
 
 

GENERAL RULES 

• Armies must be 1750 points or less and are limited to one standard force 
organization chart. 
 

• Players MUST use the same army list throughout the event. 
 

• The models used in your army must be fully painted and meet modeling 
guidelines (see appearance scoring below for details). 
 

• The Warhammer 40,000 5th Edition Rules and all relevant Games Workshop 
Errata and FAQs will be used. 
 

• The following codexes are allowed: 
 

o 5th Ed Grey Knights, Dark Eldar, Blood Angels, Tyranids, Space Wolves, 
Imperial Guard, Space Marines. 

o 4th Ed Chaos Daemons, Orks, Chaos Space Marines, Dark Angels, Eldar, 
Tau, Black Templars. 

o 3rd Ed Witchhunters, Necrons. 
 

• New codexes that are released after July 16th, 2011 will not be allowed in 
the event. 
 

• Forge World/Imperial Armor units are NOT allowed.  However players may still 
use their Forge World models to represent a unit from their codex. 
 

• Special/Unique/Named Characters may be fielded, provided their individual 
rules allow them to be used in armies of 1,750 pts or less. 
 

• You must provide access to your own rules (which include the actual Codex 
used for your army), dice, templates, pen/pencil, calculator, markers or 
anything else you'll need during the course of regular play. 
 

• A separate printed army list is required for the organizer and each of your 
opponents (5 copies required Saturday). 
 

• If illegal units or rules violations are found in a player's list, at a minimum, 
the models in violation will be removed from all subsequent play. Tournament 
points may be deducted and award eligibility may be forfeited.  
 

• Space is very limited this year at SpoCon.  At this time the maximum number of 
players we can accommodate for the tournament is 24.   
 

• Early tournament registration will be available on Friday evening.  This is 
highly encouraged as the schedule for Saturday is pretty intense. 
 

• Only the top 8 players by tournament performance on Saturday will be invited 
to play in an invite only ‘Warmaster’ tournament on Sunday.  However there 
are ‘Ard Boyz tournaments being held in the area on Sunday the 14th and 
other miniature or gaming opportunities at the con.  So there are plenty of 
options even if you are not one of the 8 players. 
 
 
 



 
 

MAIN TOURNAMENT 

• The Tournament on Saturday will consist of four 2 1/4 hour games. 
 

• The missions will define the deployment type.  One game will be ‘Pitched 
Battle’; one game will be ‘Spearhead’; one game will be ‘Dawn of War’ and one 
game will be an undisclosed type of deployment. 
 

• All missions will have 5ed staple rules like Reserves, Random Game Length 
and Seize the Initiative.  Other rules will be noted and defined. 
 

• The missions will define 3 goals.  Achieve more goals then your opponent to 
win the game.   
 

o Goal 1 (Kill Goal):  This is always a ‘Kill’ related goal.  Scoring units 
are never a factor.  Examples: 
 Score 2 or more Kill points then your opponent. 
 Score more than 175 Victory points then your opponent. 
 Score 876 or more Victory Points while your opponent scores 875 

or less. 
 Capture a quarter by having more Victory Points in it then your 

opponent.  Capture more quarters then your opponent. 
 

o Goal 2 (Claim Goal):  This is always a ‘Claim’ related goal.  Scoring units 
are required to achieve this goal.  Examples: 
 
 ‘Seize Ground’, with possible variations on number of objectives, 

how they are controlled and how they are placed. 
 ‘Capture and Control’, with possible variations on number of 

objectives, how they are controlled and how they are placed. 
 Claim a quarter by having a scoring unit in the quarter and no 

enemy units.  Claim more quarters then your opponent. 
 

o Goal 3 (Wild Card Goal):  This could be any of the Kill or Claim goals 
but is more likely an unconventional goal.  Examples: 
 
 Have one of your HQ units within 6” of the center while your 

opponent does not. 
 Have at least one unit in your opponent’s deployment zone but have 

none of his in yours.   
 Each player selects some number of his opponents units (1-5) at 

the start of the game.  Kill more selected units then your 
opponent. 
 

