Warhammer 40K Ranking Tournament: 13th Conflict. 
1. The Event:
Our 13th Conflict  is a Warhammer 40K Tournament that will be held on Sunday 
May 4, 2014 and will be listed on the T3 website.

As before, the location will be: 
Parish Hall Sint-Cornelius
Rillaarsebaan 134 
B-3200 Gelrode
Participating in the event will cost €10 per person if you pay in advance.
You can send your entry fee, with the mention of your name and 13th Conflict 40K,
to the following bank account:
IBAN: BE86 7512 0083 9550
BIC: AXAB BE 22
AXA Bank Europe

Beneficiary: Conect’R Team Aarschot VZW, Molendreef 50, Rillaar.

This fee will serve as a pre-inscription. You can also pay the day of the event itself, providing there is enough place to accommodate more players. Be sure to email or call to check if there is still place available! We can accommodate approximately 60 people.
Important! If you pay at the day of the event itself, the entry fee will be €12.
On Friday the 20th of April our secretary will make a final list of payments made, 
so make sure your payment has come through before this date. If there should be a discussion about whether the payment has been made and this cannot be proven,
a player will have to pay the €12 entry fee. If afterwards it is proven that a payment was correctly made, the €12 will be refunded shortly on your bank account.
The tournament will start at 09:30. Registration will start from 08:30.  
A marked and approved copy of each participants’ army  list will be present. 
Please try to have a printed copy for yourself as well!
We ask all players to subscribe to the tournament via the T3 website T3-link.
You are only sure of your place if you pay in timely fashion and send in your army list. 
In case of questions or in case of problems the day itself (traffic, car issues, ...), you can always call  +32479 871 171 (Maarten Vanwesemael-Team Conect’r vzw responsible).
Catering
NOTE: unless you have special requirements (gluten-free food, vegetarian, …) please refrain from bringing your own food and drinks to the event! We offer warm meals at affordable prices. This year we will serve Belgian Fries, assorted snacks, soup and a selection of ham and, or cheese sandwiches, for those with a sweeth tooth there will also be pie. Please don’t go being a cheapskate and bring your own things! We do our best to provide for you, so please respect that!
2. THE TOURNAMENT: 

Army Composition
• We use the Warhammer 40,000 6th Edition rulebook.
• You can spend up to 1850 points using one Force Organisation Chart.
• Special Characters are allowed.
• Big Rulebook Fortifications are allowed.
• Allies are allowed with the exception that Special Characters are not allowed in your allied detachment. Note that Tyranids are allowed to ally with themselves.
• Forgeworld models and armies approved for 40K are allowed. 
You have to mention where you can find the appropriate rules on your army list. 
We allow them so everyone can use their cool models. We don't want this to result in a negative playing experience though. We reserve the right to penalize players on the spot in any manner we deem fitting in case this happens. A tournament should be fun for both you and your opponent at ALL times.  
• You can bring a maximum of three flying models.
• The WYSIWYG rule is in place for as far as it is possible. 
We will of course be tolerant in the case of elaborately converted figures and the likes.
• The use of converted figures is allowed as long as it does not lead to confusion or gives you an (unfair) advantage on the battlefield.
Armies have to follow all the restrictions as detailed in their codex, taking into account the last set of FAQ’s that appeared on the GW site. We use the latest released book for the army lists. Codices less than 1 month old prior to the 13th Conflict may not be used.
• Space Marines (Codex Space Marines 2013)
• Dark Angels (Codex Dark Angels 2013)
• Blood Angels (Codex Blood Angels 2010)
• Space Wolves (Codex Space Wolves 2009)
• Grey Knights (Codex Grey Knights 2011)
• Adepta Sororitas (Codex Adepta Sororitas 2013)
• Imperial Guard (Codex Imperial Guard 2009)
• Chaos Space Marines (Codex Chaos Space Marines 2013)
• Chaos Daemons (Codex Chaos Daemons 2013)
• Eldar (Codex Eldar 2013)
• Dark Eldar (Codex Dark Eldar 2010)
• Orks (Codex Orks 2007)
• Tau Empire (Codex Tau Empire 2013)
• Tyranids (Codex Tyranids 2014)
• Necrons (Codex Necrons 2012)
• All codex supplements: Clan Raukaan, Sentinels of Terra, Black Legion, 
Crimson Slaughter, Farsight Enclaves, Iyanden

• Death from the skies supplement (models only)

• White Dwarf, Escalation, Stronghold Assault, dataslates, 
Codex Inquisition and Codex Imperial Knights are not allowed.

