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L that the Daemon ff!ﬁﬂffﬁf.f:infq the material renlmg :

 This m?n?sfnﬁmr is entirelylifferent from the 8
WE  state of idssession, in whichs himan hast is "i'ﬁ'g‘
fﬂr ﬂlﬁ Daemen fo i‘['['l![’}f, 'Thi-r [:;r;i&f H'ﬂf I{f{'m &, ;

show sign of possession immediately, theh the 3
1 ﬁ”f.’{'.,ﬂm may be subtle - bony rfi{ffrlfti’ﬁllfr 5
W the eyebrows, eyes that looks feverish veins that /3
‘  stamd ont underneath very pale skin. B
N l A iy "%_ ,'.;

Dl 7l :rfr}%fy deteriorate inte inmistakeable '-
- 1 T accuption. Litmbs turn inte |

7 anw‘mw}g_ﬁwu the skull, the spine

= theS hows, beils and warts erupting on
yellowish skin |

- The manifested Daemen and the possessing ome
- - i
have similar charncteristics, rrfh'midl possession -
will allew n Drginent to &'fr{tf in the. materiq] realmy
for a far ’ﬂ{gﬂ‘ fime, J:r[urmfug on the strength ' .

vf the lmﬂ'y it inhabits,

.
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Welcome to the 5 i

. ; th anniversa iti

_{peld in the coastal city Ostend, edition of Warpstorm
nce again we will be ;

on your toes!

, the Warhammer 40K tournament

presentin i
g you with three challenging missions that will k
eep yo

This rulebook contai
e tains all the i g
divided i € information i
" nif/'vmto 2 parts for ease of reference: )t/;])u o g
» and the mission pack at the baci< G

4

d to participate i i
: . in this event. It j
information which you are realtfi-lS

Date:
. e s::t;(r)day November 26th, 2011 -
Registration end: 09:30
Mission 1: 09:45-12:15
Painting inspection: 12:15-12:30

Display your arm i
y for painting inspecti
s ct :
you played mission 1, directed to Sourlcc)JCvgnt;Eﬁe lte)gatlon
ge.

Llfnc.jh: 12:15-12:45
,’ Mission 2: 12:45-15:15
| Mission 3: 15:30-18:00

Results: 18:10 |

00rs closed:; 19:00

If you would like
; to take part i
tions regarding i pPart in the Warpstorm 2
] g it, feel fi 011 tourna
- Www.spellebeen.bel ree to send an e ment

3 or have any ques-
to warpstorm40k@gmail.com o); 3isit us at

. Registration closes on November 13th!

tendse Spellenclub

Spelleb
roombanklaan 16, 8400 Ooste;r?de
count number: 363-0805940-07

ith comment:
: Warpstorm 2011, registration [Name participant]

tis of course also

possible to
e Pay the entry fee at the Administratum table the d
€ day of

"‘\-’ "

--—--‘-------------_---_—---—--_--

!

ach player
pate in the tournament. The clu

aming materials.
e sure to check the list below before leaving for the tourna-

ent to see if you are not missing anything;

should bring the equipment necessary to partici-
b will not be providing any

e 1750 points army (preferably painted)
e 4 oot counters (on 25mm base)

e 1 extra army list

e A copy of this rulebook
e A copy of the Warhammer 40K Rulebook (5th edition)

« The most recent codex AND FAQ's for your army
e Reference sheets
Dice, Ruler and Templates

e Pen and paper
e Superglue (D’oh! It happens...)
e Pocket change to spend at the bar

will be called in .

Our resident bio-organism Sjapifex
t with a Duvel might work, but

should you forget anything. Bribing i
then again why tempt fate!

- ADMIDISTRATUM RALLY POINT -

-------------------'----‘---_----_--—--_--‘-

ntering army lists. An approved copy of this list wil

desk on the day of the tournament.

ovember 13th is the deadline for e
and these army lists are the

be handed to you at the registration
All army lists will be checked for errors and consistency,

only ones that may be used during the tournament.
During the lunch break there will be sandwiches available at the bar.

- ADMIDISTRATUM OirRecTiveEsS -

-----------_-----_--‘----------_------‘---

e Spend up to 1750 points on your army,
Use only one standard Force Organization Chart,

« Adhere to all limitations specified in your army'’s Codex,

e Use one of the allowed armies (see Prohibited Scriptures section),

e Do not make use of Allies,

cial character (be it a named character, unique choice,

e Use a maximum of one spe
hen in doubt, please contact us for information.

amed model unit upgrade,...). W

« Only use official FAQ's that are currently available on the Games Workshop website,

“Counts As” conversions can be used, if it is clearly explained and used the same in

missions.
"-I’ r
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- ‘set scenario as described further in this document ol

£ e ]
" Each battle you play a different;
; ] > prepared! Read the mission descriptions carefully so you are fully aware of all spe

- PRODIBI ‘ b |
CC€O SCRiPCURES - V!
| A al rules that apply, so you can plan ahead.

