
WGC AGE OF SIGMAR GT 
AUGUST 19-20, 2018 - 2000 PTS MATCHED PLAY TOURNAMENT 

 

HOUSE RULES 

- Measurement will be base-to-base. 
- The General’s Handbook Rules of One are in effect 

- Abilities of the same name do not stack. 
- A roll of 6 will always hit. 

- The Scenery Table will not be used for this tournament (unless both players agree to its use). 

- Balewind Vortex is banned from the WGC Age of Sigmar GT.  

- Terrain will be set up before the tournament starts and should not be moved for any reason (except for moving 

the Silver Tower!). 

- If a model is on a piece of terrain that a model below cannot reach, use garrison rules for attacking (see 

Appendix.) 

- The Tomb King Battletome from Tyler Mengel will be allowed for this tournament. You can find that here: 

http://www.tga.community/forums/topic/8365-the-unofficial-tomb-kings-battletome-release/ 

- Rules are subject to change based on rulings from Games Workshop up to August 1st, 2018. 
 

ETIQUETTE 

- First and foremost, we are here to have a good time. Keep that at the forefront of everything you do today! :) 

- Be polite, explain your warscrolls, your actions, your dice rolls, etc.  

- When you roll dice, pick up your misses and leave your hits so that your opponent can confirm your rolls. 

- Play with the time limits in mind! These means: 

A) Know your warscrolls. Do your best to commit some of your rules to memory so you don’t have to look 

up every rule every time. Having this knowledge will speed up our games tremendously. Alternately 

printing out warscrolls for easy access for you and your opponent is fantastic. 

B) If you have a load of abilities that take time to roll or have a ton of little guys to move around or have a 

lot of attacks to roll: have respect for your opponent’s time and make these actions as quick as possible. I 
don’t want chess clocks to become a thing, and I hope we show in this tournament that we don’t need 

them. 

- Play your games out until the end! The reason for this is the addition of Secret Missions! If time expires and you 

see that you have no way to earn victory, then that is the appropriate time to concede to your opponent.  

 

SCHEDULE 

Registration: 10:00 - 10:45 - The earlier you can make it, the easier it is on me :) 

THREE PLACES OF POWER 11:00 - 1:15 

Lunch / Paint Judging 1:15 - 1:45 

THE SILVER TOWER 1:45 - 4:00 

GIFTS FROM THE HEAVENS 4:15 - 6:30 

Sportmanship Nominations 6:30 - 6:40 

Final Tallies / Awards 6:45 - 7:00 

 

 

 

 



 

SECRET MISSIONS 

At the beginning of each game, you will secretly choose one of five secret missions and write the the name of a 

unit as appropriate on the secret mission card you choose. If you complete the mission, reveal it at the end of the 

game and score 7 points toward your final score! No mission may be chosen more than once. 

 

The Secret Mission cards will be handed out during registration. For reference, here are the five Secret Missions 

you can score during the tournament: 

 

ASSASSINATION: Write down the name of an opponent’s hero or monster to be assassinated. If you kill the target 

during the course of the game, you have completed your secret mission! 

 

THE CURSE: Write down the name of one of your units to gain a terrible curse. The object of this secret mission is 

to pass the curse to the opponent. To achieve this, you must make sure your opponent kills the cursed unit from 

your side - this passes the curse to that unit! Now you must end the game without killing the newly cursed unit to 

score the points. If the opponent’s newly-cursed unit dies or is removed from the board in a way other that a unit 

of yours killing it, you also achieve the objective. 

 

BREAKTHROUGH: Write down the name of a unit you control. This unit must be set up as normal (on the board 

and in play. No set up in the heavens, grave, etc.) during the Set-Up Phase and may not use any abilities that allow 

the unit to leave the table in order to move. During your movement phase, this unit must move off your 

opponent’s side of the board. If you do this, you have achieved success in your secret mission! 

 

PACIFISM: Write down the name of a unit you control. This unit must be set up as normal (on the board and in 

play. No set up in the heavens, grave, etc.) during the Set-Up Phase and may not use any abilities that allow the 

unit to leave the table in order to move or leave the table. If this unit manages to not engage in combat during 

every Combat Phase (attacked or be attacked), you have achieved your secret mission! 

 

SWATH OF DESTRUCTION: Destroy any three enemy Battleline units during your game and you score this secret 

mission!  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

 

 

 

SCORING 

BATTLE POINTS: 

------------------------------------------------------------ 

MAJOR VICTORY 20 

MINOR VICTORY 15 

DRAW 10 

MINOR LOSS  5 

SECRET MISSIONS  7 

 

SECONDARY SCORING: 

------------------------------------------------------------- 

Painting will be judged at the lunch break! Please set up your army for display on the table you finished your first 

game. Painting nominations will be given to the armies that are the most completely painted and based. A 

committee will vote from these nominations who the top 3 are in painting. 

 

PAINTING NOMINATION (without placing in the top 3) 20 

PAINTING AWARD (top 3) 30 

 

 

At the end of the tournament every player will vote on their favorite opponent of the tournament. Whether you 

won or lost shouldn’t factor in - who gave you the best game and the most fun? Each nominee will receive points 

for nomination, and the winner will be the player with the most votes (ties decided by most Battle Points). 