The course of the tournament 

You will play three battles against three different opponents. The first battle will be paired in such a way you won’t play against a fellow club-mate or the same type of army where possible. From battle two and onwards we follow the Swiss system with total army points destroyed as a tiebreaker.

Timetable:

08.30 - 09:20 Registration 

09.30 - 12:30 First battle
Lunch break 
13:15 - 15. 45 Second battle 
Break
16.00 - 18:30 Third battle 

18.45 Award Ceremony 
Army List 

All players who wish to participate in the tournament must have their army list CLEARLY typed in pdf, html, excel, word or notepad format send to
 13thconflict.40k@conectr-team.be. Don't forget your name and to mention the correct books and pages if you are bringing Forge World models and the likes. We want a detailed army list that is easy to check and useful for your opponent (notation of basic stats, special rules, etc). The army list needs to be in our possession before midnight on Sunday 20/04/2014. If you decide to enter and participate the day of the event itself you must show up some time in advance in order for us to be able to review your army list. New players presenting themselves on the day of the event may be refused.
Feel free to visit our forum http://www.conectr-team.be/index.php & website: http://conectr-team.weebly.com/
Things to bring along:
• A copy of this rule pack
• Rulebook, codex and relevant FAQ's 
• Three objective markers (40mm round bases)
• Templates, dice, tape measure in inches and (super) glue 

Accidents do happen and the Conect’r team cannot be held responsible
Tournament Points
You can score 100 Tournament Points during the Tournament. 25 Tournament Points per battle, 20 Tournament Points for painting, 4 Tournament Points for army list 
and 1 Tournament Point for paying before midnight Sunday 20/04/2014. 
Army list: you lose a point for each day due and 2 points per faulty list send to a minimum of 0 Tournament Points earned. Easy 4 points if you put in a little effort!
For painting you get judged on: amount of army painted (0-5), extra detail (0-5), 
army based (0-2), extra detail on base (0-2), army being completely WYSIWYG (0-2), squad markings (0-2), and conversions (0-2).
Keeping Score

After each battle you and your opponent count points gained from the mission played and bring it to the judge table where you fill out the score on the dedicated sheet. 
If the results are not registered within 15 minutes after the end of the battle according to the timetable then the battle will be regarded as a draw.

Attention! Every game that due to time constraints does not move past turn three for both players will automatically be considered a draw. This is done to make sure no one stalls for time and that every player gets the chance to take the game to a point where a clear victory will be discernible. Feel free to call a judge if you feel your game isn’t progressing quick enough. Whether purposefully or not! Do not bring 100 models to the table if you know you are a slow player. Keep that in mind when creating your army list.
Prizes:

Prizes will be awarded to the top ten players with most Tournament Points and to the Best Looking Army: 5 Armies will be nominated by our judges. Every player will get a voting slip to vote for the best army after the second battle. Please note that a player entering the tournament with the same army year after year cannot win this prize more than once. This to ensure that a player with mad painting skills gets lazy and walks away with the same painting prize for the same army each year. This way they are motivated to switch it up as well.
Terrain:
Mysterious terrain rules will not used. A rhino hull should roughly fit between terrain pieces through all areas of separation. If something looks off, contact a judge pre-game.
Fortifications rules:

We'll be using the updated rules found in Stronghold Assault. (posted on our site)
Bastion: if an option is taken that option will be placed in the centre on top of the bastion.
Aegis defence line: if an option is taken that option will be placed in base contact with another aegis defence line piece.
Forge world "fortifications, defence lines, etc" will be placed within 3" of each other in addition to their normal restrictions.


