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Welcome to the rules pack of the very first Generals of the West Heroes & Heretics Team Tournament, hosted by 

the Generals of the West gaming group. This is where you and a buddy can share the glory of crushing the 

opposition and achieve eternal glory versus all other 2-man teams! 

 

Within this rules pack you will find all the information needed to participate in our event. Should you have any 

questions after reading it feel free to contact us at:  

 

generalsofthewesttournaments@gmail.com    

 

Notice: Please note that as we might include changes (or fix errors) this rules pack might be updated in the 
coming weeks. It will be made final on the 7th of April 2018. Any minor changes after that will be relayed to you on 
the day of the event. If we update the rules pack we will put a notice on the website and send it via email to 
anyone already signed up!  

  

mailto:generalsofthewesttournaments@gmail.com
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1 A very important notice! 

We will be very strict in scoring points you can claim outside of the actual battles, namely those for a correct army 
list, formatted according to the example, paying on time and painting. This is indeed stricter then we where at the 
2017 GT, so let this be a fair warning. This is not because we like to keep points from you, but to make the GotW 
tournaments as smooth and enjoyable as they can be for you the players and us as the organising team, so you 
guys (and girls) keep coming and we can keep on organising them! See the topics below for some details on the 
how and why.  

1.1 Army list submission 
Your army list should be on time, correct (In both total points and a legal composition) and in the format as shown 
in Appendix A.  

- On time so that we as the organization and you as players are able to get a look at the list well in 

advance and point out any issues. Remember, sending in way before the deadline helps us spread the 
work! 

- Correct in points and composition, not only to score those points, but to prevent any unsolvable 

issues during a tournament. (Imagine someone with an illegal list, found in round 3. What do you do with 
his scores, and those of the 2 people he already played?) We as the organization can not work out a set 
of rules for each possibility in advance, and no matter what happens people will be unhappy with it. We 
are strict on this topic to prevent any bad feelings on the day so we can give everyone a great event. 

- Using the example format. This is for readability, both for yourself, your opponents and the 

organization. One page (Maybe 2 if you run a huge Imperial guard army for example) is easy for anyone 
to read over and check. This prevents the list document from becoming overly large, making it easier to 
find what you want and is a great help for those who are checking/updating and correcting the lists. (note 
that you are free to make as fancy a list for your own use as you like, as long as you send in a list 
according to Appendix A as well.  

We know that 8th edition is complex these days, so have your friends check over your list before submission, 
follow the format and you get a nice amount of bonus points! 

1.2 Payment date 
Organizing an event is not free, depending on the venue the budget runs into a few thousand Euro’s. As 
organizers we have deadlines for payments we ourselves need to make, deadlines for informing other parties 
about the number of players and supplies/tables/lunch and so on we need to scale to the number of players.  
A venue like Hotel Schiphol for example has minimum numbers we need to make or it involves a high additional 
charge, other venues involve renting tables & chairs and/or supplying lunch and the bar stocks. Regardless of the 
choice of venue the budgets are significant and we need to not make a loss to continue providing you with great 
events. So, make our lives a bit easier, and pay on time, or even well in advance!  
This is also why we cannot refund after the date specified in each rules pack, once we are committed we already 
spent the money. Again, easy points to earn and if you pay well in advance we can even give you a discount! 

1.3 Strict paint judging 
We are strict (but fair) on the assignments of painting points because these are not there to punish players, but to 
reward hobby effort and create separation in the rankings. If everyone could easily score the full points the paint 
scores might as well not be there and we could do a pure battle points tournament.  
But we also want to give you a chance to be rewarded for the time and effort you put into your army, as we feel 
that promoting good hobby standards leads to a better gaming experience. Sure, the game would play the same 
on a barren table with stacks of books and unpainted plastic models, but we provide a beautiful gaming mat and 
painted terrain to play on. So, we also like top promote nicely painted armies on those tables to create an overall 
awesome experience. After all, who does not like two nicely painted armies duking it out on a battlemat with fully 
painted terrain? It just looks so much better! 
That being said we know people prefer different aspects of the hobby so you have more potential points to score 
than the maximum we give out, that way you don’t have to add freehand to a tyranid army if you feel that does not 
fit, but you can compensate with some kick ass conversions. Or if you feel that the Adaptus Mechanicum models 
are gorgeous straight out of the box, then you do not feel like you have to put a hobby knife in them to get the full 
points.  
 

2 General Information  

The tournament will be held on Saturday the 28th of April.  
 
The event takes place at: 
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Hotel Schiphol 
Rijksweg A 4 Nr.3 
2132 MA Hoofddorp – Schiphol 

 
For more information on traveling to the venue we redirect you towards the following link:  
 

https://www.hotelschiphol.nl/ 
 
Be sure to also check out the current rules for parking, at the time of writing of this rules pack it is free for a 24h 
period.  
 
Tickets will be €50,-  per team to be paid before Saturday the 24th of March.  
If you pay before the 24th of February your entry fee as a team will be only €45,-   

Payment details will be send by email.  
 
Your ticket will include: 

 Admission to the Heroes & Heretics tournament. 

 A goody. 

 A very good lunch on the day.  
(We are talking a buffet hot & cold meal fit for a true warrior, not a simple sandwich..) 

 Prize support for first, second and third place, Best team on show and Best Sportsmanship. 
 
IMPORTANT: Cancelations after Saturday the 24th of March will not receive any refunds as the financial 
commitments will have been made to ensure the facilities are available on the day of the event.  

 
For information such as a list of participants, pictures of the preparation of the tournament, pictures of past events 
and army rosters of the event please visit our website https://gotwtournaments.wordpress.com 
 

2.1 Important dates  
Saturday 24th of February,  Entree fee for a discount deadline. 
Saturday 24th of March,  Entree fee deadline, no refunds after this date.  
Saturday 7th of April 2018,  Rulespack finalized. 
Saturday 7th of April 2018,  Final cut of date of new releases. 
Saturday 14th of April 2018, Army roster Deadline at 23:59. 
Somewhere in between….  Armylists & Round 1 pairings! 
Saturday 28th of April  Heroes & Heretics time!  
 

