Cheese Rating System

1. Squad Size:

Each figure past 8 (if wearing non-power armour) = +1 cheese.

2. Armour:

Armour cheese rating is for the squad as a whole. All squad members must be equipped with the same type of armour.

Light Armour (d4), Movement 8" = +0 

Medium Armour (d6), Movement 6" = +0 

Heavy Armour (d8), Movement 6" = +2 

Light Power Armour (d10), Fast Movement 12" = +5 

Heavy Slow Power Armour (d12), Movement 6" = +7 

Heavy Fast Power Armour (d12), Movement 12" = +9 

3. Basic Weapons:

The Basic Weapons cheese rating is for the squad as a whole. All squads members who are armed with a Basic Weapon must be armed with the SAME type of weapon.

FP2 Impact d8 Rifles = 0 

FP2 Impact d10 Rifles = +1 

FP2 Impact d12 Rifles = +2 

FP3 Impact d8 Rifles = +2 

FP3 Impact d10 Rifles = +3 

FP3 Impact d12 Rifles = +4 

any SMG (can fire in first rangeband only, add +1 in Close Combat) = 0 

4. Close Combat Weapons:

You may equip any squad members with a close combat weapon. The cheese rating is per figure armed with one.

fancy close combat weapon (sword, kukri) = +1 

super-dooper combat weapon (light sabre, chainsaw) = +2 

5. Support Weapons:

Your squad may be equipped with up to four support weapons. The cheese rating is per figure armed with one.

Squad Automatic Weapons (light machinegun)- SAW

	Cheese Position
	Number of Cards

	9
	6

	8
	5

	7
	4

	6
	4

	5
	3

	4
	3

	3
	2

	2
	2

	1 (most)
	1

	TOTAL:
	30 cards


FP d8 Impact d8 SAW = +0.5 

FP d8 Impact d10 SAW = +0.75 

FP d8 Impact d12 SAW = +1 

FP d10 Impact d8 SAW = +1 

FP d10 Impact d10 SAW = +2 

FP d10 Impact d12 SAW = +3 

FP d12 Impact d8 SAW = +3 

FP d12 Impact d10 SAW = +4 

FP d12 Impact d12 SAW = +5 

Special Weapons

Infantry Plasma Gun = +2 

Sniper Rifle (FPd8 Imp d12 OR FPd12 Imp d8) = +5 

Bigass Sniper Rifle (Impact 2d12) = +6 

Automatic Grenade Launcher = +2 

Flame Thrower = +4 (fires to first rangeband, useful in close combat, causes terror) 

Individual Anti-Vehicle Rockets (IAVR) = +1 

Notes:

Figures may not be armed with a basic weapon AND a support/special weapon – it is one or the other. IAVRs are an exception to this – you may issue up to 3 IAVRs to your troops IN ADDITION to whatever other weapons they’re carrying.

6. Squad Quality:

Quality cheese rating is for the squad as a whole.

Green = -2 

Regular = 0 

Veteran = +2 

Elite = +5 

7. Leadership: 

Leadership cheese rating is for the squad leader. We will play with a Scenario Rule that says if your squad leader is removed as a casualty, the new squad leader will be rated one level worse than the previous leader. So, if you start with a Leader 1 and he is removed, he will be replaced by a Leader-2. If that figure is removed, the next leader is a Leader-3. You won't get worse than Leader-3.

Leader 3 = -2 

Leader 2 = 0 

Leader 1 = +2 

8. GM Fudge Factor:

I reserve the right to add or subtract from the "rated" cheese value of each squad, depending on how truly horrible I think your combination is. In other words, if you manage to combine the absolute cheesiest elements possible in some terrible combination I've not considered, OR you come up with something really clever and creative that doesn't fit within this simple system, I'll add some suitable value to your cheese total. This is entirely at my descretion, and may be awarded on a whim. Or whatever.

9. Examples <snipped>

10. Final Comments:  Once the forces are rated, the GM will distribute special event cards. 

	Cheese Position
	Number of Cards

	8
	7

	7
	5

	6
	4

	5
	4

	4
	3

	3
	3

	2
	2

	1 (most)
	1

	TOTAL:
	30 cards


