
 

WARHAMMER 40K 
YOUNGBLOODS TOURNAMENT 

 

SUNDAY – MARCH 22ND 
8:00AM - 4:00PM 

 

Do not lose this packet or the Tactical Objectives deck! They contain all the necessary materials required for you to participate in 
today’s tournament. It is your responsibility to not lose these items during the tournament. If you lose this packet, be prepared to be 

docked points! If you lose the Tactical Objective deck, you will be required to purchase a replacement deck for $10. 

 



 
 
 

 
 
 
 
 
 
 
 
 
 

WARHAMMER 40K YOUNGBLOODS BATTLE ORDERS 

BATTLE ORDERS 
 

1. Terrain: Terrain is not fixed; players roll-off and alternate placing terrain. No piece of terrain may be placed 
within 4” of another piece of terrain or the board edge. 

2. Maelstrom of War: For this event, Tactical Objective decks should ONLY contain the 36 white cards. Remove 
the 18 shaded cards from the deck prior to the start of the tournament. In missions that utilize the Tactical 
Objective deck, players should shuffle their deck and offer their opponent the opportunity to “cut”. At their 
discretion, players may also check that their opponent’s deck contains the proper 36 unique cards.   

3. Generate Pre-game Abilities: Determine Combat Squads, determine pre-game abilities such as Warlord Traits, 
Psychic Powers, Gifts of Mutation, Demonic Rewards and the like. When generating Warlord Traits, re-roll any 
roll that results in Tactical Trait: Master of Fate (#5). 

4. Place Primary Objective Markers: Using Objective Markers 1-6, roll-off to see who places the first marker and 
then alternate placing markers until all six Objectives Markers are placed. No Objective Marker can be placed 
within 6” of the battlefield edge, within 12” of another Objective Marker, on impassable terrain or inside a 
building. 

5. Night Fighting: Either player can declare that they wish to fight the battle at night. If either player does so, roll 
a D6 before deployment: on a roll of 4+, the Night Fighting special rule is in effect during game turn 1 and all 
units have the Stealth special rule.  

6. Determine Deployment Zones: Players roll-off and the winner chooses his deployment zone/table half. 
7. Determine Deployment Order: Players roll-off and the winner decides who will deploy first and who will 

deploy second.  
8. Deployment: The side deploying first then must set up all units in their army (including Fortifications*). Then 

the other side sets up all units in their army (including Fortifications*). Resolve Infiltrating units and Scout 
moves. 

9. Determine First Player: The player that deployed first can choose to take the first or second turn; their 
opponent can attempt to Seize the Initiative. If your opponent’s army includes a Lord of War, and yours does 
not, you receive +1 to this roll. 

 

Game Length: Variable Game Length will be utilized in all missions. 
Mission Special Rules: Night Fighting, Mysterious Objectives and Reserves are in effect for all missions. 
 

* Fortifications now deploy with the rest of your army in your Deployment Zone.  In general, Fortifications may not be placed in terrain 
and must be placed in an open area in the player’s Deployment Zone, ignoring the minimum distance rules for terrain. If no such space 
exists in a player’s Deployment Zone, a single piece of terrain may be shifted the minimum distance required to fit the Fortification. 

 

 

PRIMARY OBJECTIVE; MAELSTROM OF WAR 
• Players will score Victory Points throughout the game. These will primarily come from Maelstrom of War Tactical 

Objectives or other defined Primary Objectives. Additionally, players will score Victory Points from Secondary 
Objectives such as Slay the Warlord, First Blood, Linebreaker or Warlord Traits such as Legendary Fighter.  

• Both players begin the game with 15 Battle Points. 
• At the end of the game, players will compare total Victory Points earned. The difference in Victory Points will be 

added to the winning player’s Battle Points and subtracted from the losing player’s Battle Points. 
 

Example: Player One scores 15 total Victory Points (10 from Maelstrom of War objectives, 2 from Through 
Attrition Victory, 2 from First Blood/Linebreaker and 1 from Legendary Fighter). Player Two scores 8 Victory 
Points.  There is a 7 Victory Point Differential between the two players. The game is scored as such: 
 

o Player  One: 22 Battle Points (15 starting +7 for Victory Point Differential)  
o Player Two: 8 Battle Points (15 starting -7 for Victory Point Differential)  

 

• The Maximum score is 30 Battle Points; the minimum score is 0 Battle Points.  
• In the case of a Wipeout, the surviving player receives an additional 10 Victory Points to their total and the game 

is scored normally. 
 









 
 
 
 
 
 
 
 
 
 
 
 
 

WARHAMMER 40K YOUNGBLOODS TOURNAMENT 

FAVORITE ARMY/OPPONENT VOTING 
 

Fill this section out during Favorite Army Voting. 
 

After looking at the displayed armies, choose the army 
that YOU think is the best painted and modeled. 

 
You may not choose your own army! 

 
FAVORITE ARMY 

Player’s Name: ______________________________ 

 
_____________________________________________________________ 

 
 

Fill this section out during Favorite Opponent Voting. 
 

After you have played all three of your games, choose 
your favorite opponent from the tournament. 