2.2 Change history. 
In this chapter any changes to the rules pack will be tracked. This in order to give players a quick overview of the 

changes between versions of the rules pack. 

Version Date Comments 

1.0 10/01/2018 Initial version 

    

     

  

https://www.hotelschiphol.nl/
https://gotwtournaments.wordpress.com/
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3 Participating in the G.o.t.W. H&H team event  

3.1 Signing up  
We require all participants of the G.o.t.W. H&H tournament to sign up beforehand.  Signing up will only be 
possible through email. You can sign up by sending an email to: generalsofthewesttournaments@gmail.com 
 
Upon registration you will receive a registration number and payment details to complete your registrations. 
There will be 120 player spots (So 60 teams, 30 tables) available for the tournament so make sure you invite 

your friends! 
 
Be sure to include the following information:  
Team Name 
Player 1 – Name 
Player 2 – Name 
 
You can also sign up on your own, as soon as we have another teammate available, we’ll create a team for 

you and inform you.  
 
A note on signing up for your friends. We have learned that we absolutely need the email address for each 

participant, so if you want to sign up multiple teams make sure we have at least one address for each team. If you 
like you can enter both team members email addresses during sign ups so that you both get any updates we 
share in the run up to this event.  
 
Note 2: your registration is only finalized when we have received your entry fee.  

3.2 Registration  
At the start of the day you will have to register for the tournament. During this registration we will:  

 Check your team composition. (players/armies) 

 Confirm you've brought the same armies as the lists you submitted beforehand.  

 Receive your best team on show, best game voting slips. As well as your mission reference sheets.  
 

The registration will take place from 8:50 – 9:05, after which the tournament will start.  

3.3 Timetable  
 

Start time End time Activity 

8:50 9:05 Registration 

9:05 9:15 Introduction 

9:15 12:15 Round 1 

12:15 12:45 Lunchbreak 

12:45 15:45 Round 2 

15:45 16:15 Best Team on Show vote 

16:15 19:00 Round 3 

 

 Before each round starts a list with pairings will be beamed on the main screen in the tournament hall. 
From the start of round 2 onwards the pairing lists shall also include the current scores of all players.  

 Between the second and third round everyone will vote on the nominees for the Best Armies on Show 
award. These armies will be displayed for your voting pleasure. 

 

4 Requirements  

In order to participate in the tournament you will need to bring everything in order to play Warhammer 40.000. 
This includes but is not limited to: 
 

 This Rules pack  

 Your Army roster  

 Your Painted Army. (NOTE: Unpainted models are not allowed) 

 6 numbered Objective markers  

 Rulebook, Codici, Errata, FAQs and any other official publications that you might need during the 
tournament.  

 Markers (wounds, (de)buffs, etc.), Tape measure, Dice, tactical objective cards. 

 Optional: Glue for repairs. 
 

mailto:generalsofthewesttournaments@gmail.com
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Please be aware that this list might not be complete, as you might need additional resources to play your specific 
army/ faction.  
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5 Tournament rules, restrictions and other guidelines  

The following rules apply for this event in regards to army selection and composition, if your list does not adhere 
to these rules it will be deemed illegal. However these rules pale in comparison to the most important rule!  
 

Make sure that you and your opponent enjoy your game of Warhammer 40,000!  
 
Below are the guidelines that will apply during the tournament. These restrictions and guidelines are designed to 
help us to organize a fair and fun tournament, with a well-deserved winner, while ensuring that all players can 
enjoy their games. Please read these restrictions and guidelines carefully;  

 The UK version of the rulebooks, codices, errata’s and any other official publications will be  
used.  

 When multiple versions of a rule or codex exist the most recent ruling will be used. Given that the ruling 
in question was published at least one month prior to the tournament. (this does not apply for FAQ’s, but 
does include errata’s in a FAQ document)  

 Codices override the rules of the general rulebook, unless this has been amended in an official errata or 
this directly contradicts this rules pack.  

 Note that GW’s Chapter Approved 2017 is in effect, same goes for the yet to be released “mega FAQ” 
announced on GW website for March 2018. 

5.1 Army/Team Composition  
For this tournament the following army composition rules are in effect. 

 Battle forged armies only. 

 1000 points per player, so 2000 for a team. (Note, as an example no teams of 1003 and 997 will be 
allowed, each has a maximum of 1000 points) 

 A maximum of 2 detachments per player. 

 Duplicate detachments are not allowed per player. So, you can both have 1 Battalion for example.  

 All detachments in your army must share at least one keyword, a.k.a. be Battleforged. The only 
exception is the Genestealer Cults Blood Brothers special rule. The armies in a team do not need to 

share a keyword. (E.g. Chaos Deamons and Grey knights are just fine… (If unfluffy.. 😉 )  

 No more than 2 units in your Team can have the ‘Airborne’ ability. 

 No more than 3 duplicates of any dataslate in your combined armies, where one player can have a 

maximum of 2 duplicates. 
This does not include Troop or Dedicated Transport dataslates, you can have no more than 4 duplicates 
of these in your army. 
Example: 3 Blood Angel tactical squads for player 1 and 2 Ultramarine Tactical squads is NOT allowed.  
If your army has only 1 troop type and you both play the same one (Say 2x Necron or Sisters of 
Battleplayers in a team, you are allowed 3 each). The limit for transports of 4 max still applies.  

 You can only have as many Dedicated Transports as that you have units that are actually able to 
embark on the transports. (for example: When you have 2 units of power armour marines, 1 power 

armour HQ and 1 units of scouts you can have either 4 rhino’s/razorback/droppods or 3 
rhino’s/razorback/droppods and 1 land speeder storm). 

 Maximum of 1 Lord of War choice allowed per team. 

