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DATE 

The Sheffield Slaughter 2012 will take place on Saturday 28th and Sunday 29
th

 January 2012. The venue will be 

open from 3pm on Friday 27
th

 January for pick-up games prior to the weekend starting. 

 

ORGANISER 

This event is being run by the Dragon Slayers, a gaming club based in Mansfield, Nottinghamshire. The head 

organiser for the event is Chris Legg. He can be contacted on chrislegg3@hotmail.com or via phone on 07843 

605286.  

 

ENTRY DETAILS 

There are two methods of entry to the event. Firstly, you can send a cheque for £30 to Chris Legg, 450 Galleon 

House, 8 St George Wharf, London, SW8 2LW. Alternatively, and the preferred option, you can send £31 via 

Paypal to chrislegg3@hotmail.com. 

 

The entry fee includes your entry to the tournament, lunch on both days and an evening buffet on the 

Saturday night. If you have any unusual dietary requirements please let us know. 

 

LOCATION 

The Sheffield Slaughter 2012 will take place at: 

Davys Sporting Club 
630 Prince of Wales Road, 
Darnall, 
Sheffield,  
S9 4ER 

Players should note that as a fully licensed venue you are unable to bring your own alcohol into the hall. The 
venue does however have a fully stocked bar (with Tizer on tap!) ready for you to purchase your refreshments 
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from. We would ask you politely to adhere to this as we do not wish our relationship with the venue to break 
down. 

 

TIMETABLE 

 

Friday 27
th

 January 
Hall open for gaming and registration 2pm Onwards 

Saturday 28
th

 January 
Registration 8am to 9am 
Game 1 9am to 11.30am 
Lunch 11.30am to 12.30pm 
Game 2 12.30pm to 3.00pm 
Game 3 3.30pm to 6.00pm 
Dinner 6.30pm onwards 

Sunday 29
th

 January 
Game 4 9.30am to 12.00pm 
Lunch 12.00pm to 1.00pm 
Game 5 1.00pm to 3.30pm 
Prizes 4pm 

 

PRIZES 

We will be offering a variety of prizes over the weekend: 

Overall Champion 

2
nd

 Place 

3
rd

 Place 

Best in race trophies for all races 

Best Sportsman 

Best Army- Player Vote 

Best General (Highest Gaming points) 

Best Terrain 
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WINNING THE EVENT 

Players will compete in 5 games over 2 days. They will play opponents dependant on their previous game 

scores using the swiss system, with points for other scores added at the end: 

Category Points Available 

Gaming 0-100 
Painting 0-30 
Best painting vote 5 
Sportsmanship 0-30 
Army List 30 

ARMY SUBMISSION 

Army lists will be due in by 8pm on Monday 16
th

 January 2012. Players can either post the list to the postal 

address given above or (preferably) via email to chrislegg3@hotmail.com.  

 

Players should note that all lists for the weekend will be OPEN. Prior to the event, around the weekend before, 

a PDF will be sent to all entrants who have submitted a correct, legal list. This PDF will contain the army lists of 

every other entrant.  

 

As such, and to make our jobs easier, the following format MUST be adopted for sent armies. If this format is 

not used, the list will be rejected. They can either be pasted into the email itself or attached to a word 

document, it is your choice. 

 

Dark Elf Dreadlord (General); Dragon; Sea Dragon Cloak, Sword of Might, Black Dragon Egg, 511 

Sorceress; Level 2, Dispel Scroll, Lore of Shadow 160 

Death Hag; Cauldron of Blood, Battle Standard, 225 

30 Warriors; Full Command, Shields, 225 

25 Repeater Crossbowmen; Musician, Standard, Shields, 290 

War Hydra, 175 

=1411. 

 

Submission of a correct, legal list in the above format prior to the above deadline will result in a point’s award 

of 30 points being applied to the players overall score. 
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ARMY SELECTION 

The army selection restrictions for the Sheffield Slaughter are split into two sections, General restrictions, 

applicable to all armies, and Specific restrictions, used by individual armies. If your army is not mentioned 

below, then it has no further restrictions to it. 

