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g English version below — in case of any questions, please reach out.
Last update: 1. 11. 2026 (previous update 23.10.2026)

- Matched play / Combined arms (4.2) + March of Chaos (4.1) clarifications to avoid
misunderstandings (no change to standard expectations), few more clock points (6.3)

- Arcane Journal River of Bones will not be allowed at PGT (release date is set to 7.11.)

- Note that items from the AJ are already in New Recruit, those are not allowed and every
captain has to make sure they are not selected in their armies.

- The Tomb King Errata 1.5.4 are in effect for the tournament (check your base sizes)

- Misc: Chess clock (6.3), Rephrase of penalties for warnings (6.3), Prizes (9.0),

- Rules: Changed Community FAQ to WTC FAQ (4.0), Cannon clarification (4.5), Hordes of Chaos
clarification (4.4)

-_—

Obecné informace

VSechny organizacni informace naleznete na strankach www.praguegt.com
V télocviéné NENI mozné prespat

Na misté bude k dispozici obCerstveni a bar

Do haly je nutné prinést si s sebou pantofle nebo prezivky!

™

Registrace

Na turnaj je nutné se registrovat na strankach New Recruit

Registraci je nutné provést do 5. 11.

Odevzdani army list je nutné provést do 10. 11. 23:59

o Army listy musi byt odevzdany ve standardnim formatu New Recruit. Listy v jiném formatu nebudou
prijaty.

o U armad, které nejsou v New Recruitu k dispozici, nebo v pfipadé chyb v jejich datech, musi byt list
upraven tak, aby se standardnimu formatu co nejvice blizil.

e Startovné Cini 3000 K¢& / 125 € za tym a je nutné jej uhradit pfedem do 5. 11.

o bankovnim pfevodem na ucet 3664767013/3030, IBAN CZ02 3030 0000 0036 6476 7048

o nebo na PayPal kubikhruby12@gmail.com

e Kontakt na organizatory: Tobias Veska (#anthrax1219) a Jakub Hruby, idealné na Facebooku nebo na
. TOW CZ Discordu



http://www.praguegt.com
http://www.praguegt.com
https://www.newrecruit.eu/app/tournydetails/details?id=6a0dd21b22085e072ff35ebc
https://discord.gg/NfHQc9Psa
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3. Harmonogram

g Sobota Nedéle

:":- 8:00 — pfichod a pfiprava 8:15-11:30—-4. hra
8:30 — 12:00 — 1. hra (€as navic) 11:30 — 12:15 — pauza a Army Parade
12:00 — 12:45 — prestavka 12:15 - 16:00 — 5. hra
12:45 — 16:00 — 2. hra 16:15 — vyhlaseni vysledku

16:00 — 16:30 — pauza
16:30 — 19:45 — 3. hra

4. Format

Tymovy turnaj tficlennych tyma, 2000 bodut

Pravidla Warhammer: The Old World (+ aktualni FAQ + WTC FAQ)

»Zmrazeni“ pravidel a FAQ probéhne 5. 11. 2026

o Po tomto datu nebude bran zfetel na nova FAQ, errata apod.

o Datum se muze v pripadé potreby v€as zménit.

Odevzdani army listli je nutné provést do 10. 11. 23:59

o Pozdé odevzdané army listy budou ,odménény“ —10 TP za kus z celkovych bodd tymu.
Arcane Journals povoleny, Legacy armady povoleny, specialni charaktefi povoleni

Legacy armady jsou povoleny a musi byt hrany podle Renegade packu verze 1.5.
(https://www.squarebased.com/)

o Pokud vyjde update pred deadlinem, zvazime, kterou verzi pouzijeme.

4.1. Slozeni armady
e Zadna armada nesmi celkem presahnout 2000 bodt, pogitano podle oficialnich bodovych hodnot
uvedenych v prisluSnych Army Books a Arcane Journalech a Renegade packu (pokud existuji).

e Na jednoho charakteru ani na jednu jednotku nesmite utratit vice nez 25 % z 2000 bodu (tj. 500 bodii), a
to bez ohledu na skute€nou velikost vasi armady.

e Pokud je armada pod 2000 bodd, miize i tak obsahovat az dvé volby 0—1, které jsou béZné omezeny na
1 na kazdych 1000 bodd.

e Jakékoliv neutracené body do limitu 2000 bod{ jsou automaticky pfidéleny soupefi jako bonusové
Victory Points.

e Allied Contingents nejsou povoleny. Armada musi byt cela vybrana z jedné frakce. Frakce zahrnuje
vSechny jednotky, pravidla a polozky dostupné z pfisluSnych oficialnich Army Books a z jakéhokoliv
souvisejiciho Arcane Journalu (pokud existuje). Mercenaries Ize brat standardné.

e Pravidla z March of Chaos, ktera nejsou uréena pro Matched Play (Channeling, Champions of Chaos
apod.) nejsou na turnaji povolena.

4.2. Pravidlo vybéru 0-X

e Omezeni kategorii jednotek dle Matched Play Guide:
o Grand Melee
Armada muze obsahovat libovolny po¢et Wizard( arovné 1 nebo 2, ale pouze:
0—1 Wizard urovné 3 na kazdych 1000 bodl
0—1 Wizard urovné 4 na kazdych 2000 bodl
Zadna jednotka nesmi obsahovat vice nez polovinu (50 %) celkového poétu modelli v armadé
Zadna jednotka nesmi mit hodnotu vy$si nez 25 % celkovych bodl vasi armady (500 bodi)
o Combined Arms

m V ramci pravidel Combined Arms plati dalSi omezeni pro vSechny jednotky a charaktery, ktere
nejsou jinak omezeny pouzitym army composition listem. Cilem je vést hrace k takticky pestrym
armadam namisto pfiliSného spoléhani na jediny typ jednotky nebo na nadmérné mnozstvi


https://app.warhammaking.com/faq?type=WTC_2026
https://www.squarebased.com/
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- urcitého ty-pu charakteru. Pokud jednotka nebo charakter jiz nejsou néjak omezeny pouiitymi'
army composition listem, plati limit:

m  0-3 pro charaktery st
m 04 pro Core jednotky o] -
m  0-3 pro Special jednotky s, e ;
m  0-2 pro Rare jednotky o
m 0-2 pro Mercenary jednotky o ‘:
e Poznamka: limity kategorii pro charaktery neplati pro pojmenované (named) charaktery — napf. Sir Cecil ‘1}!;— '_.. -
muUze byt vzat vedle dvou vybérl Barona, Kralmaw - The Prophet of Ruin miiZze byt v armylistu spole€né" 7': . —°I.-|'.-,. :
s dalSim Great Bray-Shamanem kouzelnického levelu 4. =i %
4.3. Dalsi omezeni armad
e Cathay
o 0-3 Shugengan Lord nebo General
o 0-4 poloZky se specialnim pravidlem Fly
o 0-2 Cathayan Grand Cannon
e Vampire Counts
o Pfi Invocation of Nehek obnovuje Grave Guard po¢et Wounds rovny wizard level daného charakteru
e Univerzalni omezeni slozeni armady
o 0—4 Cannons nebo jednotky se zbrani, ktera stfili pomoci ,Cannon Fire*
4.4. DalsSi omezeni pro tymovy turnaj
e V tymovém turnaji muze byt kazda frakce v ramci tymu zvolena pouze jednou.
e Subfrakce a Armies of Infamy se pocitaji do hlavni frakce, ze které vychazeji.
o Renegade Crowns Army of Infamy je povazovana za “Empire of Men*.
o  Hordes of Chaos Army of Infamy je povazovana za “Warriors of Chaos”
4.5. Upravy zakladnich pravidel
e S vyjimkou prchani (fleeing), charge a pursue nesmi zadny model urazit vice nez dvojnasobek své
charakteristiky Movement, resp. trojnasobek, pokud je jeho jednotka v Marching Column a skute¢né
marchuje. U modeld v zadnich fadach se pro kontrolu tohoto limitu pouziva pouze kone¢na pozice
modelu, nikoliv draha, kterou k ni urazil. Nékteré typy volného pohybu nebo specialnich manévrd mohou
byt z tohoto pravidla vynaty, ale omezeni celkové ujeté vzdalenosti plati vzdy, s vyjimkou Charge Move.
e Upresnéni pravidla ,Cannon Fire* v navaznosti na Games Workshop FAQ 1.5.3
o Pokud draha délové koule od cilového bodu dale protne model, ktery je qustrous Creature nebo
Behemoth, je tento model okamzité zasazen a délova koule se zastavuje. Zadné dalSi modely
zasazeny nejsou.” ;
o Pokud draha délové koule od cilového bodu dale narazi na hranu kopce nebo na jakoukoliv ¢ast
impassable terénu &i vysoké linearni pfekazky, okamzité se zastavuje a Zadné dalSi modely
zasazeny nejsou.*"
o * Pro vSechny moznosti plati: v jakémkoliv pfipadé, kdy se délova koule zastavi jeSté pred odrazem,
se tento bod stava jejim konecnym bodem zasahu pro Uc€ely vSech souvisejicich pravidel, napf.
Thunderous Impact.
o A Upozornéni: toto nemeéni chovani jiz odrazené délové koule od bodu zasahu dale — ta se pfi
protnuti kopce zastavuje okamZité.
o Pozn.: V pfipadé jakychkoliv nejasnosti ve vykladu tohoto pravidla je rozhodujici anglické znéni nize.
5. Nutné vybaveni
e V/Sechny armady musi byt pIné nabarvené — full paint je povinny
e 3



3 d)&rac musi prult vybaven podstavcem pro pouziti jako Baggage Train (60 x 100 mm) a marke
%Lrateglc Locations (2 x 40 mm round)

o 3 Vilchnl mu3| mit alespori v elektronické podobé vSechny pravidlové kmhy, errata apod., které v armade e

WYSIWYG neni vyzadovan, ale musi byt jasné, jak je jednotka vybavena
VSechny modely musi byt na spravnych podstavcich (nebo redukcich, trayich apod.) - ]
o - e Jednotky o 5 a vice modelech ve formaci Close/Open Order nebo Marching Column musi mit movement

FH tray
- e Proxy modely nejsou povoleny

- e Kazdy tym musi mit vlastni 3 parovaci kartiCky

5 1 Army Parade

e SoutéZ o nejhezgi nabarvenou armadu prob&hne v prib&hu obédové pauzy v nedéli — vybrano bude 5
armad.

e Hlasovani bude probihat pomoci New Recruitu.

3,
" " ry = - r -
6. Hodnoceni jednotlivych bitev
e Hry jsou hodnoceny standardné na zakladé ziskanych bodu véetné pravidel z Matched Play. To
Znamena:
o 100 % bodu za zni¢ené jednotky
o 50 % bodu za jednotky, které na konci hry prchaji (Fleeing)
o 50 % bodu za jednotky na 25 % a méné pocatecni sily (Unit Strength)
o 50 % bodl za model, jehoz Unit Strength je uréena poétem Wounds, pokud mu na konci hry zbyva
25 % nebo méné pocatecnich W
o Bonus 100 bodl za zabitého nebo prchajiciho generala
o Bonus 50 bodu za kazdou ziskanou vlajku dle pravidel
o Bonus 50 bodud navic za zabité nebo prchajici BSB
e Zakladni VP je mozné ziskat i za sekundarni cile (v uréenych hrach) — jejich pfesna pravidla a bodovani
najdete v kapitole Sekundarni cile.
6.1. Tabulka VP — TP
Rozdil ve VP Vysledek (TP)
0-199 10:10
200 — 399 11:9
400 - 599 e $12::'8
600 — 799 (8247
3 800 — 999 14:6
1000 — 1199 15:5
1200 — 1399 16 : 4
1400 — 1599 17:3
1600 — 1799 18:2
1800 — 1999 19:1
in 2000+ 20:0 5
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ed V) ' i-'-l!} slouzi jako pomocné kritérium pfi rovnosti
Tl °I2'e v bitvé Z|skat maximalné 20 bodu

48 ‘__'.:'.l. Fair play

r§aqh0vg- odiny

- Na turnajl je povoleno pouzivat Sachove hodiny. Jejich pouziti neni povinné, pokud si vSak jeJICh'
pquzm vyzada jeden z hracd, musi je pouzivat oba hradi,

1 _. achove hodlny musi mit kazdy hrac viastni, nebudou k dispozici k zapUj¢eni. Je mozné pouzivat
. nhapf. pllkaC| na telefonu, v takovém pFipadé ale musi byt telefon celou dobu na hraci plose - tj. neni
m %o pouzivat jako zdroj pravidel, k foceni apod.