 Unique named characters are only allowed once per team. (No Roboute and his Clone Brother in a 
team) 

 No Forgeworld units allowed. You are allowed however to use forgeworld models in your army and play 
them as regular models (for example, you can use the MKIC deimos patter rhino instead of a regular 
rhino, due to them having the same size.) Make sure the base size of the model is that of the original 
model you are using it for.  

 You are allowed to choose your warlord trait and psychic powers. When you do, mention them on your 
army roster. When you do not mention them on your army sheet you will have to roll for them every 
battle. When you have chosen your warlord trait and psychic powers you are still allowed to roll for them 
before the battle in hopes of a different result. When you do however you have to stick to the result of the 
roll. For summoned units roll at the time of a successful summon to see which power(s) they have.  

 There is no Limitation on reinforcement points.  

 Summoned units must still adhere to the maximum number of duplicate units, So if two units of Horrors 
are on the table only 2 additional units may be summoned.  

 Command points: You can use each other’s command points, but the limit on stratagem duplications still 
stands. (E.g. No 2 command re-rolls, just 1 per team. Same goes for identical named stratagems) 

 You get the 3 basic Command Points once per team. 

 Auras, Psychic powers, Stratagems and the like do not effect your teammate. (To prevent a 
CSM/Deathguard team from having an inherent bonus to say a Tyranids/Ultramarine team). 
Overall, treat your armies as 2 separate entities with no drawbacks and no buffs. (Note that you can also 
stand within 1” of each other, even if mortal enemies in the background)  
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 A team can only use 1 mechanism to regain a command point per stratagem played. (No rolling 2 D6 for 
a spent CP because you combine Imperial Guard and Ultramarines).  

 Each army in a team can have a warlord, which also gives up 1 VP each for slay the warlord. 
 

 
The cut-off date for new releases to be legal in this event is Saturday the 7th of April. 

5.1.1 Chapter Approved 

All matched play rules & points adjustments from Chapter Approved 2017 will be in play. 

5.1.2 Codex and Index interaction 

With the combination of Codexes and Indexes available the following ruling is in effect. (Per GW design 
document) 
 
There are a few options that are missing in the codex that appear in the index: why is that? Does that 
mean I can’t use these models in my army anymore? 
“While the indexes are designed to cover a long history of miniatures, the codexes are designed to give you rules 
for the current Warhammer 40,000 range. There are a few options in the indexes for some Characters and 
vehicles that are no longer represented in the Citadel range – certain Dreadnought weapons that don’t come in 
the box, or some characters on bikes, for example. 
Don’t worry though, you can still use all of these in your games if you have these older models. In these 
instances, use the datasheet from the index, and the most recent points published for that model and its weapons 
(currently, also in the index). 
They still gain all the army wide-bonuses for things like Chapter Tactics and can use Space Marines Stratagems 
and the like, so such venerable heroes still fit right in with the rest of your army.” 
 
This applies to all factions that receive a codex before Saturday the 7th of April 

5.2 Army roster  
To participate in the tournament you will need an army roster. To ensure that everyone has a clear army roster, 
the following rules apply for your army roster:  

1. Must contain your name, Team name, registration number, army and relevant gaming club (this to make 
sure that you are not paired against a team of your club during round 1). 

2. Total number of points and command points (including additional relic purchases or other Pregame 
Stratagem costs!) and Army Keyword. 

3. Mention which model is your warlord and warlord trait. 
4. Mention which psyker has which psychic powers. 
5. Clearly mention which units belong to which detachment. 
6. Mention the shared Key Word for the detachments. For example for a pure Dark Angels list it would be 

<Dark Angels>, should the detachment also contain an assassin it would be <Imperium>. 
7. Mention all points and upgrades for each and every unit that is a changeable option.  

(For example, no need to mention Krak & Frags on marines. If you can choose between X (free) options 
these do need to be mentioned.) 

8. Mention which chapter tactics or other similar faction abilities are used for each Detachment. 
9. Any kind of ability or trait you can choose before the game must be decided on before the event and 

recorded on your army roster. This also includes any Stratagems that state they are used ‘before the 
battle’ (such as the Chapter Master, Relics of the Chapter Stratagems in Codex:Space Marines Or 
combat drugs for Drukhari– but not, for example, Strike From the Shadows, as this is used ‘during 
deployment’). 

 
An example of a correctly formatted Army roster can be found in Appendix A  

 
To ensure that all armies are correct and made according to the existing restrictions, all army rosters have to be 
sent in to be checked by the referees. To give the referees enough time to check all the army rosters, we require 
all army rosters to be sent in before Saturday 14th of April 2018 23:59 at the latest. You can send in your army 

roster to the e-mail address: generalsofthewesttournaments@gmail.com. 
In case of using GW dataslates that are not printed in a codex or index make sure you send a copy of said 
dataslate in addition to the army roster.  
 
Note: The Judge and TO hold the right to ask certain players to change their Army Lists if they feel the lists will 

not contribute to the positive tournament experience of the other players. This is an extreme measure that will not 
be used easily, but is an option if necessary. this will not result in losing the points earned for sending a correct list 
on time.  
 

mailto:generalsofthewesttournaments@gmail.com
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On the day you will also have to bring a printed army roster. You will be able to use this army roster during the 
tournament. It is allowed to play with digital army lists and codices as long as you have hard copies of your army 
and codices available in case your tablet malfunctions or the battery runs out.  
 
Failure to present the hardcopy materials when your electronic means are for any reason no longer 
available to you during the event will result in removal of all models from the table for which you cannot 
present hardcopy reference material (Codex, Supplement or Data-Slate/Sheet). 
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6 Playing at the G.o.t.W Team event 

The tournament will have a total of 3 rounds. In the first round players will be matched in a random order. For 
future rounds we will use swiss pairing (pairing based on the total score you have received in the previous 
round(s)). We will never pair you vs the same opponents twice. For the first round we will also strive to prevent 
pairing you vs club mates, if you mention your club on your army roster, this however may be limited due to 
circumstances.  
Should any of these circumstances arise, please inform a referee of this immediately so that we  
may be able to correct the mistake before the round starts.  
 
