Kill Team Core Rules

Kill Team core rules form the foundation of this fast-paced, tactical miniature wargame set in the Warhammer 40,000 universe.
Designed for quick gameplay and intense strategic decisions, understanding the core rules is essential for both new players and
seasoned veterans aiming to master this skirmish game. This guide will provide a comprehensive overview of the fundamental
mechanics, gameplay structure, and essential rules to help you get started and excel on the battlefield.

Understanding the Overview of Kill Team Core Rules

What Is Kill Team?

Kill Team is a standalone game designed for small squads of miniatures, typically ranging from five to ten models per side. Unlike
larger Warhammer 40,000 battles, Kill Team emphasizes tactical positioning, specialized unit roles, and quick, engaging gameplay
sessions. Its core rules are streamlined to allow players to jump into matches rapidly while maintaining depth in strategy.

Objective of the Game

The primary goal in Kill Team is to complete specific mission objectives, which can vary from eliminating enemy units to securing
strategic points or achieving covert tasks. Victory is determined based on the successful completion of these objectives and the
overall effectiveness of your squad during gameplay.

The Core Mechanics of Kill Team
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Turn Structure

Gameplay in Kill Team is divided into turns, with each player controlling their squad and taking actions within their turn. The turn
structure typically includes:

1. Activation Phase: Players alternate activating individual models to perform actions.
2. Actions: Each model can perform different actions such as moving, shooting, fighting, or using special abilities.
3. End of Turn: Once all models have acted, the turn concludes, and the next player begins theirs.

Model Activation and Actions

During your turn, you activate models one at a time, choosing what actions they perform. Typical actions include:

1. Move: Moving models within their movement range.

2. Shoot: Attacking enemy models within line of sight and range.

3. Fight: Engaging in close combat.

4. Use Abilities or Items: Applying specific tactics or equipment effects.

Each model has a set of actions it can perform, often limited by its profile and special rules.

Dice Rolling and Success Checks

Core to Kill Team are dice rolls used to determine the success of various actions. The game primarily uses six-sided dice (D6). Key
checks include:

1. To Hit: When shooting or fighting, roll a D6 and compare it against the attacker’s skill or weapon’s accuracy.
2. To Wound: Roll to determine if an attack causes damage, factoring in the defender’s toughness.
3. Saves: The defender rolls to negate damage, based on their armor or special abilities.

Success thresholds are dictated by the relevant profile, and modifiers can adjust the roll needed.



Unit Profiles and Stats

Understanding Your Models
Each model in Kill Team has a profile, which provides essential information such as:

Movement: How far the model can move each turn.

Weapon Skill (WS) and Ballistic Skill (BS): How good the model is at fighting in melee or shooting.
Strength (S), Toughness (T), Wounds (W): Core stats for combat and damage calculation.

Save: The armor save that reduces incoming damage.

Abilities and Special Rules: Unique traits that influence gameplay.
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Understanding these stats allows players to make strategic decisions about positioning and engagement.

Equipment and Weapons

Models are equipped with various weapons and gear, each with its own profile affecting range, damage, and accuracy. Weapons are
divided into categories such as:

1. Shooting weapons (e.qg., rifles, pistols)
2. Close combat weapons (e.g., knives, chainswords)
3. Special gear (e.g., grenades, sensors)

Choosing the right equipment for your squad enhances tactical flexibility.

Movement and Positioning Rules
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Movement Phase

During your activation, models can move up to their maximum movement distance, measured in inches. Movement is critical for
positioning, taking cover, or engaging enemies. Terrain features like obstacles, doors, and elevated positions can influence
movement and line of sight.

Line of Sight and Cover

Line of sight rules determine whether a model can see and shoot at an enemy. Models in cover gain benefits such as increased
saves, making positioning vital to survival.

Climbing and Terrain Interaction

Certain terrain allows models to climb or traverse features, often requiring additional dice checks or movement allowances. Proper
terrain usage can provide strategic advantages.

Combat and Damage Resolution

Shooting Phase

To shoot, a model declares its target and rolls dice based on its weapon profile. Successful hits are then rolled to wound, with
subsequent saves from the target determining damage.

Close Combat

In melee, models engage with adjacent enemies. Attacks are resolved through hit and wound rolls, similar to shooting but often with
different profiles and modifiers.



Damage and Wounds

When damage is inflicted, the target’'s Wounds attribute is reduced. If a model’s Wounds reach zero, it is considered destroyed and
removed from the table.

Healing and Recovery

Some units or abilities allow for healing or recovery of wounds, adding an extra layer of strategic depth.

Mission Design and Victory Conditions

Types of Missions
Kill Team offers a variety of mission types, including:

1. Elimination: Destroy the enemy squad.

2. Secure and Control: Hold specific objectives on the battlefield.
3. Covert Operations: Complete hidden or special tasks.

4. Rescue and Retrieval: Secure items or rescue allies.

Each mission has specific rules and conditions that influence gameplay and strategy.

Scoring and Winning

Victory points are awarded based on mission objectives, such as controlling areas, eliminating key models, or completing special
tasks. The player with the most points at the end of the game wins.
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Additional Rules and Considerations

Command and Strategy

While Kill Team is fast-paced, strategic command of your squad, including effective use of abilities and terrain, is crucial for victory.