o 'Ka dy hrag je odpovédny za preplnanl vlastnlho Casu. Pokud v8ak soupef zapomene hodiny
prepnout, neni prijatelné nechat Jeho ¢as schvalné dob&hnout kvili viastnimu prospéchu — na
- zapomenuté prepnuti ho prosté upozornéte. Hodiny jsou tu proto, aby oba hraci stihli odehrat celou
- bitvu, nikoliv jako zbrar proti soupefi.
. o Zastavit hodiny v priib&hu hry mliZze pouze rozhodé&i - vy&erpani éasu na hodinach by mélo odpovidat
‘CGasovému harmonogramu, aby hradi stihli odevzdat vysledky pred ukonéenim kola.
0 Volani rozhodciho jde na vrub hrace, ktery na jeho zavolani trva. Zneuziti pravidla pfipadné
~_vyrovnava rozhodci.
LI -5} :Sloiitost armady neni omluvou pro pomalou hru — kazdy hra¢ by mél byt schopen odehrat svou
armadu v ¢asovem limitu.
Zaznam z hodin mize nasledné pouzit rozhodCi v pfipadé nerovnomérného Cerpani ¢asu apod.
A L0 Rozhodciho je mozné prlvolat i v pribéhu bitvy, pokud je zjevné, Ze je rozloZeni ¢asu “nezdrave”
£ ~ vychylene. o
h"“- - _.'o'= -Jagkoliv dopad udaju z hodin na vysledek je vyvhradné na uvazeni rozh
:;o .'Pé. le zavaznosti muze rozhod¢i uplatnit kterykoliv z nasledujicich’postih(:
= SN Cme- Varovani
‘m Odecet bodl
m Uprava vysledku bitvy
i m Hrac, kterému doSel ¢as, jiz dale nehraje — soupef miize bitvu dohrat sam
m DalSi, dle uvazeni rozhod¢iho
e Poradatel si vyhrazuje pravo udélit hraci nebo tymu varovani dle uvazeni, a to zejména za:
o zdrzovani hry
o porusovani pravidel
o nesportovni chovani
o stav, ve kterém hrac neni zpusobily hfu odehrat (zejména pod vlivem alkoholu)
e Za kazdé varovani maze byt hraci nebo tymu udélen bodovy odpocet, pfipadné mize byt hra¢ nebo tym

!. z turnaje vyloucen.
7. Terény
e Impassable terén a budovy — nelze do nich vstoupit, Ize je pfeletét, blokuji LoS
e Lesy — tézky terén, blokuji LoS
e Vodni prvky — nebezpecny terén, neblokuji LoS
- e Pole — téZky terén, neblokuji LoS
e Ploty a zidky — nizké pfekazky, tézky terén
- e Kopce — blokuji LoS
o Ruiny — nebezpecny terén, neblokuji LoS

= ;_..ﬂ..:-ﬁlu-. L R
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https://www.facebook.com/groups/701038774859849/user/61570399652873/
https://www.facebook.com/groups/701038774859849/user/100066736211047/
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E Upon the Field of Glory. Ihned po Set-Upu si vitéz roll-offu vybere svou deployment zonu .
podle mapy niZe. Po volbé zon nasazuje vitéz roll-offu prvni jednotku. Hraci nasazuji arm' ]

metodouralternatlng units, jak je popsano na str. 17 Matched Play Guide.
“Sekundarni cile: Baggage Trains, Strategic Locations (3)
» Specialni pravidla scénare: zadna

10.2. 2. kolo - Perimeter

- o Deployment: Encirclement. lhned po Set-Upu si vitéz roll-offu vybere svou deployment zénu (A nebo B)
podle mapy nize. Po volbé zén nasazuje vitéz roll-offu prvni jednotku, dale se pokracuje metodou
alternating units (str. 17 Matched Play Guide).

Sekundarni cile: Strategic Locations (4)
e Specialni pravidla scénare: zadna

I"I I-r.. -.
I-

!.-1! v ks

» 10.3. 3. kolo — Border Dispute CRibiiy R 'EI:

[ P , i ﬁ" Py, e .'}.'Jh

e Deployment: A Chance Encounter. Ihned po Set-Upu si vitéz roll-offu vybere svou deployment zonu. T




1&Z oznadenou A. bokud si vybere zénu oznacenou B, souper pouzije protilehlod zonu
B. Po volbé zén nasazuije vitéz roll-offu prvni jednotku, dale se pokraduje metodou

ing nits (str. 17 Matched Play Guide).

10.4. 4. kolo — Supply Raid

" e Deployment: Drawn Battlelines. Po pfipravé bojisté si vitéz roll-offu vybere svou deployment zénu (A
. nebo B) podle mapy niZze. Pfed nasazenim armady hodi kazdy hra¢ D6. Pokud kterykoliv z hraéu hodi 1,
" musi oba hragi vybrat jednu jednotku typu infantry nebo cavalry, ktera bude drzena v rezervé.

. o Potomto hodu nasazuje vitéz roll-offu prvni jednotku. Jednotky, které nejsou drzeny v rezervé, se
nasazuji metodou alternating units (str. 17 Matched Play Guide). BEhem nasazovani se charaktefi
mohou pfipojit k jednotkdam drzenym v rezervé — jinymi slovy, v rezervé mize byt drzen jakykoliv
charakter, ktery se mlze pfipojit k jednotce, pokud se k ni pfipoji.

e Sekundarni cile: Baggage Trains, Strategic Locations (3)

e Specialni pravidla scénare: Rezervy se na zacatku bitvy nenasazuji. Misto toho mohou vstoupit do hry
béhem sub-faze Compulsory Moves v kterémkoliv tahu svého hrace kromé prvniho. Pfi pfichodu vstupu;ji
na bojisté jako reinforcements (str. 134 rulebooku Warhammer: The Old World), a to z libovolného bodu
na okraji bojisté v rdmci své deployment zény.
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se Quarters. | -ne Set-Upu si vitéz roll-offu vybere?d'ou deployment zonL.L

i @#olbe zbn nasazuje vitéz roll-offu prvni jednotku, d'é okracuje metod 1_ .
.st ‘Matched Play Guide). _ : : ; ; g
,,J Strateglc"f_ocatlons (2), Domination ¥l T e ““- Wy

."
avidla scénare: Kratké okraje bojisté se poditaji jako impassable terrain. Zadna jednot a'*- i
d‘ icich jednotek a jednotek pfichazejicich z rezervy) proto nemuze pres kratky o'kral.r iS

C PI

'I‘_ ! opustlt bojis

fé ani na néj vstoupit, pokud nema specialni pravidlo Ethereal nebo Fly (X). ,-




11. Sekundarni cile

11.1. Baggage Trains

e Pravidla: Tento sekundarni cil se fidi pravidly ,Baggage Trains® na str. 28 Matched Play Guide.
e Uprava: Pravidlo ,Controlling Baggage“ (Matched Play Guide, str. 28) je upraveno nasledovné; zmény
jsou vyznaceny tuéné.
Baggage train mdze kontrolovat jedina jednotka, ktera je do 6" od néj, ma Unit Strength 10 nebo
vice, neprcha a nepodlehla Stupidity.

