                        WORLD  WARGAMES  2010

         WARHAMMER FANTASY BATTLES RULES PACK

INTRODUCTION

Welcome to this years Warhammer Fantasy Battles.We will be playing 5 games over the weekend,3  

games on the Saturday and 2 on the Sunday,the rules being used are the 8th edition along with the fifteen army books published. Any amendments to army books or rules,or any new books published after the 1st of September will not be used for this competition.

ARMY LISTS

Please bring a copy of your army list with you so it is available to show to your opponent should they wish to see it. A copy of your army list must be sent in for checking two weeks prior to the start of the competition. Lists can be sent via e-mail to warmaster107@yahoo.co.uk or by snail mail to Steve Frisby 64, Dukesmead. Werrington. Peterborough. PE4 6NU. If you wish for confirmation of mail please enclose a S.A.E.

Important Note on Late Lists:

Any list received within 2 weeks of the competitions starting date may at the umpire's discretion receive a penalty equal to that players highest scoring game,taken off their total score after game 5.

Incorrect List:

Should the list which you have sent in be found to be incorrect you will have to alter it. You are only allowed to make the smallest change possible to make your list into a legal one,it does not allow you to change your army or to completely rewrite your list.

For any questions regarding this rule pack you can also Telephone Steve on (01733) 571945.

ARMY COMPOSITION

Only armies from the fifteen army books may be chosen and in accordance with the main rules,but with the restrictions listed below.

          A maximum of 2,000 points is allowed.

          No named or special characters may be taken.

          A maximum of 50 shooters with a range of more than 12” may be taken. (This total includes Characters and Chariots and also any model which is classified as a War Machine).

FIGURES

Where possible WYSIWYG is to be used. If you have spent points on extra equipment it is nice if this is shown on the figure(s).Figures should be painted and based,bases should be at least flocked.
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TERRAIN

Each player must bring along there own terrain,and must use three different pieces of terrain from the following list:-Hill,Wood or Forest,Building,Hedge-Wall or Fence,Broken or Difficult ground,Marsh or Boggy ground,Rocky ground,Ruined Building.

In all cases the whole footprint of the terrain piece counts,both for movement and for line of sight.

TERRIAN SIZES

The maximum size of any terrain piece is 12” x 12”,the minimum size is 6” x 4”.Only one piece of terrain can be the minimum size. For Hedges,Walls,Fences the minimum is 6” long and the maximum is 10”.

PLACING TERRAIN

Both players roll 1D6 (re-roll ties).The player with the highest score places the first piece,then his/her opponent places the next piece. Players alternate in placing pieces until all six terrain pieces have been placed.

No piece of terrain may initially be placed

          within 3” of any table edge

          in the centre 6” x  6” of the table (a piece of card or a dice can be placed in the centre of the 

          table to represent this).

          Within 6” of a piece of terrain already on the table

After initial placement terrain can scatter into these areas as described below.

Use the following method to randomly scatter the terrain:

Starting from one end of the table make scatter and distance rolls for each piece of terrain:-using a scatter dice and distance = 3D6”.The terrain piece moves the rolled distance in the direction of the arrow on the scatter dice. If the piece contacts another piece of terrain or the table edge it will bounce back along its path until the full distance has been moved. A roll of a hit on the scatter dice means that the piece of terrain will not move but will stay where it was initially placed.

For hedges and walls or fences  roll only the scatter dice. The arrow (including the small arrow on a hit) is the direction this piece of terrain will face.

After all terrain has been placed and scattered,both players roll 1D6 (re-roll ties).The player with the highest score chooses which table side they want to deploy in.

After the game please leave the terrain on the table please do not collect your terrain pieces from your first table until the end of the competition.

On all games after the first the terrain will,therefore,already be placed. If both players then agree,the terrain may be left as it is. If either player wishes to move the terrain then start the scatter procedure
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from above starting from the point where the terrain has been placed.

TERRAIN EFFECTS

Terrain now has different effects in Warhammer. For this competition the following rules will apply

        Buildings = no special rules apply (warhammer rulebook page 126).

        Hedges count as Fences and along with Walls are OBSTACLES (warhammer rulebook page

        123).

        Boggy ground counts the same as Marsh(LAND) (warhammer rulebook page 121).

        Broken or Difficult ground along with Rocky ground and Ruins will become Dangerous

        Terrain on a dice roll of a 4+,roll as soon as a unit moves into or deploys into this terrain.

        (warhammer rulebook page 117).

        Woods are Forests roll a dice as soon as a unit enters (or deploys in) it. And apply the effects                                                           

        from the chart. (warhammer rulebook page 119).

        Hills roll a dice as soon as a unit moves onto or deploys on the hill. On a 4+ it becomes an

        ANVIL OF VAUL. On a 5+ it becomes a SCREE SLOPE and on a roll of a 6 it becomes a

        TEMPLE OF SKULLS. (warhammer rulebook page 118).

All games are classified as pitched battles,therefore Wood Elves can take their extra wood in all of

there games.

OPPONENTS

Where possible no player will play the same person twice or (in the first round) players from the same club, etc. After the first round games will be on the “Swiss system” ( i.e. Two highest playing each other etc.). In the last round the top players will play each other even if they have already played before.

THE GAMES

There will be 5 games of various durations played over the weekend. We will be playing the first 5 

battle scenarios from the Warhammer Rulebook in the same order in which they appear.

Special note:-  game 4 may not last the full six turns,it can end early. This battle can be won on Fortitude:- example you have a general = 2 and three standards = 3, total fortitude for your army is 5,should you loose either 3 standards,or your general and a standard,that would bring your fortitude down to 2 which now means that you have lost the game. An army without any standards

will have lost this game,you cannot win it. So please remember to include some standards in your army.
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SCORING A GAME

You will score 4 tournament points for a win, 2 tournament points for a draw and 1 tournament

point for a loss. You will still need to count up your victory points for each game( even game 4 ), as

victory points will be used as the deciding factor if there are any players with the same tournament

points, to decide final placings. To work out victory points go to page 143 of the Warhammer Rulebook.

At the end of each game please fill out the result slip provided for your game and hand it into the umpire as soon as possible.

SCHEDULE

     Saturday:   0915 – 0930     Check in

                          0930 – 1145      Game 1 ( BATTLELINE ). PAGE 144

                          1145 – 1230      Lunch Break

                          1230 – 1445       Game 2 ( DAWN ATTACK ). PAGE 145

                          1445 – 1515      Afternoon Break

                          1515 – 1730       Game 3 ( BATTLE FOR THE PASS ). PAGE 146

       Sunday:     0930 – 0945      Check in

                          0945 – 1215        Game 4 ( BLOOD AND GLORY ). PAGE 148

                          1215 – 1400       Lunch and shopping break

                          1400 – 1630        Game 5 ( MEETING ENGAGEMENT ). PAGE 149

One last point do remember to read through this rule pack carefully, leave nothing at home, bring your dice,terrain, copy of your army list, rules etc. But most of all come along and have fun.     
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