Appendix A – Uneven battles
An uneven battle is one where one side has more points than the other; one side may have 2,000 pts while the other has 3,000 pts, for example. Only battles where both players have agreed to fight with different sized armies counts as uneven; a 2,000 pt battle with 1,998 pts vs. 1,983 pts is not an uneven battle.
1. Using the Uneven battles rules with the Scenario generator

Uneven battles require only a slight modification to the Scenario generator. The following modifications should be used.
1.1. Choose armies

Players should agree on how many points each side should have. Generally speaking, one side having 50% more or twice the points of the other is most easy to work with.
Levels
Central to how this appendix works, is the concept of a difference in Levels between two armies. Roughly speaking, if one side has 50% more points than the other it counts as being a Level 1 battle, if it has 100% more than the other it counts as a Level 2 battle, and so on. If armies are only a little different in points values the battle counts as Level 0, though the smaller army still gets a bonus. Battles beyond Level 3 should generally be avoided, since they are too one-sided to be much fun for either side. The limits for the levels are listed in the table below.

	Smaller army size
	Level 0

(10 to 25%)
	Level 1

(25 to 75%)
	Level 2
(75 to 125%)
	Level 3
(175% or more)

	1,000 pts
	1,100 – 1,249
	1,250 – 1,749
	1,750 – 2,249
	2,250+

	1,250 pts
	1,325 – 1,562
	1,563 – 2,187
	2,188 – 2,812
	2,813+

	1,500 pts
	1,650 – 1,874
	1,875 – 2,624
	2,625 – 3,374
	3,375+

	1,750 pts
	1,925 – 2,187
	2,188 – 3,062
	3,063 – 3,937
	3,938+

	2,000 pts
	2,200 – 2,499
	2,500 – 3,499
	3,500 – 4,499
	4,500+


Advantages

To make up for the fact that he has much less points than his opponent, the smaller army gets one or more Advantages in the battle, which he may select from the lists below. The Advantages are divided into two types, Minor Advantages and Major Advantages. The number of Advantages a player gets is shown on the table below.

	Level of Battle
	Advantages in total
	Major Advantages

	0
	1
	0

	1
	2
	Up to 1

	2
	3
	Up to 1

	3
	4
	Up to 2


E.g. if a 4,000 pt army plays against a 2,000 pt army (Level 2), the player of the smaller army may select up to 3 Advantages, one of which may be a Major advantage.

Minor Advantages

·  Scorched Earth.
The larger army gains no Victory points for holding table quarters.

· Colours Flying.
The larger army gains no Victory points for capturing standards.

· No Matter the Odds.
The larger army may not claim the +1 Combat Result bonus for Outnumbering. 
Note that units from the smaller army will still automatically Break if defeated in combat and Outnumbered by a Fear causing enemy, unless they are Immune to Fear.
· Go Down Fighting.
The General of the smaller army Hates all enemy models. The larger army gains no bonus Victory points for killing the enemy general. 
Note that they still get points for the General as a slain unit.
· The Thin Red Line.
The larger army may not claim the +1 / +2 Combat Result bonus for fighting to a unit’s Flank / Rear.
Note that rank bonuses are still negated by Flank and Rear charges as normal.
· To the Last Man.
All units in the smaller army may re-roll failed Rally tests.

Major Advantages

· Resigned to Fate.
All models in the smaller army may re-roll failed Panic tests.
· Fearless.
All models in the smaller army may re-roll failed Fear tests. When outnumbered by Fear causers units in the smaller army do not automatically break, but any negative modifiers to their Break test are doubled.
· Balance in the Winds of Magic.
At the start of each magic phase, each player rolls all his Power / Dispel dice out on the table. All dice that roll a 1 are given to the opponent; Power dice becoming Dispel dice and vice-versa.
Note: For Tomb Kings armies, all dice rolled for Incantations that come up as a 1 are discounted and handed to the opponent, as above.
1.2. Determine engagement type

Do this according to the method in the main Scenario generator. In the case of Assault the smaller army may add the Level of the battle to his dice roll, making it more likely that he’ll get to decide who’s attacking, the more outnumbered he is.
1.3. Determine terrain

Place terrain according to the method in the main Scenario generator.

1.4. Determine deployment

Deployment is determined according to the method in the main Scenario generator. 
1.5. Determine missions

Do this according to the method in the main Scenario generator. Remember that each goal is worth 10% of the opponent’s army size, so if you are playing against a larger army any mission you accomplish will be worth more.
1.6. Determine Special circumstances

Special circumstances are determined according to the main Scenario generator.

1.7. Deploy armies

When rolling to determine who deploys first in the smaller army may add the Level of the battle to his dice roll. E.g. if a 4,000 pt army plays against a 2,000 pt army (Level 2), the player of the smaller army may add an additional +2 to his dice roll. 

Naturally this does not apply to Assault scenarios, where the defender always starts deploying.
1.8. Determine game length and first turn

When rolling to determine who goes first the smaller army may add the Level of the battle to his dice roll. E.g. if a 2,500 pt army plays against a 2,000 pt army (Level 1), the player of the smaller army may add an additional +1 to his dice roll.
Naturally this only applies to Pitched battle scenarios; in the other scenarios there is no roll to determine who goes first.

1.9. Fight the battle
Go on and fight then! 

If you are the smaller army, do not worry that all your troops may be killed during the battle, you can still win!
1.10. Victory conditions

Victory points are calculated as normal, with the exceptions that may apply due to Advantages the smaller army has.

When determining the degree of victory, use the column corresponding to the smaller army. So if a 1500 pt army is fighting against a 2000 pt army, the column for 1500 pt armies is the one that is used, no matter who wins.
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