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C2 General 

CTA 2019 – Mission Rules (First Release v1.0_ 5/5/2019) 

Mission – Primary objectives Victory points 

Refer to the victory conditions in each mission. 

Mission – Secondary objectives Victory points 

These Victory Points (VP) apply for every mission. Each secondary objective is worth 1VP. 

• Slay the Warlord: If the enemy Warlord has been slain during the battle, you score 1 victory point. 

• First Strike: You score 1 victory point if any units from your opponent’s army were destroyed during 
the first battle round. 

• Linebreaker: If, at the end of the battle, you have at least one unit completely within the enemy’s 
deployment zone, you score 1 victory point. 

• Most expensive unit: Destroying the most expensive points cost unit by the end of the game. If 
your opponent has multiple most expensive units of the same value in points then destroying any 
of them will achieve this objective.  This is the unit points on its own (not including dedicated 
transport or other squadron units) 

Mission – Tertiary objectives Victory points 

These VP apply for every mission: 
Kill points: For every 400 points of the enemy army you destroy or part their off (beyond 300pts), you 

score 1 victory point. 

0-300 pts destroyed = 0VP 
301-700 pts destroyed = 1VP 
701-1100pts destroyed = 2VP 
1101-1500pts destroyed = 3VP 

Fluff Composition  – Victory points 

Each player starts with up to 3 Composition victory points (VP). These are added to your total VP score for 
each game. They will be shown on your score sheet so you don’t forget to include them.   

Battle Points 

At the end of the game combine the Primary, secondary and tertiary objectives VPs. Then add your fluff 
composition VP to the objective VP to get a total VP. Calculate the difference between the two players 
total VP. Then use the following table to determine the Battle points each player gets.  
VP Differential in 
favour of player  

Battle Points 
player score  

Battle Points 
opponent score  

0  12  12  

1-2  13  11 

3-4  14  10  

5-6  15  9  

7-8  16  8  

9-10  18  7  

11-12  18  6  

13-14  19  5  

15-16  20  4  

17-18  21  3  

19-20 22  2 

21-22 23  1 

23+ 24 0 

NOTE 

• For all missions if one player is tabled the game carries on being played by their opponent. They still 
score VP until its normal end. If you concede your opponent get maximum BP 24 you get 0.  

• All Chapter Approved December 2018 MATCHED PLAY MISSION RULES (pg 47) are used.  
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C2 General 

Mission 1: BEACHHEAD 
THE BATTLEFIELD 
The players place one objective marker in the centre of 
the battlefield. Deployment Map #3 Search and 
Destroy is to be used for this mission.  
 
DEPLOYMENT 
The players the roll a dice the highest then picks one of the deployment zones for their army and sets up 
an additional objective marker within it. Their opponent uses the other deployment zone, and likewise sets 
up an additional objective marker within it. Neither of these objective markers can be set up within 8" of 
any battlefield edge or within 12" of any other objective marker. The player who did not pick their 
deployment zone then deploys their entire army first. Their opponent then deploys their entire army. A 
player’s models must be set up wholly within their deployment zone. 
 
FIRST TURN 
The player who finished setting up their army first chooses who takes the first turn. If they decide to take 
the first turn, their opponent can roll a dice: on a 6, they seize the initiative, and they get the first turn 
instead. 
 
BATTLE LENGTH 
At the end of battle round 5, the player who had the first turn rolls a D6. On a 3+, the game continues, 
otherwise the game is over. At the end of battle round, the player who had the second turn rolls a D6. This 
time the game continues on a 4+, otherwise the game is over. The battle automatically ends at the end of 
battle round 7. 
 
VICTORY CONDITIONS 
At the end of the game, the player with the most victory points is the winner. If both players have the 
same, the game is a draw. Victory points are scored for the following:  

• Push Them Back: Starting from the second battle round, each player scores a number of victory 
points for each objective marker they control at the start of their turn. A player scores 1 victory 
point if they control the objective marker in their own deployment zone, 2 victory points if they 
control the objective marker in the centre of the battlefield, and 3 victory points if they control the 
objective marker in their opponent’s deployment zone. A player controls an objective marker if 
they have more models within 3" of it than their opponent does. 

