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WELCOME 
 

Thank you for taking the time to download this player pack for the 

Warhammer 40,000 ‘Critical Mass 5’ event. The Tabletop Gamers Association is 

proud to support the game of Warhammer 40,000 by Games Workshop® and as a 

player in this event it is hoped you will enjoy all that is on offer. It is highly advisable 

to read this entire document so you are clear on what is expected to make 

everything run smoothly.  

 

If you should have any questions or problems they can be directed to me:  

 In person at the Tabletop Gamers Association every Sunday,  

 Via www.westgamer.com (username cjsheridan),  

 Via www.tgaperth.com username: daexcitedginganinja] 

 To the TGA email: tgaperth@gmail.com 

 Or by mobile 0424 167 820 

 

Tickets will be available from TGA on every Sunday leading up to the event, or you 

may purchase your ticket on the day, but please make sure you get your list in by the 

due date, so we know how many people to cater for  

 

VENUE 
 

The Tabletop Gamers Association club rooms are located in the Main Hall at: 

 

HIGGINS PARK TENNIS CLUB Inc. 

CORNER OF PLAYFIELD STREET & DEVENISH STREET 

EAST VICTORIA PARK 

WA, 6101 

 

 TGA maintains a very well stocked kiosk which will be available on the day of 

the tournament. You are permitted to bring your own food and drink if you wish. 

Alcohol is strictly prohibited during the event, but you will be able to purchase a 

famous awesome TGA prepared lunch from us on the day!! 

 

SCHEDULE 
 

This event will take place Sunday, 24th November 2013 with a cost of $20.00.  

 

 08:30 am - 08:45 am - Registration 

 09:00 am - 10:30 am - First round.  

 10:45 am - 12:15 pm  - Second round.  

 12:15 pm - 13:00 pm - Lunch 

 13:00 pm - 14:30 pm - Third round.  

 14:45 pm – 16:15 pm - Fourth round. 

 16:30 pm – 17:00 pm - Award ceremony.   

http://www.westgamer.com/
http://www.tgaperth.com/


 

THE FLUFF 
When exploring the far reaches of space, to expand empires, many a trouble can be 

found. From unknown races with varying degrees of technology to already colonized 

planets that have ancient forces left untended for millennia, highly defensive of their 

territory. The most common problem though is infestation! Throughout history the 

empires of the 41st millennium have had to deal with abominable threats such as Orc 

infested “waagh” planet breeding grounds, or Tyranid spore latent planets, waiting 

to respawn a million plus bugs ready to devour the galaxy. One such world is Krytor V. 

Many moons ago an imperial exploration team set out to colonize this rich in natural 

resource planet, it was never heard of again. Now with many of the races facing long 

epic wars amongst the other civilizations of the 40K universe resources such as 

dectrium (necessary for the production of advanced weaponry) are scarce and in a 

never ending struggle, he with the greatest weaponry wins. 

 

So as prime commander of your race, you have been sent to dominate this planet and 

take control of the dectrium processing. But there is a catch, with every waking 

moment that you are there fighting the other races for control, there is an increasing 

chance that the sleeping horror that lurks beneath the sands of Kryptor V will 

awaken and take control; destroying your force such that you too may never be heard 

of again. Capture all 4 major territories, by destroying all other races that oppose you, 

and then escape back to your fleet so that you may begin orbital bombardment of the 

planet, eradicating the infestation for good. Only then you may claim this system and 

all its wealth for your empire.  

 

 

SCENARIO RULES 
 

 At ‘Critical Mass 5’ you will play a total of four games over one day. Each game 

will be played on a standard 4’ x 4’ tabletop that will contain an appropriate amount 

of terrain to play a challenging game of Warhammer 40,000. There will be a 15 

minute remaining call towards the end of each round. Players are to finish the 

current turn and then end the round. Once the final call has been made all play ends 

immediately.  

 

As fore mentioned the objective of this tournament is simple – take the planet at all 

costs – it’s going to be a fun filled slaughter-fest aimed at challenging your tactical 

flexibility while generally smashing on. There are only four predetermined scenarios 

to be played on the day, representing the invasion and holding of each territory, don’t 

be fooled by its apparent simplicity. To conquer this planet and achieve the ultimate 

prize you are going to need to prepare an army filled with cheese, insane combos 

and sheep for the slaughter. So prepare well commanders - hell is about to be 

unleashed. 

