
 

 

 

NOTE:  Do not lose this packet!  It contains all necessary missions and results sheets required for you to 
participate in today’s tournament.  It is your responsibility to hold onto and not lose this packet during the 

tournament.  If you lose this packet, be prepared to be docked points! 

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



 
 
 
 
 
 
 
 
 
 
 
 
 

                                                                                                   WARHAMMER 40K YOUNGBLOODS TOURNAMENT 

WARHAMMER 42012! 
The End of the World! 

 

In ancient times, the great Farseer Nayam predicted that the world of 
Grippandoius would end in a cataclysm of fire during the year 42012. 
Unfortunately, for you, this prophecy is now coming true! Your armies have 
been stranded on this planet for weeks, with minimal communication from the 
nearest outpost. The planet has become as virtual deathtrap, cutting off almost 
all avenues of escape. Retrieval from orbit is impossible given the tumultuous 
nature of the atmosphere. Luckily for you, a teleporting device has been safely 
landed on the planet’s surface a few kilometers from your current location. You 
must now fight your way to the device or perish with the planet…  
 

TOURNAMENT Schedule 
8:00 AM – 9:00 AM Check in and Sign-up 
9:00 AM – 9:30 AM Quiz and Favorite Army Voting* 

9:30 AM – 11:00 AM Game 1 
11:00 AM – 12:00 PM Lunch* 

12:00 PM – 1:30 PM Game 2 
1:30 PM – 2:00 PM Break 
2:00 PM – 3:30 PM Game 3 

* Leave your army out with your name next to it for judging. 
 

 

Scoring 
Battle Points: 51 pts, 60% of total (17 points possible per game) 
Painting: 10 pts, 12% of total 
Sportsmanship: 15 pts, 17% of total 
Quiz: 10 pts, 12% of total 
Total Possible Points: 86 pts, + favorite opponent and army votes 
 
 



Units that fall back do so toward their own table 
edge via the shortest route possible as described in 
the Warhammer 40,000 rulebook (pg 45). 
 

GAME LENGTH 
The game will last 6 turns or until time is called. 
 

DEPLOYMENT 
Before deployment zones are determined, both 
players will roll off to place the first of 4 objective 
markers. The winner places the first objective 
marker, with both players alternating objective 
placement thereafter. No objective may be placed 
within 12” of another objective or within 12” or 
any table edge. 
 
Roll for deployment and first turn as normal per 
the Warhammer 40K rulebook – Dawn of War (pg 
92).  
 

 

 
 
 
 

SPECIAL RULES 
Infiltrate, Reserves, Deep Strike (pg 94-95) 
 

Earthquakes 
The earthquakes have begun to wreak havoc on 
the battlefield. Every time a vehicle moves, roll a 
d6. On a roll of a one it is immobilized. Also, all 
difficult terrain is now counted as dangerous 
terrain for all models. 
 

OBJECTIVES 
Primary Objective: Control more objective markers 
than your opponent. To control an objective you 
must have a Scoring Unit with at least 1 model 
within 3” of an uncontested objective marker.  
Individual Scoring Units may control multiple 
objectives if the above criteria are met. (Scoring: 
Win=10, Loss=0, Draw=5) 
 

Secondary Objective: Kill all of your opponent’s HQ 
selections. Both players can achieve this objective. 
Note that Dedicated Transports attached to HQ 
choices do not count for this objective. (Scoring: 
Win=5, Loss=0) 
 

TACTICAL BONUSES 
+1 point: If all of your opponent’s Troop choices 
are below 50% or fleeing at the end of the game. 
Both players can achieve this tactical bonus. 
 

+1 point: Fully control at least one table quarter at 
the end of the game. A unit may only control or 
contest 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. Both players can achieve 
this tactical bonus. 
 

 


