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6+ Games- 1200 Credits
to recruit your gang

SCORING

Reputation 80pts
Sportsmanship 80pts
Gang Presentation 80pts
Total 240pts

Champion Tiebreakers

When 2 or more players have a tied
score at the conclusion of Round 6
Tiebreakers will be applied as follows:

Opverall
Gang Rating
Sportsmanship
Reputation
Gang Presentation

Individual scoring sections will ha{'fé\.

(

Tiebreakers to decide Awards.

The Basic Rules

The winner is the Player with the highest combined overall
score in Reputation, Sportsmanship, Gang Presentation

Overall Score Tie Breakers — Gang Rating, Sportsmanship,
Reputation and Gang Presentation.

Table Size: Approx 30” x 44”

Bring a Gang and extra models that you might want to recruit

over the weekend.

®  Your starting gang can be no more than 1200 credits Each
scenario will have outlined a maximum credits you can
bring to that particular scenario

=  Gangs can be recruited from the latest publications of the
Necromunda House Books, Books of Judgement, Ruin
and the Outlands

®= No Gangs from the Book of the Outcasts and Book of
Peril, it has nothing to do with how much we like them. It’s
basically that they are so varied we as TO’s haven’t had a
chance to really playtest every crazy idea you guys as players
could come up with.

=  See Gang Recruitment for more Information

All Miniatures MUST BE PAINTED to minimum
tournament standard

= See Gang Presentation for more information

=  Unpainted or undercoated miniatures CANNOT be fielded

All Miniatures must also comply with WYSIWYG with
some exceptions
®=  What You See Is What You Get
*  We understand that as your gang fights in skirmishes over
the weekend, some will die, some will improve, you find
them extra equipment. We only ask that when a fighter is
recruited to the gang the miniature you choose to represent
them has the correct equipment.
When a fighter is recruited with any Basic, Special, Heavy
or Two-handed Melee weapon the model must be
represented with the cotrect weapons.
Pistols, Grenades, One-handed Melee weapons and
Equipment that could be visibly hidden in a pocket or
holster is ok not to be represented. If the model is visibly
1holding Pistols, Grenades, One-handed Melee weapons and
‘ equipment, then it needs to be WYSIWYG

ard Tiebreakers

A We want everyone that can win a prize to win one

We rank Hobby and sportsmanship higher than how many
games you won or your gang rating,

bhe players choice for best Gang will win the prize of the
value and then Sportsmanship, Overall winner, and
o With the highest Reputation. We know everyone loves

winybut we really want to celebrate hobby and fair play

‘ e a Win at all cost attitudes. Just remember its more fun
h’A‘ have someone to play against.

‘There will be other prizes and awards given but they will be

of the fun stuff that happens and most likely by the stories
 youitell us.
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ARCR - MUNDA Rule 2
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Sportsmanship (Wil Wheaton’s Law)

8 0 s This rule is the corner stone of the Arc40k event, and we will continue

p that tradition with Arcromunda. The event should be more about rolling
dice, creating memories, and having a great time playing a great game.
You might even make a new gaming buddy. After Round 6 we will ask

6 Scenarios: 60pts you to nominate one Star Player for the event. Your vote will help decide
2 Gang Raids: 10pts the best sportsman and you can only vote once.
Gang Composition: 10pts
Total: 80pts

Note: All sports votes are Confidential

Awards Poor Sporting Behaviours
* Rubber ruler.
*  Unclear dice rolling.
Best Sp orts e lack of focus on the game, disinterest if losing.

e Unwillingness to compromise on rules disputes.

Good Sporting Behaviours
e Easy Rules Resolution that takes into account both players
interpretations, if in doubt 4+ it.

Awarded to the Player with the
Highest Sportsmanship points after 6

Games - . :
* It’s not a game of millimetres it’s a game of fun, toy soldiers and
enjoyment of our hobby!
Tiebreakers will be decided by Star ¢ Don’tlet the outcome of a game influence how sporting your

opponent is or was.

* Help your opponent with rules that advantage them, if they are
playing them wrong, i.e. reminding them that their leader has a skill
they could use or they could activate an extra fighter

player nominations

Gang Composition:
e Isworth 10 points and it is judged by the TO’s.

e This is a measure of how fun/balanced the TO’s feel your starting
gang will be.

10: Talk to the T.O. about giving this score. This should be an exceptional Gang leader (this
score must be T.O. approved)

9:

8: My opponent did more than good sporting behaviours. They were easy with the rules and even reminded
me when I forgot rules that benefitted me

7: Expected at Arcromunda
6 & 5: The game was to the standard that T would expect coming to an event like Arcromunda. My
opponent was upbeat, wanted to have fun and displayed good sporting behaviours. There were

discrepancies and they were easily resolved.

4: Below Standard

3 & 2: My opponent displayed poor sporting behaviours and/or fiercely contested every rules discrepancy

1: Speak to the T.O. before giving this score. My opponent was a bad sport and had no intention to
make the game enjoyable for either of us
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