
 

 

 

  

 

CONVICTION 
tasmania’s summer  

Warhammer 40k Championship 

 

Hosted by: Mike Davies 

 

Sponsored by:  

Area 52 & games workshop 

 

This is the first summer bash & smash, 

Break the chains and join the battle! 

 

What:  

Five games over two days 

 

When:  

21 & 22 January 2012 

 

Where:  

The Mecure Hotel 

156 Bathurst St, Hobart 

 

Tickets: $65  

available from  

Area 52 – (03) 6231 0271 

 

Or Contact 

 

Mike Davies – 0410 244 013 

e-mail: canucinoz72@live.com.au 
 
 

Tournament pack  
 

 
 



CONVICTION Tasmanian 40K 
Championship Rules pack 

This pack explains everything you will need to do and know, to prepare for and play in the 

Warhammer 40,000 tournament at CONVICTION.  

Please read this pack carefully, even if you regularly attend other tournaments, because there may 

be some differences in the way this event will be run.  

 

If you have any questions about the event then contact me. 

Mike Davies e-mail: canucinoz72@live.com.au 

All ARMY LIST MUST BE IN BY JANUARY 7 OR MAY RECEAVE A 

PENALTY  

Army Restrictions 
All armies must not exceed 1850 points and must be built using only one current valid Warhammer 
40k Codex.  This must be the most recent Codex .   
 
All armies must follow all the rules and restrictions of their force organization chart for Standard 
Missions selection 
 

At the tournament you will play 5 games of Warhammer 40k over two days.  

Each game will be played on a 6’ by 4’ table top, that will have an appropriate amount of scenery.  

With the tables and the terrain provided, things you need to bring are: 

 

 * Multiple copies of your army list; 

 

 * Rule Book and Relevant Codex ;  

 

* Tape Measure;  

 

* Glue and tools to do repairs; 

 

 * Dice;  

 

* 3 objective markers on 40 ml bases;   

 

* Warhammer 40k Templates; 

 

 * Pen or Pencil for recording results;  

 

*Your armies current FAQ, from the Games Workshop website; 

 

*Most importantly, a good attitude.  
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Timing 
 

Saturday 21 January 2012 

 

8:00-8:30  Registration  

8:30-9:00  Introduction 

9:00-11:30  Game one  

11:30-12:30  Lunch 

12:30-15:00  Game two 

15:00-15:30  Break 

15:30-1700  Game three 

17:00-1800  Players Choice painting* 

 

* It is not mandatory to display your army but it is mandatory to vote, a good general knows his 

opponents army, those who don’t vote will lose 5 battle points! 

 

 

Sunday 22 January 2012 

 

9:00-11:30  Game four 

11:30-12:30  Lunch  

12:30-15:00  Game five  

15:00-16:00  Break 

16:00-17:30  Awards Presentation 

 

 

Scoring 

Generalship   50% 

Painting   20% 

Army Composition 15% 

Sportsmanship  15% 

  



Army Score Sheet – Painting Criteria 
 

Basing 

0:  The miniatures are not based. 

1-2:  The miniatures are based with one or two types of unpainted basing grit. 

3-4:  The bases are textured and painted with three or more different types of basing materials. 

5:  The bases in this army are outstanding; they have a unique element and help locate the 

miniatures in a setting. 

 

Basic Painting 

0:  The miniatures are not painted. 

1-2:  The miniatures have been painted with a minimum of three colours. 

3-4:  The miniatures have been shaded and highlighted. 

5:  The miniatures have also had details such as eyes, belts, buckles etc. painted on. 

 

Advanced Painting 

0:  None of the below techniques have been displayed. 

1-2:  Blending between shadows and highlights has been displayed on the miniatures. 

3-4:  A high level of attention to detail has been taken; this may include elements such as very 

smooth blending, facial expression, freehand illustrations etc. 

5:  The army is outstanding; every miniature has been carefully painted using colours and 

techniques that go above and beyond the normal expectations of most gamers. 

 

Basic Converting 

0:  There are no conversions 

1-2:  There are several minor conversions in the army; this may include but is not limited to kit 

bashing, green stuff additions and/or use of conversion kits. 

3-4:  The main body of the army is converted, using the techniques above. 

5:  Every mini has some form of conversion, be it a simple addition or modification. 

 

Advanced Converting 

0:  None of the below techniques have been displayed. 

1-2:  Several minis have been completely altered using putty or sculpting compounds. 

3-4:  The main body of the army has been nearly entirely scratch built or sculpted. 

5:  Every miniatures is completely unique, being a custom sculpt or a seamless hybrid of 

multiple figures. 

