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Welcome to the world of 40k tanks! This scenario is a variant on the rules that allows for some fun re-creation of the video game World of Tanks (or similarly, War Thunder). 
Changes to the main 40k rules:
Activation: instead of IGOUGO, each player will receive a playing card. Each turn the player with the HIGHEST card will go first; after that each player will go in order. This is hidden information – do not let the other team know what card you have! 
Respawn: after a vehicle dies, when that player next activates they can ‘respawn’. They place their tank within 6” of one of their spawn points and then may begin their turn. If that vehicle advances when they respawn, it will count as rolling a Six on the die.
Alternatively, if a player wishes when they have ¼ of their starting wounds or fewer, they can detonate their vehicle during their activation. Treat it as if they had rolled a six on an explode result for their vehicle. Remove the model and that player will respawn at their next activation.
Phases: There is no psychic phase. Vehicles may engage in close combat, however, after close combat has finished during that player’s turn, move each tank 3” away from each other. 
Cover: any vehicle covered 50% or more by terrain is counted as in cover.
Rear armor shots: any shot fired into the rear armor of a vehicle counts that vehicle’s Toughness as -1. 
Classes: each player can choose a class for their vehicle. Any vehicle can be any class.
	Scout: a scout receives a bonus +3 to advance rolls. 
	Tank Destroyer: may re-roll one to-hit roll once per turn.
	Linebreaker: receives a +1 armor save to the front when within 12” of the firing vehicle.






Scenario:  King of The Hills
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Deployment: Each team (Red and Blue) will have a commander. That commander chooses a command vehicle. Then each player, in card order, chooses a vehicle to spawn as and places their vehicle on the board, 6” from a spawn point of their color. The Commanders place last, in card order. 
First turn: Each player is dealt a playing card, then play proceeds by card order.
Victory: Each team starts with 200 points. A team can capture an objective by having more models than the other team within 3” of the objective at the end of a round. If they capture an objective, the opposing team loses 20 points. 
Vehicles that respawn subtract from that team’s point totals using their power level. Example: a Leman Russ battle tank is Ten power level, so it subtracts ten points from the total points a team has when it respawns. Players can choose to not respawn if they wish. Players can choose to respawn as a different tank if they wish. They can also change class at respawn if one is available.
The first team to get the other team to 0 points or the highest point total when time is called will be the victors. 
Command Points: each commander will have 10 command points to use throughout the game as they see fit. One command point can be used to:
	Will of the Commander: Reroll one die
	Get in there!: Add D6” to a vehicle’s movement
	Don’t you go down yet: Add +1 to one vehicle’s armor save when dice are rolled
	Bring it down!: Cause D3 mortal wounds to one vehicle.
[bookmark: _gjdgxs]	Fire on my target!: One vehicle within 6” receives +1 to hit during the turn.
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