
VALLEYCON 2020 
Details  
The Hutt Miniature Wargames Club will be holding its annual ValleyCon convention over Wellington Anniversary 

weekend, 18-19 January 2020, at the Upper Hutt Cosmopolitan Club.  

Timetable  
Warhammer 40k (40k) at ValleyCon 2020 will involve 5 rounds of matched-play games utilising 1750 point armies.  
 

Registration  
Click the following link here. Please remember to use your name as reference and ValleyCon on the transaction 
description to assist confirmation of your entry.  
To register, please send an email to ryan.pike@xtra.co.nz. There is a maximum of 28 spaces available.  
 

Tournament Organiser Expectations  
All the players that attend ValleyCon 2020 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, and in 
general contributing to a friendly supportive environment where everyone can enjoy both their games and time 
spent in between rounds with their peers.  

 
Saturday  Sunday  

Round 1  09.30am – 12.00pm  Round 4  09.30am – 12.00pm  

Round 2  12.00pm – 3.00pm  Round 5  12.30pm – 3.00pm  

Beauty Pageant  3.30pm – 4.00pm  Awards Ceremony  3.30pm – 4.00pm  

Round 3  4.00pm – 6.30pm  

 
Awards 
Sunday afternoon there will be an awards ceremony with trophies presented in the following categories:  

 1st Overall  

 2nd Overall  

 3rd Overall  

 Aquila (1st Best Presented Army)  

 Vexilla (2nd Best Presented Army)  

 Living Saint (Best Sport)  

 Bloodthirster (Most Victory Points)  

 Executioner (Most Warlords killed)  

 Berserker (Most First Bloods achieved)  
 

What You Need to Bring  
Any gaming material that you require to play, including:  

 This rules pack  

 At least two printed copies of your army list – one for you and one for your opponent to view (at any time)  

 Pen and paper  

 The main 40k Rulebook, your relevant Index or Codex/es and any other official publications (White Dwarf, 
FAQ/Errata and so on) that contain rules for your army  

 A Tactical Objectives deck  

 Tape measure & dice  

 At least one pen… again, for effect  

 Any other gaming paraphernalia required to effect yours and your opponents enjoyment of the hobby, for 
example, themed objective markers  

 A great attitude  

 ... your army  

https://www.cossieclubs.org.nz/index.php
https://huttclub.wordpress.com/events/valleycon-2020/?fbclid=IwAR1imLn5SvnsyBEL-ny20LJ0oAWo0J09LFmPnrnmlpJqcFdeYtzKTl3xQxI


 

Army lists  
These are required be submitted by Friday 10 January 2020 to allow them to be checked properly and then sent out 
to participants prior to the event.  
Lists that aren’t in or aren’t correct by the closing date will suffer a penalty.  
Lists should be sent to ryan.pike@xtra.co.nz 

Restrictions  

Only codices or supplements that are released prior to 31 December 2019 will be allowed in this event. You are 

expected to use the most current datasheets for your models – that is, those found in a Codex rather than an Index if 

a Codex is available for your army.  

This means that you may use Faction-appropriate Index datasheets that might not appear in your Codex (such as 
Chaplain on Bike). This will stay in place regardless of other events ongoing decisions. 
Armies must:  

 Consist of 1750 points or less  

 Be made up of 1-3 Detachments  

 Be Battle-forged (no Unbound armies)  

 

In addition:  

 Any other kind of ability or trait you can choose before the game (including any via stratagems) must be 
decided on before the tournament, and recorded on your army list – they cannot be changed during the 
tournament!  

 Your Warlord Trait is fixed for the entire tournament – this must be highlighted in your army list 

 Your Relics are fixed for the duration of the tournament 

 Summoned units by either powers or Stratagems must be set prior to the tournament and fixed for the 
length for the tournament  

 
Armies MAY include:  
Forgeworld – You must have the Forgeworld model associated with the Data-Sheet, no proxies or “acts as” weapons. 
Must be 100% representative of the model and its weapon load outs. 
Due to this, Forgeworld Vehicles, Monsters, and Titanic models cannot be used in place of Codex models. 
 
