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Introduction

Welcome to the Phenomenon Warhammer Fantasy tournament! 
This is the player pack, which contains all the important information you require to compete at Phenomenon. Important dates, tournament rules and other tidbits can all be found in this document.

I hope your entire experience with Phenomenon is both enjoyable and successful; I look forward to the tournament immensely and hope we can all strive to make Phenomenon a wonderful event.

The Players

All the players that attend Phenomenon are expected to conduct themselves appropriately throughout the tournament. That includes playing the game in the right spirit, making sure they have everything they need (dice, measuring tape, clear army lists and their armies!) and in general contributing to a friendly environment where everyone can enjoy both their games and the time spent in between rounds with their peers.
The tournament organizers will do their best to ensure that the tournament runs smoothly and everything is provided to enable the players to get as much enjoyment as possible from the event, and likewise the players should do their utmost to hold up their end of the bargain. Most important of all, enjoy yourself!
The Official

The officialfor the event is Russell Harman. I am 100% committed to ensuring that your Phenomenon experience is the best it can possibly be. My job is to make sure everything runs smoothly and that you can concentrate solely on your task at hand, and that is to play the best Warhammer you can for 2 days against likeminded people that share you love of the Warhammer Fantasy hobby.
The Pheno team is looking forward to the event as much as the players and pledge to do our best to run the event as smoothly and professionally as possible.

The Tournament

Tournament Officials: 
Russell Harman
When: 
6th – 7th of June
Where: 
Daramalan Collage, Dickson, Canberra
Start Time:


8:30am
General Format

Army Size:
2250pts

Rounds:
6 (2.5 hours each round)

Schedule:
Day 1


8:30am – 9:00am Player arrival, Rego for late arrivals


9:10am – 9:30am Player Briefing



9:30am – 12:00pm Game 1



12:00pm – 12:30pm Lunch



12:30pm – 3:00pm Game 2



3:00pm – 3:30pm Break


3:30pm – 6:00pm Game 3



Day 2



8:30am – 11:00am Game 4



11:00am – 11:30am Break



11:30am – 2:00pm Game 5



2:00pm – 2:30pm Lunch

2:30am – 5:00pm Game 6

5:00pm – 5:30pm Break/Clean-up

5:30pm – 6:00pm Presentation/wrap-up

· Phenomenon will be run under the 7th Edition Warhammer Fantasy rule set.

· No BOTB lists are allowed.

· All armies must use an Army book that has been published and released in Australia at least 1 month before the commencement of the tournament. Chaos Dwarf generals must use the list from the Ravening Hordes booklet.

· Dogs of War armies may be used as published in the Chronicles 2004, including all Regiments of Renown published in the Chronicles 2004 and in White Dwarf, and released in Australia at least 1 month before the commencement of the tournament.

· Non Dogs of War armies may include Dogs of War or Regiments of Renown as Rare choices as indicated in the appropriate DoW unit description. Note that the Ogre Rhinox cavalry are allowed and will use up the stated 2 rare slots in non DoW, non Ogre Kingdom armies.

· Dogs of War units of Pikemen, Heavy Cavalry and Paymaster's Bodyguard can carry a magic banner up to a value of 50 pts.

· All models used must be painted miniatures of the appropriate type for the troops they represent. Minimum painting standards are three colours on each model in an appropriate scheme. Models should also be appropriately based. Suffice to say that an under-coat is not enough! Models not painted or based WILL be removed as casualties by the tournament organiser and will be unable to take part in the battle. I will be very strict on this although I know it will not be an issue. However I have to state for the record that you must play with a painted army.

· Weapons, armour options and upgrades chosen from the army list must be shown on the majority of the models in a unit. This is important, please take note of this. If you have models with great weapons, the majority must be armed that way, same thing goes with shields and missile weapons. If you have any doubts please ask me.

· Proxies are not allowed. This is another thing I will be strict on. If you are not sure then best to check it with me beforehand to avoid problems later.

· No Special Characters are allowed including the “named” characters and champions published in the 7th edition army books. Special Character models may be used to represent 'normal' characters.