As this was well received last time, we will publish a list document as soon as possible before the event, including 

your round 1 opponents. May the (adult and very civilised… 😉) smack talk begin…  

 
Note: Players who arrive late will directly be paired against each other if needed, even if they're from the same 

club. We do not want to penalize the people that are on time.  

6.1 Rules Questions  
Rules questions are always a possibility during a tournament. In order to prevent rules questions from turning into 
rules debates follow the steps bellow to resolve the question.  

1. Look up the rule relevant rule(s) in the rulebook, Codex or FAQ. In most cases this will resolve any 
uncertainties regarding the rule(s).  

2. If you are still unsure about the situation or you simply cannot agree with you opponent on this specific 
situation you can either:  

a. Role a dice, 1-3 player A is right in this case, 4-6 player B is right in this case. This is final once 
rolled. So only use this if both players agree to accept this result before rolling.  

b. Call over a referee. The referee will show you the ruling in rules book, codex or FAQ. Or decide 
the ruling based on a dice roll if even after this second look no real ruling can be found.  

 
Note: Should a referee notice a situation where the rules are misinterpreted or wrongly used, the referee is 

allowed to interfere and point of the relevant rule(s) in the relevant source.  
Note: All Referee rulings are final and not open for debate!  

6.2 FAQ Document(s) used  
For the event we will use GW FAQ as the main FAQ documents. ( https://www.games-workshop.com/en-
NL/Rules-Errata#40k-errata ). 
This includes the core rules FAQ, Chapter Approved 2017 and each codex specific FAQ. 

6.3 Terrain  
Terrain will be pre-set. No player is allowed to reposition any terrain during the event, exception is when placing a 
fortification. 
When a player is unable to place his or her fortification due to terrain being in the way it is expected that both 
players find a suitable way of rearranging the terrain in order to place the fortification. If both players are unable to 
find an agreeable solution a referee will provide a final solution.  
 
Note: For the duration of this tournament, all ground level walls of ruins are considered to the completely closed 

and therefore considered to block line of sight. This means complete windows, doors or small cracks in the walls 
are considered closed. Check the outline of the terrain feature and any other openings within that are considered 
closed for Line of Sight.  

 
                Regular LoS with Ruins            Augmented terrain LoS with Ruins         

        Please note the slightly open window that does NOT block line of sight. 
 

https://www.games-workshop.com/en-NL/Rules-Errata#40k-errata
https://www.games-workshop.com/en-NL/Rules-Errata#40k-errata
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6.4 Basing 
A models correct base size is the base it got supplied with by games workshop in the official retail box. Some 

units such as power armoured marines and bikers have been getting new releases with new base types (32mm 

round and biker oval respectively). These are obviously fine as well as long as you are consistent with the base 

types throughout your army. You can therefore for instance have all of your power armoured marines on 25mm 

bases OR on 32mm bases. Having them mixed with a few on 25mm and a few on 32mm is not OK. 

 

If you have a character with an aura ability we really must insist that you stick to the correct original base size 

for gaming purposes, as a larger base would result in a larger aura. If you have a scenic base or scenic basing 

that sticks out over the plastic circle of the actual base this does not count for the purposes of measuring the units 

aura range. 

 

For example, Chapter Master Azrael comes in an older package on a 25mm base. If your entire army is on 32mm 

bases it is OK to also have him on a 32mm base as this is the new standard (even if he does have aura’s). It is 

not acceptable to put him on a 32 mm base in an army that is (partially) on 25mm bases. Same goes for scouts, 

they come on 25mm, but in a full 32 mm based army they can also be on 32mm. 

 

6.5 Interference  
All games are played by just you and your opponent! Interference from anybody, other than the referee, is not 
allowed. This means that any spectators should at no point directly interfere or influence the game in any fashion.  
If you finish your game early, please refrain from immediately going to tell your friends about how hard you got 
beaten or how big you won. Let them finish their own game and save your glorious tales for the breaks.  
 

6.6 Warning System  
If a participant is found to be violating the code of conduct, or is behaving in an irresponsible  
fashion, we use the following warning system:  
 
YELLOW CARD – This is the first warning. Recipients will be warned about their behaviour and advised to calm 

down. A 5 point deduction from their overall score will be impaired. A third yellow card will count as a red card. 
(this can also include: not correctly filling in your scorecard, turning in your results late…this is something that we 
need to do to help keep the tournament running the way it should)  
 
RED CARD – Final warning. A (further) 10 point deduction will be impaired. Recipients will strongly be advised to 

adjust their attitude and behaviour at once. Failure to do so will result in removal from the event.  
 

6.7 Minute marks  
There will be a 40 minute mark to ensure players know the 20 minute mark is coming and won’t be surprised in 
the middle of their turn, as chances are that they could have made other moves.  
 
20 minutes before the end of the round a referee will call the 20 mark. At this point you have 20 minutes left to 
finish up your game. In the Interest of fair play, please only start a new turn after this mark if both players are sure 
they can finish the game turn within 20 minutes. When in doubt call over a referee immediately.  
 
Not playing the turn because you might lose is not a valid reason not to finish it if you can realistically play it in the 
time left.  
 
When the round has ended DICE DOWN will be called immediately stop playing and start calculating the result of 
the game. Failure to do so will risk a Yellow Card.  
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6.8 Determining victory & registering the result  
After the round is over you will have 5 minutes to calculate the final score and register the results at the judge 
table. See the calculate scores section on how to do this. Be sure to register both the result of the game as well 

as the total amount of VP’s each player scored, for example  
Game 2 

Team Awesome vs Da Crushy Boyz  
Final Score 12-8  
VP’s Scored 16-13. (Do note these for tiebreakers in the end ranking) 

 
The results need to be registered within 5 minutes after the end of the round. After this time no results will be 
accepted. If no results have been registered both teams will receive 0 points for that round.  
 
After each round the current scores will be projected on the beamer/monitor in the venue, check your scores and 
if any mistakes have been made make sure to inform the organization immediately to correct this. We will not 
change the scores after the end of the current round!  
 

