
Glass City Grand tournament  

Smash and Grab:  Mission 3 
*******Read the entire scenario before starting pre-game******* 

Deployment map 

Deployment: Players roll off, winner chooses either 

deployment map type (hammer and anvil, vanguard, or 

dawn of war), or deployment zone. The other player 

chooses whichever the winner does not. 

 

Follow all pregame rules outlined in the tournament 

packet. There are no modifications on this mission. 

 

Special objective rules: All objectives in this 

mission behave as a relic would and as such can be moved. 

This will allow objectives to violate the 12” deployment 

rule. One unit still must control each objective, not 

multiple. Only one objective can be held by a unit. 

Primary Mission: The ammo stores for your 

enemy have been found. A solid strike now can secure 

victory or be a cause for defeat. 

 

- Objectives:  Objectives 1 through 4 are 

objectives scored if controlled at the end of the game. 

Objectives are worth 5 points if controlled, 3 to each 

player if contested 

 

 

 

 

Secondary Mission: Maelstrom  

Standard style maelstrom: A player will 

draw 1 card on turn 1 and it is able to be scored. 

Starting on turn 2 a player will draw 3 cards per turn 

and will draw no new cards after turn 5. 

 

Lord of war: For every 3 HP or wounds to a 

gargantuan or super heavy you will gain +1 point 

 

Tertiary missions:  

 

Line breaker: As BRB page 133. Score 1 point. 

Four winds: Have a unit within 6” of all table edges. A 

single unit cannot count for more than one board edge. 

Score 1 point. 

Leave none behind: Score 1 point if there are no 

mobile units still in your deployment zone. 

 

In game Scoring P1: P2: 

P: Objectives (1-4)   

S: Maelstrom   

S: L.O.W. bonus   

T: Line Breaker   

T: Four winds   

T: Leave none behind   

Total:   

Game score: 

Primary, max 20 

Secondary, max 11   

Tertiary, max 3   

Transfer final score to score sheet. 


