
Justice Series Teams

April 30th - May 1st 2022

Welcome to the rules pack for the Justice Series Team Tournament. This pack covers the
event rules and all other information that you will need to ensure that you have a great time.
We look forward to welcoming you to our event and we can’t wait to see you there!

We would also like to credit the AOS Worlds Committee for the vast majority of this pack
involving scoring, pairing and list submission. This event was intended as a warmup for the
home nations teams so we have followed the AOS Worlds pack as close as we can.

Thanks for all the hard work!

Ticket Details
Tickets can be purchased from our website – click this link!

Event Rules

Overview

This is a 5 round team tournament.

Teams are composed of 8 Players, and may also include a Coach/Non Playing Captain.
Each team must nominate one member as their Captain

Each Team selects 8 factions which their players will use for the entirety of the

event. Lists may be a maximum value of 2,000 Points using the guidelines

provided in the Pitched Battle section from General’s Handbook 2021.

This event will use the Swiss Pairing method

Army Construction

Only Warscrolls with Pitched Battle Profiles may be used. This includes Forge World models
that have a Pitched Battle Profile. Note that Allegiance Abilities can and should be used.
Compendium warscrolls are also allowed if they have a Pitched Battle profile.

Each Faction Allegiance can only be used once per team, and Grand Alliance allegiances
(ie, Grand Alliance: Death) are considered their own separate allegiances.

There are no restrictions on army composition between the Grand Alliances.

https://justplaygames.uk/products/justice-series-teams-april-30th-may-1st


Teams may include allegiances from as many or as few Grand Alliances as they desire.

Warscroll duplication between lists is not allowed. So if a unit’s warscroll is used in one
army, it cannot under any circumstance be duplicated in another army of that team. This
includes summoning.

Artifacts,Command Trait, Spells,Prayers, & Mount Traits cannot be duplicated between lists.

Grand Strategies cannot be taken more than twice in the same roster

Core Battalions and those in the GHB 2021 may be duplicated.

Tables & Terrain

All our tables feature premium neoprene gaming mats and a great mix of high-quality official
and custom terrain. Tables will include and focus highly on a mix of Wyldwoods, Defensible
Terrain Area Terrain and impassable. All boards will have 7 pieces of terrain. Games will be
played in a 60x44" area.

Signups and List Submission
It is the Captain’s responsibility to make sure their teams army lists are submitted.

Lists are to be submitted to ritchie@justplaygames.uk no later than 23:59 April 19th 2022.

List should be submitted in Warscroll Builder text format FULL and compiled into a PDF

Each list must include

● Players Name
● Allegiance
● Sub-Allegiance
● Battlefield role headers
● Model count per unit
● Total points cost per unit
● General
● Command Trait
● Artefacts
● Triumphs
● Grand Strategy
● Battalions used
● Reinforcement points indicated
● Unique Enhancements
● Additional Enhancement picked with Magnificent
● Spells chosen from book lores
● Prayers chosen from book lores
● Wargear selection and count
● Allies
● List points total/2000
● Units that are part of a battalion must be specified in army list

mailto:ritchie@justplaygames.uk


Scoring, Ranking & Pairings

Missions and Scoring

The most recent versions of the official Matched Play Battleplans will be used, taken

from the GHB 2021. 4 different Battleplans will be used in each of the 5 rounds of the

event, with two matches using each Battleplan.

BATTLEPLANS

Round 1

1. First Blood

2. Tooth and Nail

3. Power Struggle

4. Apex Predators

Round 2

1. Survival of the Fittest

2. Power in Numbers

3. Marking Territory

4. Feral Foray

Round 3

1. Savages Gains

2. The Vice

3. Tectonic Interference

4. The Veins of Ghur

Round 4

1. First Blood

2. Tooth and Nail

3. Power Struggle

4. Apex Predators

Round 5

1. Survival of the Fittest

2. Power in Numbers

3. Marking Territory

4. Feral Foray

At the end of each game players work together to determine the victory points achieved by
each player during the battle. Once the total number of victory points is determined for each
player; players then use a differential between those points to determine the margin of
victory.

The differential in points should be referenced below to how the round is scored.

The result is team points (see below) scored for your team that round. Note that for

the Missions ‘Veins of Ghur’ and ‘Marking Territory’, a different scoring system (in

brackets) will be used.