6.9 Requesting opponents. 
Is it possible to request an opponent in the final round of the event. If your wish to play against a particular team, 

you and your opponents have to make this clear to the organization at the end of round two. We will pair you 

against each other in the last round. However when you do this, both of your scores of the final round will 

not be used when calculating the final results.  
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7 Scoring points  

During the tournament you can score a total of 100 points in following three categories:  

7.1 Command points (0-60)  
You score command points from your battles. This will be the majority of your overall score as it represents how 
well you have played during the tournament.  

7.2 Army points (0-20)  
The army points include the points for your army roster and payment. A free win if you do everything on time! 
Army roster format (0-5)  

0 – The army roster does not meet all the requirements as specified in the rules pack and example list. 
5 – Your army roster has all the correct information and follows the template in Appendix A 
Army roster legality (0-5) 

0 – The judges found an error in your army roster. 
5 – Your army roster was correct in one go.  
Send in time (0-5) 

0 – The roster was not sent in on time 
5 – The army roster was send in on time (before Saturday the14th of April 2018 23:59).  
Entrance Fee (0-5)  

0 – Paid after Saturday 24th of March 
5 – Paid before Saturday 24th of March 

7.3 Painting points (0-20)  
The painting points are scored with the general appearance of your army. Together with your modelling both 
creative (conversions) and functional (WYSIWYG). The astute among you will notice you can receive a total 
amount of 25 points but only a maximum of 20 will be taken into account. This is done to leave some room to 
choose the army appearance you want without missing out on a maximum score. 
 
Note: Playing unpainted models is not allowed and you will have to remove these from the table.  

 
Painted (0-5)  

0 – The army is not fully painted  
3 – The army is fully painted in a coherent manner with at least three colours excluding the base.  
5 – The army is fully painted in a coherent manner to a high standard. 
 
Note: every single model needs to painted in a coherent manner, one model that isn't will result in 0 points for this 

category. Does the overall look of the army feel like a coherent force? We will be looking at painting style, basing, 
colouring etc. Ultimately it’s the judges call but we all know what we mean by a coherent force.  
 
Detailing (0-5)  

0 – No extra effort is made in detailing the miniatures.  
3 – It is clear that extra effort has been made to detail the miniatures. Note that all models need to have been 
given extra effort to earn these points, not just a few.  
5 – your army is painted in a very high quality. Highlights have been applied throughout the army. Extensive use 
of different painting techniques, some models in your army have good quality freehands.  
 
Basing (0-3)  

0 – Not all models have been based.  
1 – All models have been based with sand or flock.  
3 – Extra effort has been put into the basing of your army. 
 
Squad markings (0-4)  

0 – Not all units have distinguishable squad markings.  
4 – All units have easily distinguishable squad markings. The units can easily be distinguished from one another.  
 
Conversions (0-3)  

0 – No conversions are made in your army.  
1 – Some minor conversions have been made on at least 1 unit or several key models  
3 – Over 50% of your army is extensively converted in at a good quality or your army has 3 centre pieces at a 
high conversion quality.  
 
WYSIWYG (0-5)  

0 – Your army is not fully WYSIWYG.  
5 – Your army is fully WYSIWYG and completely represents what is listed in the army roster. Note that every 
single model needs to be WYSIWYG, one model that isn't will result in 0 points for this category. 
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8 Awards  

As you are right to expect we will reward the glorious victors of our event, no less than 5 awards are up for grabs!  
1st overall highest overall score (Command points + Army points + Painting points).  
2th overall second highest overall score (Command points + Army points + Painting points).  
3rd overall third highest overall score (Command points + Army points + Painting points). 
Best Team on Show Most player votes received. (each participant will receive a voting slip and you will be able 

to cast your vote between game 2 and 3).  
Best Sportsmanship Most Best Game votes (at the end of the day each player will nominate a favourite 

opponent out of his 3 games, tie breaker will be done based on overall points).  
 
In case of a draw, total victory points will be used as a tie breaker. If it is a tie on victory points as well mission 
points will be used as a tie breaker. 

9  Missions. 

9.1 Mission setup. 
All missions follow the following steps: 

1. Discus your army with your opponent. Clarify any special rules not know to your opponent. Inform you 

opponent is parts of your army are not WYSIWYG. 

2. Discuss terrain!, if any debates arise because this was not done pregame a judge ruling will be leading.  

3. Randomly determine warlord traits and psychic powers, if you want to select others then the preselected 

ones on your armylist. 

4. Roll off for placing objectives. 

5. The player that placed the last objective marker will choose his deployment zone. 

6. The player that didn’t get to choose his deployment zone will deploy his first unit, alternating until both 

sides have setup their army. 

7. Players roll of to see who gets the first turn. The player that finished deploying first receives a +1 bonus. 

8. The player not going first can attempt to seize the initiative. 

9. Game on and have fun. 

9.2 Mission general rules.  
The following rules apply to all missions: 

1. The Matched Play mission rules (Page 215) are in effect. 

2. The Battle Field Terrain advanced rules (page 248, 249, 250, 251) are in effect.  

3. No more than 3 maelstrom cards can be scored during a GAME turn (or battle round as they are 

called these days). 

4. Maximum of 8 VP towards the total score can be achieved by Kill Points Difference, if player A achieved 

17 Kill points vs player B’s 6 there is difference of 11 but this still only adds 8 towards the total score of 

the player A.  

5. #66 Priority order: If a mission critical card is unattainable for the Warlord, but attainable for the rest of 

the army shuffle it back into the unused card deck after drawing an attainable card. 

6. If you are unable to score a maelstrom card at all due to your or your opponent’s army roster you are 

allowed to immediately discard that card and draw a new one.  

7. Only the Main rulebook Maelstrom cards are used.  

8. When a maelstrom card awards you D3 points this card will award you 2 points instead. When a 

maelstrom card awards you D6 points this card will award you 4 points instead. 

