete turn underground.  You may then begin rolling for it as a standard reserve as if it was in reserve.  When the tunneler surfaces, it only scatters 1D6 inches.  Further, it creates a tunnel for the controlling side as discussed in the tunnels strategic asset.


If the tunneler begins the game off the board, it surfaces as per a normal deepstriker, but scatters 2D6 inches with a double 1 causing it to be lost.  This is also true if the tunneler has a transporter which is destroyed while it is underground.  There is no tunnel created.


If a tunneler surfaces in contact with the walls, or under a war machine, it is destroyed.

Dropping

Grav Chutes


The vast majority of troops “land” without having any model by effectively parachuting or otherwise landing from above. 


THIS IS THE DEFAULT METHOD OF LANDING.  If the unit entry does not specifically indicate that another method of landing is used, you use this method whether you like it or not (so it is used for land speeders, IG with the drop troop doctrine not utilizing valkyries, assault marines with jumppacks, etc.).


Units which have the deep strike ability imparted without specifying how utilize various technologies to drop as a squad.  However, with a bigger battlefield, these units can be shot at as they descend.  Place the target and roll to scatter as normal for deep striking.  Any unit may now shoot at the deep striking unit as if they are a flyer having no path and located at the resultant location  However, all units use their regular ballistic skill to hit and AA guns (or other units designed to hit aircraft) hit on a 2+ regardless of ballistic skill.


In the event that the deep striking unit takes ANY wounds (even if saved) during their descent, they are automatically pinned upon landing, even if they would normally be immune to pinning.  Further, they will stay pinned so long as they take ANY wounds in subsequent turns, even if normally immune.

Overfiend’s Note:  Players should recognize that orbital landers, drop pods, and tunnelers are by far a safer way to land anywhere near the enemy than by grav chutes or other methods.  These rules are to encourage the use of lander models instead of just paying the points to take deep strike etc. by making deep striking units very vulnerable if they land too close to the enemy.
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