• Secondary and Tertiary VP (refer Page 1 above) 
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C2 General 

Mission 2 – THE WRATH OF SHELSE 

THE BATTLEFIELD 
 

 
DEPLOYMENT 
The players then roll a dice, the winner then picks one of the deployment zones for their army. Their 
opponent uses the other deployment zone. The player who did not pick their deployment zone then 
deploys their entire army first. Their opponent then deploys their entire army. A player’s models must be 
set up wholly within their deployment zone. 
FIRST TURN 
The player who finished setting up their army first chooses who takes the first turn. If they decide to take 
the first turn, their opponent can roll a dice: on a 6 they seize the initiative, and they get the first turn 
instead. 
NATIVE POPULATIONS 
This mission uses three Native Population markers, the same size as the large blast marker. They cannot be 
attacked, and do not block movement or LoS by either side. They can move freely through terrain or 
models belonging to either side. Consider them to always be on the ground level even if moving them over 
terrain. The markers are moved in each players Movement phase. If the closest unit to the marker at the 
start of its move is a current players unit, then the marker Falls Back (2D6) towards that players table edge. 
A Native Population marker is captured if it Falls Back off the current player’s table edge. 
Note the native populations only start moving from turn 2 onwards. A Native Population marker is 
captured and removed from play if it is moved over by the Wrath of Shelse (see below). 
 
WRATH OF SHELSE 
Roll for a short table edge at the start of the game. (1-3) Left, (4-6) right. The Wrath of Shelse starts the 
battle at this edge. At the end of each game turn, the Wrath of Shelse advances 2+D6" towards the 
opposite short table edge. Any model moved over by the Wrath of Shelse is removed with no saving throw 
of any kind allowed. The advancing line, and any part of the table between it and the table edge it started 
from is no longer part of the battlefield. Consider the table each to have moved and the battlefield size to 
have shrunk. 
BATTLE LENGTH 
At the end of battle round 5, the player who had the first turn rolls a D6. On a 3+, the game continues, 
otherwise the game is over. At the end of battle round 6, the player who had the second turn rolls a D6. 
This time the game continues on a 4+, otherwise the game is over. The battle automatically ends at the 
end of battle round 7. 
VICTORY CONDITIONS 
At the end of the game, the player with the most victory points is the winner. If both players have the 
same, the game is a draw. Victory points are scored for the following: 

• Each Population marker you get to fall back earns you 1 VP for that turn.  

• Each Population marker you get off your side of the table is worth 2VP.  

• Secondary and Tertiary VP (refer Page 1 above) 
  

Three population objective markers (use the old 
large blast template markers) are placed 
through a middle line between the two 
deployment zones. Deployment - #2 Dawn of 
War is used for this mission. 
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Mission 3: CUT OFF THE HEAD 
THE ARMIES 
Each player allocates 3 Intel Points, as evenly as possible, between the CHARACTERS in their army, and 
notes this down on their army roster. If your army has no CHARACTERS, 1 Intel Point is instead allocated to 
your Warlord. 
 
THE BATTLEFIELD 
The players then place one objective marker in 
the centre of the battlefield. Use Deployment 
#4 Hammer and Anvil is to be used for this 
mission 
 
DEPLOYMENT 
The players roll a dice, the winner then picks one of the deployment zones for their army. Their opponent 
gets the other deployment zone. The player who did not pick their deployment zone then deploys their 
entire army first. Their opponent then deploys their entire army. A player’s models must be set up wholly 
within their deployment zone. 
 
FIRST TURN 
The player who finished setting up their army first chooses who takes the first turn. If they decide to take 
the first turn, their opponent can roll a dice: on a 6, they seize the initiative, and they get the first turn 
instead. 
 
BATTLE LENGTH 
At the end of battle round 5, the player who had the first turn rolls a D6. On a 3+, the game continues, 
otherwise the game is over. At the end of battle round 6, the player who had the second turn rolls a D6. 
This time the game continues on a 4+, otherwise the game is over. The battle automatically ends at the 
end of battle round 7. 
 
VICTORY CONDITIONS 
At the end of the game, the player with the most victory points is the winner. If both players have the 
same, the game is a draw. Victory points are scored for the following: 

• Crucial Intel: At the end of the third battle round, and at the end of each battle round thereafter, 
each player adds up the number of Intel Points allocated to models from their army that are 
currently on the battlefield, or that are currently embarked within a  TRANSPORT that is on the 
battlefield; this is the number of victory points that player scores.  

• Transmit Intel: Starting from the second battle round, a player scores 1 victory point if they control 
the objective marker at the start of their turn. A player controls this objective marker if they have 
more CHARACTERS that have had Intel Points allocated to them within 3" of the objective marker 
than their opponent does (other units cannot control objective markers; ignore them when 
determining who controls the objective marker in this mission). 

