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SCENARIO 1: ANNIHILATION!
*** READ THE ENTIRE SCENARIO BEFORE SETTING UP ***
OVERVIEW

The plan is simple, find the enemy and destroy them! Leave no stone unturned! Leave no survivors!

LINE OF RETREAT
Units that fall back do so toward their own table edge via the
shortest route possible as described in the Warhammer
40,000 rulebook (pg 45).

GAME LENGTH

At the end of game turn 5, roll a d6. On a 3+ game turn 6 is
played.

At the end of game turn 6, roll a d6. On a 4+ game turn 7 is
played.

At the end of game turn 7, the game ends automatically.

Alternatively the game ends immediately when the
tournament judge declares that time has elapsed. The time
remaining in the round will be displayed in the tournament
hall. Players should not begin a new turn if there is
insufficient time remaining to complete the turn.

DEPLOYMENT (PITCHED BATTLE)

The table is divided lengthways into two halves, by drawing
an imaginary line through the middle of the short table
edges.

Players roll-off, and the winner chooses to go first or second.
The player that goes first then chooses one of the long table
edges to be his own table edge. He then deploys his force in
his half of the table, with all models more than 12” away
from the table’s middle line (this is his ‘deployment zone’).
His opponent then deploys in the opposite half, following
the same restrictions.

Both players may also chose to place units in reserve using
the Reserves special rule (pg 94). When a unit is placed in
reserve, the owning player must declare how that unit will
enter play from reserves (e.g. Deep Strike, Outflank, etc).

At all times, armies must follow any and all special
deployment rules specific to their Codex (i.e. Codex: Chaos
Daemons).

Finally, alternate deploying any infiltrators and making any
scout moves.

The player that chose his deployment zone first starts game
Turn 1 with his first player turn. His opponent may attempt
to seize the initiative as described in the Warhammer 40,000
5th edition rules (pg 92).

Deployment Zone 2

SPECIAL RULES

Infiltrate, Reserves, Deep Strike (pg 94-95)

OBJECTIVES
Primary (Annihilation): The player with the most Kill Points as
defined in the Warhammer 40K rulebook (pg 91) wins the
primary objective. (Scoring: Win =21, Draw = 10, Loss = 0)

Secondary (Elimination): Eliminate all of your opponent’s
Troop choices while having at least one of your own Troop
choices alive at the end of the game. If both players have at
least one Troop choice still alive at the end of the game then
score this objective as a draw. If both players have no Troop
choices left alive at the end of the game then score this
objective as a loss for both players. Note that Dedicated
Transports attached to Troop choices do not count for this
objective. (Scoring: Win = 14, Draw =7, Loss = 0)

Tertiary (Victory Points): The player must score at least 250
more Victory Points than their opponent as described in the
Warhammer 40,000 rulebook (pg 300). If the Victory Point
total is within 250 points, the players draw this objective.
(Scoring: Win =7, Draw = 3, Loss = 0)

TACTICAL BONUSES

Note: These points are automatic if your opponent has no
choices from that Force Organizational slot.

+1: If your opponent has no surviving Fast Attack Choices at
the end of the game.

+1: If your opponent has no surviving Heavy Support Choices
at the end of the game.

+1: If your opponent has no surviving Elite Choices at the end
game.
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