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Presents 

Clash of the Titans 

Warhammer 40,000 
General Entry 

 

Saturday & Sunday 18th – 19th of February 2017 

Venue 

Cherrybrook Technology High School 

Purchase Road, Cherrybrook NSW 

 

Entry 

$40 Early Bird Entry 

$50 Late Entry (after 4th February) 

 

Format 

1850 Points 

Community Comp – 12pt Cap 

5 rounds 

2 hour 45 minute games 

64 player cap 

 

Saturday 

0800 - Registration  

0830 – 1115 - Round 1 

1115 – 1145 – Lunch 

1145 – 1430 – Round 2  

1445 – 1730- Round 3 

 

Sunday 

0800 – Registration 

0830 – Players choice  

0900 – 1145 - Round 4 

1145 – 1215 - Lunch 

1215 – 1500 - Round 5 

1500 – Pack up, then Presentation 
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Payment: 

Payment can be made by following this link: 

http://cherrybrooktechadepts.com/?page_id=193 

 

After transferring the entry, please email overwatchwargaming@gmail.com 

telling us of the payment. Please use your real name in the reference so it is 

easy for us to track. 

Rules: 

NOTE: YOUR ARMY MUST BE FULLY PAINTED TO PLACE! 

Summary: 

- Warhammer 40,000 7th Edition Tournament 

- Armies to be no more than 1850 points 

- We will be using the Community Comp System with a 12 Credit Limit. 

(Ensure that you use both the standard 40k and the Forgeworld Comp 

document. 

- The ANZ 40k FAQ will be in use 

 

What to Bring: 

- Tape Measure 

- Dice + Scatter Dice 

- Templates 

- 6 Objectives 

- Maelstrom Cards  

- The codex you're using and any FAQ, Forgeworld book, or white dwarf 

articles (without these, you will be proven wrong in a rules dispute by the 

TO) 

- Warhammer 40,000 7th Ed Rulebook 

- Multiple printed copies of your army lists for your opponents’ perusal 

(digital copies on a P.E.D. are not acceptable) 

- And a great attitude to play some great games of Warhammer 40k 

 

 

http://cherrybrooktechadepts.com/?page_id=193
http://www.communitycomp.org/
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Valid Army Lists: to be sent to overwatchwargaming@gmail.com 

- Army list will be due at 11:59PM the 12th of February 2017. An Army 

List Template will be provided and expected to be used. The army list 

template can be found on the Resources Section of the Community Comp 

Website. www.communitycomp.org 

- All sources (Codex, Supplements, Data Slates, Campaigns, White Dwarfs, 

etc.) that are listed in the latest Community Comp Document as at 1st of 

February will be in use, this should give everyone enough time to 

playtest their armies. If in doubt, please contact either the Overwatch 

Wargaming or the Community Comp team at either their Facebook Page 

or their email. 

- How many detachments an army can have can be found in detail in the 

Global Rules section of the Community Comp document 

- I understand that the community comp system can be daunting at first, 

please message me on FB or email me if you need help, or you can submit 

your list earlier and I can check it and go over it with you.  

Late Lists: 

Army lists that are submitted after 11:59PM the 12th of February 2017 will 

suffer a 5-point penalty per day. This penalty will be at the TO’s discretion. If 

we have not finished checking army lists and an army list comes in, then we will 

be lenient. However, submit them on-time and avoid the possibility of a penalty. 

 

Round 1 Matches, Blood Rule and Grudge Matches: 

- If there is a player or group of players that you play on a regular basis 

you can request to Blood Rule them. This means you will not play them in 

the 1st Round. 

- If there is a player that you have a score to settle with, you can always 

request a Grudge Match. Both players must agree to the Grudge, and they 

will play each other in the 1st round. 

- Otherwise round 1 matches will be randomised. 

Scoring System 

The following breakdown will be used for determining points. 

Battle Points: Battle points will be scored for 3 primary objectives in each 

mission, plus 4 bonus secondary objectives each mission. A win for each primary 

objective will be worth 5 Battle Points, a draw will be worth 2 Battle Points, and 
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a loss will be worth 0 Battle points. Each secondary mission achieved will be 

worth 1 Battle point giving a maximum score of 19 Battle Points per game. 

 

On top of battle points scored, a win/draw/loss system will be in use, a win in 

each game will be worth 1000 Battle Points, a draw will be worth 500 Battle 

points, and a loss will be worth 0 battle points. This is to seperate people into 

their win category for placing and prevent people on less wins than you placing 

higher. 

 

Awards:  

1st,2nd,3rd Overall: Based on highest total battle points. 

 

Presentation: Best painted and 2nd best painted. 

Sportsmanship: 

Instead of getting an overall score for sports, it is assumed that everyone will 
behave. However, if people misbehave, show bad sportsmanship, cheat etc., 
they will be penalised. If someone marks you down in a single game, I am 

happy to put it down to accidents, personality clashes etc. If it happens from a 
second opponent, you will be warned. This warning is the only one I will give 

before applying penalties (5 Battle Points). Misbehave a third time, you will be 
ejected from the tournament. People should know how to behave, be adults, be 
competitive but be friendly. The criteria are as follows;  

 
1. Was the opponent open, friendly and an overall good sportsman?  

 
2. Were they ok when losing and polite when winning?  

 
3. If asked to check something they were happy to. This could be rules, 
their list etc. This also includes rolling dice in the open.  

