Notes on “Tactical Turning Point”

	These quick play rules were based off of “Mac’s Missions” a quick pick up game style for Crossfire. Original article is here: http://balagan.info/macs-missions-v3-revised-pick-up-games-for-crossfire. I particularly liked these rules because it seemed to offer and thematic narrative style play through random generation. I like to think each lieutenant has been given these orders by their superior officer and must dutifully follow those orders. But the enemy is doing just the same as well. So, will you be able to accomplish your mission while trying to prevent your enemy from completing his? 
	To play print out the quick sheet below and cut out the mission cards. It is best to make the cards indistinguishable when viewed face down. The rules are summarized in eight quick points and the missions are detailed on their card. Follow the steps sequentially. Its ordered a specific way intentionally. For example, you get your mission before you agree to point limit for your list. This is so you can tailor your force for the mission requirements. Through this streamlined process, you should be able to quickly generate a scenario between two players. Beginner players should even be able to pick this up and play away in no time. 
	This is a work in progress. Being originally based for an entirely different game system it’s been hard to find an approximate VPs for Victory. It is defiantly far from balanced, but that’s what play testing is for. If you playtest it and find two Missions are particularly unbalanced against each other, please do email me about it so I might take it into account and work on adjusting the VP values. Also, suggestions and questions and wording and clarity would also be greatly appreciated as well. If you quite like the narrative aspect and wrote up a particularly eventful AAR I’d love to read about that as well! My email address is thesomeone5252@gmail.com.


Tactical Turning Point v0.3
Quick Play, Narrative Scenarios for Bolt Action
1. Lieutenant A places a suitable number of pieces of terrain in the 4x6 area. Lieutenant B may move up to half of the terrain pieces.
2. Lieutenant A chooses his base edge and Lieutenant B takes the opposite edge.
3. The table has 6 “areas”. Your base edge, your rear area, your forward area, the enemy’s forward area, the enemy’s rear area, and the enemy base edge.













4. Lieutenant B draws a mission card randomly, then A does as well. Keep your mission a secret as well as the unpicked missions.
5. Both Lieutenants agree to a set amount of requisition points. You are allowed as many units as possible, but only may have 14 order dice. Some attack missions might allow a lieutenant bonus requisition points.
6. [bookmark: _GoBack]Lieutenant B deploys a unit first, then A deploys a unit, and continue alternating until all units have been deployed or left in Reserve. Units may only be deployed in the rear areas. Only  if a units has special forward deployment rules may deploy in their forward area or if the commander was issued a Defensive Mission. Up to ½ of units in Reserve can form a First Wave. Outflanking is permitted.
7. Once deployment is finished start with turn 1.
8. The battle ends after 6 turns or if a mission card ends it early. At the end of the battle, calculate Victory points. The lieutenant with 2 or more Victory Points than his enemy wins a Minor Victory, 4 or more VP is a Major Victory. If the victor suffered >50% casualties, it is a Pyrrhic Victory. 
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 Offensive Mission: Probe
Carefully reconnoiter the enemy forward positions.

Victory Points: 5 plus the following
+1 for your units in the enemy forward area
+2 for your units in the enemy rear area
+3 for your units that move off the enemy base edge
Special rules:
+10% requisition points
After deployment & before turn 1, roll 1d6 for a preparatory bombardment. On 5+, pick an enemy area for a bombardment.

 Defensive Mission: Hold the Line
We’ve pushed up the front line, now prepare to dig in for an enemy counter attack.

Victory Points: 15 plus the following
-1 for enemy units in your forward area
-2 for enemy units in your rear area
-3 for enemy units that move off your base edge
Special rules:
Before turn 1, place up to 12 inches of linear hard cover for free. It does not have to be continuous.

Offensive Mission: Breakthrough
Your platoon is to spearhead a decision breakthrough of the enemy lines.

Victory Points: 9 plus the following
+1 for your units that move off the enemy base edge
-2 for enemy units that retreat off the enemy base edge
Special rules:
+30% requisition points
After deployment & before turn 1, roll 1d6 for a preparatory bombardment. On 3+, pick an enemy area for a bombardment.


 Defensive Mission: Withdrawal
We must evacuate; hold off the enemy as long as possible before falling back.

Victory Points: 11 plus the following
+1 for your units that retreat from your base edge
-2 for enemy units that move off your base edge
Special rules:
Before turn 1, place up to 24 inches of linear hard cover for free. It does not have to be continuous. Also place 2 bunkers for free.

 Defensive Mission: Deep Defense
There is no option for retreat, we must hold this position at all costs.

Victory Points: 13 plus the following
-1 for enemy units in your rear area
-2 for enemy units that move off your base edge

Special rules:
Before turn 1, place up to 18 inches of linear hard cover for free. It does not have to be continuous. Also place 1 bunker for free.

Offensive Mission: Assault
Disrupt the enemy rear area, cut their supply lines, crush their resistance.

Victory Points: 7 plus the following
+1 for your units in the enemy rear area
+2 for your units that move off the enemy base edge

Special rules:
+20% requisition points
After deployment & before turn 1, roll 1d6 for a preparatory bombardment. On 4+, pick an enemy area for a bombardment.


 Offensive Mission: Encirclement
Strike fast and close the gap so we can capture a majority of the enemy force. 

Victory Points: 10 plus the following
+3 for capturing enemy units
+1 for controlling enemy rear area squares


Special rules:
No additional penalty to come onto the table when out flanking.


 Defensive Mission: Ambush
The enemy is walking right into our trap. Wait for just the right moment to attack

Victory Points: 10 plus the following
+1 for enemy units in your areas
+3 for enemy units eliminated in your areas


Special rules:
Any unit outside of enemy LOS may deploy Hidden and in Ambush.


 Offensive Mission: Raid
Break into the enemy lines and deny them any valuable assets you find.

Victory Points: 7 plus the following
+5 for destroying major objectives
+3 for destroying minor objectives


Special rules:
Choose 3 objects in the enemy forward area as minor objectives and 1 object in the enemy rear area as a major objective.


Defensive Mission: Feign Retreat
Draw the enemy in then quickly retreat before our artillery destroys them.

Victory Points: 10 plus the following
+1 for your units that retreat off your table edge
+1 for enemies in your areas
+3 for enemies killed in the final bombardment
Special rules:
When your last unit retreats off the table or when the game ends, the bombardment begins. Roll 1d6 for each unit in your rear and forward areas. On 3+, they are hit by a heavy howitzer. 


 Defensive Mission: Improve Coms
Our radios aren’t working so we need to lay wire and send messengers to communicate.

Victory Points: 10 plus the following
+5 for moving the telephone wire team from one side to off the other of your forward area.
+3 for receiving and sending a runner

Special rules:
On turn 1, a 3 man telephone wire team comes in from either flank of your forward area.
On turn 2 and 3, a single runner comes in from a random point along your base edge.


 Offensive Mission: HVTs
Some high ranking officers and experienced NCOs are in your area; eliminate them.

Victory Points: 7 plus the following
+5 for eliminating enemy officers
+3 for eliminating enemy NCOs


Special rules:
Receive 1 additional sniper for free.



