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" Description

It Is Precious To Me

AdeptiCon 2007

Lord of the Rings Team Tournament Scenario 1

A vital relic from ages past, once thought lost, has been discovered again. Unfortu-
nately, the enemy has discovered their own item of importance located at this same
| site. Both forces have orders to reclaim their prize and thwart the plans of the enemy at

| the same time.

Layout
Roll a dice to see who places the first ter-
rain piece. They can be placed anywhere

- lon the table, but no closer than 6"/14cm

fo-the center of the battlefield. Place ter-
{rain features one at a time until you have
placed all the features.

After all terrain is placed and deployment

__|zones have been chosen, each player will

place their objective piece on the table.
These can be placed anywhere on the
'table, but no closer than 12"/28cm to your
own deployment zone and 6"/14cm to

i any table edge.

Starting Positions

The armies are set up from opposite table
edges. Roll a dice to see which player gets
{to pick a table edge. The opposing player

B sets up from the opposite table edge.
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The player that picked the deployment
edge sets up his objective piece and army
first. The objective piece is set up first and
can be placed anywhere on the table,
|but no closer than 12"/28cm to your own
|deployment zone and 6"/14cm to any
table edge. Next the opposing player
'places his objective piece following the
same procedure.

|Once both objective pieces have been
placed the player who picked the deploy-
'ment zone will place their army. Models
Imay be placed up to 6"/14cm in from
the table edge. The opposing player then
41 does the same, but from the opposite
feibleTedce.
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Objectives

Both sides are seeking fo reclaim their _
objective piece from enemy hands. When |
the game ends, the player who has the
most models within 2" of an objective is
considered to have captured it. Once

one force is broken, the battle might sud-
denly end. At end of each furn after this
condition is met, roll a dice: onaroll of 1 or
2 the game ends.

Major Victory \ Defeat
You have captured both objectives.

Minor Victory\ Defeat

You have captured only your own objec-
tive and your opponent has failed to cap-
ture his objective.

Draw
Any result other than those listed above.
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" Description
For many years the forces of good and evil have vied for control of crucial border re-
gions surrounding their strongholds. As the War of the Ring approaches, these areas be-
*| come more crucial for both sides and they will stop at nothing to gain the upper hand.

| Controlling these regions could prove decisive in the final war to come.
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Battle at the Border

AdeptiCon 2007

Lord of the Rings Team Tournament Scenario 2

Layout

Roll a dice to see who places the first ter-
rain piece. They can be placed anywhere
on the table, but no closer than 6"/14cm

§ 10 the center of the batilefield. Place ter-
| rain features one at a fime until you have

placed all the features.

| Starting Positions

The armies are set up from opposite table
corners representing their side of the bor-
' der. Roll a dice to see which player gets
to pick a table corner first. The opposing
player sets up from the opposite table
corner.

The player that picked the deployment
| edge sets up his army first. Models may be

B placed up to 18”"/28cm in from the table

corner. The opposing player then does the
same, but from the opposite corner.

Objectives

Both forces are trying to reclaim crucial
border territory form enemy hands. A
force can be considered to have cap-
tured the enemy territory if they have
more models within their opponent’s de-
ployment zone than their opponent does.
The game is played until the start of a turn
in which one force has been reduced to a
quarter of its starting number of models.

Major Victory \ Defeat

You have captured the enemy deploy-
ment area and your force has more than
a quarter of its starting number of models
left on the table. The enemy force has
failed to capture your deployment zone.

Minor Victory\ Defeat

You have captured the enemy deploy-
ment area but your force has been re-
duced to a quarter of its starting number
of models. The enemy force has failed to
capture your deployment zone.

Draw
Any result other than those listed above.
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‘Leave None Alive!
AdeptiCon 2007

Lord of the Rings Team Tournament Scenario 3

'Description
The fighting has escalated as the War of the Ring approaches and the time for maneu-
vering has come to an end. Both sides are now focused on eliminating the enemy even

=| af the cost of their own lives. There is no room for surrender or retreat.

| Layout

Roll a dice to see who places the first ter-
rain piece. They can be placed anywhere
on:the table. Place terrain features one at
a time until you have placed all the fea-

| fures.

Starting Positions
The armies are set up from opposite table

edges. Roll a dice to see which player

| gets to pick a table edge first. The oppos-

ing player sets up from the opposite table

:edge.

The player that picked the deployment
edge sets up his army first. Only half of the
models in the force are deployed at the
start of the game and this initial force must

include at least one hero. These models

must be placed between 6"/14cm and
18"/28cm in from the table their table
edge. The opposing player then does the
same, but from the opposite table edge.

Objectives

Both forces are trying to eliminate the ene-

my, pure and simple. The game is played
until one force has been completely de-
stroyed or time is called.

Major Victory \ Defeat

The enemy force has been destroyed and ¢ :

your force has not been Broken.

Minor Victory \ Defeat
The enemy force has been destroyed but
your force has been Broken.

Draw
Any result other than those listed above.

Special Rules

Reinforcements: At the end of each play-
er's move phase, starting with turn 2, play-
ers must roll a dice for each model not on
the table (Heroes may use Might to influ-
ence their own rolls only). On a roll of 4+
the model can be moved onfo the table
from their own deployment zone. Models
that enter this way may act normally but
may not charge. Keep rolling for addition-
al models during subsequent turns using
the following table (turn 3 and 4 on a 3+,
turn 5 thru 10 on a 2+). Any models that
have not arrived by turn 10 will automati-
cally enter play at the end of the player’s
move phase in turn 11.
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