Scenario’s
Tournament Point chart for winning, drawing or losing an objective:
Primary: 10 - 5 - 0
Secondary: 6 - 3 - 0
Tertiary: 4 - 2 - 0

Slay the Warlord and Linebreaker grant 2 Tournament Points each. 
First Blood grants 1 Tournament Point.

Extra Victory Points earned by special rules, like the "Legendary Fighter" Warlord trait (p111), will grant you additional Tournament points. Note that these extra points do not make it possible for your score to go above 25 Tournament points per battle. 
Any extra points are discarded.

In case of a board clear you automatically score the maximum amount of 25 Tournament Points. Your opponent still gets points for Slay the Warlord, First blood and any objectives in case he scored those.

These rules will be used in all 3 scenario's: Night Fighting, Mysterious Objectives, Reserves, Variable Game Length, Slay the Warlord, First Blood and Linebreaker.

Also count the amount of Army Points you destroyed from your opponent at the end of each game. Full points are awarded if the unit is completely destroyed, currently fleeing or in reserve. Half the points are awarded if the unit is below half strength, wounds, hull points or is immobilized. No points are awarded if the unit is at half strength, wounds, hull points or above.


To start a game follow this sheet:

1) Each player goes over their respective army list with their opponent.
2) Discuss the terrain. Mysterious terrain rules will not be used.
3) Roll-off to chose sides. 

  The roll-off winner can choose to pass the choice to his opponent.
4) Place objectives as described in the scenario's while still following the normal rules.
5) Deploy fortifications, starting with the player that chose table halves.
6) Roll for warlord traits. When rolling on the big rule book table each players rolls 

   a D6 and then chooses any of the three warlord traits with that number. 

   When rolling on a codex specific table you roll as normal.
7) Determine psychic powers.
8) Night fight roll. If still necessary.
9 ) Player who chose table halves deploys followed by the other.
10) Deploy infiltrators.
11) Scout moves.
12) Seize the initiative! [Optional]
13) Start the game and remember to have fun!



Scenario 1: First encounter

Vanguard Strike deployment.
Objective counters: Divide the table in 4 equal quarters. Place 5 objective markers, 
one in the exact middle of each quarter and the last one in the exact centre of the table.

Primary objective 
Purge the Alien: The player who wipes the most enemy units wins this mission.

Secondary objective
Secure the Centre: The player who has more Army Points within 12" of the centre objective at the end of the game wins this mission.
Your units are worth no army points if they are fleeing. They are worth half the points 
if they are below half strength, wounds, hull points or are immobilized. 
They are worth full points if the unit is at half strength, wounds, hull points or above.

Tertiary objective
Secure the outposts: The player who controls the most objectives wins this mission.
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Scenario 2: Drive them of our lands

Dawn of War Deployment.

Objective counters: Both players set up 2 objectives each. First one within 6" of the centre of their deployment zone and then one at least 18" away from their table edge.

Primary objective
Secure the outposts: The player who controls the most objectives wins this mission.

Secondary objective
Strike down their specialist forces: The player who wipes the most enemy units that aren't a troop choice wins this mission.

Tertiary objective
Lead by Example: The warlord that causes the most unsaved wounds wins this mission.
Destroyed hull points also count for this mission.
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Scenario 3: The Spoils of War

Vanguard Strike deployment.

Objective counters: Both players set up 3 objectives each.

Special rules: Each player chooses either Elite, Heavy Support or Fast Attack.
Note: You can't chose a unit type that isn't in your list, in the rare case you have none of the beforehand mentioned unit types, your HQ will be your choice.
Those type of units count as scoring for the primary mission but will be worth double the points for your opponent for the secondary mission.

Primary objective
Secure the outposts: The player who controls the most objectives wins this mission.

Secondary objective
Target Priority: The player who wipes the most enemy units wins this mission. 
(Certain type of units count double depending on the choices made.)

Tertiary objective
The Relic (p.131 big rulebook.) The player who controls the Relic wins this mission.
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