ETC Warm Up Result roster round 4.
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0-150 = 10-10 151-300 = 11-9 301450 = 12-8 451-600 = 13-7 601-750 = 14-6 751-900 = 15-5
001-1050 = 16-4 1051-1200 = 17-3 /201-1350 = 18-2 1351-1500 = 19-1 1500+ = 20-0

Grand Total is max 100 and minimum 60.
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Victory points scored as per the rulebook, with the exceptions that: units that are at 25% or less of
their oviginal madels vield 50% VP's 1o the opponent (characters, monsters and handlers, war

machines and single models ave unaffected). Units that are fleeing at the end of the baitle yield 50%

VP's to the opponent. In both cases, bonuses (for generals, banners, elc.) are not counted towards
the 50%, Units that are both: flecing and at/below % strength still only yvield 50% VP k.
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ETC Warm Up Result roster round 4.

Team COUTLAWS VS. Team ZMD
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Grand Total is max 100 and minimum 60.

Victary points scored as per the rulebook, with the exceptions that: units that are at 25% or less of

their oviginal models yield 50% VP's to the opponent (characters, monsters and handlers, war
machines and single models ave unaffected). Units that are flecing at the end of the battle yield 50%,
VP's to the opponent. In both cases, bonuses (far generals, banners, efc.) ave not counted towards
the 50%. Units that are both: flecing and at/below % strength still only yield 50% VP,
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ETC Warm Up Result roster round 4.

Team FJC_RUSSIA

VS. Team Qlkz cimel bg,z “m“wfhy. va
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0-150 = 10-10 151-300 = 11-9 30]-450 = 12-8 451-600 = 13-7 601-750 = 14-6 751-900 = 15-5
901-1050 = 16-¢ 1051-1200 = 17-3 [ 261-7350 = /§8-2 1351-1500 = 19-1 /500+ = 20-0

Grand Total is max 100 and minimum 60.
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Victory points scored as per the ruleboak, with the exceptions that- units that are ar 25% or less of
their original models yield 50% VP's to the opponent (characters, monsters and handlers, war
machines and yingle models are unaffected). Units that are fleeing at the end of the batile yield 50%
VP's to the opponent. In both cases, bonuses (for genevals, banners, efe.) are not counted towards
the 50%. Units that are bath; fleeing and at/below Y strength still only yield 50% VP5.
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ETC Warm Up Result roster round 4.

Team N g7 e ERrLamevS VS Team Dfﬂﬂdﬂr-

Player Name VP BP Player Name VP BP
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001-1050 = 16-4 1051-1200 = 17-3 12011350 = 18-2 1351-1500 = 19-1 /500+ = 20-0

| | GRAND TOTAL
Team Name VP BP |Team Name VP BP

vep D | 184

Grand Total is max 100 and minimum 60,

Victory points scored as per the rulebook, with the exceptions that: uniis that are at 23% or less of
their original madels yield 50% VP's to the opponent (characters, monsters and handlers, war
machines and single models are unaffected). Units that are flecing at the end of the batde yield 50%
VP's to the opponent. In both cases, bonuses (for generals, banners, etc.) are not counted towards
the 50%. Units that are both: fleeing and at’below Y strength still only yield 50% VP5.




ETC Warm Up Result roster round 4.

Team Temw Swidin VS. Team _fysiia
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Grand Total is max 100 and minimum 60,

Victary points scored as per the rulebook, with the exceptions that: units that are at 25% or less of
their original models yield 50% VP's 1o the opponent (characters, monsters and handlers, war
machines and single models ave unaffected). Units that are flecing at the end of the battle yield 50%)
VP's to the appanent, In hoth cases, bonuses (for genevals, banners, ete.) are not counted towards
the 50%. Units that are both: flecing and at/below % strength still only yield 50% VP 5.



ETC Warm Up Result roster round 4.

0-150 = 10-10 151-300 = 11-9 30/-450 = ] 2-8 451-600 = 13-7 60]-750 = 14-6 751-900 = 15-5

901-1050 = 16-4 1051-1200 = 17-3 [20/-1350 = [8-2 1351-1500 = 19-1 /500+ = 20-0
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Grand Total is max 100 and minimum 60.

Victory points scored as per the rulebook, with the exceptions that: units that are at 25% or less of
their original models yield 50% VP's to the opponent (characters, monsters and handlers, war
machines and single models are unaffected). Unils that are fleeing at the end of the batile yield 50%
VP's to the opponent. In both cases, bonuses (for genevals, banners, etc.) are not counted towards
the 50%. Units that are both: fleeing and at/below ' strength still only yield 5096 VP,



ETC Warm Up Result roster round 4.

VS. Team GN(S
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Victory points scored as per the rulebook, with the exceptions that: units that are at 25% or less of
their original models yield 50% VP's to the opponent (characters, monsters and handlers, war
machines and single models are unaffected). Units that are flecing at the end of the battle yield 50%
VP's to the opponent. In both cases, honuses (for generals, banners, etc.) are not counted towards
the 50%. Unity that ave hoth: fleeing and at’below % strength still only yield 50% VP,