> et .

L ast Call” will tell you that battles should be

'
[ j 5 minutes before the end of the battle, a
has enough time to play an equal §

s apply, along with th - )
4 € codices and FAQs f i '
or i3
B e entering the final stages. This ensures that everyone
i umber of turns as their opponent.

Only the 5th edition
1K . Warham
~ the armies specified below. )

ate arrivals will play each other after registration, or will be assigned to a reserve

player.

l - CODSCRIPT ORAFTING -
1

.. Space Marines - Codex Space Marines 2008
_- Dark Angels - Codex Dark Angels 2007

. Before the battle

® Blood Angels - Cod
ex Blood Angels 2010
ach battle is preceded by a 15 minute warm-up period, in which you can:

e B
[ lack Templars - Codex Black Templars
blish counts-as rules and other impor-

. * Space Wolves - Cod
ex Space Wo
[ .G . Ives 2009 : « Discuss the models in each others’ armies, esta
|. rey Knights - Codex Grey Knights 2011 s tant parts of the armies,
L o Wit KT " e Discuss the gaming table regarding scenery, possible problems you foresee etc,
itchhunters - Codex Witchhunters (PDF download: - - L .« Discuss the mission together.
3,y j During the battle

http://www
-games-worksh
ductCatalog/m10 op.com/MEDIA_Cust
50291a_Codex__ Wi _CustomPro- '
! — __Witch_Hunters)
: " _ You and your opponent play the battle. Viewers and supporters may not interfere with
any tactical comments etc. Judges will interfere when they are asked a question by you

I .
_* !mperial Guard - Codex Imperial Guard 2009 '
7 " or your opponent or if they see a problem, but should not give tactical advice.

i
- * Chaos Daemons - Codex Chaos Daemons . =
r : ould a problem arise, the following steps should be taken to resolve the issue:

- * Chaos Space Marines
- Codex Chaos S . :
pace Marines _
S e review the rule in the main rulebook or the relevant Codex/FAQ,

2007

* Eldar - Codex Elda

i r 2006

' e agree upon a solution that both players support,
e roll a D6 if you want to quickly resolve the issue,

* Dark Eldar - Codex
Dark Eldar 2010
~ e call a judge in case none of the above solves the

N
~ * Orks - Codex Orks 2008
canget PRIORIEMA g - S issue.

3 ﬂ:ﬁ‘n\m {{1]"{‘\_‘ AT
he judge'’s decision is final. The battle continues
-nd the result of the decision remains, even if you

* Tyranids - Codex Tyrani 4
: yranids 2009 '
' , discuss the situation with the judges after the battle
over a drink at the bar, or if another judge would

\écrons - Codex Necrons
| take a different approach.

| * Tau - Codex Tau Empire

- ADEPTUS MUDnicorRuMm -
After the battle

ers determine the result of the battle

| together. Afterwards, you fill in a battle report,
‘signed by both players, and bring it to the Adep-
" tus table, where the results will be calculated

‘into the total tournament result.

Both play

hese battle reports must be handed to the
deptus table immediately following the battle.
s x

-

1€re possible we will try
and will assign a different table each time




“L full marks.

————
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‘The organization
i ' cannot be held i
eported during this timeframe responsible for errors in the calculation that w
i ere not

- FOR The €emPCROR! -

any difference in obije
- . C-
g fference is. '
. Draw: 4 points
| 0ss: 0 points
H
’.In addition, the three m

BBy states how theee pISSIOl’l parts each provid

oints can be scored, € additional points. The mission specifi- |

Primary (6)
ach Primary mission

art h

~ Or another. The primarF;/ det

hg battle, and additionally

point per objective claimed.

as quectives that can be achi
ermines who wins or loses
gives one

eved, in one way

‘Secondary (4)

_Four bonus points can
| :)nngdeach r_nis:sion basedbgne?l:gesdeg-ur-
mair?{y L;’mssmn part. These parts are
opponyenta'zed on the destruction of the
- army, or parts of jt.