Armies may not include:  

 Forgeworld units who’s Power Level exceeds 35 

 No Rules or Army Lists marked as ‘Trial’ or ‘Optional’  

 Fortifications  
 

Tournament specific Errata/FAQ  
GW FAQ: Only Official published GW FAQ as well as any published Errata up to Friday 10 January 2020 will be used at 
ValleyCon 2020 – no ‘draft’ FAQs .  
Chapter Approved 2017: All Match Play Mission rules (Pg 67 of CA:2017) are in effect.  
Army list template  
The Umpire’s preference is that Army lists are supplied via Battlescribe file (.rosz), or Army Builder format. 
Alternatively, Word or Excel, but NO .pdf or HTML files please. Once all lists are in and checked, they will be sent out 
to all competitors prior to the day along with the Round 1 draw.  
When submitting your army list you must highlight:  

 Your Warlord  

 Your Warlord Trait (this is fixed for the entire tournament) and any Psychic Powers  

 The Army Faction (Pg 240)  

 Reinforcement/Summoning points and units (Pg 214)  
 
 
 
 

mailto:ryan.pike@xtra.co.nz


Playing the Tournament  
You will participate in a series of five games over two days, each against a different opponent. Players will be 
matched randomly against an opponent in the first round, utilising whatever arcane methods the TO devises. After 
that, in each round the two players in 1st and 2nd place (based on their points for gameplay) will play each other, 
the players in 3rd and 4th place will play each other, the players in 5th and 6th place will play each other, and so on.  
 
The only exception is that you should never play the same opponent twice; should this happen let the umpire know 
so they can sort things out and offer you fresh opponents of a suitable calibre. Opponents who knowingly play each 
other a second time over the course of the weekend will be penalised accordingly. The main advantage of this 
system is that it seeds players after the first round, and makes sure that the final winner of the tournament will have 
faced some tough opposition along the way.  
 

Playing the Games  
 

Models/Units  
The ‘What You See Is What You Get’ (WYSIWYG) rule is in effect. That means all units must be easily identifiable as 
the particular codex choice they represent and that any and all weapons/options taken for a unit must be clearly 
represented on the model(s). You are encouraged to use converted Citadel miniatures to represent units not yet 
available.  
 

Terrain  
Terrain will be pre-set. No player is to reposition any terrain during the event. If you would like a board rearranged, 
please contact the umpire.  
Please spend a few minutes before each game classifying each piece of terrain as per Pg. 248 of the Rulebook. Note 
that the ground level (or the first vertical 3” of height) of all ruined buildings is considered to block LOS.  
 

Rules disputes and Rulings  
The Warhammer 40,000 8th Edition Rules and all relevant Games Workshop Errata and Official (not draft) FAQs will 
be used. In the case of a conflict between a printed and digital version of the rules or a codex, the most recent 
update or FAQ will take precedence.  
Should a disagreement or question arise regarding rules during a game, players should seek to resolve the discussion 
by taking the following steps:  

1. Discuss with your opponent.  

2. Take a moment. Read the rules and the relevant Index/Codex/publications. Check the Official FAQ’s.  

3. Call over the Umpire, who will ask you to provide the page/rule details that you are querying.  

4. The Umpire may discuss with a third party before making a ruling.  

5. Umpire's rulings are final and not open to dispute.  
NO players or non-players are to interfere with or disrupt any games by giving advice (kibitzing) either verbally or 

physically, by correcting mistakes or reminding of forgotten actions. 

