Unit Design Rules Mk. II
Cost of unit: (Base cost + Shooting + Assault + Other) x Leadership + Category Bonus
Step 1: Determine Base Cost
The base cost of a model is equal to Toughness x Wounds x Armor x Movement.
Toughness: Simply, the unit's Toughness score. Try not to use Toughness 1.
Wounds: Again, simply the unit's Wound count. As a guideline, this should not exceed 1 for basic infantry, 2 for large creatures and low-power commanders, 3 for higher commanders, or 4 for monstrous creatures.
Armor: For a regular save:
No save: +0%
6+ save: +7%
5+ save: +17%
4+ save: +33%
3+ save: +67%
2+ save: +167%
For Invulnerable saves, add the percentage to that of your normal save. Before you can purchase an Invulnerable save, you must have a normal save of that rating or better.
I6+ save: +13%
I5+ save: +33%
I4+ save: +67%
I3+ save: +133%
I2+ save: +333%
Movement:
Walking (6" move and assault, 2d6" pursue/flee): +0%
Agile (6" move, 12" assault, 3d6" pursue/flee): +20%
Fast (9" move, 9" assault, +3 Difficult Terrain): +30%
Winged (12" move, 6" assault, 3d6" pursue/flee, take wound in Difficult Terrain, ignore terrain moved over): +50%
Jump Packs (12" move, 6" assault, 3d6" pursue/flee, take wound in Difficult Terrain on a roll of a 6 on a d6, ignore terrain moved over): +60%
Flyer (As CA Tyranid flyers rules): +100%
Fleet of Foot/Claw/Wing: +10%
Infiltrate: +10%
Deep Strike: +10%
Hover: +20%
Crystal Targeting Matrix-like ability: +50%
Step 2: Determine Shooting Weapons

Shooting and Close Combat weapons are now covered by WDR.

The cost for a shooting weapon is Strength x AP x Rate of Fire x Range x Accuracy x Blast x Type x Other.
Strength: The weapon's Strength characteristic. Try not to use Strength 1. If the weapon always wounds on a 4+, treat it as Strength 5. If the weapon always wounds on a 2+, treat it as Strength 7.
AP: As "Armor" above; equal to the best armor the weapon's AP can penetrate.
Rate of Fire: The number of shots the weapon fires. If the weapon is "pistol" or "rapid fire", put down 1; this will be covered later. d3=2; d6= 3.5.
Range: As follows:
Up to 36": +25% for each 6" above 12".
36"-72": +100% and +25% for each 12" above 36".
120": x3.5.
240": x4.5.
Accuracy: The chance the weapon will hit:
BS 1: x0.17
BS 2: x0.33
BS 3: x0.5
BS 4: x0.67
BS 5: x0.83
Auto-hit: x1
Do not use "auto-hit" unless in special circumstances. If the weapon is indirect-fire, treat it as an auto-hit.
Blast: The area of effect of the weapon.
Normal effect (no blast): x1
3" Blast: x2.5
5" Blast: x4
Flamer: As 12" range, 3" blast, auto-hit.
Type: The type of the weapon modifies the cost:
Heavy: x1
Assault: x1.5
Rapid Fire: x1.75
Pistol: x1.75 + 1/2 cost of adding another attack.
Other: Miscellaneous stuff:
No LOS needed: +50%
Guess: -25%
Re-roll to wound or to penetrate armor: +50%
+1d6 versus armor: +50%. At 1/2 range only: +25%.
Pinning: +25%
Scatter: -50%
Gauss: Add cost of Strength 3 weapon with otherwise identical characteristics.
Step 3: Determine Assault Weapons
The cost of a unit's assault (melee) capability is equal to Strength x Weapon Skill x Initiative x Attacks x Other.
Strength: Just like in Shooting weapons, above.
Weapons Skill: As follows:
WS 1: x1
WS 2: x1.33
WS 3: x1.5
WS 4: x1.72
WS 5: x1.83
WS 6: x1.94
WS 7: x2
WS 8: x2.15
WS 9: x2.22
WS 10: x2.41
Initiative: As follows:
Always Last: x0.44
I 1: x0.48
I 2: x0.52
I 3: x0.56
I 4: x0.61
I 5: x0.66
I 6: x0.72
I 7: x0.78
I 8: x0.85
I 9: x0.92
I 10: x1
Attacks: The number of attacks the creature gets.
Other: If a special is an actual armory-given weapon, add 1/2 the cost of an additional attack for the creature to the weapon's cost should you decide to modify the armory.
Power Weapon: +100%
Monstrous Creature: +150%
2" reach: +25%
Power Fist: As new Strength, Power Weapon, Always Strike Last.
Rending: Add cost of Strength 3 power weapon.
-1 Attack (as Lash Whips): 3 and armor modifier of creature using it, plus 3.
-1 Attack (as Distract): 3 and armor modifier of creature using it, plus 4.
Step 5: Other
Add the cost of anything not covered above.
Step 6: Leadership
As follows:
Leadership 5: -30%
Leadership 6: -25%
Leadership 7: -20%
Leadership 8: -15%
Leadership 9: -10%
Leadership 10: -5%
Fearless: +0%
Can join units as IC: +25%
Step 7: Category Bonus
Subtract (yes, subtract) a certain number of points from each models cost:
If the unit is in the HQ category, subtract 15 / (maximum unit size - minimum unit size) points from the cost for each model.
If the unit is in the Elites, Fast Attack, or Heavy Support category, subtract 10 / (maximum unit size - minimum unit size) points from the cost for each model.
If the unit is in the Troops category, subtract 5 / (maximum unit size - minimum unit size) points from the cost for each model.
A model that comes as one per unit counts as 0.67 for the maximum unit size - minimum unit size.
An Independent character gets no Category Bonus.
Each unit must have at least one model in it!
Retinues do not get this bonus, nor do they count toward the maximum and minimum unit size.
0-2 and 0-1 units
If a model's base Weapon Skill is greater than 5, its base Toughness is greater than 8, it has more than 4 wounds, and/or its base Initiative is greater than 6, it must be a singular 0-1 HQ unit.
If a model is a psyker, it must be an HQ unit, be the only psyker in a unit, or be a 0-1 choice with up to 3 available.
If a model is armed with a weapon that does not require line of sight, it must be the only model to not do so in its unit or it must be a 0-1 choice.
If a model has more than two wounds, it must either be the only one to have more than two wounds and be an HQ choice, or it must be a 0-1 choice.
If it is fluffy to do so, it must be a 0-1 or 0-2 choice.
For a 0-1 or 0-2 unit, calculate category bonuses a for a unit of 1-6 models.
Step 8: Total Up Cost
The total cost is:
(Base cost + Shooting + Assault + Other) x Leadership + Category Bonus.
