DZC Tournament September 5th, 2015
On Saturday, September 5, EndGame will host our Fall 2015 Dropzone Commander tournament! This
fast-paced science-fiction wargame is built for tournament play and we're excited to see what army comes out on
top!
This tournament will follow all rules set forth in the Hawk Wargames Official 2015 Tournament Pack, which can
be downloaded:
https://cdn.shopify.com/s/files/1/0159/4298/files/Dropzone_Commander_Official_Tournament_Pack_2015.pdf?2419
This packet is in addition to those rules, and there will be a printed copy for all participants. Orange
pages denote change while blue pages are straight from the Official Tournament Pack.
We can accommodate up to 14 players. Registration for the tournament is through our online booking website only
https://v1.bookwhen.com/endgame-events
Signups go live on August 1st. IMPORTANT - once you book your seat, you MUST click the link in the
confirmation email that you receive to complete your booking and confirm your seat! If you do not do this,
your seat is NOT RESERVED and someone else can take it!
This will be a 1,500-point tournament. Army lists must be constructed according to the rules in the official
tournament pack, and must be submitted for review to the organizer (Chris Loomis) by September 4.
Here is the event schedule:
10:00 - 10:30 - Check in and event briefing
10:30 - 13:00 - Game 1
13:00 - 13:30 - Lunch
13:30 - 16:00 - Game 2
16:00 - 18:30 - Game 3
18:30 - 19:00 - Awards and cleanup
There will be a small $5 entry fee, which will be returned in the form of store credit on EndGame gift cards for
the 1st, 2nd and 3rd place finishers. If we can wrangle a product prize pool, these will be awarded by a random
drawing.
Until then, get your army ready and join us on the EndGame Dropzone Commander Facebook page!
Send questions and army lists to Chris Loomis (christopherfrenchloomis@gmail.com).
For ease of reference, here are the VP difference and bonus Kill Point table.
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Frontline Control
You have been tasked with pushing back the enemy as apart of a grand offensive. Clear the area of the
enemy. Once you have dominated your sector assist others along the line before advancing deeper into
enemy territory.

Player 2 Table Edge

Board will be set with a mix of rural terrain
which may include forests, lakes, boulder
fields, and light vegitation.
There may be some small structures
placed if needed, but these will not be in
the scoring zones.

Player 1 Table Edge

NUMBER OF PLAYERS: 2
ARMY ROSTER: Standard (both players).
DEPLOYMENT: All Battlegroups begin the game in Readiness. Fast Mover Squads start in Reserve.
DURATION: 6 Turns
VICTORY CONDITIONS: The Battlefield is set up however you choose.
There are three 8” bands that divide the center 24” of the board, shown in green, yellow, and orange above.
These 8“ bands should be treated as Focal Points for determining which units may score them. At the end of
Turns 4, 5, and 6 each player scores 1 Victory Point for every one of these bands they have a scoring unit within,
using the center point of the model to determine which section they are in. Infantry units on the board (not in a
transport) with the center of their base inside or on top of terrain will be worth double their point value. The player
that has the most points worth of scoring units in the band will score additional points base on the table below:
8” band closest your table edge:
8” band in the middle:
8” band closest your opponent’s table edge:

+0 point
+1 points
+2 points

The player with the most points after 6 turns wins.
Tournament Points: Once the victor has been determined, determine the difference in VP’s. Divide this by 2
and round down before consulting the margin of victory table to determin tournament points. If a player wins by
1 VP, they will have a margin of 0, but will still count as the victor for the kill point bonus.
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Area Terrain Features
FOREST: These are identified as a base with a few trees on it which may be free moved for measuring and model
placement. Forest will count as 4” tall substantial area terrain. Rules for substantial terrain features are found on
p.30 of the main rulebook. They block line of sight to infantry and vehicles when deeper than 4“. They also block
line of sight from aircraft when the targets are more than 50% inside the feature. They are impassable to vehicles
and aircraft flying at low altitude. Walkers are and exception and are slowed by 50% (p.42). It is Tough terrain
for infantry, which means they are slowed by 50% if they pass over the terrain in any way by that unit (p.28).
Infantry receive Body Cover (p.28 - +1 to damage roll) and all units receive Soft Cover if fired through or into.
BOULDER FIELDS: These are identified as a base with some boulders on it. Boulder Fields will count as 1” tall
substantial area terrain.
LIGHT VEGETATION: These are identified as a base with nothing on it. Areas with no trees will count as 1/4”
(quarter inch) high insubstantial area terrain. Some tables may have deep snow or sand which follow these same
rules. Rules for insubstantial terrain features are found on p.29 of the main rulebook. It counts as Tough terrain
for infantry and provides them soft cover (p.28 - +2 Ac). It is impassable to skimmers (p.42). The following are
deviations from the rules. Vehicles that are 1/2” (half inch) tall, or less, treat this terrain as Poor Ground (p.29)
and is therefore Tough, but they also claim soft cover from it. Vehicles taller than 1/2” are not slowed, but do not
claim any cover. For measuring purposes disregard any turrets or weapons and measure the main mass of the
model. This terrain does not obstruct the LZ of aircraft that do NOT count as skimmers while landed.
WATER: These are identified by their acrylic water medium. The lip of this terrain used to hold the water medium
will not count as water and is open terrain. Only the water medium counts as water. Water areas will count as
Barrier Ground (p.29) with no height (0” tall). Skimmers may move over this and are not slowed. This terrain does
not obstruct the LZ of aircraft that count as skimmers while landed. The following are deviations from the
rules. Infantry and vehicles may move into the shallow water surrounding bodies of water. Shallow water is
defined as the unit being wholly within the terrain while still touching the edge of it OR moving in until the center
of the unit is 1” in from the edge of the terrain WHICHEVER occurs first. Infantry and vehicles moving over the
shallow water in any way will count the terrain and Tough and will halve their move. Vehicles 1/2” and less, and
Infantry, with their center point within the terrain feature will receive Soft Cover.
CLIFFS & SLOPES: A cliff is any vertical, or near vertical, piece of terrain. It is impassable to infantry and
vehicles. Aircraft may fly over, assuming it is not taller than 6”, and may land on top of it if they are able to place
their LZ template. Slopes are gradual ramps and may be freely moved over.

Original Design and Layout, as well as Dropzone Commander
were created by Hawk Wargames.
vesion 1.3F
Augsut 17th, 2015

Bunker Strike
You have been tasked with driving deep into the enemy territory to occupy key planetary defences. The
bunker complex is linked to an orbital laser and is a linchpin in the planetary defense network. The enemy
will not give this up easily.

Player 2 Table Edge

Bunker

Player 1 Table Edge

NUMBER OF PLAYERS: 2
ARMY ROSTER: Standard (both players)
DEPLOYMENT: Battlegroups begin the game in readiness. Fast Mover Squads start in Reserve.
DURATION: 6 Turns
VICTORY CONDITIONS: The player with the highest number of Victory Points at the end of turn 6 wins the
game. If both players end the game with the same number of Victory Points, the game is a draw.
Surging Strike - the 2 focal points on your opponents side of the table are worth 1 Victory Point to you if you
have a friendly Vehicle Unit or Infantry base within 6” (as usual). However they grant an additional 2 Victory
Points if you are the player with the most units in points cost within 6” (instead of the normal 1).
Bunker Assault - The 5 focal points in theis scenario will be within bunkers. The bunkers can’t be destroyed
inside the bunker are worth double their unit points when calculating who is in control of the focal point.
Note: This is essentially Surging Strike with the Focal Points inside bunkers from Bunker Assault.
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Secure the flanks
Opposing spearhead forces are advancing towards a group of key objectives. Holding the flanks during this
engagement will be critical to victory. The centre of your force should advance towards these objectives while
a portion of your army captures the flanks.

NUMBER OF PLAYERS: 2
ARMY ROSTER: Standard (all players)
DEPLOYMENT: All Battlegroups begin the game in Readiness. Fast Mover Squads start in Reserve.
DURATION: 6 Turns
VICTORY CONDITIONS: The player with the highest number of Victory Points at the end of turn 6 wins the
game. If both players end the game with the same number of Victory Points, the game is a draw.