· Deathfang, Asarnil's Dragon, has a 3+ armour save and is worth 330 Victory points. Asarnil himself is worth 130 points

· Even though they have names Deathfang, Cachtorr and Bologs do not count as characters.

· Warhammer Tournament Scenario Games will use the standard Pitched Battle scenario.

Tournament Scoring

Each player will accumulate tournament points over the course of the two days comprising of the elements listed below. A final score out of 185 will be calculated, therefore each point a player earns in Battle, Sports, Composition and Painting will directly contribute a single point to their tournament score.

Battle Points (65%): Six (6) games will be played by each player with a maximum of 20 battle points being gained per game (massacre). 
The following VP table will be used to determine the points received by each player for both the sealed and open games.
	
	Battle Points Earned

	Victory Points
	Winner
	Loser

	0-149
	10
	10

	150-349
	11
	9

	350-549
	12
	8

	550-699
	13
	7

	700-849
	14
	6

	850-999
	15
	5

	1000-1249
	16
	4

	1250-1499
	17
	3

	1500-1749
	18
	2

	1750-1999
	19
	1

	2000+
	20
	0


With 6 games, it is possible to amass 120 battle points which will contribute 120 points to a player’s tournament score. 

Sportsmanship (16%): After every game each player will answer the 5 questions below regarding their opponent’s sportsmanship attributes throughout the game. A player's tournament points for sports are calculated by their opponent's responses to these questions.
1. Regardless of the outcome of the battle…did your opponent's behaviour detract from your enjoyment of the game?

2. Were all rules queries resolved amicably and without too much argument?

3. Did your opponent try anything "dodgy" during the game in your opinion? ("Rubber Ruler", Intentions not stated prior to doing something - moving, shooting, charging etc). Anything at all that you would say was “dodgy”?

4. In your opinion, did your opponent play the game in the right spirit? Did they maintain a sensible approach and demeanor when things were not going their way?

5. Would you be happy enough to play your opponent again? Maybe not today but at another tournament perhaps?

So from the 6 games a player could possibly receive 30 sports points (perfect score) which will contribute 30 points to their tournament score.
Each Player will also have 1 Bonus Point to assign one of their opponents during the tournament.

Composition (16%): Tier Bases Opponent Scoring 

The current army tiers for Irresistible Force tournaments are as follows:

Tier 1 (base score 2.5):

Vampire Counts

Tier 2 (base score 3.0):

Daemons of Chaos

Tier 3 (base score 3.5):

Bretonnians, Dark Elves, Wood Elves

Tier 4 (base score 4):

Empire, High Elves, Tomb Kings, Lizardmen, Warriors of Chaos, Skaven

Tier 5 (base score 4.5):

Dwarfs, Dogs of War, Orcs & Goblins, Chaos Dwarfs

Tier 6 (base score 5.0):

Beasts of Chaos, Ogre Kingdoms

The tier system is an inherent composition penalty for armies based on their performances in tournaments and the general public perception. It is important when marking the composition of an army to take into consideration the fact that each army has already been penalized based on the inherent strengths & weaknesses in their list. 

So basically with tier based composition marking you need to leave your prejudices at the door! When you look at each army in turn you are required to mark that army purely on its effectiveness compared to what you deem is possible in its book. No comparing to other armies, not trying to beat down armies that are in your opinion tough. Just rate it compared to what is possible from its army book.

An effective way to do this is to think of the tough items, units and combinations that are available to the army from its book, and then consider which of these tough elements this army list has included. Finally you can consider the composition descriptions below and mark the list accordingly.


When you allocate an army a score modifier from above, it is applied to its base tier score and that is the composition score the army will receive.

The maximum a player can receive from all their votes combined is 30 points. So with the Ogre Kingdoms and Beasts of Chaos lists you can still receive 6 points from a single vote (getting a +1 from someone) however any points accumulated over the maximum of 30 will be discarded. 

