
 

Wormaster Rules Pack v.1 

Wormaster is a 2000 point Warmaster Tournament being held in Worcester, England in May 2019. 

Tournament Organisers       Iain Standing, contact: iainmstanding@hotmail.com  

                                                  Stevyn Pritchett, contact: stevynpritchett@hotmail.com  

Venue Worcester Wargames, 3 Trinity St, Worcester, Worcestershire, WR1 2PW. 

http://worcesterwargames.co.uk 

Please note the tournament room is underground with no disabled access. There are toilet facilities at the venue. 

The store has refreshments available to purchase. The capacity of the tournament venue is 20 people maximum. 

 

Time and Date - 08:45 to 18:30 Saturday 18th May 2018. 

 

Entry fee - £10.00 payable by Paypal to stevynpritchett@hotmail.com 

Please ensure tickets are purchased before the 4th May 2019. Unfortunately tickets are non refundable after this 

date due to the purchasing of prize support.  

Prizes - Trophies will be awarded for 1st, 2nd and 3rd place. In addition, providing there are a sufficient number of 

competitors we would like to offer the tournament winner a Black Gate Miniatures Army (to be confirmed). There is 

also a wooden spoon award. 

  

Travelling to the Venue 

Trains - Foregate Street station 5 min walk.           Shrub Hill station 15 min walk 

 

Motorway -        M5 J6 from North, East follow signs for Worcester City Centre. 

M5 J7 from South, West follow signs for Worcester City Centre. 

 

Parking         St Martins Gate Car Park, WR1 2BS, 5 mins walk from venue , £3.60 for the day. 

                       Pitchcroft Car Park, WR2 2WD, 10 mins walk from venue, £3.50 for the day. 

                       Cornmarket Car Park, WR1 2DJ, 2 mins walk from venue, £10.00 for the day. 

 

Accomodation - There are a wide variety of hotels within walking distance of the venue. Please contact the 

tournament organisers should you want any recommendations. 

Nearby facilities - There are numerous pubs, bars and fast food restaurants less than a 5 minute walk from the 

venue. Please ask the tournament organisers on the day for recommendations. 
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Agenda -  Registration 08:45 - 09:15 

                  Introduction  09:15 - 09:30 

                  Game 1        09:30 - 12:00 

                  Lunch           12:00 - 12:30 

                  Game 2        12:30 - 15:00 

                  Break           15:00 - 15:30 

                  Game 3        15:30 - 18:00 

                  Awards         18:00 - 18:30 

  

Rules - Warmaster Revolution Compendium v1.1 including all optional rules. 

http://www.wm-revolution.com/articles/download.html  

  

Army Lists - Warmaster Revolution Armies v.1.0 will be used including all optional rules. All armies will be 2000 point 

maximum. Please bring two copies of your list on the day of the tournament one for submission to the tournament 

organisers and one for yours / your opponent’s reference. Armies should be composed of actual miniatures both 

painted and based to Warmaster scale. 

Link to Army Builder App. (please use the Revolution Tab);   http://wm-selector.appspot.com  

 

Rounds - there will be 3 rounds, in the first round opponents are selected at random. From round 2 onwards 

opponents are matched up according to relative scores in the traditional Swiss system. We will try to ensure that no 

player will play the same opponent twice or play against their regular opponents. 

 

Scoring - This will follow the Warmaster Victory conditions as per page 69 of the Warmaster Revolution 

Compendium. At the end of each game both players calculate their total victory points scored and hand the result in 

to the tournament organiser. The tournament organiser will keep a running total for each player. At the end of the 

tournament placings will be determined solely on victory points. 

Remember: you cannot score more victory points than your opponent if your army is forced to withdraw. 

Games will be played until;  

1) An army is forced to withdraw, either through reaching their Break Point or having their General killed or  

2) The 2 ½ hr time limit is reached and both players have taken an equal number of turns 

A warning will be given during each game when there are 20 minutes remaining to ensure both players have had 

sufficient time to play an equal number of turns. 
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Strategy Cards 

Before each game, every player randomly selects three Strategy Cards which may only be played in the upcoming 

battle.  The strategy cards will be drawn from 3 decks, those decks being Characters, Combat and Terrain. No more 

than ONE Terrain card may be taken by each player per game. There are no limits on card choices from other decks. 