Pokud jsou do 6" od baggage trainu dvé nebo vice zplsobilych jednotek, kontroluje jej ta nejblizsi.
Pokud se vzdalenosti vice zpusobilych jednotek od baggage trainu lisi o 1" nebo méné,
povazuji se tyto jednotky za stejné blizké. V takovém pripadé baggage train kontroluje

jednotka s vyssi Unit Strength.

Pokud jsou vSak dvé nebo vice zptsobilych nepratelskych jednotek stejné blizko (tj. v uvedeném
rozmezi 1) a vSechny maji stejnou Unit Strength, je baggage train povazovan za ,contested” a
nekontroluje jej Zadna z nich.

e Upresnéni:

o Kazdy hra¢ musi mit jasné rozpoznatelny, plné slepeny a nabarveny model Baggage Trainu na
podstavci o rozmérech presné 60 x 100 mm.

o Model musi splhovat standard Games Workshop Battle Ready a nesmi byt zaménitelny s
jednotkami, terénem nebo jinymi markery. Ploché 2D markery, tist€né karty, papirové Sablony a
prazdné nebo pouze popsané podstavce nejsou povoleny.

o Scratch-built, konvertované, third-party a 3D tiSténé modely jsou povoleny. V pfipadé pochybnosti je
nutné ziskat schvaleni rozhodcich jesté pred turnajem.

o Nedodani odpovidajiciho Baggage Trainu muze vést k penalizaci a/nebo ke ztraté souvisejicich
Victory Points.

11.2. Domination
e Pravidla: Tento sekundarni cil se fidi pravidly ,Domination (Controlling a Quarter)” na str. 30 Matched
Play Guide a navazujicim FAQ 1.5.3.
e Bodovani: Bonusy za kontrolu ¢tvrtin nejsou kumulativni — aplikuje se pouze nejvyssi.
e Upiesnéni:
o Pokud model stoji pfes vice Ctvrtin (byt i jen Caste¢né), nezapogitava se do Unit Strength pro
zadnou z nich. To plati pro v8echny modely v€etné jednotek o jednom modelu. Do vypoctu kontroly
ctvrtiny prispivaji svou Unit Strength pouze modely, které jsou zcela uvnitf dané ctvrtiny.

11.3. Progressive Special Feature

e Pravidla: Progressive special feature je kruhova oblast o poloméru 9" méfenéa od pfesného stfedu
bojisté. Nejde o terénni prvek — modely do néj mohou vstupovat a pohybovat se pfes néj béZnym
zpusobem a neblokuje Line of Sight.

e Bodovani: 50 bodu za kazdy progressive special feature, ktery na konci kazdého tahu kontrolujete.

e Setup: Kruhova oblast ve stfedu bojisté, pfeddefinovana na herni podlozce a znazornéna tisténou
zbnou.

e Kontrola: Béhem sub-faze Start of Turn mize special feature kontrolovat jedina Core jednotka, ktera se
v ném nachazi, ma Unit Strength 10 nebo vice, neprcha a nepodlehla Stupidity. Pokud jsou uvniti dvé
nebo vice zplUsobilych jednotek, kontroluje jej ta, ktera je nejblize jeho stfedu.

o Pokud se vzdalenosti vice zpusobilych jednotek od stfedu liSi o 1" nebo méné, povazuji se za stejné
blizké. V takovém pfipadé jej kontroluje jednotka s vy$si Unit Strength.

o Pokud jsou vSak dvé nebo vice zplsobilych nepratelskych jednotek stejné blizko (tj. v uvedeném
rozmezi 1") a vdechny maji stejnou Unit Strength, je special feature ,contested” a nekontroluje jej
Z2adna z nich.
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Unusual Properties: V kazdé sub-fazi Start of Turn, ve které je uréeno, Ze néktera jednotka kontroluje
special feature, hodi jeji hra€ na tabulce nize a ur€i aktudlni unusual property. Kontrolujici jednotka z ni
tézi do konce daného tahu.

D6 Unusual Property
1-2 | Dokud jednotka kontroluje tento special feature, ziskava Magic Resistance (-2).

3—4 | Dokud jednotka kontroluje tento special feature, ziskava specialni pravidlo
Frenzy.

56 | Dokud jednotka kontroluje tento special feature, ziskava specialni pravidlo
Stubborn.

Upiresnéni:

o Pokud jednotka kontrolujici special feature kdykoliv b€hem hry opusti jeho oblast nebo prestane
splfiovat podminky kontroly, okamzité ztraci kontrolu. Pfipadné efekty udélené Unusual Properties ji
zustavaji do konce daného tahu.

o Pro pravidloveé interakce, které odkazuji na ,Special Feature* (napf. jednotky Forest Spirit a pravidlo
Blessings of the Ancients ve Wood EIf Arcane Journalu, str. 83), se tato stfedova kruhova oblast
povazuje za platny special feature.

11.4. Strategic Landmark

Pravidla: Tento sekundarni cil se fidi pravidly ,Landmarks* na str. 5 dokumentu Battle March. Povazuje
se za Impassable Terrain a nelze pres ngj vést Line of Sight.

Bodovani: 200 VP za kontrolu Strategic Landmarku na konci hry.
Setup: Kruhova oblast o priméru 100 mm ve stfedu bojisté, pfeddefinovana na herni podloZce a
znazornéna tisténou zénou.
Uprava: Pravidlo ,Controlling Objectives* (Battle March, str. 5) je upraveno nasledovné; zmény jsou
vyznaceny tuéné.
Na konci hry muzZe strategic landmark kontrolovat jedina jednotka. Aby jednotka objective
kontrolovala, musi byt do 3" od néj a mit Unit Strength 5 nebo vice. Jednotky, které prchaji nebo
podlehly Stupidity, objective kontrolovat nemohou.

Pokud jsou do 3" od objective dvé nebo vice zplsobilych jednotek, kontroluje jej ta nejblizsi. Pokud
se vzdalenosti vice zpusobilych jednotek od objective markeru lisi o 1" nebo méné, povazuji
se za stejné blizké. V takovém pripadé objective kontroluje jednotka s vyssi Unit Strength.
Pokud viak maji obé stejnou Unit Strength, je objective ,contested” a nekontroluje jej Zadna z nich.

Upresnéni:

o Pokud jednotka kontrolujici tuto oblast kdykoliv b&hem hry opusti jeji prostor nebo pfestane splriovat
podminky kontroly, okamzité ztraci kontrolu i pfipadné souvisejici efekty.

o Pro pravidlové interakce, které odkazuji na ,Special Feature® (napf. jednotky Forest Spirit a pravidlo
Blessings of the Ancients ve Wood EIf Arcane Journalu, str. 83), se tato stfedova kruhova oblast
povazuje za platny special feature.

