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The organisers will check rosters at random throughout the tournament for errors in selection. If any mistakes are
found, the results of all the games in which the player has used the illegal list will immediately be penalized -5 pts per
round played. This will apply even if the mistake was a totally honest one, so please do double-check your forces’ list
before the tournament!

Bonus marks are available to players who produce a written background for their army. Players should bring two
copies of this with them, one to be handed in on registration and one to show their opponents. Your opponents will
mark this but the referees may disallow or mark players down for inappropriate material.
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' $ # $ ) + #
your opponent can check any special rules and characteristics that apply to your troops

All armies must use the latest edition of the Army book or Codex for the army list. In the case of an army list
just being released a grace period of four weeks from release date is given where you may choose your army
from either army book, but not both! Ensure you inform your opponents before the start of your games which
book you are using and ensure this is noted on your army list/roster.
Special or named characters from their appropriate codex’s may be used

Armies must follow the restrictions on army selection of their own Army book.

Forgeworld models are only allowed if rules for them are in a current codex not Forgeworld publications eg.
Forgeworld Tau broadside suit but not Forgeworld Tau Remora drone

In the case of different profiles for weapons and armour, the most current rules for that weapon takes
precedence. All other rules in the codex remain the same

Chaos Dwarves may be used as published in Ravening Hordes



Dogs of War armies may be used as published in the Annual 2004, including all Regiments of Renown

Dogs of War may only be used as an army on their own; other armies may not include Dogs of War units or
Regiments of Renown.

Dogs of War units of Pike men, Heavy Cavalry and Paymaster's Bodyguard can carry a magic banner up to a
value of 50 pts.

Weapons, armour options and upgrades chosen from the army list must be shown on the majority of the
models in a unit.
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During the course of the day you will be playing 3 different games. Each game will use the following scenarios.

Round 1 Battlefield Supremacy
Round 2 Capture
Round 3 Pitched battle
/@ 1@ 408 2D (@ 2 E
Two armies clash to wrest control of the battlefield from their foe.
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6. Scouting units are not deployed with the rest of the units. Instead they are placed on the table after all units in both
armies have been deployed, as described in the rules for Scouts.

Who goes first? Both players roll a dice; the player who finished their deployment first may add +1 to their dice roll.
The player who scores highest may choose whether to go first or second (re-roll ties).

Victory Conditions

Normal victory conditions are used in this scenario. Further, each table quarter held uncontested by a unit wholly
within the quarter is worth an additional 150 victory points (as per the rule under the victory points on page 102) for a
total of +250VP’s per table quarter.

/@ %G. 8
Two armies are attempting to seize control of an important point on the battlefield. The Generals must move fast to
stop the enemy from doing the same 9 ) 1$ 2 $ )
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6. Scouting units are not deployed with the rest of the units. Instead they are placed on the table after all units in both
armies have been deployed, as described in the rules for Scouts.

Who goes first? Both players roll a dice; the player who finished their deployment first may add +1 to their dice roll.
The player who scores highest may choose whether to go first or second (re-roll ties).

0& : There are no additional special rules.

Victory Conditions

Unless one player concedes, use the victory points chart (Pg102) to determine the winner of the battle is. Also, the
army with the closest scoring unit to the objective at the end of the game gains an additional +300 VP’s. Fleeing units,
monsters, characters and units with a unit strength of less than five can not claim the objective. If both players have a
unit equidistant from the objective then neither gain the additional VP’s.

/@ :G 34@ (Warhammer Rulebook pages 2-3)
Both armies are fully prepared for battle and their goal is simple — to wipe out their enemy and take the field!
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6. Scouting units are not deployed with the rest of the units. Instead they are placed on the table after all units in both
armies have been deployed, as described in the rules for Scouts.

Who goes first? Both players roll a dice; the player who finished their deployment first may add +1 to their dice roll if
they expressly state they wish to before dice are rolled. The player who scores highest may choose whether to go first
or second. If the first dice roll is tied re-roll your dice until one player scores highest; there are no modifiers to re-rolls.
Length of game: The game lasts for six turns or until one player concedes defeat or time is called.

0& : There are no additional special rules.

Victory conditions _: unless one player concedes, use the victory points chart to determine who the winner of the
battle is. Warhammer rulebook Pg102
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During the course of the day you will be playing 3 different games, the order of battle is as follows:
Round 1 Dawn of War

Round 2 Spearhead Assault
Round 3 Pitched Battle
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Degree of Victory Victory Conditions Tournament
points

Massacre Capture both objectives 20/0
Major Victory / Defeat You capture your enemies objective only 17/3
Minor Victory / Defeat You capture your own objective only 13/7
Draw Each player has an equal number of objectives 10/10
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Degree of Victory Victory Conditions Tournament

points

Massacre Win by +3 objectives more than your opponent 20/0
Major Victory / Defeat Win by +2 objectives more than your opponent 17/3
Minor Victory / Defeat Win by +1 objective more than your opponent 13/7
Draw Equal number of objectives 10/10




Degree of Victory

Victory Conditions

Tournament

points

Massacre Difference of +4 kill points 20/0
Major Victory / Defeat Difference of +2 kill points 17/3
Minor Victory / Defeat Difference of +1 Kill point 13/7
Draw Equal number of Kill points 10/10
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