
Welcome to the Slugga!
Tournament Pack

SPORTSMANSHIP:
Sportsmanship is the number one priority. This 
includes time management during the game.  Be 
the kind of opponent you would want to play 
against.  Almost all sportsmanship issues come 
down to communication.  If you think you’re having 
an issue, please call a judge immediately.

Rules debates are fine.  Rules debates used as a 
distraction for other sportsmanship issues awaken 
the TPM Beast. 

WHAT YOU MUST BRING:
You must bring all rules information relevant to 
your army list.  This includes any codices, 
supplements, data slates and published FAQs.

You must bring dice.

You must bring a tape measure.

You must bring at least seven copies of your army 
list. (One for the judges, one for you and one to 
show your opponents.  Please have points and 
Power Level listed on each copy.)

MODEL POLICY:
All models must be WYSIWYG.

All models must be painted and based to at least a 
three-color standard.

All models must be representative of the 
units/army selections they are supposed to be.  

How To Win:
The top Categories for the weekend are:

Warmaster (Best General)

Fabricator-General (Best Army – Theme and 
Appearance)

The Sigilite (Best Sport)

Time:
Start and end times will be enforced as strictly 
as possible to keep the tournament moving.  

Repeated slow play will result in penalties 
to your tournament score.

If you think you will have difficulty 
completing a battle round within 15 minutes 
of the end of the round please inform a 
judge immediately.

If the game is progressing at a pace where 
you think it will be difficult to complete at 
least four game turns please inform a judge 
immediately.

Judges:
Several non-playing judges will be available 
during the event.

If a judge is asked to give a ruling during a 
game their ruling is final.

If you call a judge, please have the 
appropriate books open to the relevant 
pages to speed up the process.

Missions and Scoring:
In addition to Sudden Death, if a player is tabled or 
finds themselves with no models on the table in a 
situation where it would cause them to lose – The 
game progresses for the remainder of the turns or 
until time is called.  Roll for the random game turns 
as normal. This will allow for a player to continue 
to earn Objective Points.

First Blood is per the main rule book. Only One 
player can Score this

Tertiary Objectives – If an opponent has fewer than 
2000 points in their list – tabling them will give max 
points for this objective.



Mission 5: 
Bathe in Blood

The Battlefield:

PLEASE see Objective Placement in the Victory 

Conditions Section and note the Secondary Objective.

Players roll off.  The winner is the Attacker, the other is 
the Defender. The Defender rolls to determine which 
Deployment Map will be used. Page 216 of the 40k 
rulebook. 

Deployment:
The Attacker chooses their deployment zone and places 
their first unit. Players alternate placing units.

First Turn:

Roll off. The player who finished deploying fist receives 
a +1 this roll.  The winner can choose to go first or 
second. The player going second may choose to seize 
the initiative.

Battle Length:

At the end of Battle Round 5 the player who went 
second rolls a d6.  On a 1-2 the game ends.  At the end 
of Battle Round 6, the other player rolls a d6.  On a 1-3 
the game ends.  On a 4+ the game continues for a final 
Battle Round.  The game ends at the end of Battle 
Round 7.

Sudden Death:

If a player concedes, maximum points for the round (33) are 

awarded to the other player. 

Victory Conditions:

Primary Objective: Progressive Objectives

BEFORE deployment zones are chosen place 3 
objective markers on the table.  Players roll off to 
determine who places the first objective.

AFTER Deployment zones are chosen, place an 
objective marker in your Opponent’s Deployment Zone.  
This is YOUR Wrack Objective.  Both players do this.  
This objective must be at least 12 inches from any other 
Objective marker.

Beginning Turn 2, Players Earn 1 Objective Point for 
each objective they control at the START of the Battle 
Round. YOUR Wrack Objective is worth 2 Objective 
Points per round.  At the end of the game, compare 
Objective Point totals on the chart below. The margin 
determines the level of victory… or defeat.  Only YOU 
can score points from YOUR Wrack objective.  Your 
Opponent can not.

0-3 – Draw, 7 Points to both players

4-7 – Victory, 12 Points to the Victor, 6 to the Defeated

8-11 – Punishing, 15 Points to the Victor, 3 to the 
Defeated  

12+ - Obliteration, 18 Points to the Victor, 0 to the 
Defeated

Secondary Objective: King of the Hill
The center of the table is a progressive objective.  A unit 
can not control the center of the table if it claimed a 
Primary Objective Marker in their battle round this turn. 
If multiple units are in scoring range, you can nominate 
which unit is scoring which type of objective.

Beginning Turn 2, Players Earn 2 Victory Points if they 
control the center of the table at the START of their turn 
to a maximum of 8 points for this objective.

Tertiary Objective: Nothing Short of A Massacre

Players earn 1 point for every FULL 500 points worth of 
their opponent’s army they destroy.  