• Victory in each game is determined by how many points are scored via achieving 
goals. 

o Players score 1 point for each goal achieved (max 3 points per game). 
o Only one player may achieve a goal.  In cases where neither or both 

players achieve the goal both will be awarded half a point. 
o In case of a ‘Wipe out’, kill goals are automatically achieved but other 

goals are only achieved if it’s theoretically possible to do so.  For 
instance, the player must still have a scoring unit that can move to 
control an objective within the remaining turns in order to achieve a 
claim goal.   

o The player with the most points from goals wins.  If neither player has 
more points than it is a draw. 

o Points from goals contribute to the overall score and helps determine 
player ranking and seeding for matchups. 



 
 

MAIN TOURNAMENT (Continued) 
 

• The first round pairings on Saturday will be randomly determined. Subsequent 
rounds will be seeded by W/L/D record first, then by total points scored from 
goals throughout all games played, and then randomly within those divisions. 
 

• No player will play the same opponent twice on Saturday.  However it is 
possible to end up playing your previous opponents on Sunday at the 
invitational. 
 

• Last game turn will be called after 2 hours of play.  Dice down may be called 
at organizers discretion on a game by game basis. 
 

• Tournament performance contributes to overall scoring in the following way.  
Each win is 10 points, each draw is 5 and no points are scored for a loss.  In 
addition all points scored from goals contribute to the overall score.  Thus a 
maximum 52 points from game play are available for the overall score. 
 

• The best 8 players by performance will be invited to play in an invite only 
‘Warmaster’ tournament on Sunday.  This ‘Elite 8’ will be determined and 
seeded first by W/L/D record, then by total game play points and finally by 
strength of schedule (total game play points of all 4 of the players 
opponents).  If a player decides not to attend the Sunday event then the next 
player by rank will be offered the slot.  
 

SPORTSMANSHIP 
 

• Sportsmanship scoring consists of two parts: ‘post game rating’ and ‘post 
tournament ranking’.  The combined points in these categories will determine 
the best sportsmanship award and be used in the overall scoring. 
 

• After each game players will rate their game and opponent as thumbs up, A-OK 
or thumbs down. 
 

o Thumbs up:  Reserved for truly special games. Your opponent went well 
beyond the call of duty, was incredibly sporting and honestly made 
additional effort that lead to a fantastic game. This is just the type of 
person you would want to play with on a regular basis.  

o A-OK:  This covers the majority of games and should be the most common 
score. Your opponent was generally sporting, came prepared to play and 
put forth a good effort to amicably resolve rules disputes.  

o Thumbs Down:  Reserved for the worst of the worst games.  Game was 
ugly and rife with arguments, attempts to cheat or bend rules or other 
(and multiple) examples of poor sportsmanship.  This mark should be an 
evaluative negative on your opponent’s sportsmanship only and should 
NEVER be a reflection on the final results of the game. 
 

o Organizer Evaluation:  The organizer may assign additional negative 
sportsmanship ratings throughout the tournament, in addition to those 
received from opponents.  The organizer will investigate and verify all 
thumbs down ratings and reserves the rights to nullify any 
sportsmanship marks that they deem were not awarded in the spirit of 
the system outlined above. 

o Disqualification:  Players who receive 3 or more negative sportsmanship 
ratings on Saturday will be disqualified from the event and will no 
longer be eligible to receive any awards or qualify for Sunday’s 
invitational tournament. 

 



 
 

SPORTSMANSHIP (Continued) 
 

• After the last game is played players will rank their games from most favorite 
to least favorite.  The goal here is to create a broad spread of sportsmanship 
points -- not to unduly punish anyone. 
 

o Points scored for these rankings are on a per vote basis 
o The total points for rankings will be adjusted to account for the 

possibility a good sport gets unduly low rating despite good post game 
ratings. 
 