 



(1) Each scenario will be called by the TO before each round, however deployment is 

up to the players, either by roll off, or agreement. Each of the 4 scenario’s will come 

from the 40k 6th edition book. 

 

(2] As this is a time conscience game you only have 5 turns or an hour and a half to 

complete your mission. So choose your army carefully. Any units not out of reserve 

by turn 5 are assumed destroyed.  

 

 (3) Other than that, normal force organisation rules apply and special characters 

are more than welcome!! Cheese it up party people and prepare yourself for mass 

invasion………. Critical mass!! 

 

TOURNAMENT RULES 
 

 ‘Critical Mass 5’ is a 1,500 point Warhammer 40,000 tournament. Please note 

these tournament rules: 

 No more than 1,500 points may be spent on your force (obviously….) 

 Force lists must be submitted in electronic form or printed. No hand 

written force lists will be accepted. 

 Force lists must be submitted by 17:00pm Friday, November 22nd 2013. NO 

force list will be accepted after this point, even if you have paid for your 

ticket. 

 Tickets are non-refundable. 

 You must choose your forces from those listed in the current player codex. 

 Where point values/rules differ from White Dwarf® magazine and the 

current army codex, the army codex takes precedence. 

 There are no miniature substitutions, although non – GW miniatures that 

represent the chosen unit exactly may be taken. If you are unsure, if your 

army/unit isn’t clear enough, please email or send a picture to the TO for 

approval. 

 The army must be ‘what you see is what you get’. 

 Models do not need to be painted. However, they need to be clearly 

defined for opponents.  

 Terrain is set up before each game by the tournament organisers and 

must not be re-arranged.  

 Players should decide on the appropriate rules for each terrain piece 

before sides are rolled. The event organisers will decide for you should at 

least one player at the table request it. 

 Mobile Phone/PDA equipment to be switched to silent/off.  

 The event organisers’ word is final.  

 

Note: If you are using a force/miniature that is not from the current army 

codex it is required to have the original information present to show your opponent. 

Failure to provide this information will result in it being removed from the 

tournament. 

 



POST BATTLE PAPERWORK 
 

 Each table will be given a results card which needs to be completed at the 

end of each round. If the results card is filled out incorrectly then both players will 

be issued a ‘lose’ regardless of what the actual result was in the round.  

 

 Results are worked out as follows: 

 

10 Points = Win 

5 Points = Draw 

1 Point = Loss 

 

So where does Critical Mass, get interesting, well in two  very unique ways  

 

1) This tournament is an 80% General ship Tournament, so it’s be all and end all 

is winning games. Yes we give a healthy 15% bonus for Painted armies, and a 

casual 5% assumed good sports bonus where eligible, but this is all about 

the smash. As one of the first Westgamer Ultimate Qualifiers of the year, this 

event is all about the general, not the hobby artisan. That said, we support the 

hobby as a whole, so we do offer a painting award, and score. Plus we are 

always in support of fun tournaments and events at TGA, with good solid 

enjoyment of the hobby a must  

2) As the name suggests, there will be a bonus objective each game. This will be 

placed in the centre of the board, and is known as tactical command. Whilst 

you do not need to win your game to claim this objective, the normal take and 

hold/contesting rules as of 40k 6th ed apply. This is a bonus objective. Any 

player holding this objective each game will receive one bonus point to their 

score (ie if they win; 11points, lose; 2 points etc) which is exponential. 

Meaning, as you capture more territory (even if your forces are destroyed = 

loss – you may lose the battle but not the war :P) your control of the planet 

increases, thus 1st game objective held = 1 bonus point, 2nd game objective 

held = 2 points, 3rd game objective held = 4 points, 4th game objective held = 8 

points. You HOWEVER must, hold these objectives consecutively or the count 

resets. It’s pretty simply really, keep holding tactical commands and you will 

eventually control the planet  Plus, as an 80% general ship tournament, this 

will help to really separate the generals from the men/woman.  