Bonus Points:

1 Point Each for Slay the Warlord, Line Breaker and First 
Blood



Mission 4: 
Make the Most of It

The Battlefield:
Players roll off.  The winner is the Attacker, the other is 
the Defender. The Defender rolls to determine which 
Deployment Map will be used. Page 216 of the 40k 
rulebook.

Deployment:
The Attacker chooses their deployment zone and places 
their first unit. Players alternate placing units.

First Turn:

Roll off. The player who finished deploying first receives 
a +1 this roll.  The winner can choose to go first or 
second.

The player going second may choose to seize the 
initiative.

Battle Length:

At the end of Battle Round 5 the player who went 
second rolls a d6.  On a 1-2 the game ends.  At the end 
of Battle Round 6, the other player rolls a d6.  On a 1-3 
the game ends.  On a 4+ the game continues for a final 
Battle Round.  The game ends at the end of Battle 
Round 7.

Sudden Death:

If a player concedes, maximum points for the round (33) are 

awarded to the other player.

Victory Conditions:

Primary Objective:  Modified Marked for 

Death
Immediately AFTER DEPLOYMENT but before the first 
turn begins, each player selects 3 (Three) units from the 
opponents army to be Marked for Death.

We Who Are About to Die: During the game if one of your 
Marked for Death Unit destroys an opponent’s Marked 
for Death unit (that you marked) you score 1 Point.

At the end of the game, consult the chart below.  
Combine this with ‘We Who Are About To Die’ to a max 
total of 18 points for this objective.

Destroy One Marked for Death Unit: 3 Points

Destroy Two Marked for Death Unit: 7 Points

Destroy Three Marked for Death Units: 15 Points

Secondary Objective:  Press the Advantage
At the end of the game:

Have 1 (One) Unit wholly within your Opponent’s 
Deployment zone: Score 4 Points

Have MORE units wholly within your Opponent’s 
Deployment zone than they have in yours: Score 8 
Points

Tertiary Objective: Nothing Short of A 

Massacre
Players earn 1 point for every FULL 500 points worth of 
their opponent’s army they destroy.  

Bonus Points:
1 Point Each for Slay the Warlord, Line Breaker and First 
Blood



Mission 3: 
Brush Your Shoulder Off

The Battlefield:
Players roll off.  The winner is the Attacker, the other is 
the Defender. The Defender rolls to determine which 
Deployment Map will be used. Page 216 of the 40k 
rulebook. Please note the objective placement in Victory 

Conditions

Deployment:
FIRST: Please note Objective Placement in the Victory 
Conditions. The Attacker chooses their deployment 
zone and places their first unit. Players alternate placing 
units.

First Turn:

Roll off. The player who finished deploying fist receives 
a +1 this roll.  The winner can choose to go first or 
second.

The player going second may choose to seize the 
initiative.

Battle Length:

At the end of Battle Round 5 the player who went 
second rolls a d6.  On a 1-2 the game ends.  At the end 
of Battle Round 6, the other player rolls a d6.  On a 1-3 
the game ends.  On a 4+ the game continues for a final 
Battle Round.  The game ends at the end of Battle 
Round 7.

Sudden Death:

If a player concedes, maximum points for the round (33) are 
awarded to the other player.  

Victory Conditions:
Place 5 Objectives on the board before deployment 
zones have been chosen.  Players roll off to determine 
who places the first objective. Objectives must be 6 
inches from any table edge at least 12 inches from 
another Objective.

Primary Objective: Progressive Objectives
Beginning Turn 2, Players Earn 1 Objective Point for 
each objective they control at the START of the Battle 
Round.  At the end of the game compare Objective 
Point totals on the chart below. The margin determines 
the level of victory… or defeat.

0-3 – Draw, 7 Points to both players

4-7 – Victory, 12 Points to the Victor, 6 to the Defeated

8-11 – Punishing, 15 Points to the Victor, 3 to the 
Defeated  

12+ - Obliteration, 18 Points to the Victor, 0 to the 
Defeated

Secondary Objective – I’m Still In This!

Each time you destroy your opponent’s most expensive 
(Point Cost) unit ON THE TABLE AT THE TIME you score 
2 Points to a maximum of 8 Points during the game.   If 
multiple units are tied for highest point cost then 
destroying any of them will earn points.

Tertiary Objective: Nothing Short of A 

Massacre
Players earn 1 point for every FULL 500 points worth of 
their opponent’s army they destroy.  

Bonus Points:
1 Point Each for Slay the Warlord, Line Breaker and First 
Blood



Mission 2: 
The Pulse

The Battlefield:
Players roll off.  The winner is the Attacker, the other is 
the Defender. The Defender rolls to determine which 
Deployment Map will be used. Page 216 of the 40k 

rulebook. Please note the objective placement in 

Victory Conditions

Deployment:
The Attacker chooses their deployment zone and places 
their first unit. Players alternate placing units.