Draw: 10-10

Minor Victory: 11-9

● Differential of 1-2(Veins of Ghur or Savages Gains : 7 or less): 12-8
● Differential of 3-4(Veins of Ghur or Savages Gains : 10-8)(Marking Territory by Grand

Strategy):  13-7
● Differential of 5-6(Veins of Ghur or Savages Gains : 13-11): 14-6
● Differential of 7-8(Veins of Ghur or Savages Gains : 16-14): 15-5
● Differential of 9-10(Veins of Ghur or Savages Gains r: 19-17)(Marking Territory by

battle tactics): 16-4
● Differential of 11-12(Veins of Ghur or Savages Gains : 22-20): 17-3
● Differential of 13-14(Veins of Ghur or Savages Gains : 25-23): 18-2
● Differential of 15-16(Veins of Ghur or Savages Gains : 28-26): 19-1
● Differential of 17+(Veins of Ghur or Savages Gains : 28+)(Marking Territory by

scenario): 20-0

TEAM POINTS

Team points for every pairing will be summed for both sides, and the team with more points
will be declared the overall round winner. In the case of a tie; battle tactics and grand
strategies obtained by each team will be used as a tiebreaker for match-making purposes.

Team Point Limits: Team’s can only be awarded between 40-120 TPs in one round.
Individual scores are added up and entered on the team score card. A team that would
receive more than 120 TP in a given round receives only 120 TP. A team that would earn
less than 40 TP instead receives 40 TP. The intention is to help ensure a competitive &
exciting field for all teams, at all levels of the rankings.

PAIRING SYSTEM

30 minutes at the start of each round is allocated for the pairing process to take place.
Teams are each allowed up to the 15 minute mark to discuss pairings plans and strategy
between themselves. The final 15 minutes to be used by each Team’s Captains & Coaches
to come together and pair all the players/matches. Distribution of auxiliary objectives
among team members will also have to be completed within this 30 minutes. If the pairing
process is not completed within the allocated 30 minutes, it should be immediately brought
to the attention of a TO to oversee and facilitate conclusion of the pairings.

Step 1 - Determining Team Order

● Team Captains rolloff to determine which team is considered Team A or Team B for the
purposes determining realm/terrain density selection order. See above “Realms & Terrain
Maps” section for more information.

Step 2 - Mission 1 Pairings (Matches 1 & 2)

● For the first mission, both teams select one army and place it face down on the table.

● When both teams have selected their armies, they are then revealed simultaneously.
These armies are considered the ‘defender’ for realm/terrain map selection purposes.



● Each team then selects two armies as prospective opponents for the initial revealed army
of the opposing team, and places them face down on the table.

● When all four armies have been placed, they are then revealed simultaneously.

● Each team selects one of the two armies presented by their opponent to play against the
army that they placed initially.

● The remaining, unselected, army from each team is returned to its team’s hand.

● The initial two armies revealed from each team - the defender - will then choose which
realm & terrain density their match will be played on, then the loser of the roll off chooses
their table.

Step 3 - Mission 2 Pairings (Matches 3 & 4)

● For the second mission, the same process as laid out for the first mission is

repeated.

Step 4 - Mission 3 Pairings (Matches 5 & 6)

● For the third mission, the same process as laid out for the first mission is repeated.

● However, for this round the unselected army remaining at the end of the process remains
on the table instead of being returned to its team.

Step 5 - Mission 4 Pairings (Matches 7 & 8)

● For the fourth mission, each Team will have one remaining army in their hand, and one
unselected army leftover on the table from the second mission.

● The remaining army in each Team’s hand plays against the unselected army of their
opponent that is left on the table

Coaches/Non Player Captains

A Coach may assist the Team and Captain in various ways throughout the Event, as well as
during the rounds.

A Coach IS PERMITTED to:

● Be the Team Captain

● Do/assist with the Pairings

● Organize and submit Team Results

● Ask questions to their players about how the game is going.

● Tell their player how their team is doing and if they require a win/draw/loss from this game

● Manage rules issues and call for referee assistance



● Engage in discussions with their players during a time-out. If they perceive a situation
where there is a non-optional rule or trigger missed, they may call for the game to be
paused, and retrieve a judge to rectify the situation.

A Coach IS NOT PERMITTED to:

● Give Tactical advice (they may not tell their player ‘how’ to get that win/draw/loss) or
interject in any way regarding in-game situations. This includes reminding a player about
forgetting rules or strategies. If they perceive a situation where there is a non-optional rule
or trigger missed, they may call for the game to be paused , and retrieve a judge to rectify
the situation.

● Speak to their Team player in a language other than English.

● Call time-outs themselves

TIMEOUTS

● Each  player is permitted to have a timeout once during each round. They may only be
called by the player who’s turn it currently is.

● Timeouts are a 3 minute cessation of a match during which the player may speak
privately with their team’s coach only the coach is permitted to speak with the player. They
are also permitted to speak their native languages for the sake of easier communication.

● None other than the Player and Coach are permitted to be a part of any discussions
during a timeout.

● The opposing player is allowed to talk with his correspective coach (which is not
considered as their timeout).

● The timeout will take 3 min regardless if the player uses less time than given.

Painting and Modelling Scores

The minimum required standard for models used at this event is:

● Fully assembled
● Three distinct colours applied
● Coloured and textured base
● Cohesive Scheme
● Games Workshop Official Miniatures

Models that do not meet this standard will not be allowed to be used in the event.

