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Schedule
Saturday: Please note that there is no point queuing up until 8.00am
(especially if it’s raining). Please enter via Warhammer World ONLY.

Sunday: Again please note that there is no point queuing up until 9.00am 
(especially if it’s raining). Please enter via Warhammer World ONLY.

IMPORTANT! Entry to the event on both days will be via the Warhammer World
entrance. This is the only access point, so please report there upon arrival.

Doubling Up!
As this is a Doubles Tournament, the rules of engagement are a little more
specialised than at a regular tournament. Whilst reading these rules for
Warhammer Doubles, please bear in mind that each ticket enters TWO players
as a team, ready to pit their armies against all-comers. The rules and scenarios
are quite different from regular games, so please take the time to try them out
before the show and contact us if you have any questions.
It is also worth noting that this tournament is designed with a looser format in
mind. That is to say that this tournament is designed to frustrate the more
competitive player and to open up a different style of playing to all
competitors. Please do not expect anything other than a slightly chaotic
weekend of fun games!

TIME WARHAMMER

9.00am Doors open

10.00am GAME SIX

11.00am Break

11.30am GAME SEVEN

12.30pm LUNCH

2.00pm GAME EIGHT

3.00pm Break

3.30pm GAME NINE

4.30pm The Final Reckoning

5.00pm Awards Ceremony

5.30pm Event closes

6.00pm Bugman’s Bar Closes

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

• All armies must use an Army book
that has been published and released
at least one calendar month before
the tournament.

• If no such Army book exists, you
must use the most recent work-in-
progress list, published either in
White Dwarf or in a Warhammer
Annual, released at least one calendar
month before the tournament. 

• If no work-in-progress list is
available, then armies must use the
appropriate list from the Ravening
Hordes booklet. 

• Dogs of War armies may be used 
as published in the Annual 2002,
including all Regiments of Renown
published in the Annual 2002 and 
in White Dwarf, released at least 
one calendar month before the
tournament. 

• Dogs of War may only be used as
an army on their own, and other
armies may not include Dogs of
War or Regiments of Renown as
Rare choices. 

• Dogs of War units of Pikemen,
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. You may use
converted Citadel miniatures to
represent troop types that are not yet
available.

• The use of non-Citadel miniatures is
strictly prohibited. If you are in any
doubt, please contact the tournament
organisers for an official ruling. 

• No Special Characters are allowed.
Special Character models may be
used to represent ‘normal’ characters.

• Appendix 5 (page 262 of the
Warhammer Rulebook) is not used.

• All the rules from Arcane Lore
published in the Annuals and White
Dwarf released at least one calendar
month before the tournament apply,
including the Ravening Hordes Errata. 

• The Magic options published in
White Dwarf 265 (page 50) may 
be used.
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Warhammer Special Notes

WARHAMMER RULES OF ENGAGEMENT

Army Roster
When arriving at the tournament each competitor must bring a copy of their
army roster for the referees to refer to. These army rosters should be presented
together as a team entry into the event. You will require a second copy of the
roster, which you should keep with you when you are playing. The best of your
rosters should be the one that you keep with your miniatures – do not hand it in! 
The roster must include all of the models in your Army, their points value, the
points value of any equipment, and must specify which models are carrying any
extra equipment or special items. Please put your name and entry number on all
copies of the roster. 
The organisers will check rosters at random throughout the weekend 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 changed to 0-20
Generalship points, in favour of his opponents. This will apply even if the
mistake was a totally honest one, so please do double-check your forces’ list
before the tournament!

Armies
Players will enter the tournament with two armies allied together for the event.
(Please see the Team Alliances table on the next page.)

Army Limitations
Each player is paired with their team-mate, and each will bring an army that
conforms to the rules below:

• Players must choose an army of not more than 500 points.

• You must have a SINGLE Hero to lead the force, but the Hero may not be an
Army Battle Standard Bearer.

TIME WARHAMMER

8.00am Registration starts

9.45am Registration closes

10.00am GAME ONE

11.00am Break

11.30am GAME TWO

12.30pm LUNCH

2.00pm GAME THREE

3.00pm Break

3.30pm GAME FOUR

4.30pm Break

5.00pm GAME FIVE

6.00pm Day one ends

7.00pm Evening Meal In Bugman’s Bar

8.00pm Boisterous Mirth begins!