First Turn:

Roll off. The player who finished deploying fist receives 
a +1 this roll.  The winner can choose to go first or 
second.

The player going second may choose to seize the 
initiative.

Battle Length:

At the end of Battle Round 5 the player who went 
second rolls a d6.  On a 1-2 the game ends.  At the end 
of Battle Round 6, the other player rolls a d6.  On a 1-3 
the game ends.  On a 4+ the game continues for a final 
Battle Round.  The game ends at the end of Battle 
Round 7.

Sudden Death:

If a player concedes, maximum points for the round (33) are 

awarded to the other player. 

Victory Conditions:

After deployment type has been chosen place two Relic 

objectives along the center line of ‘no man’s land.’  Place these 

objectives 12 inches in from the long or short table edge 

(depending on what makes the most sense for the deployment 

type.  If Search and Destroy is rolled then place the Relic 

objectives 15 inches from the center point in the ‘no man’s 

land’ quarters.

Primary Objective:  The RELICs
The Relics are progressive objectives.  A player can 
claim the Relic if an INFANTRY model ends its move in 
the Movement Phase (specifically) in contact with a 
Relic Objective Marker. A claimed Relic can be moved. 
The Relic can not be moved more than 6 inches per 
phase.  If a model would move more than 6 inches for 
any reason, in a phase, then the Relic is dropped 
BEFORE the model is moved.  Keep in mind the Relic is 
still an objective and can be contested/controlled as 
normal.  Claiming only allows for the Relic to be moved.

Beginning Turn 2, Players Earn 3 Objective Point for 
each Relic objective they control at the START of the 
Battle Round. Players earn 1 Objective Point for a 
contested Relic. At the end of the game, compare 
Objective Point totals on the chart below. The margin 
determines the level of victory… or defeat.

0-3 – Draw, 7 Points to both players

4-7 – Victory, 12 Points to the Victor, 6 to the Defeated

8-11 – Punishing, 15 Points to the Victor, 3 to the 
Defeated  

12+ - Obliteration, 18 Points to the Victor, 0 to the 
Defeated

Secondary Objective:  The Pulse
Be near the relics.  At the end of the game, measure 15 
inches from each Relic.   A player scores 4 points if they 
have the most UNITS within 15 inches of each Relic for a 
total of 8 points. A player scores 2 points for each Relic 
if the number of units is a tie.   Please note – this is 
within and not ‘fully’ within. 

Tertiary Objective: Nothing Short of A Massacre

Players earn 1 point for every FULL 500 points worth of 
their opponent’s army they destroy.  

Bonus Points:
1 Point Each for Slay the Warlord, Line Breaker and First 
Blood



Mission 1: 
Wrestle with the Gods

The Battlefield:
Players roll off.  The winner is the Attacker, the other is 
the Defender. The Defender rolls to determine which 
Deployment Map will be used. Page 216 of the 40k 

rulebook. Please note the objective placement in 

Victory Conditions

Deployment:
The Attacker chooses their deployment zone (and both 
players place their Emperor’s Will) and places their first 
unit. Players alternate placing units.

First Turn:

Roll off. The player who finished deploying fist receives 
a +1 this roll.  The winner can choose to go first or 
second.

The player going second may choose to seize the 
initiative.

Battle Length:

At the end of Battle Round 5 the player who went 
second rolls a d6.  On a 1-2 the game ends.  At the end 
of Battle Round 6, the other player rolls a d6.  On a 1-3 
the game ends.  On a 4+ the game continues for a final 
Battle Round.  The game ends at the end of Battle 
Round 7.

Sudden Death:

If a player concedes, maximum points for the round (33) are 

awarded to the other player.  

Victory Conditions:

Primary Objective:  Modified Emperor’s Will
After deployment zones are chosen each player places 
an Emperor’s Will Objective within their deployment 
zone.  The Objective must be at least 3 inches in from 
either table edge.

I’ve got you right where I want you - Any time you 
destroy a unit, during your turn, you may move your 
Opponent’s Emperor’s Will Objective two (2) inches in 
ANY direction. This can be moved over/through models 
and terrain.

Control is checked at the end of the game.

Each Objective Marker controlled is worth 9 points. 
Each Contested Objective is worth 4 points.

Secondary Objectives:  Table Quarters
Control is checked at the end of the game.  To control 
the table quarter you must have more of your units in 
the quarter than your Opponent.  Troop units with 
Objective Secured or another similar rule count as two 
units for determining control.

8 Points if you control more table quarters than your 
opponent.

4 Points if the result is a tie.

Tertiary Objective: Nothing Short of A 

Massacre
Players earn 1 point for every FULL 500 points worth of 
their opponent’s army they destroy.  

Bonus Points:
1 Point Each for Slay the Warlord, Line Breaker and First 
Blood