9. The ‘New Orders’ stratagem (Page 224) is in effect. 

10. Command points cannot be used to reroll the following dice: 

a. Roll to see which player places the first objective. 

b. Roll to determine Warlord trait. 

c. Roll to determine psychic powers. 

d. Roll for first turn. 

e. Seize the initiative 

f. To see if a turn 6 or 7 is played. 
11. All ground level walls of ruins are considered to the completely closed and therefore considered 

to block line of sight. (see 5.3 Terrain for reference image) 
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9.3 Missions  
Our missions will follow the well-known format of Primary, Secondary and Tertiary objectives, however, we want 

to look into the new Chapter approved missions as well before we publish the definitive missions.  

If you want to play a practice mission the primary missions will be picked from CA and the main rulebook, 

combined with one Maelstrom mission and 3 Tertiaries (Like Slay the Warlord, Line breaker and First blood). 

10 Calculating Scores  

Victory points scored by each player are cumulated from mission scoring, Kill points and Secondary Objectives 
(Slay the Warlord, Linebreaker, and First Blood).  
 
First exception is that a tabling player receives 20 game points, a tabled player gets 0 game points. When you 
table a player, please calculate the mission scoring for tie breakers.  
 
Second exception is if your opponent concedes the game. This also results in a 20-0 victory for the winner. For 
the purposes of tiebreaker points the non-conceding player is allowed to move his models for the remaining turns 
as if the game would naturally end on turn 5. Ignore all the conceding players models for all gaming purposes (like 
contesting objectives), then calculate the mission scoring for tie breakers. 
 
To determine Game Points, each player counts their victory points, subtracts their opponent's victory points and 
consults the table below: 
 

VP Differential  Game Points Winner Game Points Loser  

0  10  10  

1-2  11  9  

3-4  12  8  

5-6  13  7  

7-8  14  6  

9-10  15  5  

11-12  16  4  

13-14  17  3  

15-16  18  2  

17-18  19  1  

19+  20  0  
 

The results need to be registered within 5 minutes after the end of the round. After this time no 
results will be accepted. If no results have been registered both players will receive 0 points for 
that round.  
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Appendix A Armylist Template 

Example roster (Yeah, fake points, nonsense lists… 😉 It’s the format 

that counts) 

 
Team:   Super Meijer Smash Bro’s 

Player1:   Pieter Meijer 

Player2:  Martijn Meijer 

Registration nr: 666   

Club:    Generals of the West 

Team command points: 3+3+2 = 8 

 

Player 1 Pieter Meijer: 

Total points : 1000 

Total command points: 3 (3 + 3 (battalion) + 1 (Azrael) - 1(Auxiliary)) 

Army Keyword: Imperium  

 

Detachment 1: Battalion (faction: Dark Angels) 

HQ – Azrael (180) [Warlord. Warlord trait: Tenacious survivor] - 180 

HQ – librarian with jumppack (116), force sword (12), bolt pistol (0). [Veil of time, null 

zone] - 128 

 

TR – 5 tactical marines (65), power sword (4), grav cannon (28) -  97 

TR – 10 tactical marines (130), power sword (4), melta gun (17), lascannon (25) – 176 

TR – 5 scouts (55), 5 camo cloaks (15), 5 sniper rifles (20) – 90 

 

Detachment 2: Auxiliary (faction: Space Wolves) 

EL – 10 Wulfen (200), 5x frost claws (50), 5x greataxe (50) - 300 

 

Player 2 Martijn Meijer: 

Total points : 997 

Total command points: 2 (+ 3 (battalion) - 1(Auxiliary)) 

Army Keyword: Imperium  

 

Detachment 1: Battalion (faction: Dark Angels) 

HQ – Sammael (150) [Warlord. Warlord trait: The Hunt] - 150 

HQ – librarian with jumppack (116), force sword (12), bolt pistol (0). [Veil of time, null 

zone] - 128 

 

TR – 5 tactical marines (65), power sword (4), grav cannon (28) -  97 

TR – 10 tactical marines (130), power sword (4), melta gun (17), lascannon (25) – 176 

TR – 5 scouts (55), 5 camo cloaks (15), 5 sniper rifles (20) – 90 

 

Detachment 2: Auxiliary (faction: Space Wolves) 

EL – 10 Wulfen (200), 5x frost claws (50), 5x greataxe (50) - 300 
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Appendix B Score sheet 

D6 D6 Type 
Which Turn 

Goal 
Player 1 Player 2 

Any Yours Picked Achieved Discarded Picked Achieved Discarded 

1 1 Capture & Control  Y Secure Objective #1 - 1 VP       

1 2 Capture & Control  Y Secure Objective #2 - 1 VP       

1 3 Capture & Control  Y Secure Objective #3 - 1 VP       

1 4 Capture & Control  Y Secure Objective #4 - 1 VP       

1 5 Capture & Control  Y Secure Objective #5 - 1 VP       

1 6 Capture & Control  Y Secure Objective #6 - 1 VP       

2 1 Take & Hold  Y Secure Objective #1 - 1 VP       

2 2 Take & Hold  Y Secure Objective #2 - 1 VP       

2 3 Take & Hold  Y Secure Objective #3 - 1 VP       

2 4 Take & Hold  Y Secure Objective #4 - 1 VP       

2 5 Take & Hold  Y Secure Objective #5 - 1 VP       

2 6 Take & Hold  Y Secure Objective #6 - 1 VP       

3 1 Storm & Defend Y  Defend Objective #1 - 2 VP       

3 2 Storm & Defend Y  Defend Objective #2 - 2 VP       

3 3 Storm & Defend Y  Defend Objective #3 - 2 VP       

3 4 Storm & Defend Y  Defend Objective #4 - 2 VP       

3 5 Storm & Defend Y  Defend Objective #5 - 2 VP       

3 6 Storm & Defend Y  Defend Objective #6 - 2 VP       

4 1 Seize Ground 
 Y Advance – Score 1 VP if no unit from your army is within your deployment zone at the end of 

your turn 

      

4 2 Seize Ground 

 Y Behind Enemy Lines – Score 1 VP if one of your scoring units is completely within your 
opponent's deployment zone the end of your turn. Score 2 VP if you do this with at least 3 
units. 

