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FORCE Z 2012a

DATE FORMAT
Saturday 28th January, 2012 4x games
9:30am - 4:30pm 750pt armies
30 spots open 4' x 4' tables

1hr 15min time limit per game
VENUE

Cleveland Assembly Hall
Smith Street

SCHEDULE
9:00am game 1 (9:00am — 10:15am)
10:30am game 2 (10:30am — 11:45am)

Cleveland

Lunch
ENTRY 12:30pm game 3 (12:30pm — 1:45pm)
$35.00 Tickets may be purchased from the 2:00pm game 4 (2:00pm — 3:15pm)
Alpha Hobbies website and are non- 3:30pm game 5 (3:30pm - 4:45pm)
refundable. 5:00pm Pack up and Presentation.

$30.00 Early Bird tickets available till 31/12/11

Four pack and season passes are also available.

RULES
Warhammer 40k 5th Edition, forces may be chosen from any current Warhammer 40k Codex or Imperial Armour
Book (exclusions apply). Standard Force Org restrictions apply.

¢ don’t forget to bring a tape measure, dice, rulebook, codex, templates and any special rules you intend to use.
¢ Army Rosters must be submitted by Sat 21st January 2012 via email to events@alphahobbies.com.au Your roster

must include your name, codex type and full point calculations.
¢ Please bring an additional copy of your Army Roster on the day to show your opponent.
¢ Each game will have a maximum time limit of 1hr 15 mins.

PAINTING

Although painting is not compulsory, it will give you some bonus points. Complete the painting checklist
objectively at the end of this pack and submit it with your army lists. On the day our judges will check to
confirm your scores and add their subjective score before adding the total to your score.

SPORTS

Players must present a mature and polite demeanor to opponents and the TO. Failure to do so will result in
immediate disqualification. A TO may also disqualify a player for any incident that is deemed unsporting. This
includes, but is not limited to, offensive or abusive conduct, bullying, cheating, constant rules arguments,
improper play, stalling, and other immature actions. Disqualified players are not eligible for any awards or
prizes and are barred from further participation in the event and any future Alpha Hobbies events.
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POINTS BREAKDOWN
Your maximum score is:

100pts

Battle Points

5x Games at 17pts per game (maximum
total of 85pts)

Using the following criteria players can
score between 2 and 17 points per round.

Primary Mission

Win =12 pts
Draw =7 pts
Loss = 2 pts

Secondary Mission
Achieved =5 pts

Presentation Points

You can score up to an additional 15 points
for your armies presentation.

Painting

3pts —whole army is 3 colours or more
2pt —whole army has extra detail
(grenades, cables etc)

1pt - all units have identifying markings or
insignia

Basing (choose 1 only)
2pts — flocked with extra details added
1pt — flocked only

Conversions (choose 1 only)

2pts — green stuffing and extreme conversions
(doesn’t look like a conversion)

1pt — bit swaps an minor changes

1pt Display board

0-4pts Judges Discretion
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NOW ONTO THE MISSIONS!

INTEL

Mission:
Various mission objectives

Deployment:
Pitched battle deployment

Length of game:
Use random game length as per page 90 of the main rulebook, or until time is called, so that each player
completes the same number of turns.

Special Rules:

Deep Strike (page 95)
Outflank (Page 94)

Reserves (Page 94)

Seize the Initiative (page 92)
Night fight turn 1 (page 95)

Mission Steps:

1: Place 1 objective in the centre of the table and the remaining four 6” from each table corner

2: Each player must choose what their own objective is in secret. Choose an Objective from the list below and
mark it on your score sheet. DO NOT show your opponent.

3: Roll to choose Sides and then deploy.

4: At the end of Turn 3, reveal your mission objective to your opponent.

Objectives (choose one as your secret objective):

Primary: Kill Points — Score more Kill Points than your opponent
Secondary: Objectives — Secure more objectives than your opponent * *
Primary: Quarters — Control more table quarters than your opponent
Secondary: Kill Points - Score more Kill Points than your opponent 12 *
deployment
z
Primary: Objectives — Control more objectives than your opponent ones
Secondary: Assassinate - Kill your enemies most expensive non HQ unit
Primary: Assassinate - Kill your enemies’ most expensive non HQ unit
Secondary: Quarters — Secure more table quarters than your opponent
Results:

Win - If you achieve your primary objective and your opponent doesn’t
Draw - If both players achieve, or both players fail to achieve their primary objectives
Loss - Your opponent achieves their primary objective, and you don't.

If you achieve your secondary objective you get 4 bonus points (both players can achieve this)
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Heads Up!

Mission:
Modified seize ground

Deployment:
Spearhead - Table quarters

Length of game:
Use random game length as per page 90 of the main rulebook, or until time is called, so that each player
completes the same number of turns.

Special Rules:

Deep Strike (page 95)
Outflank (Page 94)

Reserves (Page 94)

Seize the Initiative (page 92)

Mission Steps:
1: Choose quarters and who goes first with a roll off.

2: Place a single objective in the centre of the table.
3: Place the remaining two objectives 6” from the corner of the neutral table quarters.
4: Play Ball.

