Warhammer 40k PBEM

(Edition 2.0)

Welcome to Warhammer 40k PBEM (Play By E-Mail)! This is a new development in playing your favourite hobby with friends even if you can’t normally reach each other. W40k PBEM is literally that, playing Warhammer 40k by e-mail. With a grid-system in place, one can use Paint or Photoshop with relative ease to create a battlefield and units, and get a game in!

What are the main advantages to Playing By E-Mail?

Well, first off, there’s the obvious advantage of ALWAYS having a game to play. Even if there is no hobby store or Warhammer playing friends in your area, PBEM allows you to have a game from anywhere in the world that has internet access.

There are other advantages though as well. For one, since the environment is virtual, you don’t actually need all the models or pieces that you would otherwise require at a hobby shop or at a Games Workshop. This leaves you free to experiment with wildly different army lists and configurations that you might otherwise never have a chance to see in the real world. Want an army of Grots? Not a problem!

Not only is this good for doing extremely varied or different army lists, but it is an awesome tool for helping to develop your army list. Say you want to start Dark Eldar, but are unsure if the army that you’ve worked out is what you want, or even any good at all – you can pop onto PBEM and run a few test battles with your army before you even own your army!

What are the disadvantages?

Of course there are disadvantages… none of us expected to be able to get away with this without some kind of drawback.

For one, battles take a much longer time to sort out, since it may take some time for your opponent to find out what has happened since he last checked his e-mail. It also takes a little longer to go through your dice rolls and movement. However, it shouldn’t be hard to perform 1 turn per day – regardless of the size of the battle, and so the game will usually last the same number of days as there are turns. This means that, in effect, there is very little difference between the time it takes to do a 500 point battle, and the time it takes to do a 1500 point battle.

The other disadvantages of the system all spawn off from that idea that there is a lag-time between your actions and your opponent’s reactions. Many crucial decisions are made at the minute level, such as where to pull casualties from, when to use a special one-use item when it can be used during the enemy turn, or what Faith Points to use. However, these circumstances aren’t as straining on the system as you would be left to believe, and a few simple agreements can be made between players to ensure a smooth battle progresses.

Is this in breach of Games Workshop legalities?

Surprisingly, the answer is no. We have not stolen models, rules, or even intellectual property from Games Workshop. If you want to play, you have to purchase the core rules at the very least – as all rules posted on this site and contained within this document require your knowledge and thorough understanding (both in print and in spirit) of those core rules.

Now – on with the show.

CHAPTER 1: Basics

Simply, players take turns like they normally would.  Explain in detail to your opponent just what you're doing with each unit in an e-mail in the Movement phase, Shooting phase, and Assault phase, so that there is no confusion.  To prevent cheating or shadiness of any sort, when you make each and every dice roll, make sure to clearly explain in the message section exactly what the roll is for.  Once your turn is done, attach the map file to the e-mail and send it to your opponent.  It's now his turn, so just sit back and wait!

In order to roll dice, visit one of these websites:

http://games.queriousdesigns.com/fun/dice_roll.php

-or-

http://games.queriousdesigns.com/fun/war_roll.php

Once there, fill out the form, including both your e-mail address and that of your opponent.  Remember to check the “e-mail results” box on the combat generator!  The accepted rule is that if you do not send the roll to your opponent, he has the choice to either take your word for it, or force you to roll again.

Astute readers will have noticed that there are certain things in your turn which would require your opponent's interaction.  Removing shooting casualties, for example.  This is dealt with in a chapter farther down, so just put that in the back of your mind for now.

CHAPTER 2A: Ranges & Movement (Method 1)

After dice rolling, this is the first thing that most people wonder when they hear of playing by e-mail. To make sure that ranges and movement are properly kept in balance, a grid-system is used to allow players to move and measure more easily and freely than otherwise possible. Note that this does allow you to be able to tell the range to a target before actually declaring any actions. This is an okay thing, as both players are equally allowed to do so, and so the advantage benefits both players equally.

The Grid should be made of squares that represent a distance of 1” in either direction. Thus, moving across 6 squares will give you a distance of 6”. The obvious movements are up, down, left, and right. You are allowed to move and measure diagonally, but there are some strict rules in doing so.

When measuring diagonally, measure left and right and up and down. Do NOT measure from corner to corner. This may seem to drastically reduce the distance you can move diagonally, but there is another rule that offsets this. If you move more than 2”, you may add another square to your move (note that this is not an “inch” move – but simply an extra square that can be moved to make up for lost ground). If you move more than 8”, you may take your extra square move, and add another on top of that. For every 6” more inches of measure, you add an extra square.

