Carnage Con Queso (The Cheese Game)  II – The Media’s Revenge

Hello, and welcome to the background page for this event, being conducted at the upcoming <Ground Zero Games East Coast Convention>.

This page provides registered participants with the background information you need to prepare for the event.

We’re planning on having a lot of fun.  The theme of the event is very tongue-in-cheek, and overly serious playing will be discouraged.  Mike Sarno ran this event at the convention last year with great hilarity, and this year we’re going to try to recapture the spirit of fun and silliness that Mike established.

The event is a “Bring Your Own Squad” Stargrunt II game, in which the players are competing for resources in a confined environment.

Background: 

The ruling family of the war torn planet Fromage III are up to their old tricks.  This time, the Limburgers are exporting their own brand of violence to the recently-independent ex-NSL colony world of Käse.  A nasty civil conflict has blown up on Käse as Limburger-sponsored rebels have attempted to overthrow the weak local government.  The UNSC has arranged a temporary cease-fire, and a small force of observers has been sent in to arrange a more permanent peace, and to ensure that the two sides keep to their agreement.

Unfortunately for the international community, the Limburgers are respecting the cease-fire about as well as they respected it a year ago when the UN Peacekeeping forces on Fromage III were blockaded.  The Limburger navy has once again acted against the UN, and the Observer group, away from "settled territory" on a "fact finding mission" (they went fishing in an unsettled area known for its excellent megapike), have been caught without proper supplies.  The fish are not biting, and the Observers are starving.  They have managed to get a radio call off the surface through the Limburger radio jamming, and an experienced blockade runner, the redoubtable Captain Monterey "Jack" Colby (hero of Fromage III), has snuck through the blockade fleet and launched a re-supply rocket into the Observer's area.  The rocket malfunctioned, and the contents were dumped over a wide area near the landing point.  The various Observer groups have sent their security teams to collect the supplies, but the mistrust and unease between the various nations who contributed Observer teams has taken a nasty turn, and each group is trying to secure the supplies for themselves.

As an added wrinkle to the problem, the renowned GNN News Reporter Brun Hilda, who recently won a coveted Pulitzer prize for her coverage of the shameful conduct of the UN forces on Fromage III last year, is again on-hand when the crisis erupts.  The Limburgers specially invited her team along - they really liked her previous coverage of the UN, particularly the highly embarrassing moment caught live on vid, when a security team from one of the Religious charities working on Fromage III blazenly attacked a field hospital, injuring innocent civilians.  She has been given “carte blanche” rights to observe the UN mission, and was in the area with the Observer group when they were cut off.  She has been provided with supplies and a dedicates satellite uplink, and the UN forces must be very careful to avoid appearing like they have ill intent toward her, as her coverage is being beamed live to the Limburger fleet for relay to the wider international community.  So, as the Observer Teams scramble to secure the desperately-needed supplies, she is on-hand to keep an eye on them.

Each supply container has a certain point value associated with it. Whoever controls the containers with highest total number of points at the conclusion of the event will be declared the Queso King and immediately crowned as such. Others top finishers will earn noble titles, such as: Duke of Jarlsberg, Prince of Parmesan, or Count of Cottage. The rest of the players will be inducted into the Military Order of the Coeur de Chevre.  Negative points will be awarded to players who commit “atrocities” (attacking another player’s forces) within line-of-sight of Brun Hilda’s news team.

Scenario Rules:

Setup

1.  Each player may control a single squad, constructed using the “Squad Building Rules” outlined below.  If a vehicle is purchased, it may count as a separate unit – otherwise, all figures form a single squad.

2.  The players will deploy no closer than 18” to any other player, and no closer to the 12” radius “media exclusion zone” around Brun Hilda’s camp.

3.  Each player will be assigned a “cheesyness” rating, based on how they have constructed and equipped their forces.  The rating is the number of Special Event cards that the player may draw from the Special Events deck.  These cards will provide a form of “balancing”, enabling weaker (less cheesy) forces to compete with stronger forces.  The least cheesy force will draw the most cards, and the most cheesy force will draw the least.  Keep in mind that last year’s event was won by Brun Hilda and her news team, who had a grand total of two rifles (their bodyguards).  With careful preparation and clever play, you don’t need a really beefy force to win.  On the other hand, if rocking-and-rolling is your thing, then take a strong force with big guns, and play really aggressively.  There is no minimum number of Special Event cards – if you have an insanely cheesy squad, you could well get none.