Missions 

A separate mission pack will be provided 

Maelstrom of War Missions: Tactical Objective Cards  
Each player starts with a deck of Tactical Objective Cards. Once a card is completed at the end of your respective 
player turn, you note this to your opponent and score that card. Each Tactical Objective can only be scored once per 
game.  
Faction specific Tactical Objective cards: Please note that if you have your own specific Army Tactical Objective 
cards, you can use these instead of the cards on Pg 227-229 of the Rulebook. Note you must use your own Army 
Tactical Objectives for the entire tournament, no swapping back and forth!  
If any objective is unattainable, such as Scour the Skies and your opponent did not bring any units with the FLY 
keyword, immediately discard it and redraw. However, this does not apply to objectives such as killing a flyer, if your 
opponent’s flyers are simply not on the board yet (although you can choose to discard it at the end of your turn, in 
the normal way as per Pg 226 of the Rulebook)  



All Tactical Objective cards where you can score D3 VP will be scored as 2VP. If you have a card that allows 1/2/3 VP 
+ D3 VP, it will be scored as 1/2/3 + 2VP  
 

Time limits  
Each game will last 2:30hrs which will be enforced. Games will be variable length as per the Rulebook.  
There will be a reminder at 1:30hrs, and at 2:00hrs. At the 2:15hr mark you should be on the last turn.  
DO NOT start another turn unless you can complete it within the 2:30hrs limit.  
 

Getting through your turns – a guide  
Based on the 2:30hr time limit, and allowing 30mins for general greetings, questions about lists, rules, set up and 
deployment etc. this leaves you approximately 2:00hrs to play a 5+turn game.  
For just 5 turns this equates to 12 minutes per player, per turn(!).  
Now yes – the first two turns will be longer than the next three (generally…), so please be aware of the following to 
ensure you and your opponent have a great time:  

1. Know your unit's stats (i.e. don’t bring an army that you’ve barely/never used before).  
2. If you don't know your unit's stats then have a hard copy of them available to reference.  
3. Don't rely on an army list, codex, or FAQ for your army on a mobility device.  
4. Re Points 2 and 3 above, note “What you need to bring” on Pg 2 At least two printed copies of your army list 

– one for you and one for your opponent to view (at any time).  
5. Be mindful that your turn includes your opponent's Fight phase.  

 

Deployment  
The following process should be used to start each game; this order overrides the process described in the rulebook.  

1. Discuss terrain and decide types as per the Terrain section above.  
2. Each player rolls a D6: the player who rolled highest places the first objective as per the primary mission, 

players then alternate placing objectives.  
3. Each player rolls a D6: the player who rolled highest then chooses their deployment zone.  
4. The player who did not win the roll for deployment zone places their first unit, with each player then 

alternating units until both forces are deployed. There are two missions in which full army deployment is 
required, in those missions, the loosing player deploys their entire army excluding reserves and infiltrators. 
Alternate deployment of infiltrators as per normal, with who lost the dice roll deploying first. 

5. Once both forces have deployed the players roll off to see who goes first – the player that finished 
deployment first has +1 to this roll. If the winner chooses to go first, the player going second can attempt to 
seize the initiative by rolling a 6 on a D6.  

 

Tournament Scoring  
The Total Tournament Score is out of 140, from the following criteria.  
 

Composition (25pts)  
ValleyCon 2020 includes Army Composition as a component which is worth up to 25pts towards your overall score.  
The points awarded break down as follows, based on your army list:  

 1x Battalion Detachment from a single parent Codex where each unit contains all Faction Keywords (e.g. 
Ultramarines Chapter where all units will have the Faction Keywords IMPERIUM, ADEPTUS ASTARTES, 
ULTRAMARINES): 25pts  

 1x Battalion Detachment from a single parent Codex: 22pts  

 1x Detachment of any sort from a single parent Codex: 21pts  

 Any combination of 2+ Detachments from a single parent Codex (e.g. Codex Space Marines): 21pts  

 Battalion Detachment with a single Faction keyword (e.g. Imperium): 20pts  

 1x Detachment of any sort from multiple source Codex/Indexes: 18pts  

 Any combination of 2+ Detachments from multiple source Codex/Indexes: 17pts  
 

 
 



 
Sportsmanship (25 pts)  
After every game, each player will be asked to complete a sports score sheet rating their opponent. The default 

score is 5, and the TO will question any deviation from this. 