Thus, at 24” range, you would gain an extra 4 squares of measure. It’s easier to think of it as for every 6” of measure, you gain an extra square. I write it as more than 2” because at this small range you do not gain any extra move. How do you move diagonally 1 inch then? On 1 inch diagonal measures ONLY do you measure from corner to corner. You may not perform any other diagonal measures after this sort of measure.

Note that the extra square of measure may be taken in any direction – it does not have to follow the regular diagonal path. If you no longer wish to keep measuring diagonally, you may begin measuring normally across the grid, or up and down the grid. Otherwise, it would be impossible to target some units that are well within range.

EXAMPLE:
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Notice how Squad 1 measures the range diagonally to Alpha Squad. It measures 6 squares normally, as indicated by the yellow squares, adds an extra square for measuring more than 2” diagonally, as indicated by the red square, and then measures a straight line towards Alpha Squad.

CHAPTER 2B: Ranges and Movement (Method 2)

There is another method which can be used to move and measure ranges.  We are still in the process of developing these rules, and so any feedback on which method you find most intuitive is greatly appreciated.  Agree with your opponent which method you will use before the game begins.

In this method, measuring range when firing weapons is simple.  Take a piece of paper, and place it against your screen.  Align it with the grid.  Say you are measuring Rapid Fire distance, for example.  Count out 12 squares horizontally (it helps to have the grid marked off in 6” intervals somewhere), and mark that distance on your piece of paper.  Then measure from square to square the same way you would in a regular game.

Note: Remember not to change your zoom setting from the time you mark your piece of paper to the time you measure!  Zooming out 2x changes 12” into 24”!!

Now for measuring movement, use the following rules: For each inch of movement, move the model one space horizontally or vertically one square.  Just the same as you would if you were playing Clue.  Remember Clue?  That game was great!

Every time you are required to move, you may choose to move the model diagonally a number of times depending on your movement allowance.  This diagonal move replaces a space you would normally move horizontally or vertically.  Use the following chart to determine the number of diagonals you may move:

Move     Diag

1+            1

4+            2

7+            3

10+           4

13+           5

And for every three inches more thereafter, add one more diagonal space.  The easy way to remember the number of diagonals you can move is to remember that you can always move diagonally your first inch, and that for every three inches more, you can go one more diagonal.

So for example, if your unit rolls its flee distance and scores an 11, it will move 11 squares, 4 of which can be diagonal moves.  Not so complicated once you get used to it, huh?

CHAPTER 3: Filling up Space

If each square is 1 inch by 1 inch, then how do we determine where inside that 1 inch models are?

We do something very simple. If your base is the normal round (or normal square – in the case of daemons) base, then you are assumed to take up the full square inch of the grid. There are no half-distances involved. You are where it shows you to be, and you move in 1” steps.

If your base is larger than this (Terminator sized bases, Tyranid Warrior bases, etc), then the model takes up four squares, arranged in a square (a 2”x2” square). There are obvious benefits and drawbacks to this – just as there are in 40k.

Finally, if your base is even bigger than this (Avatar, Greater Daemon, Hive Tyrant, etc), then you take up a 3”x3” square area.

However, what if you don’t have a base? What if you are a vehicle? In the case of vehicles, there are also 3 sizes.

Small: Small Vehicles take up 3”x3” areas just like Monstrous bases for infantry. Small Vehicles are anything that you would consider to be small by vehicle standards. Thus, such things as Vypers, Land Speeders, Dreadnaughts, Ork Trukks, Sentinels, Killa Kans, and other diminutive vehicles are considered Small.

Medium: Medium Vehicles take up 4”x4” areas. Medium vehicles are nearly everything in the game. They include Dark Eldar Raiders, Rhinos, Chimeras, Leman Russ variants, Predators, Hammerheads, and, as said, nearly all vehicles in the game.

Large: Large vehicles take up 5”x5” areas. There aren’t a lot of such vehicles out there, so here’s the list; Land Raiders & variants, Battlewagons, and Monoliths are all considered to be Large vehicles.

Bigger than Large?: We at PBEM totally encourage player-designed and player-tested armies and units. If you use something that does not seem to fit in these scales due to its sheer massive size – like Gargantuan creatures (Squiggoth, Tyranid Monsters with Mass Points, etc), or Titans – then please feel free to designate an appropriate size to them. Note that these sizes do not even have to be square, as we have universally designated them. Feel free to experiment.

If you feel that a vehicle listed above does not fit in a listed category (some may consider Killa Kans as being Smaller than Small), then please feel free to talk it over with your opponent and agree to it being smaller/larger (like Killa Kans being 2”x2”, or the Monolith being 6”x6”).