If you are unsure as to whether your models meet the above criteria, then please contact us
in advance of the event we are happy to help.



Schedule Round Timings

Day 1

8.30am: Registration.
9.00am - 12.30pm: First Round
12.30 - 13.30: Lunch Break
13.30 - 17.00: Second Round
17.00 - 20.30: Third Round

Day 2

9.30am - 13:00pm: Fourth Round
13.00 - 14.00: Lunch Break
14.00 - 17.30: Final Round
17.45: Winners announcement and prize
giving!

Conduct

We expect all players to demonstrate sporting conduct throughout the event. In terms of
games, this means knowing and abiding by the rules of the game, ensuring both players are
aware of the state of the game and ensuring your opponent maintains the same standards.
Stalling, rolling dice unfairly, consistently misplaying or misrepresenting rules and other
forms of unsporting conduct will be acted upon by the TO.

This extends to good personal conduct. Players should act appropriately and do nothing to
make any other person feel less than perfectly safe and welcome.

Any player who feels unsporting conduct is taking place should speak to the TO. If you feel
the issue may affect the outcome of a game in progress, you must alert the TO during the
game.

Unsporting conduct may result in deduction of tournament points, and serious or repeated
offences may result in automatic game losses or disqualification.

End of Round Procedures

The round timer will be on display along with regular timing updates from the TO. Players
should endeavour to play an equal number of turns in the allotted time where possible.
When time on the round is called, you will have five minutes to submit your result to the TO.
If you have not played an even number of turns when time is called, please call a TO who
will assist you in making a decision, and make a decision themselves if necessary. A game
of Age of Sigmar is intended to be 5 turns and all TO involvement in decision making will
assume 5 turns would be played if our involvement is needed. Repeated failure to submit a
result in time may incur a penalty.

Tournament Organiser Responsibilities
This event will be officiated by the JustPlay tournament organisers (TOs) for the weekend. It
is the tournament organiser’s job to ensure that everything runs smoothly and that all
players have a great event experience. The tournament organiser’s word is always final in all
matters whether they relate to rules, conduct, or otherwise. If you have any problems,
questions, or there is anything that you feel that you need help with or not sure about,
please speak to your tournament organiser – we’re here to help!



Judging
The TO's will be actively judging the event so please feel free to call us for any help you
may need in your games from re-setting up terrain to complex rules questions.

Awards
Gaming

The top ranked teams at the event of the event will receive the following awards:

1st Place: Custom JustPlay Trophy

2nd Place: Custom JustPlay Trophy

3rd Place: Custom JustPlay Trophy

Top Finishing Club, This is award is for those true Club Teams! To be entered into this
contact Ritchie who will deem you a true club like Team Keen or a bunch gamey ranking
chasers.

Painting & Hobby

Best Painted Army (Judges Pick)

Best Dressed Team, get those club shirts freshly pressed!

Venue and Location

The event will be held at the Holiday Inn Hotel & Conference Centre, located in the heart of
Liverpool City Centre. It's directly opposite the national rail station (Lime Street) and with
weekend parking for just £6 per day, it is extremely well suited for travellers. Likewise, if you
stay in another area of the city centre or elsewhere in Liverpool the transport links and
parking are ideal for hassle-free access.

https://www.holidayinn.com/hotels/gb/en/liverpool/lplls/hoteldetail?qAdlt=1&qBrs=6c.hi.ex.rs.ic.cp.in.sb.cw.cv.ul.vn.ki.va.vx.sp.nd.ct&qChld=0&qFRA=1&qGRM=0&qIta=99603195&qPSt=0&qRRSrt=rt&qRef=df&qRms=1&qRpn=1&qRpp=20&qSHp=1&qSmP=3&qSrt=sBR&qWch=0&srb_u=1&icdv=99603195&gclid=EAIaIQobChMIzM-NvPSh3gIVRrDtCh330gKREAAYASAAEgIgdPD_BwE&dp=true&cid=57820&glat=SEAR&setPMCookies=true


Facilities

The well-equipped conference suite has a bar and restaurant where you can eat and drink,
as well as being situated directly on top of a food court and shopping centre with a
McDonalds, KFC, Subway, healthy options, Chinese buffet, multiple coffee shops and more
besides! Due to this easy availability we've decided not to include food with the event, so
that you can choose what you'd like to eat.

Contact Details
If you want to get in touch with us regarding anything in this pack, questions about the
event, queries about the venue, or even simply help with hotels or any other local
knowledge then please do get in touch! You can contact us in the following ways:

Email: hello@justplaygames.uk

Phone: 07880 541 786

Twitter: @justplaygamesuk

Facebook: Justplay Age of Sigmar Group

Appendix

For confirmation, no unreleased miniatures may be used at this event.

Miniatures must be able to be placed on the table at all times heavy use of the impassable
terrain rules will support the easy implementation of this.

mailto:hello@justplaygames.uk
https://www.facebook.com/profile.php?id=1676875959238017