Modifiers and Special Rules

Various factors, such as terrain, abilities, or specific weapon traits, can modify dice rolls or game effects. Familiarity with these
nuances enhances tactical options.

Game Length and Setup

Typically, Kill Team matches last around an hour, making it ideal for quick play sessions. Setup involves selecting your squad,
deploying terrain, and deciding on mission objectives.

Conclusion: Mastering Kill Team Core Rules

Understanding the core rules of Kill Team is vital for executing effective strategies and enjoying the game to its fullest. From
movement and combat mechanics to mission objectives, each element combines to create a dynamic, engaging experience. Regular
practice, understanding your squad’s profiles, and strategic positioning will lead to success on the battlefield. Whether you're a
newcomer or looking to refine your skills, mastering these core rules will ensure your games are competitive, fun, and rewarding.

Kill Team Core Rules: An In-Depth Analysis of Warhammer 40,000's Skirmish Game In the expansive universe of Warhammer 40,000,
where colossal armies clash across planets and star systems, the Kill Team core rules offer a focused, tactical experience that
emphasizes small-unit skirmishes over large-scale battles. Launched as a standalone game and as a complement to the main
Warhammer 40,000 ruleset, Kill Team provides players with a streamlined yet richly strategic gameplay that caters to both



newcomers and seasoned veterans. This article delves into the core rules, examining their design philosophy, gameplay mechanics,
and how they stand out within the broader context of tabletop wargaming.

Overview of Kill Team Core Rules

The Kill Team core rules serve as the fundamental framework for running skirmish-level combat scenarios in the Warhammer 40,000
universe. Unlike traditional Warhammer 40,000, which often involves hundreds of models and intricate army-building, Kill Team
distills combat into tightly focused engagements involving a handful of models per side. Key Features of the Core Rules: - Emphasis
on tactical decision-making and positioning - Simplified rules that facilitate faster gameplay - Flexible mission design for varied
gameplay experiences - Deep customization options for unit selection and upgrades - Compatibility with extensive lore and narrative
campaigns The core rules are designed to be accessible yet layered enough to satisfy competitive players seeking strategic depth.

Fundamental Mechanics and Gameplay Flow

Understanding the Kill Team core rules begins with grasping the fundamental mechanics that govern gameplay. These rules define
how players activate units, resolve actions, and determine outcomes.

Turn Structure

Kill Team features a turn-based structure with each player alternating activating their models. A typical game proceeds through the
following phases: 1. Command Phase: Players generate command points (CP), which are crucial for activating special abilities. 2.
Activation Phase: Players take turns activating one model at a time, performing actions such as moving, shooting, or attacking. 3.
End Phase: Any end-of-turn effects are resolved, and the next player begins their turn. This alternating activation system encourages
strategic planning and reactive gameplay, fostering tense, dynamic encounters.
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Actions and Abilities

Models can perform various actions during their activation: - Move: Relocate within their movement characteristic. - Standard
Actions: Fire weapons, perform skill tests, or use special abilities. - Overwatch: Prepare to fire on enemy models that move within
range. - Crisis Actions: Special maneuvers or tactical operations, often requiring command points. The core rules specify how these
actions interact, including rules for shooting, melee combat, and cover.

Core Rules for Combat and Shooting

Combat resolution in Kill Team is streamlined but layered, emphasizing tactical positioning and weapon choice.

Shooting and Attack Phases

When a model fires, the process involves: - Target Selection: Choose an enemy within line of sight and range. - Attack Roll: Roll a D6,
adding relevant modifiers based on weapon and conditions. - Success Threshold: Typically, rolling equal to or above a target number
(often 4+) results in a hit. - Damage Calculation: Successful hits inflict damage based on weapon stats, and models may have armor
saves to mitigate losses. Key Points: - Cover provides defensive bonuses, making positioning critical. - Overwatch allows models to
fire preemptively when enemies approach. - Critical hits or special weapon effects can amplify damage.

Melee Combat

Melee is resolved through a similar process, often involving: - Charging into combat within specified range. - Attack and defend rolls.
- Damage and armor saves. Melee is crucial for controlling objectives and engaging enemy models in close quarters.

Unit and Model Customization

A defining aspect of the Kill Team core rules is the depth of customization available to players, allowing them to tailor their squads



for specific tactics and narratives.

Choosing Units

Players select models from various factions, each with unique profiles, abilities, and equipment options. The core rules provide
guidelines for: - Building squads within point limits. - Selecting equipment and weapons. - Upgrading models with special abilities or
gear.

Specialisms and Equipment

Models can be further customized through: - Specialisms: Roles like sniper, medic, or demolitions expert, granting unique abilities. -
Gear and Weapons: Options to enhance offensive or defensive capabilities. - Skills and Talents: Additional tactical options to
influence gameplay. This flexibility encourages diverse army compositions and personalized playstyles.