11.00pm Bugman’s Bar closes
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Scenarios
Each game will use one of the following scenarios. To determine the scenario
played, roll a dice and consult the following table:

Scenario 1: Capture 
(from the Warhammer Rulebook (pages 207-208)

Overview: In this scenario two forces are attempting to seize control of an
important point on the battlefield. The generals do not know how soon they
must capture the objective or how long they have to hold on to it, and so must
commit themselves fully to the attack from the start.

Battlefield: The objective is placed in the middle of the battlefield. This could be
a treasure-filled tomb, a keep, village, hill, or anything else you think appropriate
to fight over.

Deployment:
1. Both teams roll a dice, the player who scores highest may choose which side

of the table to deploy on.

2. The teams roll a dice, the highest scorer may choose whether to start
deploying first or second.

• The army must consist of at least TWO units and no more than FOUR units.

• You must have at least ONE Core choice.

• You may take ONE choice of either Special or Rare units, but not both.

• You must include at least ONE infantry unit of 10+ models.

• No unit may be larger than 25 models.

• No unit may carry a magical standard.

• No single model may cost more than 125 points.

• An army may have no more than ONE Chariot (exception: Tomb Kings) or
War machine. This also applies to choices that allow more than one item per
pick, like Goblin Wolf Chariots. You may only buy ONE per choice.

• All models must be WYSIWYG – “What you see is what you get”.

• All models must be painted Citadel miniatures.

Army specific notes:
• Bretonnians do not have their Army Battle Standard Bearer.

• Tomb Kings must have a Liche Priest as the Hero. He will also act as the
General. However, he may be purchased up to the value of 165 points.

• Tomb Kings may have more than one Chariot.

• A Vampire Thrall may lead a Vampire Counts army. 

Team Play
Taken together, the competitors armies should total no more than 1,000 points,
including 2 Heroes capable of acting as Generals. 
Before each battle the General must be decided using the following rule:

• Each player on the team rolls a dice, with the opponents witnessing the roll –
re-roll any ties.

• The highest rolling player will lead the army in this battle. Their Hero acts as
the General.

• Both forces will react to the General as per the Warhammer rules.

Team Alliances
Each army may ally with only the armies shown on the following Alliances
chart. Simply cross-reference the races you wish to ally with. 
The following notations represent:

B = Battle Brothers — same race, so no problems.

X = Disallowed — cannot ally under any circumstance.

T = Trusted allies — no special rules, alliance is permitted.

D = Distrustful allies — permitted, but allied units and characters within
6'' of each other suffer a -1 Leadership penalty (after other modifiers).

You may only select to play with a team-mate who has an army you are permitted to ally with.

Dice Roll

1-2

3-4

5-6

Result

Capture

Meeting Engagement

Flank Attack 

Defender’s Deployment Zone

Attacker’s Deployment Zone

Defender’s Deployment Zone

18" apart
Objective
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3. Taking it in turns, each team deploys one unit at a time, at least 18" from the
opposing deployment zone.

4. All war machines in a teams army are deployed at the same time, though they
can be deployed in different parts of the battlefield.

5. Champions are deployed with their unit, all other characters in the army are
deployed after all other units, all at the same time. Characters may start the
battle with units if you wish.

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 teams roll a dice, the team who finished their deployment
first may add +1 to their dice roll. The team who scores highest may choose
whether to go first or second (re-roll ties).

Length of game: The game lasts for a random length. At the end of the fourth
turn roll a dice. On a 2 or more, play a fifth turn. At the end of the fifth turn roll 
a dice again, on a 3 or more play a sixth turn, etc.

Special rules: There are no additional special rules.

Victory conditions: The army with the unit closest to the objective at the end of
the battle wins. Fleeing units, monsters and characters can’t capture the objective.
If both teams have a unit equidistant from the objective, one team wins if their
unit is worth more than double the points value of the closest enemy unit to the
objective. Otherwise it is a draw.

Scenario 2: Meeting Engagement
(from the Warhammer Rulebook (pages 207-208)

Overview: In this scenario both armies must deploy from a column of march and
engage the enemy.

Deployment:
1. Before the battle the teams must write an Order of March, to show where in

their column each unit is. All war machines are included as a single unit for
these purposes, as are all the characters in the army. Characters are always
deployed last.