 
4. Any disputes were discussed amicably, and if the TO is involved their 

decision is respected. TO’s word is final. If a TO or minion feels 
disrespected people will be marked down.  
 

5. Did your opponent hold themselves to the same standard as they held 
you? 

 
A single mark-down in one of these is enough to have your scores watched.  
Warnings will be given as soon as the score has been processed.  

Remember, if your opponent says no to you taking a move back a phase later, 
and holds  

themselves to that standard, it is not bad sportsmanship or cheating.  
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In regards to unsovled problems, please try your best to solve rules questions 

with your opponent using any books/FAQs relative to the problem before asking 
the TO, it is your responsibility to provide documentation to support your favour. 
Any answer given by the TO is final, and no argument may be given against the 

TO. Lack of documentation will result in automatically denying your argument, 
regardless of the case. (aka, bring your books!) 

 
Slow Play: 
 

Time calls will be made at the following intervals, 2hrs remaining, 1hr remaining, 
30mins remaining, 15mins remaining, 10mins remaining, and 5mins remaining. 

It is up to yourself and your opponent to decide on which turn you want to end 
your game, given the time remaining for your match, if you are pressed for 
time. The final call will be a “DICE DOWN” call. At this point you must stop play, 

your game must not continue. After which both players will be able to score your 
game so that the match ups can be done for the following round in time. Failure 

to finish your game on time will result in penalties being applied as it is not fair 
on the other players to have a short following round. 
 

When you record your round results you will also be including the round that you 
ended on. If the game ended on turn 5, you will also be recording if the game 

ended naturally. As rounds progress, you will be adding slow points based on 
this information and does so as follows: 
 

- Game ended on Round 1 – 8 Points 
- Game ended on Round 2 – 8 Points 

- Game ended on Round 3 – 4 Points 
- Game ended on Round 4 – 3 Points 

- Game ended on Round 5 due to time – 1 Point 
 
Each time you accrue 8 points, 10 Battle Points will be deducted automatically 

from your total starting on the round at which you accrued the points. Points 
also carry over should you exceed 8 points, towards the next 8 points. 

 
A battle point deduction in this manner can cost your standing severely. I have 
allowed 2.75 hours for games so you have no excuse. 

 
IF YOU ARE A NATURALLY SLOW PLAYER, DO NOT BRING A SLOW 

PLAYING ARMY LIST, OR PRACTICE HEAVILY WITH YOUR LIST. IT IS 
NOT FAIR TO ALL OF YOUR OPPONENTS WHO DO GET TO COMPLETE 
FULL GAMES TO ACCOMMODATE YOUR SLOWER PLAY STYLE. LIKEWISE, 

PRACTICE PLAYING FASTER. 
 
Presentation: 

There is a minimum painting and presentation requirement. All models in the 

army to be painted to a tabletop standard. This means the bases are at bare 

minimum sanded or flocked as well as painted. That your models have at 
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least 3 colours on them. Any colours on the bases are not included in this 3 

colour minimum. If your models do not meet these requirements, you will still be 

able to play but you will not be eligible for an award. 

The army must be easy for your opponent to work out what it is. If you have a 

heavily converted army, or are concerned in anyway, please email photos of 

your army to overwatchwargaming@gmail.com and I will give prior approval 

for you (assuming it is ok). 

 

Best Painted Players’ Choice: 

 

First thing Sunday morning, if you intend to have your army judged by fellow 

players please make sure your your army is set out and on display after 

registration. Players will be given a score card to choose their 1st favourite and 

2nd favourite army. A 1st choice will award 2 points, and a 2nd choice will award 1 

point. There will be 'Best Presented” and 'Second Best Presented” awards 

available to players which will be decided by points given to them.  
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Mission Pack 

Changes to the way Maelstrom Missions and Tactical Objectives will be 

played: 

1. When a player draws a card that is impossible to score at ANY point 
during the game, they may discard that card and then draw a new card. 

Example 1: The card that requires a player to destroy a building and 

their opponent has none. 

Example 2: You draw the card to kill a psyker, If the opponents psyker 

is already dead, you cannot discard the card as it was possible at a 

point in the game. You will not score the points from this card in this 

scenario. 

2. Players may only score a maximum of 3 cards per turn. 

3. All Maelstrom card that score D3 will score 2 points instead. 
4. First Blood Shooting and First Blood Assault will be in play. Both of these 

are scored separately. 

In every mission with the exception of the Relic (which will be explained in its 

own mission sheet) players will place 6 objectives. This is regardless of how 

many objectives are being used in the Eternal War Mission. Players will alternate 

placing objectives just like they would normally, however the first X number of 

objectives placed will relate to the Eternal War missions (the others being 

ignored) and all objectives will be used for the Maelstrom of War missions. For 

example in a mission with the Crusade 4 Objectives, the player who wins the 

dice roll to place objectives will place objectives 1, 3 and 5, while the other 

player places 2, 4 and 6. Objectives 1-4 will be used for Crusade, and all will be 

used for the Maelstrom. 