 

 

 

 

 

 

 



AWARDS 
 

 The awards ceremony will take place as soon as possible after the final 

round. Players are encouraged, but not required, to stay to receive any awards they 

are eligible for. The awards are as follows: 

 

 

- LORD SUPREME COMMANDER – 
 This will be awarded to 1st overall points getter, as a combination of points for 

winning, 15% painting and 5% sports (if eligible). 

 

-Supreme Commander- 
This will be awarded to the 2nd overall as above. 

 

-Commander- 
This will be awarded to the 3rd overall as above. 

  

 

- ARTISAN OF DEATH – 
 This is a player vote based award for the best presented army on the day. 

Players will vote during lunch and are encouraged to look for themed armies and 

nicely presented colour schemes, as well as technical skill. Whilst this is a 

competitive razor edge tournament, we sure do value the effort of players painting 

nice looking armies, as it really adds to the day. However, we appreciate not 

everyone is a Michelangelo.  

Each army will also receive a TO based score, which will add to their overall. The TO’s 

decision in this is final and will be scaled out of 15 points (15% of your overall). 

Whilst this is unlikely to determine the best overall, it has in the past been the 

difference between 2nd, 3rd and 4th spots, so if you’re looking to be in it to win it, 

getting some paint on those mini’s is advisable. TGA uses a fairly complicated 

painting matrix to judge its painting score, but for a brief rough (very rough) guide, 

please see below: 

 

Army not painted in entirety = 0 points 

Army painted to 3 colour base minimum, with no attempt at highlights etc with flat 

coloured basing = 3 points 

Some skill with the brush and a little effort put into the basing = 6 points 

Table top standard = 9 points 

Above Table top standard, with some serious skill with the brush demonstrated with 

free hand, highlighting, washes, shading etc = 12 points 

Yes I paint for GW as part of their ‘Eavy Metal Team = 15  

 

Conversations and points associated will be given as bonuses where applicable. 

Let’s face it these days the range of mini’s GW puts out is phenomenal, but we are 

strong believers in reward for effort at TGA  

  



- HONOURABLE DEATH DEALER –  

Most players in Perth are good sports when it comes to gaming. For the most 

part we enjoy tournaments as a chance to meet new fellow gamers, test our skills 

against new opponents and generally smash on with the best of them. 

 

On occasion though games either don’t meet our expectations for polite 

etiquette or are more memorable than others for making the day really worthwhile.  

For this reason each player will start with a base of 5 sportsmanship points for the 

day. As such, you can allocate one player you play on the day either a -1/0/+1 after 

the end of game 4 on the sheet provided as a representation of how you felt playing 

your opponents. You do not have to give away any bonus or negatives if you feel 

each of your games were fairly good.  

 

When giving a sportsmanship score, it is important not to judge the opponent 

on mere likability. This is a tournament after all, and they may destroy you in 3 turns 

or they may simply not be an outwardly charismatic person. On the flipside you are 

not going to have the best game of your life every game. Sportsmanship is a 

representation of spirit of the game. The winner of this award will be someone who 

both scored the most amounts of points on the day, and also helped contribute to 

make the general atmosphere of the day far more enjoyable for everyone involved. 

 

Some simple notes to help make your decision: 

1) Were there any rules disputes, were they handled quickly and effectively 

with a minimum of fuss, or did it turn into an all and out brawl?  

2) Was the opponent polite and friendly before, during and after the game? 

3) Did the opponent try to cheat with their movement or dice rolls? 

4) Did I find myself in constant laughter enjoying the game and every 

moment of it, because of the ecstatic nature of my opponent? 

5) Did my opponent show displays of bad sportsmanship when things went 

against them or when they eventually lost/won? E.g., moping, change of 

tone in voice, swearing constantly etc 

6) Did my opponent rub my face in their victory or were they gracious in their 

win? 

7) Did my opponent complain incessantly about the broken/unfairness of 

my force? 

 

Most of these are examples are extremes, if you feel your game was good 

then leave their score unmodified, if it was awesome give it a plus, terrible 

give it a minus!!  

 

Thank you for reading this players pack and can’t wait to see you getting 

amongst it at Critical Mass 5 !!  


