SCENARIO - TAKE AND HOLD

Overview: In this scenario two forces are attempting to take control of an important point on the battlefield and hold it for as long as possible.

Battlefield: Mark the exact centre of the table, this is the objective. If there is terrain within 12” of the objective, shuffle this away so that it is not.

Deployment zones: Armies cannot be deployed within 12” of the middle line of the battlefield, so that more than 24” of no man’s land will stand between the armies at the beginning of the battle.

DEPLOYMENT

1. Both players roll a die, the player who scores highest must deploy one of his units in either deployment zone, thereby claiming that side of the table as his own.

2. The other player then deploys one of his units in his own deployment zone. After that, taking it in turns, each player deploys one unit at a time.
3. All the war machines in an army are deployed at the same time, though they can be deployed in different parts of the deployment zone.
4. The characters in an army are all deployed simultaneously as the last unit the player deploys. Each of them may of course be deployed in a different part of the deployment zone and they may be deployed within units.

5. Scouting units are not deployed with the rest of the units. Instead they are placed on the table after all units in both armies have been deployed, as described in the rules for Scouts.

Who goes first? Both players roll a dice, the player who finished their deployment first may add +1 to their dice roll. The player who scores highest may choose whether to go first or second (re-roll ties).

Length of game: The game lasts for six turns.

Special rules: There are no additional special rules.

Victory conditions: At the end of the first player’s third turn, and at the end of each player turn thereafter you score Victory points if you are holding the objective. You hold the objective if you have a Scoring unit (see page 2) on top of it. If neither player has a Scoring unit on top of the objective, one player holds it if he has one or more Scoring units within 4” of it and the opponent has none.

The Victory points for holding the objective are as follows: Either player’s third turn: 100 VPs. Either player’s fourth turn: 200 VPs. Either player’s fifth turn: 300 VPs. Either player’s sixth turn: 400 VPs. The most Victory Points you can get for holding the objective is therefore 2000.

Apart from this, no Victory points are awarded for captured standards or table quarters. All other Victory points are halved.