Mission Design and Play Styles

The core rules are designed to support a wide array of mission types, from straightforward skirmishes to narrative campaigns.
Mission Types Include: - Domination of objectives - Elimination of enemy models - Rescuing hostages or capturing strategic points
The rules specify how to set up missions, determine victory conditions, and incorporate terrain and environmental effects. Play Styles
Supported: - Competitive tournaments emphasizing optimized strategies - Narrative campaigns focusing on story-driven gameplay -
Cooperative scenarios against Al or other players The adaptability of the core rules makes Kill Team suitable for many gaming
contexts.

Comparison with Warhammer 40,000 Main Rules

While both games share a universe and core mechanics, the Kill Team core rules differ significantly from the main Warhammer
40,000 ruleset. Main Differences: | Aspect | Warhammer 40,000 | Kill Team | |||| | Number of Models | Hundreds per army | Small
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squads (5-20 models) | | Gameplay Scope | Large-scale battles | Skirmish-level combat | | Game Length | Multiple hours | Typically
30-60 minutes | | Complexity | Highly detailed, extensive rules | Streamlined, accessible rules | | Customization | Deep army
customization | Focused squad customization | These distinctions make Kill Team an ideal entry point for new players and a quick,
tactical alternative for veterans.

Strengths and Limitations of the Core Rules

Strengths: - Accessibility for newcomers - Fast-paced gameplay without sacrificing strategic depth - Extensive customization options
- Supports narrative and competitive play - Modular design allows for house rules and campaign integration Limitations: - Less
granular than full Warhammer 40,000, which may frustrate players seeking ultra-detailed simulations - Balance can vary based on
unit choices and upgrades - Some players may find the simplified rules insufficient for complex tactical scenarios

Conclusion: The Value of Kill Team Core Rules

The Kill Team core rules stand as a testament to effective game design, balancing simplicity with depth. They offer an engaging
tactical experience that emphasizes positioning, unit synergy, and strategic resource management within a compact gameplay
format. Whether players are interested in quick, narrative-driven sessions or competitive tournaments, the core rules provide a
flexible foundation. As a bridge between casual tabletop gaming and the expansive Warhammer 40,000 universe, Kill Team has
revitalized interest in skirmish gaming, making it accessible to a broader audience. Its well-crafted mechanics, deep customization,
and adaptable mission structure make it a compelling choice for both new and veteran players seeking a tactical challenge. In the
evolving landscape of miniature wargaming, the Kill Team core rules exemplify how thoughtful design can create engaging,
replayable experiences that honor the richness of the Warhammer 40,000 universe while maintaining streamlined gameplay. For
those looking to dip their toes into tactical combat or seeking a versatile, quick-play game, Kill Team offers an excellent entry point
grounded in robust core mechanics and strategic depth.



Questions & Answers About kill team core rules

core rules?

No Question Answer

1 What are the core rules for Kill Team? The core rules for Kill Team cover movement, shooting, combat, morale, and
mission objectives, providing streamlined mechanics tailored for skirmish-
level gameplay within the Warhammer 40,000 universe.

2 How do movement and charge phases work | In Kill Team, players alternate activating units to move or perform actions.
in Kill Team core rules? Movement is measured in inches, and charging allows units to move into

engagement range to initiate combat, with specific rules for successful
charges and overwatch responses.

3 What are the key differences between Kill Kill Team simplifies many mechanics from Warhammer 40k, focusing on
Team core rules and Warhammer 40k core | smaller squads, streamlined gameplay, and faster turns, with less emphasis
rules? on complex stratagems and more on tactical positioning and objectives.

4 How does shooting work in Kill Team core Shooting involves selecting a target within range and line of sight, rolling dice
rules? based on weapon profiles, and applying modifiers. Hits are then resolved to

determine wounds and damage, with cover and terrain affecting hit accuracy.

5 What are the rules for combat in Kill Team? | Combat occurs when units are engaged in melee. Players roll dice based on

the attacking unit's weapon profiles, compare results against enemy armor,
and resolve wounds and damage accordingly, with rules for consolidations
and overwatch.

6 How is morale handled in the Kill Team core | Morale checks are made when units suffer losses, with tests to determine if
rules? they flee or remain engaged. Morale modifiers can be applied based on game

circumstances, affecting unit cohesion and performance.

7 What are mission objectives in Kill Team Objectives are specific goals placed on the battlefield that players compete to

control. Securing objectives grants victory points, influencing strategic
decisions and game outcome.
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8 Are there any special rules for terrain in Kill
Team core rules?

Yes, terrain provides cover and line-of-sight blocking, affecting shooting and
movement. Rules specify how terrain interacts with units, including cover
saves and movement restrictions.

9 Can you customize your Kill Team using
core rules?

Absolutely. The core rules include options for selecting different factions,
customizing units with special weapons and equipment, and tailoring
strategies to suit your playstyle within the game’s balanced framework.

10 Where can | find the official Kill Team core
rules?

The official Kill Team core rules are available in the Kill Team rulebook
published by Games Workshop, as well as in digital formats and
supplementary publications for the latest updates and expansions.

kill team core rules, warhammer 40k kill team, kill team gameplay, kill team factions, kill team miniatures, kill team strategy, kill
team terrain, kill team missions, kill team dice, kill team setup
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