11.5. Strategic Locations (2)/(3) / (4)

Pravidla: Tento sekundarni cil se fidi pravidly ,Strategic Locations (X)* na str. 30 Matched Play Guide.
Bodovani: 30 bodu za kazdou Strategic Location, kterou na konci kazdého tahu kontrolujete.



e Uprava: Pravidlo ,Controlling Objective Markers* (Matched Play Guide, str. 30) je upraveno nasledovné;
zmény jsou vyznaceny tuéné.
Na konci kaZzdého tahu mizZe objective marker kontrolovat jedina Core jednotka, ktera je do 6" od néj,
ma Unit Strength 10 nebo vice, neprcha a nepodiehla Stupidity. Pokud jsou do 6" od markeru dvé
nebo vice zpusobilych jednotek, kontroluje jej ta nejblizsi.

oy [

Pokud se vzdalenosti vice zpusobilych jednotek od objective markeru lisi o 1" nebo méné,

povazuji se za stejné blizké. V takovém pripadé objective kontroluje jednotka s vyssi Unit
Strength.
Pokud jsou vsak dvé nebo vice zpusobilych nepratelskych jednotek stejné blizko (tj. v uvedeném
rozmezi 1) a vSechny maji stejnou Unit Strength, je objective marker ,contested” a nekontroluje jej
Zadna z nich.

e Upresnéni:

o Pozice objective markeru jsou preddefinované na hernich podlozkach a znazornéné tisténymi
zénami nebo znackami, které slouzi jako Sablony pro hru. Hra¢i nemusi nosit vlastni modely
objective markerd. Doporucujeme vSak umistit na tyto tiSténé zény Zetony nebo jiné fyzické
indikatory, aby bylo jasné vidét, které markery jsou ve hfe aktivni. Z estetickych ddvodu Ize
samozrejmé pouzit i vhodné modely objective markertdl umisténé na tisténé znaceni.

o Jednotka nemtiize soucasné kontrolovat ani kontestovat vice nez jeden objective marker.

o Pokud je jednotka soucasné zpulsobila kontrolovat nebo kontestovat vice objective marker(i, musi jeji
hra¢ v okamziku bodovani Victory Points zvolit, ke kterému markeru se jednotka zapocita.

o Pokud musi takovou volbu provést oba hraci sou¢asné, voli prvni aktivni hrag (j. ten, jehoz je tah).
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11.6. Treasure Troves (3)

Pravidla: Tento sekundarni cil se fidi pravidly ,Treasure Troves® na str. 4, 5 a 7 dokumentu Battle March

a pravidlem ,Raid & Burn® na str. 2 dokumentu Battle March General’'s Companion.

Bodovani: 10 VP za kazdy Treasure Trove, ktery na konci kazdého tahu kontrolujete. 30 VP za kazdy

Treasure Trove zniceny jednotkou, kterou kontrolujete.

Niceni Treasure Troves: Jednotka s Unit Strength 5 nebo vice se muze pokusit treasure trove znicit tim,

ze se s nim béhem sub-faze Remaining Moves dostane do base contactu. Jakmile je jednotka v base

contactu s treasure trovem, zacina proces jeho ni¢eni. Dokud jednotka treasure trove ni¢i, nemuze stfilet

a mlze sesilat pouze kouzla s dosahem ,Combat” nebo ,Self".

o Pokud je jednotka na zacatku své nasledujici sub-faze Start of Turn stale v base contactu s treasure
trovem, ma Unit Strength 5 nebo vice, neni zapojena v boji a neprcha, je treasure trove znicen a
odstranén z bojisté.

Uprava: Pravidlo ,Controlling Objectives” (Battle March, str. 5) je upraveno nasledovné; zmény jsou

vyznaceny tuéné.

Na konci tahu kazdého hrace mizZe treasure trove kontrolovat jedina jednotka. Aby jednotka
objective kontrolovala, musi byt do 3" od néj a mit Unit Strength 5 nebo vice. Jednotky, které prchaji
nebo podlehly Stupidity, objective kontrolovat nemohou.

Pokud jsou do 3" od objective dvé nebo vice zplsobilych jednotek, kontroluje jej ta nejblizsi. Pokud
se vzdalenosti vice zpusobilych jednotek od objective markeru liSi o 1" nebo méné, povazuji
se za stejné blizké. V takovém pripadé objective kontroluje jednotka s vyssi Unit Strength.
Pokud viak maji obé stejnou Unit Strength, je objective ,contested” a nekontroluje jej Zadna z nich.

Upresnéni:

o Pozice objective markert jsou preddefinované na hernich podloZzkach a znazornéné tisténymi
z6énami nebo znackami. Hra¢i nemusi nosit vlastni modely objective markert, doporucujeme
vSak oznadit aktivni markery zetony nebo jinymi fyzickymi indikatory.

o Jednotka nemize soucasné kontrolovat ani kontestovat vice nez jeden objective marker.
Pokud je zplsobila u vice marker(, voli jeji hra¢ v okamziku bodovani Victory Points; musi-li volit
oba hraci sou¢asné, voli prvni aktivni hrac.

o Jednotky mohou Treasure Trove kontrolovat i v prabéhu jeho ni¢eni — kontrola trva, dokud neni
objective marker odstranén.

o Pro ucely niceni Treasure Trove se za base contact povazuje jakakoliv jednotka dotykajici se
okraje markeru nebo stojici na ném, protoze jednotky se pres tyto dekorace bojisté mohou volné
pohybovat, pokud tomu nebrani jiny terén.
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This is the English version — please don’t hesitate to ask in case of any questions (the translation was
made with Al assistance).

Last update: 5 October 2026

-  Misc: Chess clock (6.3), Rephrase of penalties for warnings (6.3), Prizes (9.0),
- Rules: Changed Community FAQ to WTC FAQ (4.0), Cannon clarification (4.5), Hordes of Chaos
clarification (4.4)
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General information

All organisational information can be found at www.praguegt.com
It is NOT possible to sleep at the venue

Refreshments and a bar will be available on site

Please bring slippers or indoor shoes with you to the hall!