 

GENERAL RESTRICTIONS 

1. All armies are restricted to a maximum of 2,400 points. Not a single point more! 

2. Aside from the Winds of Magic and Channelling, an army may not add more than 2 power or dispel to 

its pool in each single magic phase. This is from ANY source- magic items, spells, abilities or attributes. 

Any excess dice are discarded and cannot be stored etc for future magic phases.  

3. If an army has an ability to steal dice, and they have already generated an additional 2 dice, then the 

stolen dice is removed from their opponent’s pool and discarded.  

4. Non war machine shooting is limited to 90 shots per turn. Players should count the number of shots, 

not models. As an example, Dark Elf Repeater Crossbowmen would count as two towards this limit. 

5. Ranked, non-skirmishing infantry with a range of 12” or less are excluded from this. 

6. Models with a variable number of shots count as 1 toward this. 

7. No army may include more than 2 war machines of the same type. 

8. No single non character unit in the army may be more than 450 points, including magic items and 

command. 

9. A maximum of 3 units with the ‘Fly’ rule may be taken. 

10. The magic item ‘Folding Fortress’ may not be taken. 

11. Dogs of War and Chaos Dwarfs may not be taken. 

 

SPECIFIC RESTRICTIONS 

LIZARDMEN 

1. Salamanders are limited to 0-3 models per army 

2.  Higher State of Consciousness and the Crown of Command may not be taken on the same model. 

3. Scar Veterans are 0-2 per army. 

 

VAMPIRE COUNTS 

1. Only 2 of the following 3 items may be taken in the same Vampire Counts Army: Helm of 

Commandment, Drakenhoff Banner, Master of the Black Arts. 

2. A maximum of two non-character units may be taken with the “ethereal” rule. The Black Coach 

counts as “ethereal” for the purposes of this rule. 

3. A maximum of two Tomb Banshees and/or hero choice Cairn Wraiths are allowed in each army (i.e a 

maximum of one of each or two of one type). If you have taken 2 ethereal non character units as per 

the restriction above this is limited to 1. 

4. The Fencers’ Blades and the Helm of Commandment my not be taken on the same model. 

5. Cairn Wraiths (unit) are 0 – 6 models per army. 
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SKAVEN 

1. Hell Pit Abominations and Warp Lighting Cannons are 0-1 unit selection per army. 

2. Warlock Engineers are 0 – 3 models per army. 

 

DARK ELVES 

1. The Pendant of Kalaeth and the Crown of Command may not be taken on the same model. 

2. Hydras are 0-1 per army. 

3. The army may not use the ‘Druchii Sorcery’ special rule. 

 

TOMB KINGS 

1. Sphinxs of any type are 0-2 per army. 

2. Queen Khalida may not be taken. 

 

EMPIRE 

1. Steam Tanks are 0-1 per army. 

 

WARRIORS OF CHAOS 

1. Hellcannons are 0-1 per army. 

 

DAEMONS OF CHAOS 

1. Flamers of Tzeentch are 0-6 models per army. 

2. Heralds may not take both Daemonic Icons and Gifts on the same model. 

3. The Masque, Skulltaker, and the Blue Scribes may not be taken. 

 

HIGH ELVES 

1. Teclis may not be taken. 

 

DWARVES 

1. Thorek may not be taken. 
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WINNING YOUR GAMES 

All games should be played using the Battleline rules given in the Warhammer Rulebook. At the end of the 

game, the winner is determined by adding up the total victory points scored by each side, with the additional 

points noted here. Players then convert the difference in Victory points to Tournament points using the chart. 

 

Difference Winner Points Loser Points 

0-149 10 10 
150-299 11 9 
300-449 12 8 
450-599 13 7 
600-749 14 6 
750-899 15 5 

900-1049 16 4 
1050-1199 17 3 
1200-1349 18 2 
1350-1499 19 1 

1500+ 20 0 

 

ADDITIONAL POINTS 

1. Killing a lord level special character: 200 points 

2. Killing a hero level special character: 100 points 

3. Reducing a unit to 25% or below of its starting strength: 50% of the units cost 

4. For a unit that is fleeing at the end of the game: 50% of the units cost 

 

ROUND TIMINGS AND GAME LENGTH 

As you have probably noted above, there is a strict timetable we need to adhere to. This will ensure that the 

event will run smoothly and people are able to leave in a timely fashion. In addition, to this, Warhammer is a 

game of six equal turns. Failure to complete all six turns can result in the frustration of your opponent, 

advantages that would not normally have been gained and a general sense of annoyance about the game. 