CHAPTER 4: What’s mine is yours, What’s your is mine

As mentioned, a potentially big problem amongst players is deciding what happens when normally another player would get involved. The best case of this is deciding who dies. Obviously the shooter wants the heavy weapons and sergeant to die, and obviously the defender doesn’t want them to die so there’s more destructive shots or better close combaters going back at the enemy.

Since each player will be performing their turn separately, but will still get to see the number of casualties, it will be up to the player to decide how casualties are taken.


However, the player should try to be as self-hating as possible. In other words, try to screw yourself over – take away troops so that your guy with the powerfist can’t strike, or make it so that the losses will prevent you from assaulting (so long as that Veteran with the Power Weapon stays alive). Try to harm yourself by effectively removing casualties.

Do not actually remove the enemy models. Instead, place red X’s over the ones you felt should die. This allow the opposing player to determine if that’s how they wanted the models to die, and choose different ones. This may result in a close combat being done over again, but in all likelihood this should not happen if the players are properly choosing enemy casualties.

If a player cannot decide which models to remove, leave that combat to your opponent to figure out before they work out their own turn. Simply leave a note at the end of the e-mail detailing what the opponent may wish to do.

For example, save I have a Master in combat with a weak enemy HQ and a small squad of troops. If this combat erupted during my opponent’s turn, they may not know how I may wish my Master to strike. Thus, instead of figuring it out, the combat from that Initiative point on was left to me to figure out. When it came to my turn.

CHAPTER 5: Location, it’s all about location

There are a number of irregularities that would come up in a grid-based system that depend on what way a model is facing, where a model is within a space, or how many models are covered.

There are some very simple answers to these things. For one, if you are touching any piece of terrain (the square has something other than ground in it), then you are considered in terrain. For this purpose, all terrain is treated as Area Terrain. This is to totally remove doubts of Line of Sight, and anything else that comes out of 3-dimensional areas. Some terrain may be considered Impassable, and in that case, you may not occupy a square with ANY piece of Impassable Terrain in it (even if by the smallest amount).

In the case of model facing, this only is a problem for vehicles – and one easily solved. When drawing your model/representation, make sure to indicate a front. If applicable, indicate the sides, but this will not often be required, as much of a representation can be determined by where its front is.

By necessity, vehicles may only face one of eight directions - horizontally, vertically, or diagonally.  This is really the only way to simplify things.

Big question here for vehicles is, what happens if a weapon hits the corner of a vehicle due to the firer being perfectly at 45o with the vehicle? The answer is that the shooter may decide which facing of the vehicle is hit. Thus, a hit in such a fashion at the corner of the front and side will be up to the shooter to decide, and will likely choose the side armour.

CHAPTER 6: Out of Phase

Sometimes an action will occur that is out of phase of the normal order of things. There is only one example that I can think of at the moment – and that is Acts of Faith. In the case that an army will be using these sorts of actions out of their turn, they should inform their opponent of the possible reactions. Such things could be done like “whichever squad you assault with your Genestealers will be given an Invulnerable save – however, they must roll equal to or lower than their squad size on 2D6 to do so”.

This is something that simply has to be planned out. So as you can see, there are not often any surprises in PBEM. If you wish to use other kinds of actions and keep them somewhat secret like a surprise, try to perform them on your turn.

CHAPTER 7: Specific Game Issues

This is the place where we deal with specific issues in-game which must necessarily be done in a manner much differently from how one would normally do them.  Keep an eye on this section for updated rules, and suggest additions if you come across anything not already covered!

Deployment:

Deployment must be done in a different manner than normal, because sending the file back and forth each time you deploy one unit is time-consuming.  Instead, once terrain is deployed, each player will take his own copy of the map, and deploy his own units.  E-mail it to your opponent when finished.  Whoever is finished last will combine the two maps once his own deployment is complete (without having peeked before finishing his deployment!), and send the finished product to his opponent.

Templates:

In the case of template and blast attacks, there is a very simple action. For each Small Blast weapon, you score D3 hits. For each Large Blast or Template (flamer) weapon, you score D6 hits. This is regardless if the squad is bunched together or spread apart. The only exception is that you can not hit more times than there are models.  For these purposes, the Flamer Template has a range of 8”.

Special Dice:

Obviously we cannot roll a scatter die to determine random directions.  Instead, a D6 and a D8 will be rolled.  The result of the D6 determins whether it is a hit or is inaccurate.  A 5 or higher means a hit, and a 4 or less means a scatter.  Assuming the top of the table is North, use the result of the D8 to determine the direction of scatter.  A result of 1 is North, 2 is North-East, 3 is East, 4 is South-East, and so on.

That’s it!

That’s all there is to Playing By E-Mail! All other Games Workshop rules apply. Have fun!

– Yarium

– Korr

