Random Scenario setup

Defenders terrain features:

	
	

	Downtown
	(6) Retail Buildings, (6) Warehouse buildings, Impassable terrain, Gang Hideout, Rough going, Roads, Dirt Tracks, Marsh, Woodland/Park, Walls, Low cover objects

	Industrial Estate
	Built up area, (10) Warehouse buildings, Impassable terrain, Gang Hideout, Marsh, Rough going, Low cover objects, Roads, Security Fencing, Razor Wire,

	Airport  
	River, (6) Warehouse buildings, Impassable terrain, Gang Hideout Runway, Wood, Rough going, Marsh, Containers, Security Fencing, Razor Wire, Low cover objects, Roads

	Riverside
	Waterway, River, Built up area (6) buildings, Impassable terrain, Gang hideout, Hills (steep & good going), Woodland, Rough going, Marsh, Roads, Walls, Low cover objects, Containers

	Shantytown
	Waterway, (2) Rivers, (12) Buildings, Gang hideout, Impassable terrain, Woodland, Rough going, Marsh, Roads, Dirt tracks, Walls, Low cover objects

	Richmond, Washington  
	(4) Residential Buildings, (8) Outbuildings, Gang Den, Impassable terrain, Hills (good going), Woodland, Rough going, Roads, low walls

	The Dump
	(1) Main Road, (2) Dirt Tracks, (2) Buildings, Gang Den, Impassable terrain, Hills (steep & good going), Rough going, Marsh, Security Fencing, Containers, Lots of Low cover

	Chinatown, Projects
	(12) Buildings, Impassable terrain, Special Feature, Gang Hideout, Woodland, Rough going, Road, Dirt Tracks, Marsh, Walls, Low cover objects


Note : Gang Hideout – larger well defended building.

Gang Den – a small shack / building not very defensible.

Neither of these features can be used in a Patrol, or Ambush scenario.

Any feature is counted as one if it is greater than 12” in any direction, when less than 10” in all directions it is only treated as half a feature (no feature can be less than 2”, or greater than 24”).  The features listed in bold can only be used as the number indicated (each one as up to 1 feature size).

Playing field is set out on a 4’ x  4’ for two players, 6’ x 4’ for 3 to 4 players.
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Scenarios

To decide what battle you are to take part in roll a D10 the highest is the attacker, roll a D10 again and consult the table below:

	Result
	Battle type
	Gang Setup

	Equal
	Head to head
	Attacker decides to go first or second and the set up is two gang members at a time. The defender sets up the terrain and numbers the sides 1 to 4 clockwise, the attacker then numbers two of the sides again as 5 & 6 (these sides need to be next to each other).  The attacker then rolls 1D6 to see what side he is attacking from. Set up 6” from that own edge. Both gangs fight it out until one side decides to bug out. *

	1
	Prepared attack and defend

Both gangs aware battle was coming
	The defender sets up the terrain and their figures first within 6” a terrain feature they must defend.  The attacker then decides which side he is going to attack from and sets up at that edge.  The defender must hold for 1D3 + 6 turns (noted secretly – revealed at end) then if he needs to route he must do so from the opposite side the attacker came from. #

	2 or 3
	Hasty Attack and defend

Both gangs unaware battle was coming
	The defender sets up the terrain and two gang members at a time within a band 6 -12” of a terrain feature they must defend.  The attacker then decides which side he is going to attack from and sets up two gang members at a time at that edge up to 12” from it.  Should the defender route they must do so from the opposite side the attacker came from.  The attacker cannot set up their figures in line of sight of the defender.#

	4 or 5
	Patrol

Gangs end up mixed up in an area. Aim to get as much stuff do some damage to enemy and bug out.
	The attacker chooses a terrain feature, then the defender until they have chosen 6 terrain features each. The attacker then places the terrain on the table followed by the defender until all are placed.  The attacker and defender take alternate turns to places their figures in pairs (3” apart). The attacker goes first starting in the centre of the table the next pair 8-12” from another pair of their gang. The defender places his gang in pairs anywhere on the table so long as they are not in line of sight of the attacker or within 8-12” of another pair of their gang.*

	6 or 7
	Ambush

Attacker walks right into a trap and needs to fight their way off any table edge.
	The attacker chooses a terrain feature, then the defender until they have chosen 6 terrain features each. The attacker then places the terrain on the table followed by the defender until all are placed.  Also set up a road running across the middle of the table. The attacker then places their figures near the centre of the table no more than 6” from the leader on or near the road. The defender places his gang anywhere on the table so long as they are not in line of sight of the attacker. **

	8 or 9
	Rearguard

The Defender must get off table with as many gangers as possible.
	The attacker chooses a terrain feature, then the defender until they have chosen 6 terrain features each. The attacker then places the terrain on the table followed by the defender until all are placed.  The attacker then places their figures up to 6” along one edge of the table. The defender requires to hold a terrain feature near the centre of the table for 1D3+2 turns while getting the leader off the table. The defender places his gang on the terrain feature to defend and not in line of sight of the attacker. The defenders leader and as many of the gangers must leave the table by the opposite side the attacker came from. **


* Tokens placed randomly across table.

# 2 artefact tokens in building defender holds rest scattered across table. When final turn revealed/finished and defender still in held terrain they get the 2 artefacts tokens.

** The gang placed in the centre gets 2 artefact tokens and gets to keep them if leader gets off the table with a third or more of the gang. Otherwise given to other player. Rest of the tokens placed randomly across table.

¾ of the playing area must contain at least 1 terrain feature. 2/4 must contain a River or Road, rough going or impassable terrain.  All impassable terrain or difficult terrain must be 5” apart.