 

Uniformity/Consistency 

0:  There is no consistent feel in the army. 

1-2:  There is a consistent visual aesthetic to the army. 

3-4:  The army has reoccurring details such as decals, weathering effects, object source lighting 

etc. 

5:  The army is very strong, all elements pull together to create a very unique, interesting and 

engaging viewing experience. 

 



Presentation 

0:  The army is visually unappealing . 

1-2:  The army has a feature miniature(s) that stands out such as a monster or hero and has an 

appealing variety of miniatures. 

3-4:  The army has a display board. 

5:  Excellent, unique army that demonstrates creativity, initiative and dedication. 

 

Theme 

0:  There is no theme 

1-2:  An interesting army, it has a consistent feel with factors that may tell a story, create a setting 

and/or build character. 

3-4:  Unique concept includes details such as unit fillers, objective markers and/or a turn counter 

that relate to the theme. 

5:  The most unique army ever! Every miniature feels like it has its place and belongs to the 

army. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

Rules of Engagement  

 
* Remember that you only have 2.5 hours to finish the game.   

Don’t start a game turn you can’t finish. 

 

*  Introduce yourself to opponent and give him a copy of your army list, ask if they have any 

questions. 

 

*  Discuss and agree upon terrain (movement, cover saves and line of sight) 

 

*  Roll a d6 to see who places first objective (if the Mission requires it). 

 

*  Roll d6 highest decides who goes first whoever goes first picks their deployment zone.  

(Loser may attempt to steal the Initiative on a roll of a 6 after deployment of both sides) 

 

*  Players are not to take more than ten minutes to deploy. 

(We have a time frame to deal with.)  

 

*  A Player Turn should take about ten minutes, (players should try to stick to the time frame) 

remember we want to get in at least five game turns. If five rounds are not achieved it may 

be deemed a draw. 

 

*  If there are conflicting special rules, contact a Judge or roll off to keep the game flowing. 

 

*  A Judges ruling is final (we do apologise for any mistakes), but decisions have to be made to 

keep games flowing. 

 

*  Wind up the game when time is called. 

 

*  If you are not at the table within 10 minutes of the start time, you may be disqualified at the 

judge’s discretion.   

 

* Abuse and vulgar activity will not be tolerated  

 

*  Always remember it’s a game of toy soldiers and that we are all here to have fun  

          

  

 

 

 

 

 

 



Mission and Scenario  

 

Round One 

 

Deployment:  Dawn of War - as seen in the Warhammer 40k Rule book.   

 

Roll d6 highest picks sides and goes first.  

(Loser may attempt to steal the Initiative on a roll of a 6 after deployment of both sides) 

  

Primary Objective: Annihilation - Kill points worked out by percentage of army.  

(e.g.  6 of 10 units is destroyed or broken and below half strength and cannot regroup, is at 60% at 

the end of the game) 

 

Secondary objectives: Trophy hunt - In this scenario you get to collect up to 5 points for individual 

trophies (listed below). 

 

1 Point  - Breaking your Opponent’s Army (reduced to 25% of its starting total) 

 

1 Point - having a Scoring unit in your Opponent’s Deployment Zone  

 

1 Point - Destroying your Opponents highest priced HQ 

 

1 Point - Destroying your Opponent’s highest priced non HQ unit 

 

1 Point - for having in a separate Unit in each of the Table quarters.    

 

 

 



Round two 

 Deployment:  Pitched Battle - as seen in the Warhammer 40k Rule book. 

 Roll d6 highest picks sides and goes first.  

(Loser may attempt to steal the Initiative on a roll of a 6 after deployment of both sides) 

 

Primary objective: Capture and Control – as seen in the Warhammer 40k Rule Book                       

 

Secondary objective: Push the line 

In this scenario draw an imaginary line though the middle of the table and place objective markers 

24 inches from each short table and 24 inches from the long table edge on the line as shown in the 

diagram. 

 

 The point of this is to push the line towards your Opponents long table edge. 

This is achieved by having the most points (try to keep track of model/ units total it all adds up) in a 

combined total, within 3 inches of the 2 objective markers at the end of a players turn.  

A d6+3 is rolled to see how far the line moves towards the opponent’s table edge.  

If the line is on the opponent’s side at the end of the game you get 5 points. If you manage to push 

the line off your opponents table edge you get the 5 points and the secondary objective is over. 

(Remember you have until the clock runs out or the game ends on a die roll whatever comes first)  

 

     

  

 

 

 

 



Round Three 

 

Deployment:   Long way from home and No way back (Short Table ends)  

Roll d6 highest picks sides and goes first.   