2. The team roll a dice each, highest scorer is allowed to choose a table edge.

3. Each team rolls a dice and the highest scoring team may decide whether to
begin deploying first or second.

4. The teams take it in turns to deploy their units, starting with the one at the
top of their Order of March and working down. The second and
subsequent units must be deployed closer to the neutral table edges than
any unit already in play – in effect the army deploys outwards from the
first unit.

5. All war machines are written as a single entry on the Order of March,
though they can be deployed anywhere on the battlefield within the normal
deployment zone.

6. Champions are deployed with their unit. All other characters are deployed
after all other units in the army, each player deploying their characters all at
the same time. Characters may start the battle within units.

7. Units must be deployed at least 6" from the neutral table edges and 36" from
the enemy table edge.

8. Scouting units must be deployed in the same way as other units, except they
may be deployed up to 18" from the enemy (they don’t have enough time to
work their way as far forward as normal).

Who goes first? Both teams roll a dice, the team who finished their deployment
first may add +1 to their dice roll. The team who scores highest may choose
whether to go first or second (re-roll ties).
Length of game: The game lasts six turns.
Special rules: There are no special rules in this scenario.
Victory conditions: At the end of the game, teams calculate Victory Points using
the Victory Points table on p.198 of the Warhammer Rulebook.

Flank Attack
Overview: In this scenario the attacking force is divided between two armies,
each attacking from a different direction. If they coordinate their attack well the
defender will be overwhelmed, if they attack piecemeal they will be destroyed
one army at a time.

Armies: Both armies are chosen using the Warhammer army lists to an agreed
points value. The teams need to decide who is attacking and who is defending.

Battlefield: The defender’s deployment zone is centred on an important
defensible feature such as a hill or village. 

Deployment:

1. Before any deployment, the attacker assigns up to one third of their army (in
points) to be the flanking force. Units cannot be split between the two forces. The
attacker must also write down whether these are flanking to the left or the right.

2. The teams roll a dice each, highest scorer is allowed to choose a table edge.

3. Each team rolls a dice and the highest scorer may decide whether to begin
deploying first or second.

4. Taking it in turns, each team deploys one unit at a time, no closer than 24"
to the enemy deployment zone. Units can be no closer than 12" to the
neutral table edges.

5. All war machines in a teams army are deployed at the same time, though they
can be deployed in different parts of the battlefield.

6. Champions are deployed with their unit, all other characters are deployed
after all other units in a player’s army, all at the same time.

7. 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 teams roll a dice, the team who finished their deployment
first may add +1 to their dice roll. The team who scores highest may choose
whether to go first or second (re-roll ties).

Length of game: The game lasts six turns.

Special rules: At the start of the attacker’s third turn, they start to roll to see if the
flanking force has arrived. On a roll of a 4+ the flanking force turns up. If it does
not turn up, roll again at the start of subsequent turns, adding +1 to the dice roll
for each roll after the first (they turn up on a 3+ on the fourth turn, and so on). 

The units in the flanking force move on from the table edge nominated before the
battle, in the opponent’s half of the table. Units may not charge on the same turn
that they move onto the table, but do not count as starting their move within 8" of
the enemy and so may march. You do not have to move all units on at the same
time, units that are left off the table can move on in subsequent Movement phases.

Victory conditions: The standard Victory Points are used to determine the winner.

Attacker’s Deployment Zone

Defender’s Deployment Zone

Attacker’s Deployment Zone

Defender’s Deployment Zone

24" apart

6" 6" 

Attacker’s Deployment Zone
Attacker’s Deployment Zone

Defender’s Deployment Zone

Left flank Right flank
Walled village

on hill

12" 

24" apart

12" 



® ®

6

The Warm-up Period
Before battle commences there will be a five-minute ‘warm-up’ period. During
this period players must first show their opponent all the models in their forces
and their roster. Players must then openly fill the forces selection and painting
form for the game. Players are allowed to ask their opponent questions about the
forces and the rules that apply to the warriors, heroes and magic items in them.

After inspecting the forces and marking them, all players should discuss the
terrain for the battle, and how each feels it will affect the models in play. They
can also discuss any other rules points that they think may come up in the battle.
Finally, all players must shake hands and then battle can commence. 