Score  Description  

0 Your opponent more than occasionally displayed behaviour you would classify as border line 
cheating and was not what you expected to face at the tournament. Examples may include they 
employed a "rubber ruler", applied differing rules interpretations to their sole advantage, 
stretched the rules when it suited etc. This score should be handed out only after careful 
consideration.  

3 Your opponent's behaviour clearly detracted from your ability to enjoy the game. They refused to 
resolve rules disputes amicably or displayed an unsavoury attitude throughout the game - 
whether too much gloating when winning or too much bitterness when things didn't go their 
way. PLEASE NOTE calling over a TO for a rules dispute is regarded as an amicable outcome and 
should not be punished.  

5 Your opponent gave you a decent amicable game or better. Your opponent was essentially in line 
with, or exceeded your expectations of another player's behaviour. Rules queries were decided 
amicably. Nothing they did detracted from your ability to enjoy the game, other than maybe 
having beat you but you can hardly hold that against them...  

 

At the conclusion of Game 5 you will be required to choose your favourite opponent over your five games. The 
player with the most votes will win the Best Sport award. Tiebreakers will be decided by Battle Points.  
Painting (15pts)  
ValleyCon 2020 will have a painting component. This will be worth 15pts towards your overall score.  
The Umpire will mark armies over the weekend using a checklist methodology. He will be looking for overall effect in 
presentation. This means things such as unit markings, uniformity across army (if applicable), as well as technical 
skill.  
There are 45 potential marks you can get on this checklist – however you only need to obtain 30 marks to get 
maximum points. Points obtained on the checklist will be divided by 2 – this will provide your points for painting 
(with a maximum of 15).  
Armies not painted by the player using them will still be marked appropriately for their painting component, but will 
be ineligible to be voted for in the Best Presented category.  
 

Best Presented Army  
There will be a separate vote that will decide the winner of the Best Presented Armies.  
 
The Best Presented Army awards are for those players who have painted and converted their army themselves. The 
reward is intended to provide recognition for those people who have put their heart and soul into completing a truly 
unique army. If the army is either mostly or fully somebody else’s work then it is ineligible for this award. The award 
will be decided by player voting, and while it is expected that all armies will be displayed during the Pageant, it will 
be made clear which armies are eligible to receive votes.  
 
At the conclusion of Game 2 you need to set up your army for display, and will be asked to rank your choices for the 
3 best presented armies [in order, with 1 being best]. These results will be used to determine the best presented 
armies. Tiebreakers will be decided by Battle Points.  
For the removal of all doubt, basecoats of white or black do not count as ‘a colour’.  
  



Battle Points (75 pts)  
Every game will offer a maximum of 20 Battle Points, to give a grand total of 100 Battle Points which will then be 
multiplied by 0.75 to get your final Battle Points score.  
 
To determine Battle Points, each player adds up their victory points, compares it to their opponent's victory points 
and consults the table below: VP Differential in favour of player 
 

VP Differential in 
favour of player 

Battle Points player 
score 

Battle Points opponent 
score 

0 10 10 

1-2 11 9 

3-4 12 8 

5-6 13 7 

7-8 14 6 

9-10 15 5 

11-12 16 4 

13-14 17 3 

15-16 18 2 

17-18 19 1 

19+ 20 0 

 

If you concede your game you will receive 0 Battle Points and 0 Victory Points. Your opponent will receive maximum 
points – 19VP and 20 Battle Points.  
Note: If both players agree and choose to call a game early this is not classed as conceding.  
If you table your opponent (remove all of their models from play - Sudden Death Victory, Pg 215 point 2) work out 
VPs as normal but you automatically gain full Battle Points for the mission.  
 

Tiebreakers  
In the event of a tie, total VP’s scored for the tournament will be used as the tiebreaker. If an additional tiebreaker is 

required, it will be based on the most Kill the Warlords, then most First Bloods, then most Favourite Opponents. 