_ Tertiary (2)
i "/I'vv'\fcoh i;}((t_:‘r?reBr(t)igus Points can be achieved
. _ ry mission part. Thi
give particularly cunning commanIZecrzn

" planning. may require some extra

_ chought OF EhE TS st perish

Rounds Played
yed (4 pts) _ ALl enenites oF ©hE emMrPeERT

his is simply the
number of rou
(I)auyed past roqnd 2. If you play r;drsound
A get one point, and 6 rounds (a full ;
a tle) gives you full marks
Battles that are finish .

¥ 4 L¥

1ase out: the battle stops imm

royed before the battle resuedlate/y . All models wi

It is determined, th the Necron special rule are

H -

N
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A grand total of 100 points can be earned during the tournament, spread over different
categories. The player that scores highest on all categories wins Warpstorm 2011.
A Best Painted award goes to the player that scores highest on painting.

he categories for earning points are the
ollowing:

Army List (0 - 5 pts)

Was your list entered on time and without
errors?

Is your list clear and does it distinguish
our different units, their equipment and
e force slot they occupy, and is there a :
orrect point cost per unit?

Command Points (0 - 75 pts)

These are the points that you earn

 tle possible.

- S LTRA
AGGescen nfs'rm{;f_}*s:r ACTACK

playing your battles: 25 points per bat-
* ORONA Do ﬂ_"tlvfl: -y
g =

d."‘., F

&
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my Painting (0 - 10 pts overall, 0 - 20 points
| painting competition) . —

during the tournament and the lunch break our painting judges will inspect each army.==
Place your models facing your own table edge during lunch on the table where you

played your first battle.
Points are only awarded for models that are part of the army list, S0 diorama’s are al-

" Jowed but will not be accounted for in your final score.
The 10 points for painting, basing and marking will be calculated into the overall score.

The full 20 points for painting will be calculated to determine the painting prize winner.
- Note that an army cannot win the best painted prize more than once, unless consider-
able changes have been made to the painted models. In any event, no player will win

the painting competition twice in a row.

y Important: you may place a note with your displayed army that holds 3 topics you spe- .
. ifically want the judges to pay attention to in your army, for example: 1. tank weath-
. ering 2. special character highlighting 3. unit X conversions.

e Painted (0-5 pts)

Is each of your models fully painted, making use of at least 3 colors?

e Bases (0-3 pts)
s each of your models based coherently?
e Unit markings (0-2 pts)

s there a distinction between units by way of markings, painting colors, ...:

"l’
h
wt -
- Lk -




o — . .
‘Level of Detail (0-6 pts painting
“competition only)

Did you pay attention to detail? Are
there any conversions to the models?
Did

OU use any special painting tech-
niques?

- ® X-Factor (0-4 pts painting competition
i Slikonly)

S your army unique? Do the models
Catch the judge’s eye as being especially
ell-painted?

Penalties (10 pts)

This category is used to disperse penalty points that judges can

impose upon players in certain situations. We are convinced that this

will not be necessary, hence why €veryone receives full marks on this topic. Still, we
~include this section to ensure a fair-play attitude is maintained during the tournament,

 The following penalties can be imposed:

F

- * 0/4 on your Rounds Played score and 4/4 on Rounds Played for your opponent
~should a judge catch you stalling the game after a fair warning has been given.

-10 pts for unsporting behavior such as cheating, excessive discussing with -
! a judge after a ruling is made, disregard a judges’ decision, excessive cursing etc.

~ ® -5 pts should You consistently stall for time to avoid losses.

. -20 pts if you intentionally damage terrain or equipment from another player. This can
warrant up to two yellow cards immediately.

Yellow cards can also be imposed outside of battles (for fighting, bullying, ...).

A player with 2 yellow cards can be removed from the tournament.
i'

mmediately following the last battle, the final results will be processed into our cogita-
~LOr and the results will be made public,

he winner of the tournament will receive a place in our Hall of Fame (or at least the
back side of the coming rulebook), and may expect an extreme make-over there!

After all miniatures are stowed away, prizes have been distributed and the glasses have™

been emptied, the end of the tournament is foreseen at about 19.00 hours.

. Make sure you didn’t lose anything, since the club cannot be held responsible for any
ol ! loss of materials before, during or after the tournament.
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a great
| All that remains is to wish you the best of luck and a g

ill Warpstorm!

