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PASCENARIO 1 - DESCTRUCTION| (&0 )P SCENARIO 3 - CLOSE QUARTER |

_FNOLLYNUL)SAA - T OLAVNA)S Il

Player 2 Deployment . " & E Player 2 Deployment

Player 2 Advance Deployment Player 2 Advance Deployment

H Player 1 Advance Deployment

Player 1 Deployment
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P SCENARIO 5 - ING P SCENARIO 6 - INCURSION

® Friendly Flag: Dominate = 1 CP

.| ® Enemy Flag: Control = 1 CP, Dominate = 2 CP

© Enemy Objective: Destroyed/Removed from Play = 1 CP

f | (once per objective)
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Player 2 Deployment |18

Player 2 Advance Deployment
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Friendly Zone: Dominate =1 CP
©® Enemy Zone: Control = 1 CP, Dominate = 2 CP
© Enemy Objective: Destroyed/R
(once per objective)

Player 2 Deployment
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© Zone: Control = 1 CP, Dominate = 2 CP ® Flag: Dominate =1 CP
) © Enemy Ob Destroyed/R
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DOMINATE
A player dominates a zone if he owns one or more
warcaster or warlock models within it and no oppo-
nent contests it. A player dominates a flag if he owns |

d from Play = 1 CP

Player 2 Deployment .| i| the flag and no opponent contests it. When a warcas- |
----------------------------------------------------- ter or warlock can dominate more than one scenario
element, the active player must choose one to domi-

Player 2 Advance Deployment 5
————————————————————————————————— HES T o = | I ij nate. When two or more warcasters/warlocks can

dominate the same zone, or flag, only the active
player’s warcaster/warlock dominates. g
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