Whilst we are aware that most players do finish their games on time occasionally this does not happen. 

 

To this end, The Sheffield Slaughter has four provisions regarding the round timings and game length; 

 

1. Announcements will be made throughout the round indicating the amount of time remaining, and at 

15 minutes to go. At this stage, we would strongly suggest that you complete your game, ensuring 

that equal turns have been played and to then submit your results. If you fail to hand in the results 

slip on time, you will be given a warning. If you fail to hand in the results slip a second time, your 

score (for both players) will be reduced to zero. 
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2. If a referee asks you to stop playing, and this request is refused, then both players will have their 

score for that round being reduced to zero. In addition, at the absolute discretion of the organisers a 

further point’s penalty may apply to your tournament score. 

 

3. On the score sheets will be a box to indicate the number of turns played. If a player fails to complete 6 

turns in more than 2 games they will receive a point’s penalty on their tournament equal to 5 points 

for every turn that they have failed to complete. 

 

4. Notwithstanding the above; if a referee feels that a player is deliberately playing slowly despite 

warnings then they may be liable for a point’s penalty. 

 

 

We appreciate that the above may seem harsh and draconian, but the issue of incomplete games is becoming 

a hot topic at several tournaments. If you have any concerns in the speed that your opponent is playing at, 

please do not hesitate to come and speak with us, and we will attempt to resolve the matter before it 

becomes a problem. 

 

HOUSE RULES 

We will be using the following house rules at this year’s Sheffield Slaughter. These have been put in after 

consulting some of the games top players and are an attempt to curb some of the more ‘interesting’ tactics 

available. 

 

1. When a character joins a unit he must be placed in the front rank closest to his starting position. The 

only exception is if the entirety of the front rank is within twice his movement allowance. 

 

2. Unless a unit retains the same number of ranks and files it had at the beginning of the turn (before 

using any magic item or other special rule), discounting changes due to characters joining/leaving the 

unit or “raised” models, when the unit uses a 'Swift Reform' or ‘Reform’ manoeuvre they cannot 

charge in the same turn for any reason (magic move for example). 

 

3. Units which have performed a “Swift Reform” or “Reform manoeuvre during the controlling player’s 

turn may not garrison a building on that turn. 

 

4. Buildings may only be garrisoned by up to 12 models (4 monstrous infantry). If a unit consisting of 

more than 12 models successfully assaults a building they cannot enter the building and are instead 

pushed 1 inch away as if the defenders did not break/or were wiped out. Please also note units once 

inside a building cannot increase in size above 12 models without leaving the building first. As a 

general rule it is impossible for more than 12 models to ever be garrisoned inside a building at any 

time. 

 

5. “Conga Lines” are not acceptable (this is a formation consisting of a 1 model frontage and then 

multiple ranks deep). If you feel your opponent is trying to gain an unsporting advantage through use 

of a very thin frontage formation (i.e 2 wide Black Guard as 1 is outright banned) please call a referee 

over. It is often the case that formations need to be small (skirmish units are often 3x2 for example) 



8 |   
 

or work well with the army (i.e detachments 3x3). This rule is to stop genuine attempts to abuse the 

rules, not hinder good tactics. 

 

6. All buildings count as 'impassable terrain that would in reality stand in the way of the shot' as far as 

cannon balls are concerned. They will not bounce through them, they stop on the building and inflict 

hits upon anything garrisoning the building. You may not pick a point on a building as your initial point 

(under Choosing a Target p112). 

 

7. Anything detailed specifically in the ‘ETC Bad Play’ thread on TWF is banned. 

 

 

8.  Characters affected by the following spells that would instantly remove it from the table only take 

one wound if it would normally benefit from a look out sir roll from being part of a unit. This does not 

apply if you are a lone character outside of a unit: 

 

 The Dwellers Below  

 Final Transmutation 

 Gateway 

 The Dreaded 13
th

 

 

9. Units affect by Okkams Mindrazor cannot utilise any weapon bonuses, and ignore any special rules, 

such as hatred or frenzy when rolling to hit or wound. 