4

Registration

You must register for the tournament on New Recruit
Registration must be completed by 5 November
Army lists must be submitted by 10 November, 23:59

o Army lists must be submitted in the standard New Recruit format. Lists in any other format will not be
accepted.

o For armies that are not available in New Recruit, or in the case of errors in their data, the list must be
adjusted to match the standard format as closely as possible.

e The entry fee is 3000 CZK / 125 € per team and must be paid in advance by 5 November
o by bank transfer to account 3664767013/3030, IBAN CZ02 3030 0000 0036 6476 7048
o or PayPal to kubikhruby12@gmail.com

e Organisers: Tobias Veska (#anthrax1219) and Jakub Hruby, ideally via Facebook or the TOW CZ
Discord
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http://www.praguegt.com
http://www.praguegt.com
https://www.newrecruit.eu/app/tournydetails/details?id=6a0dd21b22085e072ff35ebc
https://discord.gg/NfHQc9Psa
https://discord.gg/NfHQc9Psa

3. Schedule

E Saturday Sunday
3 8:00 — arrival and preparation 8:15 — 11:30 — 4th game
8:30 — 12:00 — 1st game (extra time) 11:30 — 12:15 — break and Army Parade
12:00 — 12:45 — break 12:15 — 16:00 — 5th game
12:45 — 16:00 — 2nd game 16:15 — announcement of results

16:00 — 16:30 — break
16:30 — 19:45 — 3rd game

4. Format

e Team tournament of three-person teams, 2000 points
e Warhammer: The Old World rules (+ current FAQ + WTC FAQ)
e The “freezing” of the rules and FAQ takes place on 5 November 2026
o After this date, new FAQs, errata etc. will not be taken into account.
o The date may be changed in good time if necessary.
e Army lists must be submitted by 10 November, 23:59
o Late army lists will be “rewarded” with —10 TP each, deducted from the team’s total.
e Arcane Journals allowed, Legacy armies allowed, special characters allowed

e Legacy armies are allowed and must be played using the Renegade pack version 1.5.
(https://www.squarebased.com/)

o If an update happens before the deadline, we will consider which version to use.

41. Army Composition
e Each army must not exceed 2,000 points in total, as calculated using the official points values listed in
the relevant Army Book(s) and Arcane Journal and Renegade Pack (if applicable).

e You may not spend more than 25% of 2,000 points (i.e. 500 points) on a single character or unit,
regardless of the actual size of your army.

e [f the army is below 2,000 points, it may still include up to two 0—1 choices normally restricted to 1 per
1,000 points.

e Any unspent points up to the 2,000-point limit are automatically granted to the opponent as bonus Victory
Points.

e No Allied Contingents are allowed. An army must be selected entirely from a single faction. A faction
includes all units, rules and entries available from the appropriate official Army Book(s) and any
associated Arcane Journal, if applicable. Mercenaries can be taken as normal.

e Rules from March of Chaos that are not intended for Matched Play (Channelling, Champions of Chaos,
etc.) are not allowed at the tournament.

4.2. 0-X Selection Rule

Unit category limits as per the Matched Play Guide:

o Grand Melee

Your army may include any number of Level 1 or 2 Wizards, but may only include:

0—1 Level 3 Wizard per 1,000 points

0—1 Level 4 Wizard per 2,000 points

No single unit may contain more than half (50%) of the total number of models in the army
No single unit may be worth more than 25% of the total points of your army (500 pts)

o Combined Arms

m Under Combined Arms army rules, additional limits apply to any units and characters that are not
otherwise restricted by the army composition list you are using. This encourages players to


https://app.warhammaking.com/faq?type=WTC_2026
https://www.squarebased.com/
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create tactically diverse armies, rather than relying too heavily upon a single unit type or the over
proliferation of a certain type of character. Unless a unit or character is already restricted in some
way by the army composition list you are using, a limit of:

0-3 applies to Characters

0—4 applies to Core units

0-—3 applies to Special units

0-2 applies to Rare units

0-2 applies to Mercenary units i

e Note: character category limits do not apply to named characters — e.g. Sir Cecil can be taken alongside
two selections of Baron, Kralmaw - The Prophet of Ruin can be taken alongside another Great 11
Bray-Shaman with wizardry level 4.

4.3. Additional Army Restrictions

e Cathay
o 0-3 Shugengan Lords or Generals
o 0-4 entries with the Fly special rule
o 0-2 Cathayan Grand Cannons

e Vampire Counts

o For Invocation of Nehek, Grave Guard recover a number of Wounds equal to this character’s wizard
level

e Universal Composition Restrictions
o 0-4 Cannons or units which have a weapon that can shoot using “Cannon Fire”

44. Additional Team Tournament Restrictions

e In team tournaments, each faction may only be chosen once across the team.

e Subfactions and Armies of Infamy count towards the main faction they derive from.
o The Renegade Crowns Army of Infamy is considered to be “Empire of Men” faction.
o The Hordes of Chaos Army of Infamy is considered to be “Warriors of Chaos” faction.

4.5. Core Rule Modifications

e Except while fleeing, charging or pursuing, no model may move more than twice its Movement
characteristic, or three times if its unit is in Marching Column and actually marching. For models in the
rear ranks, only the final position of the model is used to check this distance limit, not the path it takes to
get there. Note that some types of free movement or special manoeuvres may be exempt, but the
restriction on total movement distance always applies, except for Charge Moves.

e Clarification on "Cannon Fire" in response to Games Workshop FAQ 1.5.3

o From the target point forwards, if the path of a cannonball intersects a model that is a
Monstrous Creature or Behemoth, it is struck immediately and the cannonball stops; no
further models are hit.*

o From the target point forwards, if the path of the cannonball meets the edge of a hill, or any
part of an impassable terrain feature or high linear obstacle, it stops immediately and no
further models are hit.**

o * For all options: in any case where the cannonball stops prior to bouncing, that point
becomes its final strike point for the purposes of all applicable rules, e.g. Thunderous
Impact.

o A Please note: this does not change the interaction for a bouncing cannonball from the strike
point onward, which would stop immediately if it intersects with a hill.

5. Necessary equipment

e All armies must be fully painted — full paint is mandatory

e Each player must bring a base to use as a Baggage Train (60 x 100 mm) and markers for Strategic
Locations (2 x 40 mm round)




r&r’n_e must ha've at Ieaét an electronic copy of all the rulebooks, errata etc. their army uses
Y SIWYG is not required, but it must be clear how a unit is equipped
. \ n'iodels_must be on the correct bases (or adapters, trays etc.) P
- Units of 5 or more models in Close/Open Order or Marching Column formation must have a movement. 2
Jutray - . i e =
Proxy models are not allowed +
Each team must bring their own 3 pairing cards

- 51. Army Parade
~ e Ashowcase and contest for the best painted army, held during the lunch break on Sunday — 5 armies will
- Dbe selected.
e \Voting takes place through New Recruit.

6. Scoring individual battles

i"‘-h-- . e Games are scored as standard, based on points earned, including the Matched Play rules. This means:
L] 1= o 100% points for destroyed units

o 50% points for units that are fleeing at the end of the game

o 50% points for units at 25% or less of their starting Unit Strength

(0]

50% points for a model whose Unit Strength is determined by its number of Wounds, if it ends the
game on 25% or less of its starting W

o Bonus 100 pts for a killed or fleeing general
o Bonus 50 pts for each captured standard, as per the rules
o Bonus 50 pts extra for a killed or fleeing BSB

e /P can also be scored from the secondary objectives (in the designated games) — their full rules and
scoring are in the Secondary Objectives chapter.