Each card will describe when it can be played, and what the effects are. Certain cards are played at the start of the 

game, others during a player’s turn. When both players wish to play a card to influence the same item, be it a terrain 

piece, unit or character, priority goes to the active player- so the player who is taking their turn chooses first.  

Only one card can be played on the same unit, character or terrain piece at the same time. Note that some cards are 

listed as having No Effect – this allows for tactical play as you can use them to prevent your opponent from placing a 

negative card on your army, or a positive card on their own army.  

Before the start of the first round players will be dealt cards in a random order. For the second and third rounds the 

lowest ranked player will be dealt to first and then the next player will be dealt to in ascending order.  

All cards both used and unused will be returned to their decks at the start of each round and the decks will be re 

shuffled. If there is any doubt about the effects of a certain card on the rules, please ask the tournament organisers 

to clarify. 

Battlefields 

We will provide some scenery and wargames mats however depending on numbers additional scenery would be 

welcome. Tables will have pre set terrain and will remain the same from game to game. All tables will be numbered 

so that in rounds two and three the highest ranked players will play on table one down in descending order. 

  

 Game Scenarios 

Game 1 - Hold the Ground 

Players make a scouting roll as per page 79 of the Warmaster Revolution Rulebook, the winner picks a long table 

edge.  

Prior to deployment five objective counters will be placed on the battlefield. One objective will be placed in the 

centre of the board, each player then deploys one objective in their half of the board within scenery and one in their 

opponent’s half of the board, again within scenery. No objective may be closer than 30cm to another objective. 

Players must place objectives alternately. Objectives may not be placed in either players deployment zones or in 

impassable terrain. 

Deployment - as per page 81 of the Warmaster Revolution Rulebook. Note that the player that won the scouting roll 

will deploy their scouts first following the deployment rules on page 79.  

Objectives can be claimed if a non confused unit (not character) is within 5cm of the objective and there are no 

enemy units within 5cm of the same objective. Flyers may not hold objectives but may contest them if they are 

within 5cm.  

Victory conditions as per page 69 of the Warmaster Revolution Rulebook. In addition each uncontested objective 

held at the end of the game adds 100 vps to your total. 

  

 

 

 

 



 

Game 2 - Spoils of War 

Players make a scouting roll as per page 79 of the Warmaster Revolution Rulebook, the winner picks a long table 

edge.  

Prior to deployment five loot counters will be placed on the battlefield in a straight line between the two short 

edges. The first loot counter will be placed in the centre of the battlefield. Two more counters will be placed along 

the centre line of the battlefield 30cm from the first counter. A further two counters will be placed again along the 

centre line of the battlefield a further 30cm from the second pair of counters placed. Tournament organisers will 

ensure that no loot is placed in impassable terrain prior to the start of the game. 

Deployment - as per page 81 of the Warmaster Revolution Rulebook. Note that the player that won the scouting roll 

will deploy their scouts first following the deployment rules on page 79.  

Loot counters may be picked up and carried by units. A unit may only carry a single loot counter. To pick a counter 

up a stand from the unit must end its move on the counter.  

Only infantry, cavalry and chariots which are normally allowed to carry magic items may carry loot counters (if in 

doubt please check with the tournament organisers). Whilst carrying loot a unit suffers a -1 command penalty when 

ordered. 

If a unit carrying a loot counter loses a round of combat the loot is dropped and may be immediately claimed by a 

unit on the winning side which was in base contact with the losing unit. If not claimed it is placed as near to the 

original line of combat as possible.  

Should a unit be destroyed whilst carrying a loot counter the counter is dropped in place of any stand from the unit.   

Victory conditions as per page 69 of the Warmaster Revolution Rulebook. In addition each loot counter held by a 

friendly unit at the end of the game adds 100 vps to your total. 

  

Game 3 - Pitched Battle  

Deployment as per the standard deployment rules on page 81 and scouting rules on page 79 of the Warmaster 

Revolution Rulebook.  

Victory conditions as per page 69 of the Warmaster Revolution Rulebook. 

----------------------------------------------------------------------------------------------------------------------------- --- 

  

Evening Meal - Please specify when you book your ticket if you would be interested in going for an evening meal 

after the tournament and we will make a reservation. 