      

4 3 Seize Ground 

 Y Hold The Line – Score 1 VP if you have 3 of your scoring units completely within your 
deployment zone and there are no enemy units or models. This objective cannot be scored in 
first turn. 

      

4 4 Seize Ground 

 Y Mission Critical Objective – Roll a D6. Score 1 VP if you control that objective at the end of your 
turn. Score 2 VP if the enemy was holding the objective when the objective was drawn and you 
now control it at the end of your turn. 

      

4 5 Seize Ground  Y Supremacy – Score 2 VP if you control at least 3 objective markers at the end of your turn       

4 6 Seize Ground  Y Domination – Score 5 VP if you control all objective markers at the end of your turn       

5 1 Purge 
 Y Overwhelming Firepower – Score 1 VP if you completely destroyed an enemy unit in your 

shooting phase. Score 2 VP if at least 3 units were destroyed that way 

      

5 2 Purge 
Y  Blood And Guts – Score 1 VP if you completely destroyed an enemy unit in the fight phase. 

Score 2 VP if at least 3 units were destroyed that way 

      

5 3 Purge 
 Y No Prisoners – Score 1 VP if you completely destroyed an enemy unit in your turn. Score 2 VP if 

3-5 units were destroyed that way or score 5 VP if more than 6 units were destroyed this way 

      

5 4 Purge 
 Y Area Denial – Score 1 VP if there are no enemy models within 6” of the center of the battlefield 

at the end of your turn. If there are none within 12, score 2 VP instead 

      

5 5 Purge 
Y  Psychological Warfare – Score 1 VP if your opponent failed a morale test during the turn. If 3 or 

more fails occurred, score 2 VP instead 

      

5 6 Purge 
Y  Master The Warp –Score 1 VP if you manifested or denied a psychic power during the turn. If 

you manifested or denied 3 or more, score 2 VP instead 

      

6 1 Annihilation 
Y  Kingslayer – When the enemy warlord is destroyed score 2 VP. Score this card even if the 

warlord was killed during previous turns. 

      

6 2 Annihilation Y  Witch Hunter – score 1 VP if at least one psyker was destroyed during the turn       

6 3 Annihilation 
Y  Scour The Skies – Score 1 VP if at least one enemy unit that can FLY was destroyed during the 

turn 

      

6 4 Annihilation 
Y  Assassinate – score 1 VP if at least one enemy character was destroyed during the turn. Score 2 

VP if 3 or more characters were destroyed the turn. 

      

6 5 Annihilation 

Y  Big Game Hunter – score 1 VP if an enemy unit with a wounds characteristic of 10 or more was 
destroyed during the turn. If the unit had a wounds characteristic of 20 or more, score 2 VP 
instead. 

      

6 6 Annihilation 

Y Y Priority Orders Received – Generate a bonus objective. Your warlord can achieve this and score 
3 VP + the number of VP mentioned in this table if your warlord is the unit that destroys a unit, 
controls an objective, … 

      

 

R. Deployment Mission Points Player1 Player2 

1 Dawn of war 
Eternal war: Retrieval, Objectives 1-4 are worth 3 points each at the end of the game. (Markers 5 and 6 only apply for the maelstrom objectives). 
Maelstrom: Contact lost. (The ‘Temporary comms uplink’-stratagem is in effect). 

First Blood 
1VP 

  

2 
Vanguard 
Strike 

Eternal war: The scouring, Superior objective 4 VP, Inferior objective 1VP and all other markers are worth 2 VP each at the end of the game. 
Maelstrom: Cleanse and capture 

Linebreak 1VP   

3 
Search and 
Destroy 

Eternal war: Secure and control. Objective markers 5 and 6 of the maelstrom mission are also the objectives for the Secure and Control mission. 
These objective 5 and 6 are placed after deployment zones have been determined. These are worth 3 points each at the end of the game. 
Maelstrom: Tactical escalation, Tactical Priority regel is in effect. 

Kingslayer 
1VP 

  

4 
Frontline 
Assault 

Eternal war: The relic.  The relic is worth 8 VP to the player whose model is carrying it or 4 VP to the player who is controlling it. For the placement 
of objectives 1 to 6, the relic counts as an objective. The Relic is placed before other objectives in the center of the table. 
Maelstrom: Spoils of war.The precious cargo rule in in effect. 

Eternal War   

5 
Spearhead 
Assault 

Eternal war: Big guns never tire,. Objectives 1-4 are worth 3 points each at the end of the game. (Markers 5 and 6 only apply for the maelstrom 
objectives). Each Destroyed heavy support unit is worth 1 additional point. 
Maelstrom: Deadlock. From the third turn onward, the command point cost of all stratagems is doubled. 

Maelstrom   

Player score = 10 + ABS([VP difference] / 2) (always rounded up) 
Example : if +7 VP difference, player's score = 10 + (7/2) = 10+3,5 = 14 (always rounded up) 

Kill points 
(Max. 8 
difference) 

  

Total   

Final Score   
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Appendix C Proxies, conversions and the like. 

The aim of this document is to shine the light of the God-Emperor of mankind on the murky regions of WYSIWYG, 

Proxies, alternative models, painting and conversions. We hope that this helps you in your efforts to create unique 

and cool armies while preventing any unpleasant discussions at the table top or when entering a tournament. 

Main guidelines 

We want to make it clear that we encourage cool non-standard armies, creativity, conversions and other ways of 

making your army truly unique as it is a joy to see those armies in front of you on the table. However, we do want 

to make the following things clear if you do so. 

1.       40K is a competitive game, so your creativity should not give you an in-game benefit. 

2.       Likewise, your conversions should not hinder your opponent by being unclear or confusing. 

3.       If there is a size difference for your alternative model, have an official GW model on hand for any Line of 

Sight issues. 

