
 

 
 

*** IMPORTANT: Do not lose this packet!!! *** 
  It contains all necessary and vital rules, missions, and results sheets required for you to participate in today’s Team 
Tournament.  Each Team will be given 2 packets upon sign-in.  It is your team’s responsibility to hold onto and not 

lose these packets during the tournament.  If you lose this packet, be prepared to be docked points! 

www.adepticon.org   ::   www.adeptuswindycity.com 





 
 
 
 
 
 
 
 
 
 
 
 
 

                                                    WARHAMMER 40K TEAM TOURNAMENT PRIMER 

SCENARIO 2: CONQUER AND DESPOIL! 
*** Read the entire scenario before setting up *** 

LINE OF RETREAT 
Units that fall back do so toward their table edge via the shortest route 
possible. 
 

GAME LENGTH 
After turn 6 roll a d6. On a 3+ the game moves to turn 7. After turn 7 
the game ends. 
 

Alternatively the game ends immediately when the tournament judge 
says that time has elapsed. The time remaining in the round will be 
displayed in the tournament hall. Players should not begin a new turn if 
there is insufficient time remaining to complete the turn. 
 

DEPLOYMENT (SPEARHEAD) 
The table is divided into four quarters, formed by drawing two 
imaginary perpendicular lines through the center point. The Coalitions 
then roll-off, and the winner chooses to go first or second. The 
Coalition that goes first then chooses one of the long table edges to be 
their own table edge and declares one of the table quarters as their 
Coalition deployment zone. The opposing Coalition will deploy in the 
diagonally opposite quarter. The remaining table quarters are 
considered "neutral" at the start of the game. After deployment zones 
have been chosen, but before any forces have been deployed, each 
Coalition places an objective marker in their deployment zone 12" away 
from all table edges starting with the Coalition that is going first. The 
Coalition that is going first then deploys their force in their chosen table 
quarter, more than 12" away from the center of the table. Their 
opponents then deploy in the diagonally opposite quarter more than 
12” away from the center of the table.  
 

Each Coalition may also chose to place units in reserve using the 
Reserves rule. When a unit is placed in reserve, the owning Coalition 
must declare how that unit will enter play from reserves (e.g. Deep 
Strike, Outflank, etc). 
 

At all times, armies must follow any and all special deployment rules 
specific to their Codex (i.e. Codex: Chaos Daemons). 
 

Finally, alternate deploying any infiltrators and making any scout 
moves. 
 

The Coalition that chose their deployment zone first starts game Turn 1 
with their first player turn. The opposing Coalition may attempt to seize 
the initiative as described in the Warhammer 40,000 5th edition rules 
(page 92 - Main Rulebook). 
 
 

 

SPECIAL RULES 
Standard Mission (Infiltrate, Reserves, Deep Strike) 
 

Command Counters: A non-vehicle unit carrying a Command Counter 
counts as a scoring unit even if it is not considered a Troops selection. A 
unit carrying a Command Counter is also worth zero kill points (this 
refers only to the unit carrying the counter, a dedicated transport scores 
kill points as normal). 
 

See Command Counter Rules in your Team Tournament Rules Packet. 
 

OBJECTIVES 
NOTE: There are no Primary, Secondary or Tertiary objectives in this 
mission. All Objectives are scored/weighted equally. 
 
Control Table Quarters: To control a table quarter a Coalition must have 
a scoring unit (from either Team Member) in the table quarter at the end 
of the game and the quarter must not be contested. To contest a table 
quarter there must be at least one unit belonging to a Coalition (from 
either Team Member) in the table quarter. Each table quarter controlled 
is worth 2 points. A unit may only control or contest or control ONE table 
quarter at a time. If a unit is spread between multiple table quarters 
then randomly determine which quarter that unit is controlling or 
contesting. (Scoring: As above – possible max of 8) 
 
Control Objective Markers: To control an objective marker there must 
be a scoring unit within 3" of it and no enemy units within 3" of it at the 
end of the game. Control of your Coalition's objective marker is worth 3 
battle points. Control of the enemy's objective marker is worth 5 battle 
points. A single unit may control or contest multiple objectives. (Scoring: 
As above - possible max of 8)  
 
Kill Points: The Coalition that scores the most Kill Points wins this 
objective. (Scoring: Win = 8, Draw = 4, Loss = 0) 
 

TACTICAL BONUSES 
+3 points: If your Coalition's most expensive unit is still alive at the end 
of the game. If more than one unit qualifies for this due to costing the 
same amount of points then determine randomly which one will be 
used. 
 

+3 points: If a scoring unit holding a Command Counter is within 3" of 
the enemy's objective marker at the end of the game and there are no 
enemy units within 3" of the marker. 
 

WIPEOUT! 
If the “Wipeout” criteria have been fulfilled as described on p90 of the 
Warhammer 40,000 5th edition rules then the winning coalition scores 27 
Battle points. The first tactical bonus is scored as described. 
 

SCORING NOTE 
While no unit may hold multiple table quarters, it is possible for a unit to 
capture an objective and also capture the table quarter which the 
objective is located. This is provided all of the criteria for both objectives 
are met. 
 

 