Special Rules:

Call in the Americans! Artillery has been called up by both sides regardless of the cost. To reflect this, both players
will receive 1 ‘Stray Round’. From turn 2 onwards during the shooting phase, a player may ‘shoot’ their ‘Stray
Round’. You will do this by placing the centre of the Large Blast Template over the marker any objective, the template
will then scatter 4D6 to reach its final landing place. It explodes with the following profile:

God Bless America: S5 AP 4 Large Blast Ordnance Barrage

Stray Rounds may not be used after turn 5.

Opposite quarter deployment Zones *
Results:
Win - If you control more objectives. *
Draw - If both players control the same amount.
Loss - If your opponent controls more objectives

Secondary Objective - Kill Points

10” radius exclusion
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Hero Hammer

Mission:
Modified kill points

Deployment:
Dawn of War

Length of game:
Use random game length as per page 90 of the main rulebook, or until time is called, so that each player
completes the same number of turns.

Special Rules:

Deep Strike (page 95)
Outflank (Page 94)

Reserves (Page 94)

Seize the Initiative (page 92)
Night fight turn 1 (page 95)

Mission Steps:
1: Choose either a USR from the list below to apply to your Hero HQ.

2: Roll to choose Sides and Deploy.
3: Play ball.

Universal Special Rules (Choose 1):

You most expensive HQ becomes the Hero! They may select one of the following USRs to apply for
this game.

Furious Charge or Hit and Run or Relentless. These apply only to the HQ model itself. They do not
confer onto a retinue or a squad.

Tank Hunters or Stealth. These apply to the HQ and confer onto the retinue or squad.

Special Rules:
Hero Hammer- Modified kill points game. Score kill points as normal. However, killing the

opponents Hero HQ is worth 2 kill points. Killing your opponent Hero HQ with your Hero HQ
is worth 5 kill points. The Hero HQ is only ever 1 model, even if in a retinue. The actual Hero must
be killed to score these bonus points.

A hero must be heroic! They show no fear and will never hide from battle. Hero’s must always
maintain line of sight to the opposition. During this game, a player must ensure that at the end of their
movement phase their Hero HQ (or the Transport that he is riding in) has line of sight to an enemy
unit. Hero HQ units may end the shooting phase or assault phase hidden. Afterall, a true hero would
wipe out anything he can see with a big gun or a heavy hammer!

Results:
Win - If you score more Kill Points than your opponent

Draw - If you score the same amount of Kill Points as your opponent
Loss — If your opponent scores more Kill Points than you.

Secondary Objective - Table quarters
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Ammo Grab

Mission:
Modified Seize Ground

Deployment:
Spearhead - TableQuarters

Length of game:
Use random game length as per page 90 of the main rulebook, or until time is called, so that each player
completes the same number of turns.

Opposite quarter deployment
Zones

Special Rules:

Deep Strike (page 95)
Outflank (Page 94)

Reserves (Page 94)

Seize the Initiative (page 92)

10" fadius exclusion

Mission Steps:
1: Roll off to choose who goes first/Deployment Zones

(Spearhead - Table Quarters)

2: An Objective marker will now be placed in the centre of the table.

3: Two objective markers will also be placed 22" from the centre along a diagonal line into the neutral table
quarter corners.

3: Deploy your armies.

4: Begin your game, reserves can be rolled for from turn 2 onwards.

Special Rules:

Loot Counters — The objectives are actually Loot Counters. Each player collects 1 Loot Point at the end of their
opponents’ turn for each Objective marker that has one of their units touching it as long as the unit is not falling
back or engaged in close combat. Note: You collect points in your opponents turn only — Not Your own!
Keep a running tally of the Loot Points as the game progresses.

Extra Ammo - Each objective is stockpile of ammunition. Any model touching the objective can reroll one miss
when rolling to hit, remember this is per model. It may be better to roll separately for each model touching the
objective or use differently coloured dice.

Victory Conditions:

Win - If you score more Loot Points than your opponent when the game ends.
Draw - If you score the same amount of Loot Points as your opponent

Loss - If your opponent has scored more Loot Points than you.

Secondary Objective - Kill Points
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Unleash the Wolves!

Mission:
Modified kill points

Deployment:
Pitched Battle (Night fight turn 1)

Length of game:
Use random game length as per page 90 of the main rulebook, or until time is called, so that each player
completes the same number of turns.

Special Rules:

Deep Strike (page 95)
Outflank (Page 94)

Reserves (Page 94)

Seize the Initiative (page 92)
Night fight turn 1 (page 95)

Mission Steps:

1: Roll off to choose sides/who goes first

2: Smash it!

Special Rules:

Ok, I lied....Just a little bit funky: The Golden D6. Each player will have the opportunity to get One Free Re-roll
to be used at any time in this game. Yes....you can re-roll a seize the initiative roll. Yes....you can re-roll the
Deployment Roll....HELL NO!..... you CANNOT Re-Roll a Re-Roll :P - Additionally, this is only 1 Dice Re-Roll.
Failed Morale Checks etc, only re-roll 1 Dice! Remember...you re-roll your own dice.....do not ask your opponent
to re-roll the invulnerable save he just made. That would make you a douche.....

Victory Conditions:

Win - If you score more Kill Points than your opponent when the game ends.
Draw - If you score the same amount of Kill Points as your opponent
Loss - If your opponent has scored more Kill Points than you.

Secondary Objective - Table quarters
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