Composition Guidelines
The bullet points below are to be used as a guideline as to what we would expect in an average tournament army.  PLEASE BE AWARE that by fulfilling the bullet point guidelines, you will NOT necessarily receive a composition bonus, or be free of a penalty as we understand it is possible to create a tougher than average tournament list that doesn’t break any of the guidelines below.  We would also like to point out that by breaking any guidelines, you are not necessarily going to receive a composition hit, it depends what else is in the army list, but these bullet points will be used as guidelines for both players and panel judges.  Our recommendation to you as a gamer, is to create a balanced army that will be enjoyable for both you and your opponents to play as this will give you the greatest chance of receiving the starting tier score for the army you decide to play.  Unless stated otherwise, we believe 6 to 8 power dice is acceptable in most “standard” tournament armies but would not expect any armies to exceed 10 power dice or else it may result in a resubmit of their army list.  All guidelines below are exactly that – guidelines, and may be broken but these guidelines will be considered when scoring players composition.
Orcs & Goblins
· No more than 6 fanatics, unless a specific NG theme. 

· 3 war machines are to be expected, 4 in a goblin army. 

· Multiples of the same rare and specials acceptable in O&G. 

· Banners should exist where possible. 

· Concessions may include any of the following – No Wyvern, vanilla Goblins, vanilla Boar Boyz, little to no War Machines or magic, no shagga’s. 

Lizardmen
· Any combo on Slann is fine but if you take focused rumination then you wouldn’t expect any other spell casters or bound items. 

· More than 3 skink skirmisher units should be avoided. 

· No more than 2 units of Terradons. 

· Two Stegadons (including character mounts) are acceptable depending on what else is in the list (i.e. level of power dice, number of skirmishers etc). 

· Banners should exist in appropriate units where possible (no points denial). 

· No duplication of rares (including character mounts). 

· Concessions may include any of the following – No doubling up of specials, one or less Stegadons, large investment of core troops, no BSB. 

Vampire Counts
· 7-8 power dice (including bounds) are expected.  +1 to cast for lord level .characters counts as 1 power dice.  +1 to cast for hero level characters counts as 0.5 power dice.  Periapt counts as 1 power dice. 

· Double rare choice should be avoided unless taking Coach / Blood knights. 
· Wraiths / Banshee units greater than 4 may be penalised. 

· Helm of Commandment should only appear on a hero level character, but magic levels should not be maxed out if this item is taken. 

· Drakenhof Banner should only exist if massive concessions have been made to the magic phase (i.e. less than 5 power dice). 

· Zombie Dragon should only exist if massive concessions have been made to the magic phase (i.e. less than 5 power dice). 

· Minimal points spent on true core with the intent to invocation spam them to a larger size will likely result in a composition hit. 

· Black Knight death star with maxed magic and / or Drakenhof will likely receive a severe composition hit. 

· Concessions may include any of the following – Zombie units in place of Skeletons / Ghouls, 6 or less power dice, no + to raise bloodline powers, no typical common magic items. 

Empire
· Whatever character selection is usually fine, although avoid going overboard with magic and keep total power dice (including bounds and prayer) to about 8. E.g. War Altar and 2 Wizards with Rod of Power is OTT and would result in a resubmit. 

· Generally no more than 3 war machines and approx 30 STR4 missile shots. 

· War Altar and Steam Tank is likely to result in a resubmit. 

· Banners should exist in appropriate units where possible (no points denial). 

· Concessions may include any of the following - any lord choice other than Arch lector or general on Griffon, no Altar AND no Steam Tank, Halberdiers or spears instead of swordsmen, max 2 war machines without double cannons, no double rare, multiple block units of core (excluding flagellants). 

Ogres
· Maxed out shooting (lots of Lead belchers, Man-eaters) and / or 3 butchers could score a negative. 

· More than 3 Rhinox Riders in the army may result in a hit. 

· Banners should exist in appropriate units where possible (no points denial). 

· Concessions may include any of the following – no Butchers, non MSU builds, no man-eaters. 


Tomb Kings
· Generally whatever character mix is fine, although three priests can make for an OTT magic phase and should be avoided (especially with jar or other bounds). 

· Generally no more than 2 Scorpions should be taken. 

· No more than 50 bow shots. 

· Dual Bone Giants are fine but two skull catapults will result in a significant hit. 

· Concessions may include any of the following – No Scorpions, no Catapults, Icon Bearer, less than 4 characters. 