6.1. VP — TP table

VP difference Result (TP)
0-199 10:10
200 — 399 (g )
400 — 599 12:8
600 — 799 I SE=T
800 — 999 14:6
1000 — 1199 B5.55
1200 — 1399 16:4
] 1400 — 1599 17:3
1600 — 1799 18:2
1800 — 1999 19 :1
2000+ 20:0

- 6.2. Team scoring

In each round a team can score 20—40 points (capped result) 1 i
“Uncapped” results serve as a tie-breaker

e Each player can earn a maximum of 20 points in a battle




--. afp.-pteﬁmtted at the tournament. Their use is not mandator*y b |f one of the pI yersis’

e

s n,' em to be used, both players must then use them. ket
i"! B, r -]

D yer must bring their own chess clock. None will be avallable to b;'#row You mé‘y use.a e -
p instead, but the phone must stay on the gaming table for the whole game, so it can't be ™

- schedule, so players can submit their results before the round ends.

O] .,'the spent on a judge call is charged to the player who insists on calling the judge: If this rule is
.ﬂbused the Judge may adjust the time to compensate.

Eafh p‘tayer is responsible for switching their own clock. However, if your opponent forgets to press i,
it nofacceptable to deliberately let their time run down for your own benefit — simply remind them.
The clocks are there so that both players get to finish the battle, not as a weapon to be used against
your opponent.

Army complexity is no excuse for slow play — every player should be able to play their army within
the time limit.

o The judge may subsequently use the clock readings in cases of uneven time usage and similar
issues.

~ o Ajudge may also be called during the battle if it is clear that the balance of time has shifted
~unhealthily.

.t o 'Any effect the clock has on the result is strictly at the judge's discretion.
1 o Depending on the severity, the judge may apply any of the following:
m A warning
- m Penalties’
~* _ _m Anadjustment to the battle result
::. : i The player who has run out of time stops playing — their opponent may finish the game alone
'~ m Another action as per judge’s judgement
e The organiser reserves the right to issue a warning to a player or team, in particular for:
o slow play
i o breaches of the rules
o unsporting behaviour
o being in no fit state to play (in particular under the influence of alcohol)

e For all warnings, the player or team may receive a points deduction, or may be disqualified from the
tournament.

o

Terrain r e

Impassable terrain and buildings — cannot be entered, can be flown over
Forests — difficult terrain, block LoS

Water features — dangerous terrain, do not block LoS

Fields — difficult terrain, do not block LoS

Fences and walls — low obstacles, difficult terrain

Hills — block LoS

Ruins — dangerous terrain, do not block LoS

- ol
8. Pairing ﬂl :
e Covert deployment: Each team secretly fields one player — 1A and 1B e, >
r e Reaction to deployment: Team A assigns players 2A and 3A against 1B, team B assig A

e

and 3B against 1A "i' 13
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- 10.2. Round 2 — Perimeter

e Deployment: Encirclement. Right after Set-Up, the winner of a roll-off chooses their deployment zone (A
or B) as shown on the map below. Once the zones have been chosen, the winner of that roll-off deploys
the first unit, then players continue with the alternating units method (p.17 of the Matched Play Guide).

e Secondary Objectives: Strategic Locations (4)
e Scenario Special Rules: none
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is fantr or cavalry to be held in reserve. L :
‘-v': OnCe th'!t roll has been made, the player who won the roll-off deploys the first unit. Units not held'ln_
'r" reserve are deployed using the alternating units method (p.17 of the Matched Play Guide). During

e i - (ﬁpjgyment characters may join units being held in reserve — in other words, any character able to join a
an be held in reserve, provided they join a unit.

) S'edondal'y Objectlves Baggage Trains, Strategic Locations (3)

\ : ° Scen gpeclal Rules: Reserves are not deployed at the start of the battle. Instead, they may enter
5 play during the Compulsory Moves sub-phase of any of their controlling player’s turns other than the first.
~ Onarrival they enter the battlefield as reinforcements (p.134 of the Warhammer: The Old World

j._ rulebook) from any pomt on a battlefield edge within their deployment zone.
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11. Secondary Objectives

11.1. Baggage Trains

e Rules: This secondary objective follows the “Baggage Trains” rules on p.28 of the Matched Play Guide.
e Adjustment: The rule “Controlling Baggage” (Matched Play Guide, p.28) is adjusted as follows; the
changes are shown in bold.

A baggage train can-be controlled by a single unit that is within 6" of it, that has a Unit Strength of 10
or more, that is not fleeing and that has not succumbed to Stupidity.
If two or more eligible units are within 6" of a baggage train, the closest unit controls it. If the
distance between multiple eligible units and the baggage train differs by 1" or less, those
units are considered equally close. In such cases, the unit with the higher Unit Strength
controls the baggage train.
However, if two or more eligible enemy units are equally close (i.e. within said 1-inch range) to the
baggage train and all have the same Unit Strength, the baggage train is considered “contested” and
neither unit controls it.

e Clarification:

o Each player must bring a clearly identifiable, fully assembled and painted Baggage Train model on a
base measuring exactly 60 x 100 mm.

o The model must meet the Games Workshop Battle Ready standard and must not be confused with
units, terrain or other markers. Flat 2D markers, printed cards, paper templates and empty or merely
labelled bases are not permitted.

o Scratch-built, converted, third-party and 3D-printed models are allowed. In case of doubt, approval
must be obtained from the judges before the event.

o Failure to provide a compliant Baggage Train may result in penalties and/or the loss of related Victory
Points.

11.2. Domination

e Rules: This secondary objective follows the “Domination (Controlling a Quarter)” rules on p.30 of the
Matched Play Guide and the subsequent FAQ 1.5.3.

e Scoring: Points for controlling quarters are not cumulative — only the highest applies.

e Clarification:

o If a model is positioned across multiple quarters (even partially), it is not counted towards Unit
Strength for any quarter. This applies to all models, including single-model units. Only models that
are completely within a quarter contribute their Unit Strength to that quarter’s control calculation.

11.3. Progressive Special Feature

e Rules: A progressive special feature is a circular area with a 9" radius, measured from the exact centre
of the battlefield. It is not a terrain feature — models may enter and move across it as normal, and it does
not block Line of Sight.

e Scoring: 50 pts for each progressive special feature you control at the end of each turn.

e Setup: A circular area in the centre of the battlefield, predefined on the gaming mat and represented by
a printed zone.

e Control: During the Start of Turn sub-phase, a special feature can be controlled by a single Core unit
that is within it, that has a Unit Strength of 10 or more, that is not fleeing and that has not succumbed to
Stupidity. If two or more eligible units are within it, the unit closest to its centre controls it.

o If the distance between multiple eligible units and the centre differs by 1" or less, those units are
considered equally close. In such cases, the unit with the higher Unit Strength controls it.

o However, if two or more eligible enemy units are equally close (i.e. within said 1-inch range) and all
have the same Unit Strength, the special feature is “contested” and neither unit controls it.
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Unusual Properties: During any Start of Turn sub-phase in which a unit is determined to be in control of
a special feature, that unit’s controlling player rolls on the table below to determine the current unusual
property. The controlling unit benefits from it until the end of that turn.

