Oldhammer Splash Event 2023 – Melee @ Shiloh 2023

Event rules:

· Armies will be constructed at the 2,500 point level for this event

· End Times rules and models are not in effect 

· Please bring three (3) printed copies of your list 

· Fully painted armies are encouraged, but not required for this event

· Magic phases are capped at 12 dice. This means if you generate additional dice from special rules or abilities, you cannot cast with more than 12 in one phase

· If a rule references “unmodified leadership” use the printed leadership value in the unit entry

Terrain rules:

· Do not roll for mysterious forests. If you and your opponent agree before the game, you may roll for them. 

· Hills are considered infinitely tall and block LOS. If a unit is touching a hill, it may see to the other side of it. 

Scoring:
Every scenario will score objectives each round for points. At the end of the game, total up the number points scored by each player and find the difference. Based on the difference in points, the game award tournament points (TP) as follows:

	Difference in points
	Winner 
	Loser 

	8
	Major win (15 TP)
	Major Loss (5 TP)

	1 to 7 
	Minor win (13 TP)
	Minor Loss (7 TP)

	0
	Draw (10 TP)
	Draw (10 TP)


Each round there will be bonus points available to each player. 

For every scenario, the following rules apply to the objectives:
Red objectives are stationary on the board. 

· A unit contests a red objective by being within 1” of the objective at the end of the turn.

· If a unit is contesting an objective, all models in the unit count as contesting it. 

· If units from both players are contesting an objective, total the number of models in all units and compare. The player with the most models contesting an objective is securing it at the end of the turn. 

· A unit may only secure a single red objective at the end of the turn, even if it contests multiple. 

· A fleeing unit may not secure a red objective

Blue objectives are mobile and may be picked up and moved by units.

· A unit picks up and secures a blue objective by ending its movement touching it or deploying on it

· The objective is removed from the board or placed in base contact with the unit. The object is ignored for all movement purposes once it is secured. 

· If the unit securing the objective is destroyed or fails a panic check, the opposing player may place it anywhere in base contact with the unit before it is removed or the panic check is resolved. 

· A unit may only hold a single blue objective at a time 
Scenario 1: Hold the Line
Please read the entire scenario with your opponent before beginning the game. 


Deployment: Roll off to see which player picks table side they will deploy on in the 12” deployment zone. The player who won the roll places the first unit. Players then alternate deploying units until both players have deployed their entire army.
First turn: Roll off to determine which players goes first. The player who finished deploying first adds +1 to their roll. 
Terrain: Terrain is pre-placed. If a piece of impassable terrain overlaps an objective, it may be adjusted.
Game length: 6 turns 
Objectives: Red objectives score 1 point each at the end of turn for the securing player. Blue objectives score 2 points each at the end of turn for the securing player. Objectives are scored at the end of the turn, not a player's turn. 
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Bonus Points (scored at the end of the game):

· +1 point if your opponent does not have their general in play

· +1 point if your opponent does not have a BSB in play

· +1 point if you secure more red objectives than your opponent 

· +1 point if you control more blue objectives than your opponent 

· +1 point if your general is in play 

Scenario 2: Fleeting Engagement on Hog Hill
Please read the entire scenario with your opponent before beginning the game. 
Deployment: Roll off to see which player picks table side they will deploy on in the 12” deployment zone. The player who won the roll places the first unit. Players then alternate deploying units until both players have deployed their entire army.
First turn: Roll off to determine which players goes first. The player who finished deploying first adds +1 to their roll. 
Terrain: Terrain is pre-placed. If a piece of impassable terrain overlaps an objective, it may be adjusted.
Game length: 6 turns 
Objectives: Red objectives score 1 point each at the end of turn for the securing player. The red objective scores an additional point at the end of the turn for the securing player. Blue objectives score 2 points each at the end of turn for the securing player. Objectives are scored at the end of the turn, not a player's turn. 
Special Objective – King of Hog Hill: Any unit contesting or securing the central red objective may choose one of the following benefit at the start of the turn. The effect lasts until the start of the next turn. 

· Subtract 1 from any leadership rolls the unit makes

· Gain the Armor Piercing special rule for any non-magical weapons in close combat

· Gain the Armor Piercing special rule for any non-magical ranged weapons in the shooting phase

· Gain +1 to Armor Saves
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Bonus Points (scored at end of game):
· +1 point if you secure 3 or more blue objectives 

· +1 point if you secure 3 or more red objectives 

· +1 point if your most expensive, non-character unit is in play

· +1 point if you have a unit in your opponent's deployment zone

· +1 point if you have no enemy units in your deployment zone 
Scenario 3: Battle of the Bacon Bunker 
Please read the entire scenario with your opponent before beginning the game. 
Deployment: Roll off to see which player picks table side they will deploy on. The player who won the roll deploys their entire army. Then the 2nd player deploys their entire army.
First turn: Roll off to determine which players goes first. The player who picked table sides rolls a d6. Only a roll of 1-5 they go first. On a roll of a 6, the player who deployed second goes first. 
Terrain: Terrain is pre-placed. If a piece of impassable terrain overlaps an objective, it may be adjusted.
Game length: 6 turns 
Objectives: Red objectives score 1 point each at the end of turn for the securing player. Blue objectives score 1 point each at the end of the turn for the securing player. If your blue objective is in your opponent's deployment zone it scores 2 points at the end of the turn for the securing player. Objectives are scored at the end of the turn, not a player's turn.  
Special Objective – Bacon Bearer: After deployment, but before deciding who goes first, each player nominates one non-character unit to be the Bacon Bearer. The Bacon Bearer has +1 Ld. The Bacon Bearer scores an additional 1 point at the end of the turn if the unit is securing an objective. 
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Bonus Points (scored at end of game):
· +1 point if your Bacon Bearer is still in play

· +1 point if your Bacon Bearer has fought in a combat during the game

· +1 point if you have both of your blue objectives in your opponent's deployment zone

· +1 point if you have a unit in no-man's land (not in either deployment zone)

· +1 point if one of your unit's is carrying an opponent's blue objective
