Over The Top 40K 2019 


Details
Over the Top will be held on the second weekend of February, the 9th and 10th of February 2019 at the Hamilton Cosmopolitan Club, 32 Claudelands Road, Hamilton East, Hamilton .  This is the player pack, which contains all the important information you require to compete.
Treasurer and Registrar: Dory Fisher, Email: dcfisher@orcon.net.nz
Website https://hamiltonimmortals.co.nz/events/overthetop2019

Entries
Registration - $50 for two days.   Hamilton Immortals club members receive a $10 discount
Entries close the Friday 1st February 2019. 
Entries after this time accepted at umpires/organisers discretion and unless filling a bye will cost an additional $5 for one day or $10 for a two day event.    
Payment will be through preferably the nominated internet account below.
Westpac, Hamilton Immortals, 03 1561 0029895 02.  
Please provide your name and competition you are entering. 

Sponsors

We have awesome sponsorship for the event from Mark One! Every competitor will receive a $10 voucher which can be used at Mark1!  This can be used on the Sunday afternoon instore once all packed up

[image: ]

Website: www.mk1.co.nz
Facebook: https://www.facebook.com/Mark1Comics/?ref=br_rs
Phone: (07) 839 3728 
E-mail: shop@mk1.co.nz
Address: 551 Victoria st (5 minute drive)
 

Venue
Hamilton Cosmopolitan ‘Cossie’ club.   32 Claudelands Rd, Hamilton
http://www.cossie.org.nz/
There is an onsite bar! And bistro with very reasonable prices. The bar is open from 10am. 
The restaurant is open for lunch from 12 noon to 2pm, and dinner facilities open from 5pm. 

As this is a private venue with its own restaurant facilities please do not bring in any food or drink. 
Water is provided at the venue. Persons will be asked to consume any brought in food or drink outside. 
Hamilton east shops are 5 minutes walk from the club and have a range of places where you can get food and drinks. The CBD is also 10 minutes walk with numerous motels/ hotels and pubs.
Dress Code:
No singlets or jandals, or hats worn backwards at the Cossie Club 

Timetable
OTT will involve 5 rounds of matched-play games.  

Day one
Set up: 0730 – 0900 (if you can help it will be appreciated)
Game one: 9:00 – 11:30
Game two: 12:30 – 3:00
Game three: 3:15 – 5:45

Day two
Game four: 08:30 – 11:00
Game five: 12:00 – 2:30
Pack up/ Prize giving: 2:30 – 3:30

Tournament Organiser Expectations
All the players that attend OTT 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. And smell good.

ARMY:  1750 points
· Must be battleforged.
· Must comply with all current FAQ/ Chapter approved restrictions.
· No forgeworld units.
· No Under-strength units
· No Rules or Army Lists marked as ‘Trial’ or ‘Optional’
Army lists
These are required be submitted by Friday 1 February 2019 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 10 point penalty. Each subsequent day late this will increase by a further 2 points.
Lists should be sent to haydn.korach@gmail.com
Army Restrictions
Only codices or supplements that are released prior to 1 February 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).

Army list template
The Umpire’s preference is that Army lists are supplied via Word, this is so they can all be sent out before the event, 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
· The Army Faction (Pg 240)
· Command Point Total
· Any other kind of ability or trait you can choose before the game (e.g. Inquisition Ordo Traits) must be decided on before the tournament, and recorded on your army list – they cannot be changed during the tournament! (excluding psychic powers)
· The various Detachments (this must be clearly noted in your list… I am not a ‘registered’ mind reader)
· Reinforcement/Summoning points 

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.

It would be greatly appreciated that local participants that have suitable terrain please bring it along and make it available to the Umpire for use in the competition. If you can indicate at registration whether you can assist with this that would be fantastic. 
Any help that could be provided in setting up/packing up tables would be gratefully accepted. 
Sunday afternoon there will be an awards ceremony with trophies to be confirmed.

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

Tournament specific Errata/FAQ
GW FAQ: Only Official published GW FAQ as well as any published Errata up to Friday 1 February 2019 will be used at OTT – Beta rules will be in play
Command re-roll Stratagem: This Stratagem may only be used to Seize the Initiative prior to the first battle round. This means you may not use it to reroll Table sides, place Objective counters first, or anything else prior to the first turn (other than Seize the Initiative). 
In addition, you are not allowed to use this Stratagem to reroll to see if the game ends on turns 5, 6, or 7.
The bottom level of all ruins will be counted as ‘Line of Sight’ blocking.
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
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.
Slow Play
The way that slow play will be addressed is as follows:
· If you have a game that goes over time you will get a 1st warning, that is both people in that game will be warned.
· If you have a 2nd game that goes overtime (so have already received a prior warning) you will have 5 battle points deducted from you.
· If you have a 3rd game that goes over time it will be 10 points
· 4th will be 15 points
· 5th will be 20 points
It is up to both players to ensure everyone gets their fair allocation of time to play the game. Please understand your armies and if you are using hordes, please make sure you are capable of playing it within the time required.