WHO WINS THE TOURNAMENT?
The winner of the Doubles Tournament will be the team who score the most points
in the categories described below. The points scored in each category will be added
together, and the team with the highest total will be the winner. In the case of a tie,
the winner will be the team who scored the most points in the Generalship
category. If still tied, the prize will be awarded to the team who has scored the
most Sportsmanship points. In addition to the overall winners we will also give out
a number of other awards, which will be announced at the end ceremony.

Generalship (0-180 points)

We’ve decided to use a simple procedure for working out the Tournament points
scored for Generalship. What’s more, we’re expecting you to work out the points
for each battle and record them on your results card. 

Work out the game result as indicated in the Objectives paragraph of the scenario
played – Generalship points are awarded depending on the result: 

(Remember that if a team concedes, the game automatically counts as a Massacre.)

Gaming Grade (Special)

We’ve included this category to encourage players to take part in the
tournament in the right spirit. Obviously, we deplore rude or unsporting
behaviour and we hope that the points that can be earned in this category will
discourage players from even thinking of acting in a way that will disrupt the
enjoyment of the game. 

After each game you must secretly rate how you felt the game played, recording
the result on your results card and handing in your card yourself:

• The Awesome Game box - this indicates that you felt the game was exciting,
enjoyable and ran very smoothly, the game exceeded your expectations for a
tournament. Your opponent was a real pleasure to game with and you will
both take some memories from this game that may become the basis of an
anecdote or two.

• The Great Game box – this indicates that you felt the game matched many
of the games you have enjoyed in the past. You both played in the right spirit
and this ensured that you got just the sort of game you came to the
tournament to experience. This should be the default selection if neither of
the others apply.

• The Poor Game box – this indicates that the game was a disappointment.
The game was no fun at all primarily because excessive quibbling or
aggressive interpretation of the rules disrupted it. This was a game you wish
you hadn’t played.

The scoring for the Gaming Grade will work like this:

(If any scorecard has no Gaming Grade box ticked, the game will be counted as a Great Game.)

Army Painting and Character
Painting standards and overall composition of your forces are rated by your
opponents. The system used is described below. In a nutshell, a team that brings
along two forces that are painted, based and characterful will pick up a lot of
points in this category, while one who brings badly painted and non-themed
forces will not!

• Both armies in a team will be judged TOGETHER.

• All miniatures in the tournament must be painted (and no, just being
undercoated doesn’t count!). Players must call a Referee if their opponent is
trying to use unpainted miniatures.

• Armies are given marks for painting and character. Each category has its
own set of criteria for determining the mark awarded. The system allows
players to mark the armies that they see by following a set of guidelines.
This should make their job easier and faster, and also allow players to gauge
how well their forces should do in advance. 

• Your army selection and painting are rated by each opponent before the
game commences. The criteria are listed in the guidelines below. 

• We believe that the measure of a person’s painting of a force (all subjective
opinions aside) is whether they are painted, based, and what degree of detail
has been added to the overall effect of those forces. 

• When judging a force, all of the models must fulfil the criteria. The presence
of a single model that doesn’t will compromise the score, even if everything
else does conform to the standards requested. For example, a single model
with an unpainted base would cancel the “based” points for the entire army.

• Regarding selection, we choose to reward the player who carefully
constructs forces that conform to the rules of the tournament but which also
retain their own unique flavour and character. We hope the points printed on
the back of your scorecard will help you to measure the score your own
army can expect.

Army Character Points
Mark your opponents’ force at the start of each game. Give a mark for all of
the models your opponents have on their roster. Over the course of the
tournament you will give a mark for each opposing team you face.

No. of ticks

Less than 5

5

6

7

8

9 

Awesome Game ticks

0 points

+3 points

+6 points

+12 points 

+24 points

+30 points 

Poor Game ticks

0 points

-25 points

-25 points

-25 points 

-25 points

-30 points 

+15 Roster The player has a full and clearly readable forces roster with both forces,
including player name and entry number.

+15 Themed The player has themed the force, adding a piece of background text
to the roster which is clearly representative of the force itself and the
particular theme the player is presenting. The background text is
between 200 and 600 words in length.

+15 WYSIWYG Every model conforms to the “What you see is what you get” requirement.
This means that all models have the weapons and equipment that they
are listed as carrying, and that no model is confusing to you when you
look at it. Remember, all models must be Citadel models to begin with.

Degree of Victory

Draw

Marginal Victory

Decisive Victory

Massacre

Winner

10

13

17

20 

Loser

10

7

3

0 