• Secondary and Tertiary VP (refer Page 1 above) 
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Mission 4 – The Running and Screaming 

THE BATTLEFIELD 
Five Running and Screaming objective markers 
[counters] (Feel free to use 25MM based figures 
that look cool) are placed through a middle line 
between the two deployment zones. 
Deployment - #6 Vanguard Strike is used for this 
mission. 
DEPLOYMENT 
The players roll a dice, the winner then picks one of the deployment zones for their army. Their opponent 
uses the other deployment zone. The player who did not pick their deployment zone then deploys their 
entire army first. Their opponent then deploys their entire army. A player’s models must be set up wholly 
within their deployment zone. 
FIRST TURN 
The player who finished setting up their army first chooses who takes the first turn. If they decide to take 
the first turn, their opponent can roll a dice: on a 6, they seize the initiative, and they get the first turn 
instead. 
THE RUNNING AND SCREAMING 
Each counter has the following stats; T4, W4, 3+(inv) Save. They are neutral and gain no buffs. At the start 
of each players turn roll a scatter dice and a D6 for each Counter. Move the counter in the direction shown. 
Treat each counter as a unit of one, type INFANTRY. If a hit is rolled the counter does not move. It stops at 
impassable terrain or the table edge. If the counter moves into a player unit it is captured. 
 
Counters can be captured by (A) moving a unit into the counter or (B) assaulting a counter. If a unit with a 
counter is assaulted and destroyed then the counter is captured by the unit that defeated them, if by 
shooting, the counter is left behind it moves randomly again from the next players turn.  
 
Once captured the counter can only be moved up to 6” in Movement or Charge phase. Note Movement in 
the Charge phase is only if the charge is successful. The counter can’t go in any transport. If the controlling 
unit moves more than 2” from the counter it is no longer captured by that unit. 
 
Counters can be killed to prevent the enemy capturing them by (A) shooting them if they are the nearest 
target under 12” or (B) spending an assault phase (not the one they were captured in) killing them instead 
of assaulting. If the unit with the counter is already in close combat then the unit may forgo its attacks to 
kill the counter, in this case the counter is killed when the unit activates during the combat. 
BATTLE LENGTH 
At the end of battle round 5, the player who had the first turn rolls a D6. On a 3+, the game continues, 
otherwise the game is over. At the end of battle round 6, the player who had the second turn rolls a D6. 
This time the game continues on a 4+, otherwise the game is over. The battle automatically ends at the 
end of battle round 7. 
VICTORY CONDITIONS 
At the end of the game, the player with the most victory points is the winner. If both players have the 
same, the game is a draw. Victory points are scored for the following: 

• Each captured objective counter is worth 1 Victory Points to the controlling player at the end of the 
battle round. 

• Each destroyed counter scores 1 Victory Points for each player. 

• Secondary and Tertiary VP (refer Page 1 above) 
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Mission 5 – VITAL INTELLIGENCE 

THE BATTLEFIELD 
The players first place five objective markers as follows: the 
first objective marker is placed in the centre of the 
battlefield. Next, four imaginary lines are drawn between 
the centre of the battlefield and each corner of the 
battlefield: another objective marker is placed halfway 
along each of these lines, until there are five objective 
markers on the battlefield in total. Objective markers need 
to be numbered 1 through 5. Note objective markers have 
to be at ground level. Move any terrain in the way the 
minimum distance to achieve this. 
 
Deployment Map #5 Front Line Assault is to be used for this 
mission. 
 
DEPLOYMENT 
The players then roll a dice, the winner then picks one of the deployment zones for their army. Their 
opponent uses the other deployment zone. The player who did not pick their deployment zone then 
deploys their entire army first. Their opponent then deploys their entire army. A player’s models must be 
set up wholly within their deployment zone. 
 
FIRST TURN 
The player who finished setting up their army first chooses who takes the first turn. If they decide to take 
the first turn, their opponent can roll a dice: on a 6 they seize the initiative, and they get the first turn 
instead. 
 
BATTLE LENGTH 
At the end of battle round 5, the player who had the first turn rolls a D6. On a 3+, the game continues, 
otherwise the game is over. At the end of battle round 6, the player who had the second turn rolls a D6. 
This time the game continues on a 4+, otherwise the game is over. The battle automatically ends at the 
end of battle round 7. 
 
VICTORY CONDITIONS 
At the end of the game, the player with the most victory points is the winner. If both players have the 
same, the game is a draw. Victory points are scored for the following:  

• Capture the Data: At the start of each battle round, the player who had the first turn rolls a D6 (this 
cannot be re-rolled for any reason). On a 6, all objective markers are active for that battle round. 
On any other result, the objective marker which corresponds to the number rolled is active for that 
battle round. At the end of the battle round, each player scores a number of victory points equal to 
the number of objective markers they control. Each objective marker is worth 1 victory point; active 
objective markers are worth 2 victory points instead. In this mission, a player controls an active 
objective marker if they have more models within 3" of it than their opponent does. 

• Secondary and Tertiary VP (refer Page 1 above) 