 

SPORTSMANSHIP NOMINATION (without placing in the top 3) 20 

SPORTSMANSHIP AWARD (top 3) 30 

 

In order to make the tournament run as smoothly and timely as possible, there will be a bonus score of 20 pts. to 

every player that submits their tournament list by August 1st to jonknapik@gmail.com. Lists may be turned in or 

changed up to the day of the event, but those 20 pts. will be lost. This is an easy 20! 

 

 

 

 

mailto:jonknapik@gmail.com


 

 

THE SILVER TOWER 
(by Heelanhammer for the South Coast GT) 

 
The location of the fabled silver tower has been 

discovered, both general’s seek to take the field and 

discover the secrets held within but the tower goes 

not give up its mysteries easily! 

 

SET-UP 

Both players roll a dice, rerolling in case of a tie, and 

the player that rolls higher decides which territory 

each side will use.  

 

The players then alternate setting up units one at a 

time, starting with the player that won the dice roll 

to determine territories. Models must be set up in 

their own territory, more than 12” from enemy 

territory.  

 

Continue to set up units until both players have set 

up their armies. If one player finished first, the 

opposing player can set up the rest of the units in 

their army, one after another. The player that 

finishes setting up their army first can choose who 

has the first turn in the first battle round. 

 

TRIUMPHS 

If one player had more points left over than their 

opponent, then they can roll on the Pitched Battle 

triumph table (see GH page 109) after both armies 

have been set up. 

 

VICTORY 

Do not use any of the victory conditions on the 

Warhammer Age of Sigmar rules sheet. Instead this 

battle is fought to control The Silver Tower. During 

setup place 3 objective markers on the centerline of 

the battlefield, with one directly in the middle of the 

board and the others 24” on either side of it. 

Finally place a building or appropriate piece of 

scenery to represent the silver tower on the central 

objective. Sylvaneth Wildwoods must be set up at 

least 6” away from objective markers. 

 

 

A single non behemoth unit may enter the tower in 

the same way as the Garrison Rules (see Appendix). 

A player controls the silver tower if at the end of any 

turn if they have a unit Garrisoned in the tower or 

failing that they have more models from their army 

within 6” of the silver tower than there are enemy 

models within 6” of it.  

 

Each player scores 1 victory point if they control the 

silver tower at the end of each of their turns. They 

receive a bonus number of points if they have a unit 

garrisoned in the tower equal to the current battle 

round. The player with the most victory points at the 

end of the fifth battle round wins a Major Victory. If 

both players are tied then the player who scores the 

most kill points scores a Minor Victory. Any other 

result is a draw.  

 

FATE IS FICKLE 

Roll a D6 at the start of battle round 2 and each 

round thereafter, before determining initiative, to 

determine the towers location. If the tower moves 

to a new location, push any units away to allow the 

tower to be placed. These units take D3 mortal 

wounds as the tower appears showering them with 

debris. Any unit garrisoned in the tower moves with 

it. Roll a dice for the unit on the roll of a 4+ the unit 

is lost forever (remove it from play). 

 

 



 

 

 

 

 

 

APPENDIX 
 

GARRISON RULES  

A model that cannot reach an enemy model on a piece of terrain due to its height may use garrison rules for 

attacking and being attacked. For example, if a Judicator is posted on top of a tower and a Bloodreaver below 

cannot reach it, the Bloodreaver needs to be within its weapons reach to attack the Judicator. 

 

(Silver Tower) A non-Monster / non-Behemoth unit can garrison The Silver Tower if all of the models in the unit are 

within 6” of the Tower at the start of the movement phase. Remove the garrison unit and set it to one side. A unit 

may not move into the Tower if it’s occupied. A unit may leave the Tower at the beginning of its movement phase, 

setting up the entire unit within 6” of the Tower and at least 3” away from enemy units. 

 

A unit garrisoning the Tower can attack and be attacked as normal, except that the range and visibility for the 

models in the building is measured from the Tower. A unit is considered in cover if it occupies the Tower. 

 

FAQs 

Three Places of Power:  

When do I control an objective? At the end of any move where a Hero from your army ends within 3” of the 

objective and it is not already controlled. A move can be anything that moves your Hero such as moving in the 

movement phase, charging, or piling in (setting up a model from off the board is not considered a move.) You can 

also take the objective by a Hero from your army within 3” of the objective slaying an enemy Hero that currently 

controls the objective. 

 

The Silver Tower: 

Wait, how does scoring work? You get 1 point for controlling the SIlver Tower at the end of the turn. You do this by 

either garrisoning the Tower or - if the tower is not garrisoned - having the most models within 6” of the Tower. If 

you control the Tower by garrisoning it you ALSO get bonus point equal to the round number. 

 

Do I really lose a whole unit when rolling a 4+ when the Tower moves? Yes! It seems intense, but remember: 

controlling the tower is the only way you score points in this scenario, and garrisoning it racks up big points. The 

sacrifice is worth it! 

 

Where does the Silver Tower move? Roll a D6 and move the tower to the corresponding objective marker that will 

be on the table. 

 

TIme Management: 

What if my opponent is playing extremely slowly? I’m afraid we won’t have enough time to play our game. 

Everyone that we play with is generally cool, and I’m sure it’s not being done maliciously. Just have a talk with 

them, and explain your concern. It’s easy to get locked into analysis paralysis and forget about the time limit, 

especially early on in a game. If you’re having a real problem, have a chat with the T.O. 