D6 Unusual Property
1—2 | Whilst a unit controls this special feature, it gains Magic Resistance (-2).
3—-4 | Whilst a unit controls this special feature, it gains the Frenzy special rule.

5-6 | Whilst a unit controls this special feature, it gains the Stubborn special rule.

Clarification:

o If a unit controlling a special feature leaves the area or otherwise stops meeting the requirements to
control it at any point during the game, it immediately loses control. Any effects granted by Unusual
Properties remain until the end of that turn.

o For rules interactions that refer to a “Special Feature” (e.g. Forest Spirit units and the Blessings of the
Ancients rule in the Wood EIf Arcane Journal, p.83), this central circular area counts as a valid
special feature.

11.4. Strategic Landmark

Rules: This secondary objective follows the “Landmarks” rules on p.5 of Battle March. It counts as
Impassable Terrain, and no Line of Sight can be drawn over it.
Scoring: 200 VP for controlling a Strategic Landmark at the end of the game.
Setup: A 100 mm circular area in the centre of the battlefield, predefined on the gaming mat and
represented by a printed zone.
Adjustment: The rule “Controlling Objectives” (Battle March, p.5) is adjusted as follows; the changes are
shown in bold.
At the end of the game a strategic landmark can be controlled by a single unit. In order to control
an objective, a unit must be within 3" of it and have a Unit Strength of 5 or more. Units that are fleeing
or that have succumbed to Stupidity cannot control an objective.

If two. or more eligible units are within 3" of an objective, the closest unit controls it. If the distance
between multiple eligible units and the objective marker differs by 1" or less, those units are
considered equally close. In such cases, the unit with the higher Unit Strength controls the
objective. However, should both have the same Unit Strength, the objective is “contested” and
neither unit controls it.

Clarification:

o If a unit controlling this area leaves it or otherwise stops meeting the requirements to control it at any
point during the game, it immediately loses control and any associated effects.

o For rules interactions that refer to a “Special Feature” (e.g. Forest Spirit units and the Blessings of the
Ancients rule in the Wood EIf Arcane Journal, p.83), this central circular area counts as a valid
special feature.

11.5. Strategic Locations (2) / (3) / (4)

Rules: This secondary objective follows the “Strategic Locations (X)” rules on p.30 of the Matched Play
Guide.
Scoring: 30 pts for each Strategic Location you control at the end of each turn.



e Adjustment: The rule “Controlling Objective Markers” (Matched Play Guide, p.30) is adjusted as follows;
the changes are shown in bold.

At the end of each turn, an objective marker can be controlled by a single Core unit that is within 6" of
it, has a Unit Strength of 10 or more, is not fleeing and has not succumbed to Stupidity. If two or more
eligible units are within 6" of an objective marker, the unit closest to the marker controls it.

If the distance between multiple eligible units and the objective marker differs by 1" or less,
those units are considered equally close. In such cases, the unit with the higher Unit Strength
controls the objective.

'E'.

However, if two or more eligible enemy units are equally close (i.e. within said 1-inch range) to an
objective marker and all have the same Unit Strength, the objective marker is “contested” and neither
unit controls it.

e Clarification:

o Objective marker positions are predefined on the gaming mats and represented by printed zones or
markings, which serve as templates for gameplay. Players are not required to bring their own
objective marker models. It is, however, recommended to place tokens or physical indicators on top
of these printed zones to clearly mark which objective markers are active and in use. Suitable
objective marker models may of course be placed on top of the printed markings for aesthetic
purposes.

o A unit cannot control or contest more than one objective marker at the same time.

o If a unit is simultaneously eligible to control or contest multiple objective markers, the owning player
must choose at the time of scoring Victory Points which objective marker the unit will count
towards.

o If both players must make such a choice simultaneously, the active player (i.e. the player whose turn
it is) chooses first.



» ,-
-:.l.- n

-
:

11.6. Treasure Troves (3)

Rules: This secondary objective follows the “Treasure Troves” rules on p.4, 5 and 7 of Battle March and
“Raid & Burn” on p.2 of the Battle March General's Companion.

Scoring: 10 VP for each Treasure Trove you control at the end of each turn. 30 VP for each Treasure
Trove destroyed by a unit you control.

Destroying Treasure Troves: A unit with a Unit Strength of 5 or more can attempt to destroy a treasure
trove by moving into base contact with it during the Remaining Moves sub-phase. Once a unit is in base
contact with a treasure trove, it begins the process of destroying it. Whilst a unit is destroying a treasure
trove, it cannot shoot and can only cast spells with a range of “Combat” or “Self”.

o If, at the beginning of their next Start of Turn sub-phase, the unit is still in base contact with the
treasure trove, has a Unit Strength of 5 or more, is not engaged in combat and is not fleeing, the
treasure trove is destroyed and removed from the battlefield.

Adjustment: The rule “Controlling Objectives” (Battle March, p.5) is adjusted as follows; the changes are

shown in bold.

At the end of each player’s turn, a treasure trove can be controlled by a single unit. In order to control
an objective, a unit must be within 3" of it and have a Unit Strength of 5 or more. Units that are fleeing
or that have succumbed to Stupidity cannot control an objective.

If two or more eligible units are within 3" of an objective, the closest unit controls it. If the distance
between multiple eligible units and the objective marker differs by 1" or less, those units are
considered equally close. In such cases, the unit with the higher Unit Strength controls the
objective. However, should both have the same Unit Strength, the objective is “contested” and
neither unit controls it.

Clarification:

o Objective marker positions are predefined on the gaming mats and represented by printed zones or
markings. Players are not required to bring their own objective marker models, but marking the
active ones with tokens or physical indicators is recommended.

o A unit cannot control or contest more than one objective marker at the same time. If eligible for
several, the owning player chooses at the time of scoring Victory Points; if both players must
choose simultaneously, the active player chooses first.

o Units may still control a Treasure Trove while it is being destroyed — control continues until the
objective marker is removed.

o For the purposes of destroying a Treasure Trove, base contact is considered to be any unit
touching the edge of the marker, or placed on top of it, as units may move through these
battlefield decorations freely unless other intervening terrain prevents this.
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