4.       If in doubt whether or not your idea is acceptable, mail the tournament organization in advance. 

 

This is because there is always that one =][= ** DELETED BY THE INQUISITION =][= who tries to gain an unfair 

advantage in game via modelling. This will not be accepted, as we like to have a gentlemen’s game with each 

other which is enjoyable for both parties. The long read below is basically a long-worded way of detailing these 

main guidelines, along with some examples. 

WYSIWYG (What You See Is What You Get) 

This rule exists to ensure that your opponent is easily see what model of yours is carrying what gun. We do not 

want a situation where you park your landraider next to the guys with guns that look like sniper rifles and your 

opponent cheerfully kills your landraider with what turns out to be 5 meltaguns. If your guns and close combat 

weapons come from another source, be it Forgeworld or another 3rd party, be consistent in which gun represents 

what gun rules wise, and try to make it easy to see and remember. So pick weapons that are somewhat similar to 

their GW counterparts in looks, and/or use paint schemes to have them stand out. 

Acceptable examples: 

These alternative guns from MaxiMini are my Meltaguns, they all have yellow barrels. These other alternative 

guns are plasma guns and have blue OSL on the reactors. (This is consistent, and visually distinctive). 

 

Not acceptable examples: 

All my plasma guns are actually flamers. 

Or; These alternative guns on these guys count as plasmaguns, on these other guys they are meltaguns. 

Alternative supplier models 

These are judged on 2 points. On the one side they should look like what they represent rules wise, on the other 

hand there should be some effort visible to have them fit the 40st millennium army theme. 

A giant alternative robot of roughly the right size can be a dreadknight, riptide or imperial knight, just as alternative 

deamons can be used for the ruinous powers. The same goes for the weapons on the model, there should be 

some link to the weapon it represents. A giant type raygun can easily be an Ion Accelerator on your riptide 

alternative, a transformer machine gun cannot. It would be perfectly fine as a gatling cannon though. 

Please have the model at roughly the same size as the regular model, as this is relevant in a game with true line 

of sight both to and from a model. If there is a size difference (Or even a bulk difference) have an official GW 

model available to swap positions with if it is relevant in game.  
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Proxies. 

Using one GW model to represent another GW model is going to be judged on a case by case basis. 

When you create an entire Sisters of Battle army using Sisters of silence models, this is perfectly fine, as long as 

you do not also use a unit of Sisters of Silence.  (Or if you do, paint the armour in a radical different colour, again, 

we want to prevent causing any confusion). The same goes when you use forgeworld alternatives like for 

example a Scorpius Whirlwind for a regular whirlwind. 

Where you do things like this always keep the mentioned points above in mind. Is my army clear and easy to 

understand for my opponent? Do I not gain any unfair advantages in line of sight, are my bases correct, and so 

on? As the sisters are almost exactly the same model for model they are different then for example a case where 

you make a Blood Angels army with Age of Sigmar Stormcast Eternals (which are bit bigger and bulkier). That 

would still be fine as long as you bring a couple of regular types of marines to use in case of LoS issues. 

Regardless of this, as the person who takes the non-official models be gracious in any discussions that might 

occur because of the alternative model. Note that any judge calls are also more liable to be ruled in favor of your 

opponent as well. 

Effort 

On the other side of the discussion is effort. We allow a wide range of options to promote creativity and variety, 

but this is not meant to open the door for a cheap powergamer army. We realize this is a hard one to nail down, 

so if in doubt, always contact the organization (way) in advance! 

Effort though hard to pin down is easily recognized. Gluing Optimus Prime to a base and calling it an imperial 

knight is an obvious no-no, but the same model with a cool paintjob, forgewold etched brass, alternative guns and 

some conversions can be a perfect fit in the GrimDark universe we all love.   

Putting the effort in is a part of the social contract between yourself and the opponent as we all get a great deal 

more enjoyment out of a game if we are playing with and against well done armies. Even if you are not very 

skilled (yet), just putting in the effort to make your models look better is appreciated. After all, we all have to start 

somewhere, and practice makes perfect! Effort that you put into your models is recognizable and is what is 

judged, not the level of perfection you attained. 

(And if you are such a brilliant converter that your effort is not visible, please point our judges to your masterwork 

details ;-) ) 

Coherency  

A side-note on coherency, this is again an area that is usually easy to recognize, but hard to pin down in rules. 

We all know Eldar aspect warriors have vastly different color schemes, as do the Dark Angels for example. Same 

goes for the 8th edition addition of detachments with different benefits, these can easily be very different in their 

color scheme. What we will then be looking at is for example basing, shared craftworld markings, campaign 

marking, painting styles, are they all muddy and damaged or all shiny and new. Be creative in thinking of ways to 

keep a unified feel while being different, as it is now really important to be able to define which guys are in what 

detachment when applying bonusses, aura’s and buffs.  

 

In any case, if you have any questions or are in doubt, always contact the tournament organization as soon 

as possible to prevent any last-minute disappointments and give yourself ample time to mix any issues that do 

not make the mark. E-mail us at: generalsofthewesttournaments@gmail.com 

  

mailto:generalsofthewesttournaments@gmail.com
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Appendix D Sponsors  

We would like to take a moment to thank all our gracious sponsors! Without who this event would not be possible 

on the level we know you want it to be, as they are the ones supporting the prizes, mats and awesome terrain you 

all so enjoy! 

We would like to thank our Dutch partners in crime Tabletop Kingdom from the Hague, the Netherlands. A great 

game store in the centre of the city. They have once again stepped up to provide us with some amazing price 

support! Be sure to check out their stand at the event! 

We would also like to thank Gamemat for their continued support in providing all of us with great looking table 

tops that soften the blow of any dice rolled!  

Our terrain entrepreneur from Wargames Tournaments, who keeps turning out great and affordable terrain that 

looks good in any game! 

 

 

 

Tabletop Kingdom 

 

Gamemat 

Wargames Tournaments  

 

  

http://tabletopkingdom.nl/
http://gamemat.eu/
http://www.wargamestournaments.com/
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Appendix E Index unit flowchart 

  