• The scoring rubric for sportsmanship is as follows: 

post game rating score Your score 
3 or more Thumbs-up 12 points 
2 Thumbs up and no more than 1 thumbs down 9 points 
1 Thumbs up and no more than 1 thumbs down 7 points 
3 or more A-Ok and no more than 1 thumbs down 6 points 
2 thumbs down 4 points 
3 or more Thumbs Down DQ - No points 
Favorite opponent ranking Score Your score 
Every 1st Favorite vote 10 points each 
Every 2nd Favorite vote 8 points each 
Every 3rd Favorite vote 6 points each 
Every 4th Favorite vote 4 points each 
Favorite opponent ranking score adjustments Min Total from votes 
you received 3 or more Post game Thumbs-up 28 points  
you received 2 Thumbs-up & 1 or no thumbs down 24 points 
you received 1 Thumbs-up & 1 or no thumbs down 20 points 
Total max Score is 12 from rating and 40 from ranking  = 52 points 
 

 

APPEARANCE 
 

• All models in the army must be fully painted and meet the minimum painting 
requirements in order to participate in the tournament.  Any model found that 
does not meet the minimum requirements below will be removed from play. 
 

• Minimum painting requirement: 
 

o Model must have a basecoat color.  This can be a primer coat where 
appropriate and/or colored spray basecoat of some sort. 

o Weapons and wargear must be painted such that they are identifiable on 
the table.  This could be using a different color then the basecoat or 
using a shading technique on the entire model so parts are more readily 
identifiable at arm’s length.  

o Note there is not a three color minimum, as this is a somewhat arbitrary 
and easily circumvented requirement.  However the more colors used, the 
easier it will be to meet the requirements above.   

o The base must be painted and/or flocked appropriately (e.g. not just the 
spray coat used on the model itself, but an appropriate ground color).    

o Created, spawned or similar models must also conform to the above 
standard (e.g. Gift of Chaos Spawn or various Tyranid models).  

o The idea here is ensure models are identifiable by your opponent and that 
they are more than just grey markers.   
 



 
 

APPEARANCE (Continued) 

• All models in the army must conform to minimum WYSIWIG and modeling 
standards.  Any model found that does not meet the minimum requirements 
below will be removed from play. 

• Minimum modeling requirements: 

o All Independent Characters must have wargear and weaponry modeled --
within reason.  If there is a bit available in the GW catalog then it 
should be modeled. 
 Some very small pieces of wargear that are not visible without 

close inspection are exempt from this requirement (e.g. grenades, 
digital weapons, etc). 

 Psychic powers and special rules do not need to be modeled. 
 

o Non-IC models must have wargear and weaponry modeled that would 
affect wound allocation.  Wargear or upgrades that apply to the entire 
unit do not need to be modeled but effort should be made to distinguish 
a unit with an upgrade from other units without the upgrade (e.g. 
through squad markings or some other means). Exceptions can be made 
but they must get organizer approval before the day of the tournament. 
 

o All models must be fully built at the time of tournament.  No headless, 
weaponless, or empty bases allowed.  Exceptions will be made due to 
breakage during transit or during the tournament itself. 

 
o Model proxying (using one unmodified model with known purpose to stand 

in for another dissimilar model) is not allowed.  An example would be 
using a basic terminator model to stand in for an obliterator.  This 
would only be acceptable if some sort of conversion work was done that 
makes it clear what the model is representing (which is then a conversion 
and not a proxy). 

 
o Counts-as (using a particular bit or model to act as another for theme 

or artistic reasons) is allowed within reason but must be pre-approved by 
the organizer (contact info below).   

 
o Typically this will be allowed when a model/bit does not exist in the GW 

range; when a non-GW model is being used; to convey a theme; or for 
artistic license.  All of the following four rules apply: 
 Rule of clarity:  Full disclosure to your opponents regarding the 

presence and nature of a ‘counts-as’ model/bit is required.  Tricking 
your opponent is not allowed and could result in Sportsmanship 
penalties and disqualification. 

 Rule of conformity: The model/bit must be reasonably sized and 
based for the model they are counting as OR played as such.  Also 
a certain amount of consistency should be maintained. Modeling for 
advantage will not be tolerated or allowed. 

