Tectonic Shift


Mission Overview: You have been assigned to conduct a Geological survey in an active warzone. The ground itself is extremely violent. (Not to mention so is your opponent.)
Deployment Zone: Vanguard Strike (p.119)
The Battlefield: After both armies have deployed, roll a D3+2 to determine the number of focal points
(Objective Marker) present on the battlefield. For each focal point, place a marker in the center of the table and roll 4D6 along with the Scatter die. The result of the 4D6 is the number of inches the marker is moved in the direction determined by the Scatter die. If a hit is rolled, the marker is moved half the number of inches in the direction of the small arrow on the Hit side of the Scatter die. 

Victory Conditions

Primary Objectives: securing objective markers w/ a Elite Choice
          
          
3vp each
Secondary Objectives:
securing an objective marker with a troop choice
(or other means) 
2vp each

Tertiary Objectives: line breaker, slay the warlord, first blood, des. Enemy Elite choices
 1vp each
Battle Point Modifiers:
… If your opponent has no Heavy Support choices left at the end of the battle 

+1

… If you claimed at least one Primary Objective





+1
… If you claimed at least two Secondary Objectives 




+1

… If you claimed no Tertiary Objectives
 




              -1
… If your enemy’s highest point unit is alive at the end of the game. 


 -1
Special Rules:

Focal Points 

Fury of the Earth

Everybody Scores….Almost
Everybody scores….Almost: Any model can hold an objective (almost) Vehicles of any sort can never secure an objective, or units that can never be a scoring unit. 
Fury of the Earth: 
At the start of the second game turn, roll 2D6 for each focal point. 

On the result of any double, the ground buckles and shakes as the unstable plates shift underfoot. The total of the doubles rolled determines the tremor’s radius from the focal point and the area in which the quake has the greatest effect. For example: if double 4’s are rolled, all models within 8" of the focal point would be affected by the tremor. Any unit (non vehicle) with a model within the tremor’s radius takes an Initiative test to keep their footing. If the test is failed, the unit will act as if pinned for its next turn. Note that this roll is not a normal pinning test; even fearless models can still be knocked over by the shaking earth. 
On the result of a 2 the earth itself splits wide open and steam and sulphurous gases spew out with great force. Place the Ordnance Blast template centered on the focal point. Any model fully or partially under the template will suffer a wound on a 4+. Normal Armor saves apply; vehicles touched by the template take d3 glancing hit on a 4+.

Flyers in Zoom Mode / Flying monstrous Creature Swooping have a Jink save of 3+ (It’s coming from the ground and it’s a lousy shot! but it may still spew into the atmosphere.)
Focal Points: When Rolling for placement of focal points if one drifts within 8” of another. Re-roll the objective.
Fury of the Earth: Models will act as if pinned, Fearless units, Monstrous creatures etc, are still affected by this rule.
Battle Point Modifier #5: If you have multiple units that are the “highest” cost. You must declare to your opponent which unit will count as your highest point unit. 









