Rising from the ashes of forlorn conflicts, mighty armies
gather to meet on the field of battle; and so begins...
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Welcome:

Thanks for purchasing a Total Carnage ticket; this
information pack contains all the information you’ll need
for the tournaments so please read thoroughly.

£ 3
Timetable:

Please arrive at the venue for 9:00am, with your ticket
ready, as you'll need to register and have your army list
checked by an official. Although the event does not start
until 9:30am you have access to the tournament room to
rectify any list issues that have arisen and get ready for a
prompt start.

Activity

Doors open,
Army checkpoint.

Event opens &
Round One begins.

Break Time.

Round Two begins.

Dinner Time.
Your chance to visit traders.

Round Three Begins.

Final Totalling.

Awards Ceremony.

Event Ends

You’ll see you get 1:45 min for each game, to allow for a
quick break; time warnings will be given at appropriate
times. No Exceptions will be made.

£ L
Information:

You will need to bring your own-
* Dice
» Tape Measure
* Rules
* All Relevant Codex’s/Army books.
* Templates
* Army list.

£ -3
Conduct:

First off we would like to point out that this is a ‘game’!
and therefore everyone is here to have a fun day, that’s
not to say you can’t be competitive and really try to win,
but needless nitpicking and rules bending will not be
tolerated, and should you have a disagreement please get
a referee to adjudicate.

£ S

WYSIWYG:

All models may be used as long as they are ‘what you see
is what you get’, anything that’s not immediately obvious
must be pointed out before the game begins, and if you’re
unsure about it, don’t use it! It’s better to be safe than
sorry!

£ -3
Pre-Game:

During the pre game meeting you and your opponent
should look through each other’s army list, and models to
clarify anything unfamiliar, and to discuss the scenery
rules for the game.

Once each player is happy with the lists, they should look
over the mission and determine table edges, and mission

rules and objectives, it would also be appropriate to shake
hands and commence the game timely to avoid early
ending games; you have an hour and three-quarters per
game.

£ S
Scoring:
Each game has its own scoring system explained in its

own section of the pack, as each uses a different scoring
system.

IF there’s a tie for any position, campaign markers will
decide the order.

& -
Determining the Winner:
1st, 2nd and 3rd place overall is the combined total from

the three rounds of gaming plus the painting average and
sporting average scores.

£ >
Awards:
There are trophies and prizes for:
* Ist Place
* 2nd place

* Best Painted Army
» Most Campaign Markers.

These will be awarded at 4:30pm and photos will be
taken, and these photos will be used on the website

£ 3
Final Word:

The referee’s decision is final, although it must be
supported by the rule book, and if this is not possible a
dice roll will decide. This will ensure no bias is given to
any player, and remember to HAVE FUN. Thanks to
everyone for attending, hope to see you at next year and if
you want to be notified of future events let us know.



ESCAPE THE END

The island of legion has been lost, now it’s time to run, you must take your armies back to
shore with any and all riches you can, the island will crumble and sink before the day is out,
fight through three scenarios to determine if you’ve escaped with enough treasure to make your
adventure worth the cost.

Note that your success throughout the day will have effect so make sure you read
the scenarios correctly.




Army Construction:
1500 points

Your army must be constructed using the choosing
characters and troops section out of the relevant army
book, models must be painted to a minimum of three
colours and the base must be painted, bear in mind there
is an award for best painted army and you’ll get bonus
points depending on the level and detail of your models.
Special Characters may be used.

£ <3
Scenarios:

The tournament has three scenarios, each designed to test
the flexibility of the army and the general.

£F p =l

Scenario 1:
Remove the Threats®

Pitched Battle with the following changes:
++100 VP for each rare unit you kill.
+ +50 VP for special unit you kill.

You will also get ONE campaign ‘marker’ for EACH
core unit destroyed during this game, make a note of
these for yourself and report it with your result to the
organiser.

£ a7

Scenario 2:
Destroy the enemies Heartd

Pitched Battle with the following changes:
+ +250 VP for killing the General.

This is instead of the normal 100 for killing the General,
You will also get ONE campaign ‘marker’ for EACH
core unit destroyed during this game, make a note of
these for yourself and report it with your result to the
organiser.

Scenario 3:
GMake for the Ships6

Pitched Battle with the following changes:
* +50 VP for each unit within the enemy zone.
» +50 VP for no enemy units in your zone.

