Format:  Running the Gauntlet (# Players 2-5) 

Background:  

I am always looking for ways to play multiplayer versions of DDM that are not dominated by a gang-up-and-eliminate style.  While a free-for-all style is fine in theory, I find what usually happens (in our group) is one by one players are “Voted off the island” Survivor style with teams forming temporary alliances to eliminate a player.  Being able to do this while incurring the least amount of losses and not becoming the next victim has it’s own strategy and interesting gamesmanship, but ultimately the game becomes less about warband building and play strategy and more about game politics.  Playing with young children, as I so often do, this can lead to hurt feelings and detract from the fun of the game.  Soooo, I created and would like to share with you a new format,  playable with an odd or even number of friends, where building a competitive warband IS important and the competition is fun and agressive, but non-political

Objective:

The goal for Running the Gauntlet is to score victory points by moving pieces of your Team warband through a maze of enemy resistance to a goal in the fastest time possible.  Points are scored based on the number of warband points that reach your goal, the values of enemy pieces defeated, and the time (turns) required for your remaining warband to reach the goal.

Preparation:

Each player starts by building a legal Team warband to a mutually agreed upon point value (100, 150, or 200 work best).  Then each player builds 4 Challenge Encounters to slow down their opponents (2 Challenge Encounters should have 60%.of the Team point value and 2 Challenge Encounters should have 50% of the Team point value. Maximum 6 models per Challenge Encounter).  Each one of a player’s Challenge Encounters should be a different faction and no pieces should be used in more than one Encounter (ie.  Only one of your Encounters could use a Timber Wolf even though it would be legal for any faction).

Special Board Construction Instructions:

Place 1 (34x22) play-mat lengthwise across the table per every two players, lining them up side by side.  Make multiple printouts of the Broken Wall tile (on the Wizards board) to make lanes for the courses.  You’ll need 4 copies for each player beyond the first (Note: You can just use Dice or beads or paper to indicate where the walls are if you cannot obtain the Broken Wall tiles.)  Align the Broken Walls end to end, so that there are 10 space wide lanes for each player divided by broken wall tiles between them.  Leave the first and last squares blank to fit the tiles neatly.  Treat the first and last squares as wall as if the broken wall tile continued to the edge of the map (Once again, wall tokens will do).  

Each lane is then partitioned into 4 rooms of eight spaces in length with the last two spaces of the 4th room being the goal area.  The middle two spaces of the partitions are closed doors that separate the rooms.  Below is a diagram to illustrate what a 5 player table would look like.  |DD| represents the door to each new room.
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Tiles:

Each player will need an assembly tile and three different terrain tiles.

Rules for Placing Tiles:

Tiles may be placed overlapping the empty columns of the Broken Wall tiles and up against walls and doors.  You may choose to block all or a portion of the rubble openings in the Broken Walls.  However, a two square wide path, free of spikestones, must be possible for traveling from the entry door to the exit door of each room.  (Note:  This makes the Spikestone Cave tile useable only in the Goal room).

Play:

Each team prepares a Team warband at the agreed upon value, and then prepares their four Challenge Encounters and sets each of these aside.  Roll off to begin tile placement using commander ratings from your Team warband only (Encounter pieces will only be part of your warband for activation purposes).  Each player then in turn begins placing tiles.  First each player selects a lane by placing his/her assembly tile in the start room for that lane.  That entry tile must be touching the wall furthest from the door to his/her next room with the exit squares.  Then each player may in turn choose a room from any competitor’s lane and place one of his/her tiles in that room.  Note: See rules for placing tiles.  Once all tiles are placed, Teams are set up on their entry tiles.

All general skirmish rules are followed with the following exceptions:

· Models may not cross the rubble squares on Broken Wall tiles into another lane.

· Models may breathe, cast spells, use abilities, make ranged attacks and use Melee Reach across rubble squares wherever possible to harass competing Teams.

· All doors begin the game closed.

· Opening one of a set of double doors opens both doors.

· Opening a set of doors replaces attacks for a model adjacent to them.

· Doors may not be closed again once they have been opened.

· Opening a set of doors triggers the spawning of a random Challenge Encounter.

· Challenge Encounters follow basic warband building rules (no 1 piece over 70%), however they are restricted to 6 non-minion pieces.

· No piece from a player’s Team warband may be used in any of his/her Challenge Encounters.

· Routed creatures from Challenge Encounters rout off of the assembly tile for that lane.

· Routed Team warband creatures will attempt to rally even if they are not in sight or 6 squares of a commander.  Routed Encounter creatures will not.

· Creatures in the Goal rows cannot be targeted by creatures outside of that lane.

· Creatures in the Goal rows may not voluntarily move out again, but may activate and attack as normal.

· The game ends when all Team’s creatures have either been incapacitated (Routed, Destroyed, Helpless) or have reached their Goal rows.

· Incorporeal and burrowing creatures still trigger Challenge Encounters by entering a room by passing through/under the wall.  They still may not leave their lane.

· Pieces may not be forced to leave their lanes by telekinesis, pushback or any other spell or effect.

Using Challenge Encounters:

Once a door has been opened it triggers the spawning of a Challenge Encounter in the room that is now accessible.  Choose a random Challenge Encounter from the remaining Challenge Encounters of all possible opponents, and have that player set the corresponding pieces up on the tile in the room you are about to enter.  The player who owns this Challenge Encounter treats these creatures as if they were just summoned and are a part of his/her warband.  They can not cross into his/her lane to join the main Team warband in getting to the finish line, but they can certainly add to victory points by eliminating opponent’s pieces.  These pieces may be “summoned” to anywhere on the terrain tile that they fit, but must be at least three squares away from the doors that the Team is entering.  All standard command rules apply to these creatures.

Scoring:

Victory Points are scored for each opponent’s piece destroyed or routed off of the board.  In addition, Bonus points may be earned as follows.  10 points to the first Team to get a creature into their Goal rows.  10 points are awarded at the end of each round to each team with a creature in it’s Goal rows until either each team has at least 1 creature in it’s Goal rows or until one team has scored 50 points this way, whichever comes first.  Bonus points are then awarded at the end of the game for the total points of surviving Team creatures that reached the Goal rows.  A separate bonus of 5 points each are awarded for each non-summoned creature on each Team to reach the Goal rows.

Scoring Example:

Bob, Chris and Dan begin a 100 point Team game.  Bob reaches the goal first in the same turn as Chris.  Dan reaches two turns later.  Bob has 225 Victory points of destroyed creatures and has 43 points remaining in his 2 piece army.  Chris had 215 Victory points of destroyed creatures and has 23 points remaining for his 1 piece.  Dan has 235 Victory points of destroyed creatures and has 54 points remaining in his 4 creatures.  

Bob’s Score is 225 (Victory Points) + 10 (1st to reach Goal) + 20 (Goal before last player) + 43 (Surviving points) + 10 (2 survivors) = 308.  

Chris’s Score is 215 + 0 + 20 + 23 + 5 = 263.

Dan’s Score is 235 + 0 + 0 + 54 + 20 = 309.

Dan Wins! (remember, this is not just a race, getting to the Goal rows first is not the only objective).

Wrapping Up:

As is the case with most non-standard formats, if some pieces or combinations become degenerate in your playing, feel free to ban or restrict pieces or to alter rules as necessary to encourage fun competitive play.  I have found that the format works best at 150 team points for this reason.  Most people do not regularly build 150 point teams and are most likely to experiment a little.

Play, enjoy, comment or suggest improvements if you like.

Chris (Zoons) D.

