	Hold That Objective!

	

	Overview (Author: Russ Wakelin, inspired by rumors of a similar mission at GT ‘99)

There it is, right out in the open!  We must secure it before the enemy can.

	

	Scenario Special Rules

Hold That Objective uses the Deep Strike special rules.

	

	Set-Up

	1
	Set up terrain on the table.
	

	2
	Have an impartial person (arbitrator if available) place a small object (barrel, crate, etc.) down along the long centerline of the table. This object should be placed on the most open area available, and not in terrain if it can be avoided. The object is the "objective". The object is considered "Impassible" terrain.  (note:  Skimmers may not “park” on the objective)
	

	3
	Both players roll dice, the player with the highest score chooses a long table edge. His opponent gets the other long edge. The deployment zones are 6" from the long table edge.

	4
	Both players rolls dice again, the player with the lowest die roll must deploy a unit. Then his opponent deploys a unit and both players alternate until all units are deployed. The players must deploy their units in the following order: Heavy Support, Troops, Elite, HQ and then Fast Attack.  

	5
	Units that can Deep Strike may be held in reserve and deep strike later as per the Deep Strike rules.

	6
	Roll for who gets the first turn. Highest score may choose whether to go first or second.

	

	Mission Objective

Both forces are seeking to secure the “objective." At the end of the game whichever side has the closest model to the objective within 6 inches is the victor. If no models are within 6" then it is a draw.

Note that any model counts for this purpose as long as it is not dead or destroyed.
	Game Length 

The game lasts for a 6 turns.

	
	

	
	Line of Retreat

Troops which are forced to fall back will do so in a straight line toward their deployment zone board edge, using the normal fall back rules.


Place Objective along centerline.