You also get ONE campaign ‘marker’ for each unit
within the enemy deployment zone, make a note of these
for yourself and report it with your result to the organiser

£
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Armies Allowed:

-

l 0 Warhammer Armies:
} Warhammer Armies:
Warhammer Armies:
Warhammer Armies:
Warhammer Armies:
Warhammer Armies:
Warhammer Armies:
Warhammer Armies:
Warhammer Armies:
Warhammer Armies:
Warhammer Armies:
Warhammer Armies:
Warhammer Armies:
Warhammer Armies:
Warhammer Armies:
Ravening Hordes: Chaos Dwarfs

————— e —e——————— . —

Empire
Lizardmen
Bretonnia
Warriors of Chaos
Beastmen
Vampire Counts
Tomb Kings

Orcs and Goblins
Skaven

Ogre Kingdoms
Dark Elves

Wood Elves

High Elves
Dwarfs

Daemons of Chaos
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Warhammer Armies: Dogs of War

f (only used as part of other armies where
permitted)
[ No sub lists or lists from white dwarf or

supplements are to be used.

If you are not sure, make sure you ask
before arriving, as you may be disqualified!
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Scoring:

Once the game is finished and victory points calculated as
the normal rules as within the Warhammer rulebook
This translates into tournament points as follows:

* Massacre — 20 points

* Solid Victory — 17 points
* Minor Victory — 13 points
¢ Draw — 10 points

The losing side gets the remainder of the 20 points:

* Massacred — 0 points
* Solid loss — 3 points

* Minor Loss — 7 points
* Draw — 10 points

£ 2
Painting Points:

e Top JOb..ooveiiieiieee 4
* Good Job......cccceveunnn. 3

* AVErage......ccocevveenenne 2
e Minimum...........ccce.v... 1

See end of pack for more details.

£ =3
Sportsman Points:

* Brilliant Game............ 5

* Good Game................. 4

* Average Game............. 3

* Standard Game........... 2

* Poor Game................... 1

See end of pack for more details.

£ >
Reporting Games:

Each table will have a form to fill in, its self explanatory
but help is on hand if necessary.




THE DEMISE OF LEGION X

A forgotten legion of the emperors Space Marines have identified guarding a long lost relic from the age
of Strife, with the last of their members defeated by chaos and alien forces a last ditch effort to send for
help was made, now you must decided on which side your on, are you going to defeat the chaos forces or
bolster them with your own?

Note that your success throughout the day will have effect so make sure you read the scenarios
correctly.




"WARHAMMER

40,000

Army Construction:
1000 Points

COMPULSORY OPTIONAL
t HQ 1HQ
2 Twoons o (roops
J EXtes
3 Fast Attack
1 heavy Spoon

Your 1000 point army must be constructed using the
above battle chart, and using the correct Codex, models
must be painted to a minimum of three colours and the
base must be painted, bear in mind there is an award for
best painted army and you’ll get bonus points depending
on the level and detail of your models. Special Characters
may be used.

£ >

Scenarios:

The tournament has three scenarios, during which your
playing for your Tournament points and alongside
Campaign points, this is to test your general-ship in
selecting the right force to overcome any situation, the
three you play depend on the outcome of your first game,
and the outcome of the battle between order and chaos,
more on that later.

Armies Allowed:

Codex: Dark Angels.

Codex: Black Templar’s.

Codex: Space Marines.

Codex: Blood Angels. (White Dwarf)
Codex: Space Wolves.

Codex: Imperial Guard.

Codex: Eldar.

Codex: Dark Eldar.

Using the revised book with second
edition stamp printed on front cover
Codex: Orks

Codex: Tau Empire.

Codex: Necrons.

Codex: Chaos Space Marines
Codex: Chaos Daemons

Codex: Daemon hunters.

Codex: Witch Hunters.

Allies may be taken in inquisition
armies or inquisition allies taken in

Imperial Guard or Space Marine armies.

Codex: Tyranids.

If you are not sure, make sure you
ask before arriving, as you may be
Disqualified!

Scoring:

Once the game is finished and victory points calculated a
result will be determined as per the normal rules on page
86 of the 40k rulebook that translates into tournament
points as follows:

* Slaughter — 20 points

* Crushing Victory — 17 points

* Solid Victory — 13 points

¢ Draw — 10 points

The losing side gets the remainder of the 20 points:
* Slaughtered — O points
* Crushing loss — 3 points
* Solid Loss — 7 points
* Draw — 10 points

£F -
Painting Points:
* Golden Demon........... 5
*Top Job..eereiciienn, 4
* Good Job.........cceeeeennens 3
* AVETage....ccceeviveeninennn 2
e Minimum............co...... 1

See end of pack for more details.