 

10. When a unit with Vanhels Danse Macbre cast on it declares a charge, it does not move forward an 

automatic 8”. Instead, roll a dice. On a roll of a 1 the unit will only move forward 1” and will 

automatically fail any charge, and stops 1” away from other units. On any other result, the unit may 

move up to 8” and charge normally. 

 

TERRAIN 

Players are required to bring 4 suitably modelled pieces of terrain for the event. Up to two pieces can be the 

same terrain type, so for example a player could bring two buildings, a hill and a wood. The maximum size for a 

single piece is no greater than 12” by 12”. 

 

Prior to each round, players will need to roll off to see who places each piece of scenery first. An individual 

piece cannot be placed within 6” of the centre of the board and not within 6” of another previously placed 

piece. When all 8 pieces have been placed, scatter each piece 3D6”. If the piece hits a board edge, it should 

come back on at a 90 degree angle, so that it ‘bounces’ along. 

 

To encourage players to take care of their pieces of scenery, players are reminded that there are points 

available in the painting section for bringing good quality scenery. In addition, it should be noted that the 

scenery a player brings with them will travel with them to each of their 5 games. 
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All pieces are scenery are considered mundane- i.e. we are not playing using the mysterious terrain rules. If 

players have any concerns of queries with their own terrain or that of their opponent, please contact a 

referee. 

 

SPORTSMANSHIP 

Whilst we do not anticipate problems during the event, arguments and bad games can sometimes happen. At 

the Sheffield Slaughter, players will be awarded 6 Sportsmanship points per game that they play in. If you wish 

to award your opponent a lower score than this, please come and see us and we will gladly listen to what has 

happened and if necessary we will award a lower score. This does not necessarily need to be at the end of the 

round, if you would prefer to wait and speak with us in private later on this will be fine. 

Note that you should not simply award a lower score because you lost or you did not like their army 

composition.  
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PAINTING - GENERAL 

At the start of the event, players will be handed a form with a variety of tick boxes on. After the end of game 1, 

and potentially after game 2, players are requested to leave their armies out, along with the painting score 

form to be marked for painting. Players are reminded that as there are points available for scenery, this should 

be displayed at the same time. 

 

Note that unpainted models or armies are not acceptable and you will be asked to remove models that do not 

meet the basic three colours on a model formula below. 

The following points are on offer for painting over the weekend: 

Item Available Points 

Preparation - all models have no visible mould lines 
or flash markings 

1 

Base Colour - all models have a minimum of 3 
appropriate, different colours applied to it. 

4 

Basing - all models have the correct sized base, 
textured with either sand or flock and painted. 

3 

Neatness – all models have been painted neatly, i.e. 
colours in the correct areas of the model and not 
‘blobbed’ on. 

3 

Highlighting – Models have been shaded/highlighted 
in some way. This could be an ink wash or dip, or 
multiple layers of colour. 

3 

Cohesiveness – Is there a unified colour scheme 
across the whole army. Note that in some armies it is 
perfectly acceptable to have a hodgepodge 
appearance, such as Daemons. 

3 

Movement Trays – are all models in the army 
(including skirmishers) on movement trays painted in 
the same manner as the bases of the models? 

4 

High Quality - are all models in the army painted to a 
very high standard, above and beyond what is 
normally expected of an army?  

2 

Terrain - has the player supplied 4 good quality pieces 
of scenery? Note that these need to be painted and 
not simply made out of card to qualify. 

5 

Terrain – has the player made an attempt to theme 
the scenery they have brought to their army? Does it 
look like a cohesive effort when displayed alongside? 

2 

Total 30 
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PAINTING- BEST ARMY 

There will be a painting award for the best army, as voted for by you, the entrants of the event. During game 4 

we will announce a number of armies that we believe are in contention for this award. We will ask you to 

display them at the front of the hall. People can then vote for the army they like the best.  

 

For players that vote for the best army, a score of 5 tournament points will be added to your overall score. 

 

ANY QUESTIONS? 

We hope you like what you have read and that you will join us for what is planned to be an excellent weekend 

of gaming! If you have any queries please contact the head organiser Chris Legg on chrislegg3@hotmail.com, 

via phone on 07843 605286 or on twitter @Chris_Legg 
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