
Solstice 2015 

(A Send Off to 8
th

 Edition) 

This is a Warhammer Fantasy team event which pits the forces of Order against the forces of Disorder to decide the fate 

of the world.  Will the sun rise to announce the Solstice or will the world be forever shrouded in darkness? 

 

As with the changing of the seasons, so must the rules.  In my opinion, Warhammer Fantasy 8th edition is by far the best 

edition GW has published thus far.  So I see it fitting to celebrate 8th edition by playing it as close to the natural un-comp 

(Pre End Times mind you) state of the game.  Please join us in the fun and celebrate the “Spirit of the Game” as we look 

forward in anticipation to 9th edition…  Unless it comes out prior to this event, then let’s just have some fun! 

 

When:  June 20th, 2015 

Where:  The Portal - 60 Hilliard St, Manchester, CT 06042 

Entry Fee:  $15.00 

Spots available:  28 

Register to:  Jim Ellsworth - jkellsworth@gmail.com   

Registration date /Lists due by:  June 1st/June 15th  

 

Points:   1250 

Number of Rounds:  4 

Time per Round:  1 hour and 30 minutes 

Paint Requirement:  None  

Sportsmanship:  Pass/Fail; if “Fail” must provide thoughtful reasoning.  The offending team will suffer -5 Battle Points. 

 

Teams:  Teams are decided by which army you choose when you register, see below for the factions.  (Neutral Armies 

can join either Order or Disorder to ensure an even number of armies per side) 

Order Disorder Neutral 

Bretonnia* Beastmen Ogre Kingdoms 

Dwarfs Daemons of Chaos Tomb Kings 

High Elves Dark Elves*  

Lizardmen Orcs & Goblins*  

The Empire* Skaven  

Wood Elves* Vampire Counts*  

 Warriors of Chaos  

*If the teams are still unbalanced even with Neutral Armies, I reserve the rights to re-arrange the teams to make sure 

they are even.   As uncertain as these times, even the most unlikely armies will stand together and fight Disorder, as 

others are corrupted and aid in the destruction of Order. 

Betrayer:  1 Betrayer per side (VPs earned go to opposing team), the Betrayer will be selected in secret, who will it be? 

 

Objective:  Team with the most total Battle Points after round 4 shall be declared victor. 

 

Tentative Schedule: 

- Arrival time:  9:00am 

- Round One:  9:30am – 11:00am 

- Lunch:  11:00am – 12:00pm 

- Round Two:  12:00pm – 1:30pm 

- Break:  1:30pm – 1:45pm 

- Round Three:  1:45pm– 3:15pm 

- Break:  3:15pm – 3:30pm 

- Round Four:  3:30 – 5:00pm 



- Voting and Awards:  5:15pm – 6:00pm 

Army Comp:  (I did say “as close to the natural un-comp state of the game” right?) 

- Pre-End Times Army Comp (25% Lord & Hero, 25%+ Core, 50% Max Special, 25% Rare). 

- No special characters, End Times or otherwise. 

- No End Times armies. 

- Blight Kings, Morghasts, Skullreapers, Stormfiends and Wrathmongers are allowed. 

- Beastmen may use Marks from the Legion of Chaos End Times book. 

- Tomb Kings may use the Crumble rule from the Nagash End Times book. 

- Lore of Undeath is not allowed. 

- One core unit must have full command. 

- The Allies rules will not be used. 

 

Scenarios:   

Scoring - Win/Lose/Draw:   15/5/10 Battle Points 

*please note if both players are able or not able to complete the main objective by the end of the game, then the end 

result is a Draw, unless specified. 

Round 1 

Deployment:  Follow the deployment rules for Blood and Glory on page 148 of the Warhammer Fantasy Rulebook.  

Victory Condition:  Be the only one to have at least one unit containing fortitude in the opponents’ deployment zone at 

the end of game.   

 

Round 2 

Deployment:  Follow the deployment rules for Battle Line on page 144 of the Warhammer Fantasy Rulebook. 

Victory Condition:  Have the most Fortitude within 6” of the center of the board.  Equal or no fortitude in the center 

results in a draw.  

 

Round 3 

Deployment:  Follow the deployment rules for Meeting Engagement on page 149 of the Warhammer Fantasy Rulebook. 

Special Rules:  After deployment, each player must select one of their opponents unit champions as the Traitor, the 

Traitor gains a 4+ ward for the duration of the battle. 

Victory Condition:  Eliminate your opponents Traitor by the end of the game. 

 

Round 4 

Deployment:  Follow the deployment rules for Blood and Glory on page 148 of the Warhammer Fantasy Rulebook.  

Victory Condition:  Reduce your opponents Fortitude to 1 or less to break their army; breaking opponent doesn’t end 

the game.  However, a broken army no longer benefits from the rules for “Hold Your Ground” or “Inspiring Presence”.  

 

 

 

 

 

 

 

 

 

 

 

 

 



 

Secret Missions 

At the beginning of each round, the players will be handed a secret mission that is not to be revealed to their opponent 

until after the last turn.  The team that completes the most secret missions will receive a bonus next round.  Here is a 

list of Secret missions: 

 

 - Assassinate (one of the following): 

- BsB, (Defaults to General if army doesn’t have a BsB) 

- General 

- Mage, (Defaults to General if army doesn’t have a Mage) 

- Have the most captured table quarters, requires a unit with fortitude in a quarter where there are no enemy 

units with fortitude.  

- Have the most captured terrain pieces (hills, forest, swamps, ruins and buildings).  These can be captured by 

having the most fortitude within the 6″ of the terrain piece.  Units containing fortitude cannot claim multiple 

terrain pieces. 

 

Secret Mission Bonuses 

After round 1 each member of the team that completed the most secret missions in the previous round receives a bonus 

for the next round.  The player must select and show their opponent which bonus they will use before the game begins 

(before table side is chosen, deployment, spell selection...) 

 

- +1 to roll for first turn 

- Trade one spell roll for a randomly (D8) sig spell from different lore 

- Decide who deploys first 

- Automatically win “Roll for Sides” roll 

- Have opponent reveal their secret objective 

- +2 Battle Points 

 

 Game Awards (This will depend on the number of players in attendance) 

 - Savor of Light (Best of Order Team by BPs) 

 - Bringer of Darkness (Best of Disorder Team by BPs) 

 - Favorite Army 

 - Favorite Opponent 

 