 Rule of cool:  Leeway will be given to count as model(s) that have 
obvious time and effort lavished on them.  Avoiding purchasing a 
particular bit or being just plain lazy is not cool. 

 Rule of Permission:  Counts as should be pre-approved by the 
organizer.  Failure to do so could result in the model(s) being 
removed from play as well as negative sportsmanship marks. 
 
 



 
 

APPEARANCE (Continued) 

• When in doubt regarding whether a model meets the requirements, please 
contact the organizer before the event (see contact info below). 
 

• The Appearance scoring rubric can be found at the end of this rules packet. 
o 52 total points will be scored for appearance and this will apply toward 

the overall.   
o There will be no deductions for models or armies built or painted by 

someone other than the player.  However disclosure is still required.  If 
the player did not paint the army they will be ineligible for appearance 
or Favorite Army awards but will still be eligible for overall. 
 Failure to disclose that you did not paint your army could result 

in banning from future events.   
 

• Players will be asked to include a description of any conversions or special 
work they have done on their army.  They will also be asked to score their own 
army using the painting rubric -- for informational purposes only.  This will 
give the judge important information they will use to score appearance. 

 
• Favorite Army voting will take place during the lunch break.  The army with the 

most votes will win an award but this will not contribute to overall scoring.  
These votes might be used as a tiebreaker for the Best Appearance award if 
needed. 

WARMASTER TOURNAMENT 

• The top 8 players by tournament performance on Saturday will be invited to 
play in an invite only ‘Warmaster’ tournament on Sunday.  
  

• This tournament is an elimination style, seeded bracket tournament.  Think 
NCAA basketball tournament or similar, where the top seed will play the 8th 
seed, etc.  Seeding will be determined first by W/L/D record, then by 
tournament performance points within each record and finally by strength of 
schedule (if needed). 
 

• Missions will be similar to the ones used the previous day except pure Victory 
Points will be used as a final tiebreaker. 
 

• No appearance or sportsmanship scoring will take place on Sunday. 
o Despite the removal of sportsmanship scoring cheating and bad 

sportsmanship will not be tolerated.   
o Games will be closely monitored by the organizer. 

 
• The winner of this tournament will win the Warmaster award. 

Links and additional Info 

• Tournament Organizer’s email address: winterman.row@gmail.com 
 

• Tournament organizer’s blog: http://wintermans-rumorsofwar.blogspot.com/ 
 

• SpoCon Website: www.spocon.org 
 

• Venue: Doubletree Hotel Spokane City Center. www.doubletree.hilton.com 
 
 

http://wintermans-rumorsofwar.blogspot.com/�
http://www.spocon.org/�
http://www.doubletree.hilton.com/�


 
 

AWARDS 

• Event overall Champion:  highest overall score.  Total points from 
tournament performance (max 52) + Total points from Sportsmanship (max 52) 
+ Total points from Appearance (max 52) = overall score (Max 156) 

• Tournament Ace:  Player(s) that won all 4 games.  In the event that no player 
won all 4 games then it is the player with the highest total game play points.  
If there is a tie on game play points then strength of schedule will be used as 
a tie breaker. 

• Elite 8:  Top 8 players by performance. Invited to play in the Warmaster 
tournament on Sunday. 

• Warmaster:  Player that wins the Warmaster tournament. 
• Best Appearance:  highest appearance points.  In case of a tie most Favorite 

Army votes will be used as a tie breaker. 
• Favorite Army:  Most favorite army votes. 
• Best Sportsmanship:  Highest sportsmanship points.  In case of a tie most 

Game Play points will be used as a tiebreaker. 

