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Espionage

ADEPTICON FANTASY WARBANDS PRIMER SCENARIO 1

OVERVIEW

Your band has acquired some data about your oppo-
nent's forces. You must protect your intel, while secur-
ing the intel your opponent has acquired about you.

BATTLEFIELD

Terrain is Preset. Confir
layout on page 3 of this packet. Forests, Buildings and
Rolling Hills are considered large target sized; a large
target behind an object may not be targeted except by
a unit on high ground. Building Assault rules are in ef-
fect for this scenario.

DEPLOYMENT

Both players roll a die, the player with the highest score
may choose which side to deploy on. The other

pl ayer s Deployment zZdhe
player with the most units deploys firstequal
number, player who did not select deployment zone
may decide who will deploy first. The players then take
turns deploying one unit at a time until both of their en-
tire forces are on the table.

Deployment

Deployment

SPECIAL RULES

The Intel: At the beginning of the game, each player
must assign a single unit to protect its discovered intel-
ligence. This must be a unit and not an independent
character. Use the Adepticon marker to denote this
yinit.u The npagkey wik ke droppesl if the unit flees for
any reason (or is destroyed). If the unit is broken in
combat, the winning unit (if not a lone character) may
pick it in the same manner as a banner. Any unit (not a
lone character) may pick up a marker by passing over
it in a normal (non-charge/-march/-fly) move.

WHO GOES FIRST
Each player rolls a D6. The player who finished placing
all his units first may add +1 to this die roll. The player

with ghg highestyesuitimay choose whether to go first
or second.

GAME LENGTH
Game will last 6 turns or until time is called. Do not
start a new turn after the 45 min mark.

VICTORY CONDITIONS
Warbands VPs are computed as follows ("destroyed"
includes fleeing/fled):

Units destroyed/Character killed = Full VPs

Units reduced to half strength or less but not de-
stroyed/Character reduced to half wounds or less = %2
VPs

For this scenario I Destroying the opposing com-
mander is worth 50 additional VPs

Difference of 76 or more VPs needed for a Victory

Battle Point Modifiers:

+1 if you still possess your “Intel" marker

+1 if you possess your opponent's “Intel" marker

+1 for destroying opponent's highest point unit
(characters do not count as a unit for this)

-1 if none of your units crossed the ‘center line

-1 if you have not destroyed (dead/fled/fleeing) at least
one of your opponent's units
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