WILD WEST SHOOT OUT - SCENARIO 1 “LOST TO THE WARP”

MISSION:
Destroy the enemy!

OBJECTIVE:

This scenario is a variation of Annihilation Mission (page
91) with the following amendments:

Kill Points in this scenario are determined in the
following way:

* Troops - 2 Kill Points

* Dedicated Transports - 1 Kill Point

* Fast Attack/Elites/Heavy Support - 2 Kill Points
*« HQ - 2 Kill Point

¢ Units created in battle - 0 Kill Points, such as:
Tau Drones from vehicles

Chaos Spawn from Gift of Chaos

Kugath’s Nurglings

Spore Mines

Cronus (count the vehicle, but not Cronus)

Each player then deploys their forces as per these
deployment rules:

The players will roll off to see who places first. The players
must take turns placing their units using “deep strike
rules”. These units can be placed anywhere on the table.
On a roll of double 1’s the deep striking unit will be
destroyed! If the deep striking units land on a
friendly/enemy unit they will be placed 1” away for that
unit. The unit must be placed, so that all models in the
unit will be allowed to deploy. Units cannot assault the
first turn unless the units’ special rule allows them to.
Vehicles count as moving at combat speed. All drop
Pods will be deployed in the first turn.

Seize The Initiative rule found on page 92 is in effect.

DEPLOYMENT:

You will also take turns deploying terrain.

GAME LENGTH:

The Game will last 6 turns.

SPECIAL RULES:

None.

LINE OF RETREAT:

Units that are forced to flee must move toward their
friendly, long deployment edge.
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CALCULATE RESULTS:

MASSACRE:

If the player has scored 10(or more
kill points) over their opponent,
then they score a Massacre.

MA]JOR VICTORY:

If the player has scored 8(or more
kill points) over their opponent,
then they score a Major Victory.

MINOR VICTORY:

If the player has scored 1(or more
kill points) over their opponent,
then they score a Minor Victory.

TIE:

If the player has the same kill points
they score a draw