Wood Elves
· Any mix of characters is generally ok (a ‘typical’ choice of wood elf characters would be ancient with netlings, caddy, alter and a BSB). Should try to avoid taking more than 6 - 8 power dice (including bound tree singings or sprites). 

· Generally no more than 30 shooting troops (excluding Glade Riders) or 3 units of Dryads (except in a forest spirit themed army). Less shooting than this should be taken if fielding a dragon. 

· Try to avoid taking more than 2 of each special choice (excluding Warhawk Riders or Eternal Guard). 

· Two Treemen or Treeman and Dragon will likely be a resubmit. 

· Banners should exist in appropriate units where possible (no points denial). 

· Concessions may include any of the following – No BSB when taking a Treeman, 10 glade guard or less, lack of Hail of Doom Arrow. 

Dark Elves
· Up to around 55 shots (RBTs count as 6 each, repeater crossbows 2 each) is acceptable. 

· Up to 7-8 power dice (including bounds but excluding bonus dice from default spell) is acceptable. Sacrificial Dagger counts as 2 power dice.  Maxing out on both magic and shooting will result in a composition hit.  
· More than 1 terror causer will likely score a composition hit. 

· Avoid fielding too many of the usual toys (eg reverse ward, ring of Hotek, sacrificial dagger, ASF black guard, 2 RBTs, hydra etc). 

· Banners should exist in appropriate units where possible (no points denial). 

· Cauldron with Hydra and / or Black Guard may provide a composition hit. 

· Concessions may include any of the following – no Hydra, less than 2 bolt throwers, no black guard, no harpies, usual toys (Reverse Ward, Ring of Hotek, Focus Familiar, Sacrificial Dagger, ASF banner) left at home. 

Bretonnians
· Four lances (Errant’s, KoTR, Grails and Questing) are acceptable, with any more likely being a comp hit. 

· At least one unit of Men at arms, or peasant bowmen per unit of Knights. 

· Any more than one Pegasus Knight unit will be a composition hit or a resubmit for most lists. 

· Generally any character set up is fine, although taking too many flying characters could have a negative effect on comp (i.e. Hippogriff and several Pegasus riders etc). 

· Concessions may include any of the following – No fliers, more peasant units than knights, Characters on foot, less than 4 characters, Questing Knights. 

High elves
· Nine power dice limit should not be exceeded (including banner of sorcery counting as 2 and bound rings as 1). Maxing out magic and shooting will likely result in negative composition. 

· Star Dragon lists will get a negative unless list is really restricted in other areas (e.g. minimal magic and / or shooting, lots of infantry etc).  Moon dragons may also result in a hit but less significant than the Star Dragon.  Sun dragons / dragon mages are fine as long as magic limitations are followed. 

· Multiple MSU units of Dragon Princes should generally be avoided, as should taking more than two chariots. 

· No more than 2 Bolt Throwers. 

· Taking both magical bows may result in a composition hit. 

· Concessions may include any of the following – More than 2 core units, fewer rare choices (i.e. less than 2 bolt throwers and / or less than 2 eagles), 4 power dice or less. 

Warriors of Chaos
         No more than 2 units of knights.
 Twin Hell cannons will generally result in a negative composition score.
 A Dragon led list will need to make some notable sacrifices in other areas of the army (e.g. limit magic, take multiple ranked units, limit number of knights and marauder cavalry).
 Level 3 or 4 TZ sorcerer, and puppet will likely result in a hit.
 Multiple level 1 Nurgle magic spam will likely receive a hit (i.e. 3 x level 1 Nurgle Wizards).
Take more than minimum core troops.
 Concessions may include any of the following – Three or more ranked infantry units, no Knights, no multiple rares (excluding spawns), no Sorcerer Lord marked with Tzeentch, no puppet.
Skaven
· A maximum of 2 Ratling Guns and up to 3 weapon teams in total 

· Number of Jezzails should not exceed 8 - 10 unless notable concessions in other areas of the list. 

· Total power dice should not exceed 8 (including storm daemon and those from screaming bell). Generally a Seer and Warlock engineer, or 2 warlock engineers (with or without storm daemon) is acceptable, although maximum magic and shooting may result in a negative composition score. 

· Standards on Clanrat units are expected. 

· 2 Warp lightning Cannons, backed with other Skyre special choices will generally be a resubmit. 