- fmPERIAL CLEARADCE -

ren van materiaal, het helpen met de

ve
1 ; l Met dank aan volgende sponsors voor :;_ezzfl
d ! organisatie en de sponsoring van de prij :

-]
AER
F 4 k

Oostendse Spellenclub

Zaal Nieuwland
Nieuwlandstraat 76
8200 Oostende

oS

Dagbladhandel Papyr

Singt-PieterskerkIaan 50
8000 Brugge

dmages.be
es - www.woodlan
Th::::ad;::c;;a\g’er Eecke voor scenery support
me

i i ier/
ight - http://members.multlmanla.n|/dcas
" Knlgmet dank voor scenery support

- Che EMPEROR Wil <
IPERC shieln :
- Che Rest is i L Iﬁ:ﬁ& sout -




Mission 1 - Demolition

In battle, communication is the key to success. Off-world communication relays are therefore an es-
sential component in directing orbital barrages, troop redeployments and logistical transfers. Make sure

your messages come through, and prevent your opponent from doing the same.

Pre-game

Place 3 objectives as specified in the mission Primary.

Players roll off. The player that scores highest can choose to go first or second.

The player that goes first chooses a table corner as deployment zone and deploys his forces
up to 12” off any of the table corner’s sides. His opponent does the same on the other side,
and gets to roll a “seize the initiative” roll at the start of the first turn.

Mission time: 6 turns fixed.

Primary
The area has three com-relay counters that download fleet data: one at the centre and one
halfway between the centre and the short table edges. This information is vital to both play-
ers, and must be secured/protected as follows:

Starting from turn 3, the relays contain the data necessary. At the beginning of your turn you
can extract an uncontested relay’s info with a scoring unit within 3”.

If you already extracted the relay’s info in a previous turn, you can destroy that uncontested
relay with a non-vehicle unit within 3”.

Extracting and destroying cannot be performed by units that are embarked, pinned, falling
back or subject to the Swarm rule.

You get objectives for information gathering and destroying a relay, giving a maximum of 6
objectives.

12"
Secondary
Calculate kill points. For every 2 kill points a
player has more than his opponent, he gets 1 "
point (max. 3 points total). 12

Tertiary
Show them the way: a player gains two points 12"
if one of his/her HQ choices ends the game
in the opponent’s deployment zone, and no
enemy HQ choice ends the game in his own .
deployment zone. 12

Mission 2 - Protect and Advance

Fast progress into enemy territory is futile if the ground gained cannot be held. Supply lines falter,
pockets of resistance are left unchecked, and an agile enemy is given every opportunity to outflank

forces that are spread thin. In short, cover your ass before it gets shot!

Pre-game

Players roll off. The player that scores highest can choose to go first or second.

The player that goes first chooses a long table edge and deploys his forces up to 12” onto the
table. His opponent does the same on the other side, and gets to roll a “seize the initiative”
roll at the start of the first turn.

Mission time: 6 turns fixed.

Primary
One objective is achieved for each table quarter on your own long table side that has no
enemy units in it which are not falling back or immobilized. Two objectives are achieved for

each table quarter on your opponent’s side —
that completely contains one of your scoring 12

units in the deployment zone at the end of the
game, which are not falling back. This gives a

total of 6 objectives.

Secondary

Two points are achieved if you completely de-
stroy half your opponent’s scoring units (round
up), and two more if you destroy all your op-
ponent’s scoring units. Dedicated transports
are ignored for this purpose. 12"

Tertiary

Each player designates a unit in the opponent’s army at the start of the battle. This unit can-
not be a dedicated transport. When this unit is destroyed, falling back or suffers from a dam-
age result of immobilised or higher at the end of the game, the player gains two points. Both
players can earn these points.

Mission 3 - Capture the Flag

Since the dawn of time, mankind has raised his flag high, “hoisted the colours” if you will, to dem-
onstrate that this was their land or sea. The principle is simple: you take a flag bearing your colours,
plant it on a stretch of land, and then defend it. The trouble starts when someone else brings a second

flag, and chooses that exact same spot to plant it.

Pre-game

Players roll off. The player that scores highest can choose to go first or second.

The player that goes first chooses a table corner and deploys his forces 12” away from the
centre of the table. His opponent does the same on the other side, and gets to roll a “seize
the initiative” roll at the start of the first turn.

Mission time: 6 turns fixed.

Primary

The centre of the battlefield has a flag marker. Beginning with turn two, every time a player
ends his turn holding this flag uncontested with a scoring unit (3”), he achieves an objective.
The player that holds the flag uncontested at the end of the game gains an additional objec-
tive.

No models may infiltrate within 12” of the flag marker, move within 12" of it with a scout (or
any other deployment) move, and during turn one the 12" area around the flag counts as im-
passable terrain for the purpose of deep-striking.

Secondary

Calculate victory points. For every 250 victory
points more than your opponent, you get one
point (up to 4 points maximum)

Tertiary

If at the end of the game you have a unit in
the opponent’s deployment zone, and there
are no enemy units in your deployment zone,
you gain two points.
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