Scoring the Round: After adding up each players victory points, consult the 

table on the score sheet. 

 

Mission 1: 

Objective #1: Eternal War: Big Guns Never Tire – 5 Objectives (3 Victory 

Points Each).  

- At the end of the game, each Eternal War Objective is worth 3 Victory 

Points to the player that controls it. 

- In addition, at the end of the game, each player receives 1 Victory Point 

for each enemy Heavy Support unit that has been completely destroyed. 

Units that are Falling Back at the end of the game, and units that are not 

on the board at the end of the game, count as destroyed for the purposes 

of this mission. 

Objective #2: Maelstrom of War: Cleanse and Control: 
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- Each Player generates 3 Tactical Objectives at the start of their first turn. 

- If at the start of a player’s turn, they have fewer than 3 Active Tactical 

Objectives, they must generate a number of new Tactical Objectives until 

they have 3. 

Objective #3: Kill Points: 

Secondary Objectives: Slay the Warlord, First Blood Assault, First Blood 

Shooting and Linebreaker. 

Deployment: Dawn of War. 

Battle Point Results: Add up the total of all objectives and consult the scoring 

table. 

Mission 2: 

Objective #1: Eternal War: The Emperor’s Will – 2 Objectives (4 Victory Points 

Each).  

Objective #2: Maelstrom of War: Cloak and Shadows.  

- Each player generates 3 Tactical Objectives at the start of their first turn. 

- If at the start of a player’s turn they have fewer than 3 Active Tactical 

Objectives, generate a number of new Tactical Objectives until the player 

has 3. 

- All Tactical Objectives are to be kept secret until they are achieved. 

Objective #3: Kill Points: 

Secondary Objectives: Slay the Warlord, First Blood assault, First Blood 

Shooting and Linebreaker. 

Deployment: Hammer and Anvil. 

Battle Point Results: Add up the total of all objectives and consult the scoring 

table. 

 

 

Mission 3: 

Objective #1: Eternal War: The Relic (6 Victory Points).  

- Place the Relic and then Place all 6 Maelstrom Objectives. This is the only 

mission where you should start with 7 markers on the table instead of 6. 

- Remember the Relic is an Objective and can be contested as such. 



 

 
 

9 

Objective #2: Maelstrom of War: Deadlock.  

- Each player generates 6 Tactical Objectives at the start of their first turn. 

- If at the start of their turn a player has more tactical objectives than the 

table below, they must discard Tactical Objectives to reach the correct 

number, if they have fewer then they must generate new Tactical 

Objectives to reach the correct number. 

Turn Number 1 2 3 4 5 6 7 

Max# of Tactical Objectives 6 5 4 3 2 1 1 

 

Objective #3: Kill Points: 

Secondary Objectives: Slay the Warlord, First Blood assault, First Blood 

Shooting and Linebreaker. 

Deployment: Vanguard Strike. 

Battle Point Results: Add up the total of all objectives and consult the scoring 

table. 

 

 

Mission 4: 

Objective #1: Eternal War: Crusade – 4 Objectives (3 Victory Points Each).  

Objective #2: Maelstrom of War: Contact Lost.  

- Each player generates 1 Tactical Objective at the start of their first turn. 

- At the start of Game Turn 2, if at the start of a player’s turn they have 

fewer than 6 Tactical Objectives, they must generate one new Tactical 

Objective for each Objective Marker they currently control (to a maximum 

of 6). 

Objective #3: Kill Points: 

Secondary Objectives: Slay the Warlord, First Blood assault, First Blood 

Shooting and Linebreaker. 

Deployment: Dawn of War. 

Battle Point Results: Add up the total of all objectives and consult the scoring 

table. 
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Mission 5: 

Objective #1: Eternal War: The Scouring – 6 Objectives (Modified Victory 

Points Each).  

- Each player places 3 objectives, worth 1VP, 2VP and 3VP in secret (write 

down which is worth what). Before Seizing the Initiative reveal the 

objective values to your opponent. 

- In addition, at the end of the game, each player receives 1 Victory Point 

for each enemy Fast Attack unit that has been completely destroyed. 

Units that are Falling Back at the end of the game, and units that are not 

on the board at the end of the game, count as destroyed for the purposes 

of this mission. 

Objective #2: Maelstrom of War: Tactical Escalation 

- Each player generates or discards Tactical Objectives at the start of their 

turn to bring their number of Active Tactical Objectives to current turn 

number, so 1 on Turn 1, 2 on Turn 2, etc. 

Objective #3: Kill Points 

Secondary Objectives: Slay the Warlord, First Blood assault, First Blood 

Shooting and Linebreaker. 

Deployment: Vanguard Strike. 

Battle Point Results: Add up the total of all objectives and consult the scoring 

table. 

 

 


