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Primer Information 
 
The Bugeater Warhammer 40k GT is a six round tournament.  After the first round, players are matched 
based on their win loss record.  Within a record set, the tournament uses battle points to determine the 
strength of your victory (see the next page to determine how you earn battle points).   Players are 
paired “high-low” within a record group beginning in round 2.  So in round 2, the person with a 1-0 
record and highest battle points will play someone with a 1-0 record and the lowest battle points.  The 
second highest battle point 1-0 will play the 1-0 with the second lowest, etc.   
 
This year, for the first day we will place geographic and club barriers for arranged pairings.  We will 
default to avoiding pairing people from the same state on the first day.  We will provide the opportunity 
for players to specify club allegiance, and if they are traveling with a club they will also be blocked from 
playing each other on the first day. 
 
Players will field an 1850 point army.  Allies are permitted as specified in the rule book.  Players may 
take a fortification of their choice, except they cannot take the Fortress of Redemption.  Fortifications 
cannot be put on tournament terrain, and Aegis Defense Lines cannot be broken up into several smaller 
sections. 
 
For Warlord Traits: Roll a d6, and pick a trait from one of the three charts for your warlord.  If your 
codex has a specific warlord chart (Chaos Space Marines), then you must choose whether you roll 
exclusively on that chart, or if you roll the d6 and pick from one of the three rulebook charts prior to 
rolling. 
 
For the purposes of the tournament, the mysterious objectives, night fight, reserves, heavy metal, and 
fast recon should be played exactly as described in the Sixth Edition rulebook. 
 
For this year we have kept our traditional Primary-Secondary-Tertiary mission format, based in part on 
the NOVA Open format.  We have worked to integrate this format into the new edition, including 
incorporating mysterious objectives and the special rules that allow heavy or fast attack choices to count 
as scoring for some scenarios.   
 
We do feel, however, that some aspects of the sixth edition missions don’t function well in a GT setting.  
The relic, for example, proved to be a frustrating mission to both play and officiate in local events. 
 
This is a primer document.  Although radical changes to the mission format shouldn’t be anticipated, but 
your feedback is encouraged.  Our #1 goal is to run an event that you want to go to, and that you’ll have 
a good time at.  So please send our feedback.  An updated primer packet will be released at the end of 
March that will solidify the general scenario structure for the tournament. 
 

   



Scenario Rules 
 
The rules on this page apply to every scenario played at the Bugeater GT: 
 
Missions: 
 
Each scenario will identify the primary, secondary, and tertiary missions for your army.  When the game 
ends, check the mission victory conditions and use them to determine the winner of the match: 

1. Check the status of the Primary Mission.  If one person is winning it, that person wins the 
game.  If the players are tied for the Primary Mission, proceed to the next step. 

2. Check the status of the Secondary Mission.  If one person is winning it, that person wins the 
game.  If the players are tied for the Secondary Mission, proceed to the next step. 

3. Check the status of the Tertiary Mission.  If one person is winning it, that person wins the 
game.  If the players are tied for the Tertiary Mission, proceed to the next step. 

4. If both players are tied for all missions, each player will need to calculate their tiebreaker 
score.  The tiebreaker score is determined by the amount of points you have destroyed in 
your opponent’s army.  See the next page for how you determine the amount of points you 
have killed.  The player with the higher tiebreaker score wins the game. 

 
In order to further determine a player’s position in the tournament standings, you will be asked to 
record battle and destruction points for every round in addition to the winner and loser.  Consult the 
following chart to determine how many battle points you have earned: 
 
 
 
 
 
 
 
Tabling Your Opponent: 
 
If you eliminate all of your opponent’s units prior to the end of the game, continue to play the game 
until its resolution or the surviving player wishes to end the game.  When the game ends, tally up the 
score as if your opponent were still on the board, with one exception.  If you table your opponent, you 
always count as winning the kill point mission, regardless of the actual kill point outcome. 
 
Game Length 
 

 At the bottom of turn 5 roll a d6.  On a roll of a 1 or a 2, the game ends.  On a roll of a 3+ the 
game will continue to turn 6. 

 At the bottom of turn 6 roll a d6.  On a roll of a 1-3, the game ends.  On a roll of a 4+ the 
game will continue to turn 7.   

 Do not begin a new game turn of any kind if there is less than 15 minutes remaining in the 
round.   

 When the game ends, determine the winner using the missions rules described above.  

