COMOX VALLEY CARNAGE: The Battle for Port Union



As more and more of the imperium’s strength was drawn to the fighting on Vigilus the Chaos Warlord Inan the Harrasser saw his chance. Forming an unholy alliance with demons and foul xenos he struck at the area of space known as the Comax Rift and the key imperial world of Port Union. Having only recently finished years of fighting against Tau and Tyranid incursions the planet had hoped for a time of peace. As their desperate pleas for aid for someone? Anyone? to help them, are sent out into the void one stark truth is made clear to the residents of the Comax Rift. There is no peace. There is only war.


Army Selection Rules
· 2000 Points per player.
· War of the God Engines: No troop choices, unless they player does not own other models to make a 2000 point force without them. 
· No units over 10 models without prior approval
· No Detachments     

[bookmark: _GoBack] Everyone starts with 5 Command Points and gains 1 Command Point at the start of each turns.
OBJECTIVES

· 5 Objectives along the center line of the table. They are held by whichever side has the most points within 6”. Flyers do not count for scoring. 

Deployment 

· Standard Dawn of War Deployment 
· Will occur all at once behind a screen 
· “Forward to Victory!”: The team going first counts all their models as having moved whether they are moved in the movement phase or not.
· “Defensive Positions”: The team going second counts as benefitting from the prepare positions stratagem. 
· “Ambushers”: The team going second can “deep strike” into their deployment zone on the first turn units which are able to arrive as reinforcements.    

STRATAGEMS:

Once per phase as normal.

Special Stratagems:

Purge the Unclean: 1 CP nominate an enemy unit, your units (NOT all friendly units) are +1 to hit that unit on their “to hit” rolls this phase.

Teleport Redeploy: 2 CP at the beginning of the movement phase remove one infantry unit from the tabletop and redeploy it as a reinforcement at the end of the movement phase.

Uneasy alliance: 4 CP at the beginning of your shooting phase nominate 1 enemy unit to shoot one other enemy unit controlled by a different player and belonging to a different overall faction (Imperium, Chaos, Aeldari, etc…). Can only be played after the first round.  

Wing Commanders: Double the cost of a stratagem to have it apply to one character and up to 3 units who are all within 6” of each other and could normally benefit from the stratagem.      

SCHEDULE: A CHESS CLOCK WILL BE IN USE: if you don’t get to it in your turn too bad. 

10am – Folks arrive with their forces
10:30am – Final Briefing. Deployment Screen erected 
10:40am – Deployment begins. 30 minutes.   

11:10am – Top of First Turn
10 min. Movement
10 min. Psychic
15 min. Shooting
15 min. Charge/Fight 12:15am – Bottom of First Turn
10 min. Movement
10 min. Psychic
15 min. Shooting
20 min. Charge/Fight

12:45pm – LUNCH BREAK
>>>Order Pizzas In advance?

1:15pm – Top of Second Turn
10 min. Movement
10 min. Psychic
15 min. Shooting
25 min. Charge/Fight 2:35pm – Bottom of Second Turn
10 min. Movement
10 min. Psychic
15 min. Shooting
25 min. Charge/Fight 

3:25pm 
Top Third Turn
10 min. Movement
10 min. Psychic
15 min. Shooting
25 min. Charge/Fight 4:50pm – Bottom of Third Turn
10 min. Movement
10 min. Psychic
15 min. Shooting
25 min. Charge/Fight 5:50pm – Coffee Break
6:00pm Top of Fourth Turn
10 min. Movement
10 min. Psychic
15 min. Shooting
25 min. Charge/Fight 7:05pm – Bottom of First Turn
10 min. Movement
10 min. Psychic
15 min. Shooting
25 min. Charge/Fight
8:00P.M. END 
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