 
FAVORITE OPPONENT 

Player’s Name: ______________________________ 

 
 

 



 
 
 
 
 
 
 
 
 
 
 
 
 
                                                                                                    
 

WARHAMMER 40K YOUNGBLOODS TOURNAMENT 

RESULTS FOR MISSION 3: IN OUR MYSTIC VISIONS BLEST 
  

YOUR NAME TABLE NO FINISH?* 
 
 

  Yes 

 No 
* Finished games are those that are ended by a Variable Game Length die roll (pg. 122) or where all 7 game turns were fully played out. 

 

VICTORY POINTS 
YOUR 

VICTORY POINTS 
 YOUR OPPONENT’S 

VICTORY POINTS 
 VICTORY POINT 

DIFFERENTIAL 

     
In the case of a Wipeout, the surviving player receives an additional 10 Victory Points to their total and the game is scored normally. 

 

BATTLE POINTS 
 STARTING 

BATTLE POINTS 
 VICTORY POINT 

DIFFERENTIAL 
 TOTAL 

BATTLE POINTS 

YOUR TOTAL 15 +/-  =  

     Max: 30 / Min: 0 

OPPONENT’S TOTAL 15 +/-  =  

 

Have your opponent double check your results above.  
Have them sign below and acknowledge that the results circled above are accurate and correct. 

 
Opponent’s Signature: _______________________________________________________  

 
 

*** STOP *** 
 

Now, in private, rate your Opponent’s Sportsmanship by circling the appropriate choice below. 
Do NOT share these results with your opponent. 

 
SPORTSMANSHIP 

(CIRCLE CHOICE BELOW) 

Rate your opponent on sportsmanship. 
1 being a terrible game and 5 being the best game ever. 

 

1        2        3        4        5 
 

 
 

Please turn in this sheet to the judge’s booth after your game TOGETHER with your opponent. 
 



 
 
 
 
 
 
 
 
 
 
 
 
 
                                                                                                    
 

WARHAMMER 40K YOUNGBLOODS TOURNAMENT 

RESULTS FOR MISSION 2: SOLARFALL 
  

YOUR NAME TABLE NO FINISH?* 
 
 

  Yes 

 No 
* Finished games are those that are ended by a Variable Game Length die roll (pg. 122) or where all 7 game turns were fully played out. 

 

VICTORY POINTS 
YOUR 

VICTORY POINTS 
 YOUR OPPONENT’S 

VICTORY POINTS 
 VICTORY POINT 

DIFFERENTIAL 

     
In the case of a Wipeout, the surviving player receives an additional 10 Victory Points to their total and the game is scored normally. 

 

BATTLE POINTS 
 STARTING 

BATTLE POINTS 
 VICTORY POINT 

DIFFERENTIAL 
 TOTAL 

BATTLE POINTS 

YOUR TOTAL 15 +/-  =  
     Max: 30 / Min: 0 

OPPONENT’S TOTAL 15 +/-  =  
 

Have your opponent double check your results above.  
Have them sign below and acknowledge that the results circled above are accurate and correct. 

 
Opponent’s Signature: _______________________________________________________  

 
 

*** STOP *** 
 

Now, in private, rate your Opponent’s Sportsmanship by circling the appropriate choice below. 
Do NOT share these results with your opponent. 

 
SPORTSMANSHIP 

(CIRCLE CHOICE BELOW) 

Rate your opponent on sportsmanship. 
1 being a terrible game and 5 being the best game ever. 

 

1        2        3        4        5 
 

 
 

Please turn in this sheet to the judge’s booth after your game TOGETHER with your opponent. 
 



 
 
 
 
 
 
 
 
 
 
 
 
 
                                                                                                    
 

WARHAMMER 40K YOUNGBLOODS TOURNAMENT 

RESULTS FOR MISSION 1: ALL BLACKENED SKY 
  

YOUR NAME TABLE NO FINISH?* 
 
 

  Yes 

 No 
* Finished games are those that are ended by a Variable Game Length die roll (pg. 122) or where all 7 game turns were fully played out. 

 

VICTORY POINTS 
YOUR 

VICTORY POINTS 
 YOUR OPPONENT’S 

VICTORY POINTS 
 VICTORY POINT 

DIFFERENTIAL 

     
In the case of a Wipeout, the surviving player receives an additional 10 Victory Points to their total and the game is scored normally. 

 

BATTLE POINTS 
 STARTING 

BATTLE POINTS 
 VICTORY POINT 

DIFFERENTIAL 
 TOTAL 

BATTLE POINTS 

YOUR TOTAL 15 +/-  =  
     Max: 30 / Min: 0 

OPPONENT’S TOTAL 15 +/-  =  
 

Have your opponent double check your results above.  
Have them sign below and acknowledge that the results circled above are accurate and correct. 

 
Opponent’s Signature: _______________________________________________________  

 
 

*** STOP *** 
 

Now, in private, rate your Opponent’s Sportsmanship by circling the appropriate choice below. 
Do NOT share these results with your opponent. 

 
SPORTSMANSHIP 

(CIRCLE CHOICE BELOW) 

Rate your opponent on sportsmanship. 
1 being a terrible game and 5 being the best game ever. 

 

1        2        3        4        5 
 

 
 

Please turn in this sheet to the judge’s booth after your game TOGETHER with your opponent. 
 


	2015 Packet Cover
	40KYBOrders
	40KYB1
	40KYB2
	40KYB3
	40KYBFavArmy
	40KYBResults3
	40KYBResults2
	40KYBResults1