· Concessions may include any of the following – No Storm Daemon, inclusion of giant rats or Rat Ogres, inclusion of a Master Moulder or Chieftain (non BSB), no weapon teams or using Warp fire throwers instead of Ratling Guns. 

Beasts of Chaos 
· Power dice should not exceed 8 (including bonus dice from Tzeentch mark). 

· A maximum of 3 chariots should be taken to avoid negative composition scores. 

· Concessions may include any of the following – 6 or less power dice, 4+ herds. 

Daemons of chaos
· A Greater Daemon will generally result in a negative comp score unless the list is noticeably weak in other areas (e.g. no BSB, little to no magic defence etc).  A Bloodthirster with rerolls to hit will result in a negative composition score. 

· Flamers should not exceed 4 models. 
· Multiple units of Flesh Hounds will also result in a negative comp score unless the list has noticeable weaknesses in other areas. 

· No more than 1 Siren Song should exist in a standard army 

· Three or four ranked units with full commands will generally be regarded favourably. 

· Concessions may include any of the following – Two or fewer characters (not including Greater Daemons), no rares, single chaos mark, no BSB, no magic banners, unit sizes 20+. 

Dwarves
· Avoid taking too much of a gun line. So no more than around 4 war machines or 30 shooting troops. I.e. 2 - 3 units of Thunderers / Crossbowmen, 2 Bolt Throwers, a Grudge Thrower and an Organ Gun is about standard. 

· Keep dispel dice to a respectable amount (5 – 7 with 2 scrolls max). 

· Twin Organ Guns should be avoided. 

· While not a comp hit by itself, the inclusion of an anvil may result in a negative comp score if combined with a lot of shooting and immoveable blocks of infantry 

· Concessions may include any of the following – Lack of runes on characters and war machines, lack of engineers, fewer than average war machines. 

Chaos Dwarves
· Twin Earth shakers should be avoided and may result in a resubmit, as it will make for an unenjoyable game for just about any opponent. 

· Avoid taking too many Hobgoblin Bolt Throwers (2 - 3 is acceptable). Around four total war machines may be acceptable including bolt throwers, death rockets and earth shaker. 

· Avoid fielding ridiculous amounts of MSU hobgoblin units. 

· Concessions may include any of the following – Minimal magic, no Taurus, no Earth shaker. 

Dogs of War
· Up to 25 - 30 missile troops (including Crossbowmen and Man-eaters) with 2 - 3 units of Duellists is acceptable. Any more may result in negative comp, especially if combined with high magic and / or multiple units of MSU knights. 

· No more than 3 war machines. 

· Asarnil backed up with 8+ power dice will likely result in a composition hit. 

Please note that if a list is received that the TO’s consider to be too extreme even for the comp system, we reserve the right to request that the list be adjusted and resubmitted.
Painting (3%): The organiser will look at each army during the games of the open stage and mark the painting on the following criteria:

•
Is the army fully painted (3 colours minimum)? 2 points 

•
Are the bases flocked? 1 point 

•
Does it have movement trays for units that require it? (Contact organiser if unsure what requires movement trays) 1 point 

•
Does the army look like a cohesive force? Consistent colour scheme etc. 1 point

From the listed criteria a total of 5 points is available should a player’s army score the maximum for each one. This approximates to 3% of the overall score. The idea is that each player has a fully painted cohesive looking army. This is not a beauty pageant and not Golden Daemon. If it is painted to the above criteria you will receive top marks. 
Army Lists

Players are required to send their army lists through to phenofantasy@hotmail.com no later than 2 weeks before the commencement of the tournament in a clear and concise format. Army lists are required to be sent in a Word Format or Similar (No Army Builder format list). Failure to send army lists on time will result in a -1 points deduction from the players composition score for each day it is late.
FAQs
The link below has the official Games Workshop Errata for the 7th edition rulebook as well as the 7th edition FAQ and some army FAQ's.

http://uk.games-workshop.com/news/errata/3/
The Direwolf council are an independent council of gamers that incorporate and extend the Games Workshop FAQs. A link to the Direwolf FAQs can be found below.