 Win Draw Loss 
Primary 14 7 0 

Secondary 7 4 0 
Tertiary 4 2 0 



Tournament Missions 
The missions described on this page are in use during every round, so make sure you understand them 
clearly.  If there is any confusion, you must consult a member of the tournament staff. 
 
Objectives 

 Each round will specify the manner in which you deploy the objectives, and the number of objectives to 
be on the table.  In some rounds you will have to deploy your objectives in certain locations, and in others 
you and your opponent will take turns placing objectives.  Consult each scenario for further directions. 

 In order to hold an objective, a scoring unit must be within 3” from the edge of the objective.   

 If an enemy denying or scoring unit is also within 3” of its edge, an objective is contested and neither side 
controls it. 

 When determining if an objective is held or contested, ignore all terrain/model heights. 

 The player holding the most objectives when the game is finished has won this mission.  If an equal 
number are held, this mission is tied. 

 
Table Quarters 

 The purpose of this mission is to capture as much of the battlefield as you can. 

 A table quarter is captured when more of your points are in it than your opponent’s at the end of the 
game.  Use the rules for destruction points (see below) to determine points you possess in a particular 
table quarter. 

 If a unit is partially in multiple quarters, it is considered in whatever quarter contains a majority of the 
unit.  If no quarter contains a majority, randomly determine which quarter it is in.  Every model must be 
wholly within 3” of any quarter a unit wishes to contribute control to. 

 In Dawn of War and Hammer and Anvil deployments ONLY, for table quarters that share a board edge 
with your deployment zone, all of your units’ destruction points count for considering who controls table 
quarters.  For table quarters that share a board edge with your opponents’ deployment zone, only count 
the destruction points of your scoring and denying units. 

 The player controlling the most number of table quarters when the game is finished wins this mission.  
If an equal number of quarters are controlled, this mission is tied. 

 
Kill Points 

 Every enemy unit completely destroyed awards 1 kill point.   Units that are falling back or not o 
on the board at the end of the game count as destroyed (this holds true for Destruction Points 
as well, see below) 

 If a player has three or more kill points than his or her opponent, then that person wins this 
mission.  If the players have an equal number of kill points, or one player only has one or two kill 
points more than their opponent, this mission is tied. 

 
Tiebreaker Score 

 Determine your Destruction Points based on how many points of your opponent’s force you’ve 
destroyed.  Below are the rules for determining how many points you can count: 

 A unit is worth its full points if destroyed; it is worth half points if it is below half its starting 
model count 

 A vehicle is worth half points if it is brought to or below half hull points 

 A vehicle squadron is worth half points if the unit’s total hull points are brought to or below 
half; Squadrons are scored in this fashion even if they are divided by immobilization results 

 A multi wound single model unit (such as an Independent Character or Monstrous Creature) 
is worth half points if it is brought to or below half its starting wounds characteristic. 



 

Primer Mission #1: Vanguard  
 

Rules: 
 
Primary: Table Quarters  Secondary: Kill Points  Tertiary: Objectives (5) 
 
Deployment: Dawn of War 
 
Mission Special Rules: Night Fight, Reserves, Mysterious Objectives 
 
Objective Placement: 

Before any other action is taken, place 4 objectives in every board corner, 18” from the closest 
short edge and 12” from the closest long edge (so you’ll have four objectives in the center of 
each table quarter).  Place the fifth objective in the exact center of the board. 
 

 

 
 
 
  



Primer Mission #2: Closing the Gap 
 

Rules: 
 
Primary: Objectives (3)  Secondary: Table Quarters Tertiary: Kill Points 
 
Deployment: Vanguard Strike 
 
Mission Special Rules: Night Fight, Reserves, Mysterious Objectives, Heavy Metal 
 
Objective Placement: 

Place one objective in the exact center of the board.  Place the other two objectives 21” away 
from the center of the board, towards the corners of the board that are in the no man’s land 
(see the image below).   

 
 
 
 
  



Primer Mission #3: Rubicon 
 

Rules: 
 
Primary: Kill Points Secondary: Objectives (4)  Tertiary: Table Quarters  
 
Deployment: Hammer and Anvil 
 
Mission Special Rules: Night Fight, Reserves, Mysterious Objectives 
 
Objective Placement: 

Before you have determined who is going first, the players will take turns placing the four 
objectives, with the players rolling a d6 to determine who gets to place the first objective.  
These objectives may not be in impassible terrain, or be within 12” of a table edge or other 
objective.   

 
 