Game Play

1.  Standard Stargrunt II rules will be used, with several exceptions.  The turn sequence will be modified to account for the fact that there will be up to 9 individual forces.  At the beginning of each turn, we will roll dice to determine initiative.  The player with the highest roll will go first, and we will then continue clockwise around the table.  The only other main rules addition will be the use of the <Marksman> rules, available elsewhere on this website, for any player who chooses to include a figure equipped with a sniper rifle in their squad.

2.  Brun Hilda’s team will be GM controlled.  They will move in a random direction each turn, for a random distance.  At the end of their movement, a clock-face die will be rolled, and that will indicate the direction Brun Hilda’s camera is pointing.  The camera has a 90 degree field of view, and any squad in line of sight of the camera caught attacking another squad will receive a penalty.  The news team has a “Media Exclusion Zone” around their camp.  The camp contains supplies, and these can be taken by another player.  However, any player entering the Exclusion Zone and attempting to get away with Brun Hilda’s supplies will be subject to a heavy penalty.  Also, her team may be attacked, but this will also incur a penalty, as the footage her camera man is shooting is being beamed off-planet live.  Special Event cards that allow a special attack (such as an air strike or a mortar barrage) used against her news team do NOT count as an attack for the purposes of the penalty.

Objective 

Your objective is to gather up as many containers of supplies as possible by the end of the game.  All containers securely controlled by a player count toward the total, and the GM has the final ruling on what constitutes “secure” (for example, if you grab a container and then drop it while you’re running away from someone, you don’t control it – but if you park a pile of containers in a “safe spot” that no one else threatens while you send your troops to get more, even though they are not being carried by your troops at the end of the game, they will count).

Encumbrance

Each trooper has a maximum encumbrance rating of 4 units.

The supply containers come in four sizes:  

Small – worth d6 or d8 Supply Points.  These weigh 1 each.

Medium – worth d10 or d12 Supply Points.  These weigh 2 each.

Large – worth d20 Supply Points.  These weigh 4 each.

Very Large – worth d30 Supply Points.  These weigh 8 each.

So, a single trooper can carry four Small, two Medium, or one Large supply container, and it takes two troopers to carry a single Very Large container.

If any of your troops are carrying more than 2 units, then your force counts as being “encumbered” for the purposes of movement.  This works the same way as if they were carrying a wounded or dead trooper, as per the standard rules in Stargrunt.

Special Encumbrance Rules:  Any model wearing “Medium” or lighter armour, who is NOT CARRYING A WEAPON, is considered to have a maximum encumbrance rating of FIVE units, not four.  Also, any model wearing Power Armour can carry a single Very Large container by themselves.  They can otherwise still only carry 4 units worth of supplies – the limit is not on the strength of the PA, but on the bulkiness and awkwardness of the containers.  So, a PA trooper can carry one Very Large or Large container, or up to 4 units worth of Medium or Small containers.

Victory

Your final victory point total will be calculated at the end of the game.  You will figure out how many of each type of container you have, and then roll appropriate dice (d6, d8, d10, d12, d20, d30), and TOTAL the results.  The winners will be ranked in order from most to least points.

Squad Construction Rules

You are to construct your force using the following information.  Each player has a total of 10 Build Points to use.  Your final design should be cleared with me before the event.  I won’t prevent you from doing anything you like within these rules – I just want to make sure your force isn’t breaking the rules (I can’t let anyone get too cheesy before the game starts…).

If you come up with some other really creative/clever/funny idea for either equipment or squad construction, contact me and we can talk about it.

ITEM


BUILD POINT COST

1 trooper


1

armour



+0

power armour


+1

regular weapon

+0

special weapon

+1

size 1 vehicle


5

grav bike


1

wheeled bike


1

Leadership and Quality:

You pick.  You can choose from Green troops, Regualar troops, Veteran troops or Elite troops, and you can pick a leadership level of 1 (the best), 2 (average), or 3 (the worst).

There is NO cost associated with taking the better quality and leadership, so if you want an elite 1 squad, that’s fine.  However, the better your quality and leadership, the cheesier your squad, and if you take that Elite 1 unit, you better win with clever tactics and good luck, because I’ll slam you when it comes to giving out Special Event cards…

Equipment and Vehicles

Take a look at the following charts of equipment.  When you select something from a category, look at the list for that category.  You can pick any of the items in the list.  For example, if you take a “regular weapon” you can pick any from those listed.  I will examine your forces and equipment choices before the game, and the better the equipment you choose, the more cheesy your squad cheese rating will be, and the fewer Special Event cards you will get.