(Loser may attempt to steal the Initiative on a roll of a 6 after deployment of both sides). 

 

Deploy your army within 24 inches of one of the short table ends.  

Reserves also come in from this end; Units arriving with Special Rules as listed in the Warhammer 

40k rule may do so.  

 

Primary Objective: Supply drops - (5 Objectives) Control the most and win  

Place 1 of 4 objectives 18 inches from each the long table edge and 24 inches from the short table 

edge one in each of these corners and one more in the middle of the table.  In this scenario your 

trapped on a planet and supplies are short you can capture them or destroy them so the enemy 

cannot claim them.   

Any unit that is not a vehicle, walker or monstrous creature may control these objectives.   

 

In your player turn, you may choose to destroy the uncontested objective.  

If you choose to take this action, a unit (cannot be in transport) as listed above within 3 inches may 

declare they are going to destroy it instead of shooting (one dice per unit and unit may still run if this 

action was taken). On a roll of a 5 or 6 it blows up. If a controlling unit has grenades they may add +1 

to the dice roll. If objective is contested and unit is in close combat unit may give up all its attacks 

and try to blow it up on a natural 6 one dice per unit this action is done in initiative order 

But remember who control the most objectives, will win the scenario.  

(If there are no objectives on the table at the end of the game it’s a draw, you all die) 

 

Secondary objectives: Capture the Enemies Supplies. 

 

Control both objectives on your opponent’s side of the table - 3 points.  

Deny opponent from controlling your objectives buy blowing them up - 2 points. 

(Be wary this one could cost you the game) but sometimes it’s better to leave them nothing. 

 

 

 

 



 

Round Four  

“The Cube”, a strange bit of alien technology has fallen out of orbit and is giving off a strange field of 

energy.  Your forces have been deployed to investigate but on arrival you find the enemy is also 

interested in securing the object. 

 

Deployment:  The Cube 

Each player has Two Deployment zones on their long side of the table.  

Measure 18 inches up the short sides and measure on the angle back to the middle of the Long table 

edge as seen on the diagram. Players must deploy at least one Unit in one of these areas, No 

exceptions. Armies that entirely use the Deep Strike rule as there method of deployment, must 

deploy one of their units, in one of their Deployment Zones, to represent advance scouting parties.  

Roll d6 highest picks sides and goes first.   

(Loser may attempt to steal the Initiative on a roll of a 6 after deployment of both sides). 

 

Null zone - No line of sight may be drawn through the 6” x 6” base of the cube or on units totally 

inside the cubes base.  

Psychic powers may not target or effect units fully inside the Cubes base, unless the psyker is inside 

the cube as well (if any part of the unit is outside of the cube and in Line of Sight, it may be targeted) 

The 6” x 6” base counts as difficult terrain. No vehicles, walkers or monstrous creatures may enter 

the cube, Jump Infantry must enter the cube on foot. They may assault & be assaulted as normal.  

Units arriving by Deep Strike may not arrive inside the Cube. If any unit entering play this way 

scatters into the Cube’s base, it must take a Deep Strike Mishap test (including Drop Pods). 

Skimmers must go around the cubes base not over it.  

 

Primary objective: Kill points (by percentage) – see Mission One for details.   

 

Secondary objective: Control the objective – “The Cube” is placed in the centre of the table on a 6 

inch by 6 inch base. 

You control the cube if you are the only Scoring unit inside the cube and not in assault when the 

game ends (Annihilation is a win). 

 

 

 



Round Five 

Deployment:    Spearhead - as seen in the Warhammer 40k rulebook 

Roll d6 highest picks sides and goes first.  

(Loser may attempt to steal the Initiative on a roll of a 6 after deployment of both sides) 

 

Primary objective:  Capture and Control - as seen in the warhammer 40k rule book 

 

Secondary objective:  Capture the Flag 

 In this scenario place an additional objective in the centre of the table  

Scoring units may capture and carry the flag. Units may not be inside transport vehicles when 

capturing or picking up the flag.   

The flag may be carried in a transport after being captured.   

If a unit is destroyed or broken and falling back and cannot regroup, while carrying the flag, the flag 

is dropped and may be captured again.  

If a flag is dropped and may be picked up buy another scoring unit. 

 

3 points - Capturing the flag and holding it at the end of the game.  

2 points – in addition to above if the flag is within 3 inches your own Command Centre (this is the 

objective you have chosen for capture and control marker) at the end of the game.  

(Remember you have until the clock runs out or the game ends on a die roll whatever comes first) 

 

 

 
 

 

 

 

 

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

        


