	All or Nothing!

	

	Overview (Games Workshop Baltimore GT 2000)

All of your forces have been committed to the front line in an all out attack against the enemy.  Additional units are moving to reinforce your position.  Your orders are simple:  annihilate the enemy force, crush them entirely.

	

	Scenario Special Rules

The first infantry unit to be entirely destroyed will be brought back into the game as reinforcements on the owning player’s next movement phase.  These reinforcements must move on from the table edge in the player’s deployment zone.  Characters and vehicles may not return.

	

	Set-Up

	1
	Each player rolls a D6, the player with the highest score choosing a long table edge for deployment.


	

	2
	Both players roll a D6, the player with the lowest

 score deploying a unit first. Players take turns

 to place units within 12" of their table edge. (Heavy, Troop, Elite, HQ, Fast Attack).  Units that can infiltrate may deploy anywhere on the table, at least 18” from the enemy.  If both players have infiltrators, roll a die to see who sets up first.



	3
	Roll for who gets the first turn.  Highest score may choose whether to go first or second.



	

	Mission Objective

Both players must attempt to eliminate as much of the enemy before the battle is through.  Quite simply, the army responsible for the greatest amount of carnage is the victor!

Determine victory points using the rules found on page 137 of the Warhammer 40,000 rulebook.  
	Game Length 

The game lasts 6 turns, unless otherwise indicated by the event coordinator.

	
	

	
	Line of Retreat

Troops that are forced to fall back do so towards their own table edge.