 

SCHEDULE 

 

 

Friday 
5:00PM-9:00PM Early Check-in, Q&A and Appearance 

Judging 
 

Saturday (Main Event) 
7:30AM-8:30AM Check-in, Setup, Appearance Judging 

8:30AM-10:45AM Game #1 
10:45AM-11:00AM Break 
11:00AM-1:15PM Game #2 
1:15PM-2:15PM Lunch Break, Favorite army voting 
2:15PM-4:30PM Game #3 
4:30PM-4:45PM Break 
4:45PM-7:00PM Game #4 

7:00 PM Tabulation and Awards 
 

Sunday (Warmaster Tournament) 
8:00AM-8:30AM Check-in 

8:30AM-10:45AM Game #1 
10:45AM-11:00AM Break 
11:00AM-1:15PM Game #2 
1:15PM-2:00PM Lunch Break 
2:00PM-4:15PM Game #3 

 

 

 

 

 



 
 

PAINTING RUBRIC 
 

  

Painting/Basing – Initial Impressions.  (check one that applies) Player Judge 
DQ no points – The army does not meet minimum requirements   

10 points – Entire army is fully painted and based to the absolute minimum standard.    

20 points – Army is fully painted and based beyond the minimum standard with 
attention given to details, etc.  Favor this choice if in doubt as long as there are no 
unfinished models 

  

Painting – Closer look.  Requires 20 points chosen above.  (check one that 
applies to the majority of the army’s surface areas) 

Player Judge 

0 points – Limited.  Single layer painting.  No shade/highlight.   
1 point – Basic.  Basecoat and wash. No other layers.   
2 points – Standard.  Table top quality – one layer shading and 1 layer highlight, 
plus possible washes.  

  

5 points – Advanced.  Arm length quality – layered painting of shades and highlights 
but not seamless. 

  

7 points – Expert.  Eye level quality – Near seamless blending.   
Modeling – Initial Impressions.  (check one that applies) Player Judge 
DQ no points – The army contains proxies or blatant disregard for wysiwyg 
requirements. 

  

2 points – Army meets the wysiwyg and fully built models requirements but models 
lack polish (lots of mold lines, undrilled gun barrels, etc) 

  

4 points – Army meets all requirements and show obvious effort to properly prepare 
and build the models.  Favor this choice if in doubt as long as there are no 
unfinished models. 

  

Modeling – Conversions.  (check one that applies) Player Judge 
0 points – None.   
1 point – Minimal.  A few bit swaps or modifications.   
2 points – Minor.  As above but more extensive and/or creative use of bits and/or a 
few examples of basic sculpting. 

  

5 points – Major.  Most models in the army are multi-kit conversions and/or sculpting 
on multiple models and units and/or a notable scratch-build present. 

  

6 points – Extreme.  Most models in the army are extensive and difficult conversions 
or scratch-builds.  

  

Bases.  (check one that applies) Player Judge 
0 point – Paint and/or flock.   
1 point – Shade and highlighting and/or multiple basing materials.   
2 points – As above but some models have special work done (extra bits, cork, resin)   
4 points – Diorama quality bases throughout majority of the army.   
Display Base.  (check one that applies) Player Judge 
0 point – No display base.   
1 point – Painted and/or flocked board.  No frame.   
2 points – As above but with frame and/or multiple materials (sand, foam, plastic, bits, 
kits, etc). 

  

3 points – Diorama quality.  Advanced level of painting.   
Exceptional Extras.  (check all that apply) Player Judge 
1 point – Effort made to designate units (via transfers, free hand markings, numbered 
bases, etc.) 

  

1 point – Effort made to paint every bit of detail on all models appropriately (eyes, 
teeth, buckles, etc) and/or paint ‘spawned/created’ models to the same level as the 
army. 

  

2 points – free hand and/or weathering and/or glow effects or similar found on 
majority of the army. 

  

2 points – Army list itself has a creative flair and is more than just points and stats.    
2 points – Three+ objective markers: based, painted and army appropriate.   
Judge’s Discretionary Adjustments  Judge 
+0-2 points (eye pleasing/artistic qualities, neat theme, special models, overall 
exceptional appearance, obvious extra effort, etc) 

N/A  

–0-2 points (pieced together army, distracting mistakes in an otherwise quality army, 
etc) 

N/A  

Total Score (MAX 52 points allowed out of 54 possible)   

 