Armour

Light Armour   -  Protection:  d4  Base Movement:  8”  (all troops are considered to have Light Armour unless otherwise specified).

Medium Armour  -  Protection:  d6  Base Movement:  6”

Heavy Armour  -  Protection:  d8  Base Movement:  6”  (note: any figure with Heavy Armour counts as carrying 1 extra unit of weight, so their maximum encumbrance rating drops to 3).

Power Armour – Protection:  d12   Base Movement:  12”

Regular Weapons

Pick any from this list.  Models may carry ONE ranged weapon and/or ONE close combat weapon (knife/spear/sword).  You can’t have an AAR and a Shotgun, or two AARs.  You can have an AAR and a sword, or a Shotgun and a sword (not much point to that, though – the +1 CC bonuses are not cumulative).

Basic Assault Rifle:  FP 2  IMP d8

Advanced Assault Rifle:  FP 2  IMP d10

AAR with Grenade Launcher:  FP 3  IMP d10

Gauss AR;  FP 2 IMP d12

Gauss AR with GL:  FP 3  IMP d12

Flechette Rifle:  FP 3 (close range)  FP 2 (other ranges)  IMP d10 (close)  IMP d8 (other ranges)  Close Combat  +1

Submachinegun or Assault Shotgun:  FP 3 (close range only) IMP d8  Close Combat  +1

Combat Knife/Sword/Kukri/Spear:  Close Combat  +1

Special Weapons

A model may have ONE Special Weapon, and if equipped with a Special Weapon, may not carry any other weapons.

Basic Light Machinegun:  FP d8  IMP d8

Advanced Light Machinegun:  FP d8 IMP d10

Rotary Light Machinegun:  FP d10 IMP d10

Gauss Light Machinegun:  FP d10  IMP d12

3-shot IAVR Launcher:  FP d10  IMP d12*

Infantry Plasma Gun:  FP d6  IMP d12*

GMS/P:  Guidance d8  IMP D12*

Flame Thrower:  FP d8 (close range only)  IMP D8 (plus fire effects)  Close Combat +2  Causes Terror

Laser Sniper Rifle:  FP d12 IMP d8

Gauss Sniper Rifle:  FP d10  IMP d12

Heavy Anti Material Rifle (HAMR):  FP d8  IMP d12x2

Note – remember that we’re using the marksman rules for any figure equipped with a sniper rifle.  We are not going to use the Stargrunt sniper rules.

Vehicles

Size 1 Vehicle.  This could include a Jeep, a fast attack vehicle, etc.  Mobility types are either High-Mob wheeled or GEV (hover).  You cannot have a grav vehicle.  The crew capacity is 2, with space for up to four passengers.  For each passenger NOT carried, you may carry up to 5 units worth of cargo (so, if you have a crew of 2, you could carry 20 units of cargo in the passenger area).  Crew and weapons are NOT included.  You can mount ONE “special weapon” on the vehicle if you choose, at the usual cost.  Movement is 12”, Armour is class 1 (d12).

Grav Bikes:  These use the skimmer rules.  Each grav bike can carry one passenger, and up to 2 units of cargo.  The passenger can carry ONLY their personal equipment, and may not carry a large special weapon (machinegun, rocket/missile launcher, plasma gun, HAMR).  .  Movement is 12” (skimmer), Armour is class 0 (soft skinned d6).  These bikes mount an Advanced Light Machinegun (IMP d10) in a fixed forward firing mount (Fire Control:  Basic d6), at no additional cost.

Wheeled Bikes:  These use the regular high-mob wheeled vehicle rules.  Each wheeled bike can carry one passenger, and up to three units of cargo.  The passenger can carry ONLY their personal equipment, and may not carry a large special weapon (machinegun, rocket/missile launcher, plasma gun, HAMR).  Movement is 12”, Armour is class 0 (soft skinned d6).  These bikes are unarmed. 

SAMPLE SQUADS:

Ultra Cheesy:

Elite Quality, Level 1 Leader

4 Troopers  (cost 4)

Power Armour (cost 4)

1 Gauss LMG (cost 1)

1 HAMR (cost 1)

2 Gauss AR with GL (cost 0)

total cost: 10

Waayyy Less Cheesy  (but kinda boring…):

Regular Quality, Level 1 Leader

8 Troopers (cost 8)

Medium Armour for all (cost 0)

Advanced AR for 6 troopers (cost 0)

Combat Knife for 6 troopers (cost 0)

Advanced LMG (cost 1)

3-shot IAVR launcher (cost 1)

total cost: 10

