Strategic Points


-Points are what allow you to acquire forces other than Troops.


-Each player begins play owning their 3 red points, one of which will be designated their HQ securing their place in the game and supplying one HQ choice, and the other two provide one force selection choice each, either Elite, Fast Attack, or Heavy Support, chosen by the controlling player.  This is chosen at the start of the game and can not be changed later.


-Each player also starts play owning the single yellow point that is connected to their red points but not any of the opponents’ red points.  This yellow point, along with the rest of the yellow points, provides a randomly determined force selection choice.  This is randomly determined at the start of the campaign and can not be changed later on. 


-The center yellow point is an exception to the above.  Whenever it is captured by a player, that player may decide to change the selection choice provided by it to Elite, Fast Attack, or Heavy Support.

-If a player loses their HQ point, they are removed from the game.


-Any two points connected by a line are adjacent to each other.

Battles 


-Battles fought over yellow points are 750-1250 pt battles (players’ discretion), red points are 1500-2000 pt.


-Players must obey the normal force selection rules except that they may only have as many HQ, Elites, Fast Attack, or Heavy Support as they own Strategic Points that provide them.  This does not include your Commander’s force. I.E. If you have an Elites choice in your Commander’s force and you own one Elite Strategic Point than you can have two Elites if your Commander’s force is present in the battle.


-If one side in the battle has his Commander and the other does not the battle may not use Annihilation rules.


-In a battle for an HQ the defending player deploys second and takes the first player turn with the opponent having no chance to steal the initiative.  His forces also count as being hidden (night fight rules), until they move or shoot.  After terrain is placed and player sides determined, the defending player is allowed to move one piece of terrain.

-In order to capture a territory the attacking player must achieve a win by the mission objectives.  In the case of a draw or a loss, no territory changes hands.

-Neutral zones are not captured by a battle; they are captured by a Commander moving into them.

Commander


-Each player has an army list for his Commander and his private force.  

-This list must include a single model that is a, or is part of, an HQ choice and is a character or monstrous creature.  This model is the Commander.
- The list must also include a retinue for the Commander.  This can be either his actual retinue/bodyguard or any other part of his normal HQ selection or an Elites choice, or multiple Elites choice, or a dedicated transport of the HQ or Elites choice, or any combination of these.  

-This list may not total above 300 pt.

-The Commander list is chosen at the start of the game and may not be changed at all unless the owning player moves his Commander back to his HQ, this may be done as a single move from anywhere on the map.  If this is done, this list may be changed completely.

-If a player attacks a point that is adjacent to a point that his Commander is in, then he may include his commander in the attack.  If he does this than his Commander may not move this turn and is instead placed in the attacked point if it is captured or must retreat back to the point he was in or any other point adjacent to the attacked point and owned by the Commander’s controlling player.
-If a Commander is in a point that is attacked, it is included in the defense.

-When a Commander is included in a battle, the Commander list is added to the defending force but its point value is ignored.  Therefore some one attacking a 1000 point battle Strategic Point with his Commander is actually going to be using 1300 pts.

-The Commander’s forces are also ignored for force selection restriction, up to the standard 2 HQ, 3 Elite, 3 Heavy Support, 3 Fast Attack, 6 Troops, which may never be exceeded.

-If the Commander model itself has been killed or is fleeing at the end of a battle, a suitable replacement must be found and the Commander is placed back at the owning player’s HQ at which point the Commander list may be changed completely.

The Player Turn
-Each player starts his turn by choosing to attack one point that is adjacent to any 

point that player owns.

-After any attack is attempted.  If the player’s Commander did not participate he 

is allowed to move his Commander to any point that is adjacent to the point it currently is in and is either controlled by that player or is neutral.  He may also decide to jump back to his HQ instead of a normal move at this time.
-After these actions the turn ends.
How to Win


-The player who holds the center point for the pre-determined amount of consecutive (or non-consecutive) full turns, therefore finishing the excavation of the artifact, wins the campaign.