£ -3
Sportsman Points:

* Brilliant Game............. 5

* Good Game.................. 4

» Average Game............. 3

* Standard Game............ 2

* Poor Game................... 1

See end of pack for more details.

£ -
Reporting Games:

Each table will have a form to fill in, its self explanatory
but help is on hand if necessary.



Scenarios:

The three scenarios and how to use them are as follows,
before each game you determine attackers and defenders
normally.

£ <

Scenario 1:
@ather your forcesd

Brief: You have spread your forces out, now you’ve
discovered both the relic approximate position and an
enemy force! Destroy them utterly! You must not let
them survive to take the relic.

247

36!’

Mission Special Rules
1 Escalation
1 Night fight on First Turn.

Objective:

Annihilation
« Slaughter — you wipe out the enemy
* Crushing Victory — You have double the kill points
* Solid Victory — You have more kill points.
 Draw — Kill points are equal

Campaign Points: Each time a Fast Attack choice kills an
enemy Elites choice, ONE ‘Marker’

Scenario 2:
&ecure the Defencesd

Brief: 3 key defendable positions objectives have
been identified, secure them at all costs.

12” *

*

127 *

Mission Special Rules:
1 Deep Strike Not Allowed.

Objective:
Capture the three objectives
+ Slaughter — You hold all 3 Objectives.
* Crushing Victory — You hold 2 objectives.
* Solid Victory — You hold 1 objective.

» Draw — Both Players hold the same number of
objectives,

Objectivexclaimed as per the normal rules.
Campaign Points: Each time a Heavy Support choice kills

an enemy Vehicle/Monstrous Creature choice, ONE
‘Marker’

Scenario 2:
Beize the Relico

You’ve done it! But son as an enemy force, destroy them,
utterly, but most important capture and hold the relic

Brief: Absolute annihilation!

1 2”

©

1 2”

Objective:
Hold the Landing Pad

« Slaughter — You hold the objective with no enemy
within 12”

* Crushing Victory — You hold the objective with no
enemy within 6”

* Solid Victory — You hold the objective with no enemy
on objective.

» Draw — Neither player claims objective

Campaign Points: Each time a troop’s choice kills an
enemy HQ choice, ONE ‘Marker’
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s CUp

Time has come, teams from all over the know world, and beyond, have arrived to take part in this season

hottest new tournament, the Gladius Cup!

Team Building:
Rulebook: Living rulebook 5.
You get to make the team from 1,000,000 (1
Million) as is usual, following all the usual
limitations and requirements, no Star Players

allowed.
All Teams from the rulebook are allowed.

During Game:

You play the game using all the normal play
rules; you'll suffer casualties as normal,
although they don’t carry on to later games, and
there is no need to record star player points as
these are not used.

£ S

After Game Seqguence:

After each game, you may choose any player
and give him a new skill that player is normally
allowed. This replaces the normal Star player
points and speeds up tournament play.

All your injuries are removed and you'll start
with the same team as last time, plus one new
skill, for each match.

No winnings are earned and nothing can be
purchased.



YOUR NAME:

Opponents

Round
full name

Opponents

Your Score
Score

Scores

Total:

Painting Points:

The form you report you game on also has boxes for the
painting score, you should judge your opponents army
fairly and give it a score:

* Golden Daemon.......5

* Top Job...ovrveennee. 4
* Good Job.........cc...... 3
* Average.......c.ccecueuee. 2
* Minimum.................. 1

We will check any armies that have a Golden Daemon
score and we must be suitably awed! For the purpose of
the tournament the average score from all three games
will be taken and added to their gaming score, giving a
bonus of up to 5 points

Sportsman Points:

The form you report you game on also has boxes for the
sportsmanship score; you should judge the ‘game’ fairly
and give it a score;

* Brilliant Game............ 5
* Good Game................. 4
» Average Game............ 3
* Standard Game........... 2
e Poor Game.................. 1

For the purpose of the tournament the average score from
all three games will be taken and added to their gaming
score, giving a bonus of up to 5 points.

Sponsor:

Total of Both

Opponents
Painting Score

Opponents
Sporting

Awards:

Each player can only win one of the gaming awards so 1st
2nd or 3rd place is decided first then the best general
from the remaining players, and then most sporting player
will come from the remaining players. Painting is
separate to this entirely.

For the purpose of the Best Painted Army Award, the
score from all three games will be added together.




