	Clear & Consolidate

	

	Overview (A hybrid mission inspired by thos found on Station 2246 - http://www.40k.org/station/)

Both Armies are trying to gain territory without enduring too many causalities

	

	Scenario Special Rules

 Infiltrators, Deep Strike, and Victory Points.

	

	Set-Up

	1
	Both players roll a die; the winner picks deployment zone.  Units will be placed up to 12" along the long table edge. The opponent gets the opposite table edge.


	

	2
	Both players roll a die again; the loser deploys his units first.  Both players take turns deploying their units in order of Heavy Support, Troops, Elite, HQ and Fast Attack.  Any units that can Deep Strike may be held in reserve to deploy under the Deep Strike rules.



	3
	Infiltrators are deployed after all other units have been deployed.  If both sides have infiltrators roll off to see who deploys theirs first.



	4
	Both players roll a dice, the player who rolls the highest chooses whether to go first or second.



	

	Mission Objective

Both players are seeking to clear the area of all enemy models while keeping as many of his units alive as possible. At the end of the battle divide the table into quarters. To control a quarter there must be no enemy units of troops, bikes or cavalry over half strength or mobile vehicles in the area. You must have a mobile vehicle or at least one unit of troops, bikes or cavalry with more than half their their original number of models in the area. Characters do not count as units so they may not control areas.

Point values

For each quarter controlled +100 points

Use standard victory point rules for surviving units (vehicles, troops, HQs, etc.) Note you only receive victory points for what is left in your own army. You do NOT gain points for killing enemy units.

	Game Length 

The game lasts for 6 turns.

	
	

	
	Line of Retreat

Troops that are forced to fall back will do so towards the nearest board edge of their deployment zone, using the normal fall back rules.


