
40K 3Rd Edition at Trinity Hobby – It Went Well Last Time… So Let’s do it Again!!! 

Sunday October 4, 2026 

 

Overview: 

• Located at Trinity Hobbies 

• 9am -6pm 

• Three games 

• 2.5 hours a game 

• $25 buy-in 

• 1500pts 

• We will be using the most up to date condensed rulebook PDF that includes all of the errata in 
3RD-A-Palooza 

• Prize support will be determined once there is a better idea of how many players we will have 

Tournament Rules: 

• We will be using Best Coast Parings to keep track of Battle Points (link will be shared once tickets go up 
for sale online) 

o Please submit your list on BCP AFTER you have purchased a ticket 

• Special Characters ARE allowed in games 

• Terrain will be provided, however we will leave it up to players to place terrain the way they wish 
before each game 

• Armies DO NOT need to be fully painted, however it is strongly encouraged  

• Chapter Approved/White Dwarf army lists are welcome, just reach out to the TO (Evan Bradshaw) first 
before submitting your list 

• Should you have any questions message Evan Bradshaw on Facebook or email me 
at evan.bradshaw1991@gmail.com 
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Game 1 9:10 -11:40am 

Cleanse 

 



 

Game 2- 12:15-2:45pm 

Recon Mission 



 

 

Mission 3 –  3:00-5:30pm 



Face Kicking 

Overview:  

It’s the end of the day. We’re all tired. Time just just kill as much stuff as you can! 

Scenario Special Rules: 

Face Kicking uses the Infiltrators, Deep Strike, and Victory Points special rules. 

 

Mission Objective 

Both players must try to eliminate as many of the opponent’s units as possible. If a player succeeds in 
destroying their opponent’s general, they are awarded 100 extra Victory Points in addition to the normal 
points value that would be included when calculating at the end of the game. 

Victory points are counted as per the rules describe don P. 63 of the 3rd-A-Palooza. The player with the 
highest Victory Points total wins. 

 

Game Length 

The game lasts six turns. 

 

Line of Retreat 

Troops which are forced to fall back will do so towards the nearest board edge of their deployment zone, 
using the normal Fall Back rules. 


