Tanksgiving

RUNNING THE TANKSGIVING EVENT IN YOUR SHOP

1. Plan ahead of time, notify Battlefront of your event 
2. Use social media to spread awareness
3. Advertise cool prizes
4. Make the rules available ahead of time
5. Try not to have conflicting events
RULES AND REGULATIONS

1. As “Tanks”giving implies, this is a (mostly) tank oriented event.  As such players may only bring formations in which their combat platoons are rated as Tank Units. 

2. Each player may bring up to four companies/formations. The entire army cannot exceed 100-points (1,500-points for Late War).  

3. Each player may have one Infantry Unit, Gun Unit, or Aircraft Unit per Tank Company, up to the number legally allowed in each army. 

4. Each side calculates how many total companies they have and compares that to the total number of enemy companies.   

5. This scenario uses the Battlegroup Morale, Prepared Positions, Mobile Battle, Ambush and Tanksgiving Reserves (see below) special rules.

PREPARING FOR BATTLE 

1. Decide on a start and ending time for the game. You will probably need half an hour per turn per side.  Make sure you have planned so that you can finish both side’s turns. 
2. It is recommended that a proper amount of play surface is allocated.  We have that between three players per side for every two tables or two players per side per table works well.
3. Mark out the center line on the table. This should run the length of the table. 
4. Total up the number of companies each side has.  The side with the most companies is the attacker. If each side has the same number of companies then the side with the most German Companies for Flames of War or the most Soviet Battalions for Team Yankee will be the attacking force.  
5. Starting with the attackers, both players place an objective on the attackers' side of the center line exactly 12” from the table edges and the center line.  
6. Starting with the defenders, both players place an objective on the defenders' side of the center line exactly 12” from the table edges and the center line.  
7. Starting with the attackers, both sides place an objective in the opponents’ deployment zone within 6” of the center line. 
8. The defenders have 20 minutes to plan and deploy their armies. Each defending player may hold one platoon in ambush. The player must announce which platoon is being held in ambush.  All of the normal ambush rules apply with the following change: You may reveal your ambush in your own deployment zone as well as in No Man's Land. 
9. The attacking side now has up to five minutes to plan their strategy and an additional 20 minutes to deploy their armies. Any units or independent teams not deployed within 20 minutes are held in Tanksgiving Reserve.
10. Both sides must deploy no further than 12” from their respective table edges.
11. Normal spearhead rules apply.
BEGINNING THE BATTLE 

1. Both sides start the game in Prepared Positions, so their troops are in Foxholes and Gone to Ground.

2. The attacking side has the first turn. 

ENDING THE BATTLE  
1. The battle ends as soon as both sides have had the same number of turns and the agreed upon ending time has passed.
DECIDING WHO WON

1. At the start of a side's turn when you normally check victory conditions that side gains one Victory Point for each objective that it holds.  An objective yields a Victory Point to the side that has taken it every turn that they hold it.

2. It is a good idea to keep a running total of Victory Points scored as you play the game.  At the start of each turn add up the Victory Points you score this turn, and add them to the running total. (poker chips are a good way to keep track)
3. A side starts the game holding all objectives in their deployment area. They hold any objectives that they have taken (even if all of their troops have since moved away) until the enemy takes it back or contests it by having troops that could take it within 4”.

4. For each tank platoon destroyed, your side will receive 1 Victory Point.

5. The side that has the most Victory Points at the end of the game wins.  

BATTLEGROUP MORALE

When a Company/Formation fails its morale roll to stay on the table, you only remove the units designated as Combat platoons in your army list.  All remaining support units remain on the board until individually destroyed/chased off.
TANKSGIVING RESERVE

At the start of each turn, beginning on turn one, each attacking player receives a number of dice equal to the turn number. So on turn one each player receives one die, turn two, two dice and so on.  The dice are not cumulative from turn to turn.  You only have a number of dice equal to the turn number.  
Each player that intends to roll for reserves must declare how many dice they will roll choosing from the dice they acquired this turn and any dice already in their sides dice pool.  Roll the dice and any 5+ results awards the player with a platoon to bring in from reserves.  Regardless of the results all the dice that were rolled must be given to the Defending players to be utilized in their next turn.  

THINGS YOU CAN DO TO MAKE YOUR TANKSGIVING EVENT EVEN MORE ENTICING

1. Provide food – this can be in the form of a “Pot Luck” where everyone brings in something or can range up to a catered event.  It’s up to you.

2. Add some random event – perhaps a unit becomes confused and, for a turn, attacks the nearest allied unit?  Maybe Rain or Fog rolls in for a turn reducing visibility?  A friendly fire barrage perhaps? 

3. Prizes – of course we’ll provide prize support but perhaps you could too?  10% to 20% off for participants on the day of the event?  

4. Give each player unique objects, do I smell treachery?
5. Interesting and good looking terrain
6. Etc.
Flames of War/Team Yankee
Tanksgiving Event Form

Submit the following information for Tanksgiving 2018.

Event Name:

TANKSGIVING

Location of Event:
_________________________________________________

(Full address)




_________________________________________________

Date/Start Time:
__________________

Time Period:

Mid-War        Late War         Team Yankee         (place an “X” in all that apply)
Event Type:      
MULTI-PLAYER GAME

Description:
            _________________________________________________




_________________________________________________

Cost/Entry Fee:
__________________

Website:

_________________________________________________

Contact Name:
__________________Contact Phone #:_________________

Contact Email:           _________________________________________________

If this is a Ranger organized event please tell us which Ranger Group and the name of the Ranger:

       ____________________________________________________________________

Battlefront Miniatures USA

500 Prinicipio Parkway West
Suite 100
North East, MD 21901
Fax: 410-287-2012
USSales@battlefront.co.nz
