Clubkampioenschap fantasy 2011

Men wordt zaterdag 29 oktober ten laatste verwacht om 9u15 in het clublokaal. Vanaf 9 uur begint de registratie. 

Inschrijven kan via mail: johan.baeyens2@telenet.be
· 1ste battle van 9u45 tot 12u00

· 2de battle van 12u30 tot 14u45

· 3de battle van 15u15 tot 17u30

De regels

· Legers bestaan uit maximaal 1800 punten
· Dogs of War mogen alleen als compleet leger ingezet worden, en dus niet als Allies bij andere legers

· Alle legers gebruiken hun eigen, meest recente armybook. Chaos Dwarfs gebruiken de ravening hordes lijst

· Wood Elves zijn verplicht om zelf een stuk bos mee te nemen, dit mag niet groter zijn dan een straal van 3". Verder moeten Wood Elf spelers voor de battle markeren waar alle stukken bos op de tafel staan en deze stukken aan het eind van de battle terug op de oorspronkelijke plaats zetten

· Geen Allies en geen special or named characters

· Er worden drie battles gespeeld.De scenario’s staan onderaan uitgelegd (lees deze even op voorhand om alles vlotter te laten verlopen)
Who is the winner?

Enemy units destroyed: 

victory points equal to the points value of the unit

Enemy units at half strength:

For each enemy unit that is reduced to half its original starting number of models or less it is worth half points value (rounding up).

Enemy models fighting on their own such as chariots, monsters and characters are 

worth half point value in VP’s if reduced to half their starting number of wounds or less

Enemy units fleeing at the end of the game

*Each enemy unit that is reduced to half its original starting number of models or less and is fleeing count as destroyed.

*Each enemy unit fleeing and with more than half its original starting number of models is worth half points value (rounding up, incl characters)

	Additional Victory points 

Captured Banner
25 punten
Captured Battle standard
100 punten 
Enemy General Killed 
100 punten 
Table Quarters 
50 punten 
Underdog Challenge 
50 punten 

	Command points (75 punten) zijn bij de battles te verdienen (25 punten per battle) 

Type of Victory 
Victory points difference 
Command points 
Winner 
Loser 
Draw 
0-349 
13 
12 
Minor Victory 
350-699 
16 
9 
Solid victory 
700-1099 
19 
6 
Crushing Victory 
1100-1399 
22 
3 
Massacre 
1400+ 
25 
0 



Battle 1:  Battle for the pass

Terrain

The battle will be fought down the length of the table rather than across its width, in a narrow pass with impassable mountains just off each of the long table edges.

[image: image1.png]



    Deployment zone A      12”
    12”    Deployment zone B

Game length

The batlle will last for six game turns, or until a time limit is reached.

Scenario special rules

The circle of blood

Warriors who fight in the circle of blood do so with bloodlust awakened in their souls

All units within 6” of the circle are subject to the rule for frenzy (rulebook page 70)

As soon as a unit moves out of range the frenzy is lost.

So is the pride of winning ground from your enemy. The army with the most unit points on enemy ground wins 200 additional victory points

The long table edges are impassable terrain following the normal rules. Fleeing units can force a way through impassable terrain and disappear from the table (or die trying!)

Other units (including reinforcements ) may not enter or leave via a long table edge unless they are ethereal or a flyer.

This means that pursuing or overrunning units, other than ethereal and flyers must stop 1” from the edge

Battle 2:  Battle for the golden liquor

Terrain

Use normal deployment rules 

Game length

The batlle will last for six game turns, or until a time limit is reached.

Scenario special rules

Liquor delivery cart      (use a chariot of any kind).

*Moving the liquor delivery cart      

- At the start of each player’s movement, before charges are declared, the delivery cart of the golden liquor will move 6” away from the nearest unit. The cart cannot be affected by missile fire or spells (who would risk damaging such a precious commodity). It will never move into contact with a unit, cross an obstacle, or any piece of dangerous terrain, choose instead to skirt around such blockades as its movement allows.

*Claiming  the Liquor delivery cart      

The chart can be charged by both sides, and it always declares a ‘flee charge reaction’, moving 2D6”.if caught by a charging unit , the cart is not destroyed , but is claimed by that unit- place the cart at the back of the unit. The cart no longer moves of it own volition, but is moved with the unit . the unit claiming the cart cannot march, fly or enter buildings.

If the claiming unit is beaten in combat (regardless of whether the unit fails a break test or not) the cart is claimed by the winning unit. In case of multiple combats, any unit on the winning side can claim the cart. Should the claiming unit (not in combat) flee for any reason the cart is left behind.

- A unit that has possession of the cart must pass a Ld every turn. 

*If passed all is well. 

*If failed then the unit suffer –2 penalty on their Ws, Bs, and Ld. Until their next turn (taking a new Ld test).

- In addition the unit is now stubborn and suffers from strong hiccups.

*The benefit of liquor in your army.

The player ho owns the Liquor delivery cart gains  450 points additional to the victory points

Battle 3:  Take enemy ground

Terrain

See page 402 in the rulebook 
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Game length

The battle will last for six game turns, or until a time limit is reached.

Scenario special rules

Each player has a defending and attacking task. Take the enemy corner and defend your own.

If an enemy unit ‘of at least 10 models is within your control zone they will scream;” the battle field is ours!”
Therefore the enemy player adds +1 combat resolution for every close combat on the battlefield as long as they are occupying your ground.

At the end of the game this territory is worth 400 points. if minimum 10% (180 points) of your army is occupying the enemy’s deployment zone.

Side A deployment zone





Side B deployment zone