http://www.geocities.com/mi_whplayers/dwfaq.html
The bases sizes of models in various armies can be found in the link below. Note there is a known issue with this PDF in that the Tomb King Scorpion should be listed on a 50mm base and have unit strength 4.

http://uk.games-workshop.com/warhammer/base-chart/assets/base-chart.pdf
Prizes
Trophies/prizes will be awarded for the following:

· 1st Overall (player with most tournament points)
· 2nd Overall 

· 3rd Overall

· Best Painted Army (chosen by the Tournament Organiser) 
· Best Sport 
Cost
The cost of entry into the event will be $36 for both days.
Payment details can be found on the Phenomenon website Phenomenon 2009 - a games convention, Canberra June 5-8 2009
The Vibe of the Thing

This will be the 1st rendition of the Phenomenon Warhammer Tournament: Fantasy. I hope this tournament continues to build and grow with the efforts of the local players in establishing the tournament scene in the ACT and Australia.
I have enjoyed attending Warhammer tournaments in the past for a variety of reasons:

· Variety of friendly, enthusiastic gamers to meet and do battle with people that you might not normally have the opportunity to play against.

· Loads of different styles and types of armies to look at and play against.

· The opportunity to play with some of the best generals around.

· An excuse to forget about everything else and just play warhammer with your mates for 2 days straight!

I hope Phenomenon can showcase all these attributes to the fullest. 

Thanks To:

Charles at Black Cultist. Head over to www.blackcultist.com.au for 25% off GW orders over $100 and free delivery in Canberra.

Irresistible Force for providing a template for this players pack, cheers guys! Check out www.irresistableforce.com.au for info on the Australian Masters competition.
Important Dates

The Tournament dates: 6th and 7th of June

Army Lists due:  23rd of May

Payments due: Payment may be made on line from mid April 09 up to 10 days prior to the event. After that payment can be made at registration on 5 June and late registration on 6 June. If you know that you are attending after on-line registration has closed, let the organizer know.
See You Soon…

I hope to see you all at the tournament and wish everyone the best of luck and hope you enjoy yourselves.
Thank you

Russell Harman
phenofantasy@hotmail.com
Appendix A – Battle Result Cards
Normally it is good practice to break down the results into three separate cards. 
First of all and most important is the battle results card. This should be filled out and signed by both players. That way there is less chance of an error and if both players sign the card then the mistake really is theirs in the end.

	BATTLE RESULTS CARD

	Winning Player:

	Losing Player:

	Battle Pts:

	Battle Pts:

	Signature:
	Signature:




The second card is where each player will receive one each for each round. Here they will enter the sports scores for their opponent and hand this in separately (and normally without showing their opponent). 

	SPORTS SCORE CARD

	Round:

	

	Opponent’s Name:

	

	Your Name:

	

	Sports Score:

	

	Your Signature:

	


The third is the composition score card. Separating this from the sports card is recommended to help speed up the data entry process as well as decrease the chance of making an error entering too many results in quick succession. The idea is to get the players to mark composition before the game. These can then be collected and data entered whilst the round is being played. The sports and battle scores which are filled out after the game can be entered at that time which will mean less delay between rounds as there is less data entry to be done.

	COMPOSITION SCORE CARD

	Round:

	

	Opponent’s Name:

	

	Your Name:

	

	Comp Score:


	

	Your Signature:

	





Soft (+1): This list has forsaken most of the tougher options available to it from its army book. It is still competitive but the owning general has made some considerable sacrifices when putting the list together. It is definitely weaker that what you would honestly expect from a tournament version of the army.





Standard (no change): This should be awarded to an army that could be considered a standard build for an army of its type. It is a good solid tournament list, that has some tough elements and some weaker elements of the book. It is not over the top in any one category and is what you would expect for a tournament army of this particular type.





Tough (-1): This list is pretty tuned and includes a few of the nastier combinations, units and/or magical items available to it. Whilst it could be made stronger/nastier it is still considered a tough version of an put together from the relevant army book.





Very Tough (-2): This particular version of the army contains almost all the tough combinations, units and items. It has basically left nothing out and would represent one of the strongest versions of this particular army. The owner of this army is bringing to bear the best his army book can bring. 
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