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 one of the Umpires, 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.

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.
1. Choose Psychic powers (if required).
1. Each player rolls a D6: the player who rolled highest places the first objective as per the primary mission, players then alternate placing objectives.
1. Each player rolls a D6: the player who rolled highest then chooses their table edge.
1. Each player rolls a D6: the player who rolled highest chooses who deploys first.
1. 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.

Tournament Scoring
The Total Tournament Score is out of 160, from the following criteria. 
Composition 
There is no Army Composition scoring component for OTT (other than the admiration… or scorn… of your peers). 

Sportsmanship (30 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. The player with the most votes will win the Best Sport award. Tiebreakers will be decided by Battle Points.
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’.
Painting (30pts)
OTT will have a painting component. This will be worth 30pts towards your overall score.
A panel of umpires 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.  – this will provide your points for painting (with a maximum of 30).
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.
If you have any concerns over the painting checklist or an indication of how your army may score, please email haydn.korach@gmail.com with pictures to illustrate any queries prior to 1 February 2019.
The painting checklist sheet that will be used is as follows (thanks to Peter Dunn at www.fieldsofblood.com)
	Painting (worth up to 32 points)

	Basics - check one of the following
	Check
	Points

	Army is fully painted, but only to the three-color standard of basecoating.
	
	7

	Army is beyond fully painted, additional steps beyond the three-colour standard.
	
	12

	Detail - check all that apply to bulk (80%+) of army

	Painting is Uniform: Not a mix of schemes, styles, and looks
	
	1

	Clean Basecoat Colours: Base colours are painted neatly
	
	1

	Details: Details are painted such as eyes, buckles, and jewellery
	
	1

	Clean Details: Details are painted well (clean, have highlights)
	
	2

	Hand-Painted Details: Details (that are well executed) have been added such as unit markings, banner artwork, blood marks, dirt on cloaks, etc.
	
	2

	Artistic: Banners, markings, and details are hand painted to an incredible degree!
	
	2

	Discernible Highlights/Shading: Drybrushing, lining, shading, inking, etc. (not required to be clean)
	
	1

	Clean Highlights: Lines are neat, drybrushing is appropriate; inking is controlled and not sloppy
	
	2

	Layers of Highlights: More than one layer of highlight, which may include shading, highlights over inking, blending, etc.
	
	2

	Beyond Basics: Highlights have been blended, shaded, or layered well - beyond the basic highlighting techniques of drybrushing and inking
	
	2

	Masterful Blending: Highlights have been masterfully blended, shaded, or layered
	
	2

	Overall Appearance: Overall appearance is amazing! Everything works great together to create an awesome scene
	
	2

	Bases (worth up to 9 points)

	Check all that apply to bulk (80%+) of army
	
	Points

	Based/Detailed: Bases have basing materials (flock/sand/tiles) or details painted on them
	
	1

	Extra Basing: The bases have multiple basing materials (rocks/grass), extra details painted on them (cracks in tiles), or if extra basing is inappropriate, basing is done very well (e.g. rolling desert dunes)
	
	1

	Diorama-like bases with high attention to detail
	
	2

	All bases are painted, flocked and finished consistently across the entire army
	
	4

	Display Base: Basic based & highlighted or detailed display base
	
	1

	Conversions (worth up to 4 points)

	Check one of the following
	
	Points

	Minimal: The army has some elementary conversions (head and weapon swaps, arm rotations) or a couple interesting swaps
	
	1

	Minor: Units have multi-kit conversions including head and weapon swaps. This is for more than a few models such as a unit
	
	2

	Major: The army has some difficult conversions that use things such as putty, plastic card, drilling, sawing, minor sculpts, etc. This could also apply to the entire army having very well done multi-kit conversions (see above)
	
	3

	Extreme: The army has some extreme conversions, which could be: a scratch built conversion or sculpt of an entire model, a large number of models with difficult conversions (see above), or the entire army is extremely converted
	
	4



Battle Points (100 pts) 
Every game will offer a maximum of 20 Battle Points, allocated as follows.
The Primary Mission is based on 8h Edition VP as per the Eternal War scenario being played (excluding First Blood, Slay the Warlord, and Linebreaker). A win will be 10 a draw 5 and a loss 1 point.

The Secondary Mission is based on 8th Edition VP as per the Maelstrom of War scenario being played.

The Tertiary Mission will consist of 5 mini objectives that will be different each mission. Each accomplished objective will be worth one point.

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 number of Secondary Missions won, then Primary Missions (if required). 
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