
 

 

 

 Bristol Brawl Part Deux 

Fantasy rules pack 
 

The Bristol Brawl part Deux is a Warhammer Fantasy 

Tournament consisting of 5 games over 2 days, the 30th and 31st 

of October 2010 at Iron Acton Parish Hall, near Bristol .  

Minimum entry age is 16, unless accompanied by an adult where it 

is 14.  

 

Picking Your Army 
 

Armies are chosen up to a limit of 2010 points, and must be fully painted. 

Fully painted is a minimum of four different colours over the entire model, 

with the bases done as well. Undercoat does not count as a minimum colour.  

Proxy models are not allowed, however, non Games Workshop Miniatures 

and of course WYSIWYG conversions can be used. 

 

 Armies may only be picked from the 15 main Warhammer Army Books. No 

other published material is allowed. 

 No Special or Named Characters are allowed. Unless you‟ve named 

them yourself of course, “Meet Bob the daemon prince.” 

 Any army book released on the 30th of September or after cannot be 

used as it will be within a month of the tournament.  

 

Comp Rules 
 

General Army Restrictions 

 

 No Double Rare, No Triple Specials 

 

Magic System 

 Maximum of 12 „Power Dice‟ (PD) in the army (including pool dice and dice 

generated by slann, i.e. you may never roll more than twelve dice per 

phase, with the sole exception of re-rolls.) 

 Each „Bound Spell‟ unless otherwise stated can only use the lower 

powered version of the spell it can cast, as stated in the rule book. 

 All power dice generated through channelling or magic items. 

 

Apart from the restrictions above there are no other restrictions however  

the Bristol Brawls are known as friendly events, where winning matters, 

but not at any cost. If you bring a Grand Tournament winning list to this 

tournament you've probably missed the point and may be asked to change it. 



 

 

Army list registration 

The army list you intend to use during the tournament must be registered 

with us prior to the event for checking. All army lists are required to be 

submitted either by email to: 

mr.mr.garlick@googlemail.com  

 

Or post to: 14 Sheppard road, fishponds, Bristol Bs16 2pb. 
 
Lists received on or before: 15th of  October 2010 will earn 20 army 

selection tournament points. Illegal lists and lists received after the 15th 

of  October 2010  will not earn any army selection tournament points. If 

you send your list to us by the required dates and then later change your 

list you will also lose your selection points. 

Anyone found to be using a list different to the list they registered can 

expect a very severe points penalty and may even be disqualified from the 

tournament. 

 
The army list must: Include your name, be typed, clear and readable. It must 

contain all point costs of models, upgrades, equipment, magic items etc. It 

must be 2,010pts or less, even one point over is unacceptable it must also 

conform to all rules and restrictions from the relevant army books and 

rules books. As your opponents will also be using your army we very 

strongly recommend that you create a quick reference sheet for your 

opponents to use containing your armies stat values e.g. WS, Move etc and 

most of their common special rules. This should help alleviate some of the 

difficulty with people being unfamiliar with a new army book. Also it would 

be helpful to have a copy of your army‟s FaQ available as this will clarify 

changes to your force under 8th edition. 

 

Time-Table 
 

Day 1 – Saturday 

 8:00 - 9:00 Registration and Announcements 

 9:00 - 12:00 Game 1 

 12:00 - 12:45 Lunch break 

During lunch break all players are requested to display their armies on the 

tables to facilitate the nominations for the Best Army award. 

 12:45 - 15.45 Game 2 (The Haunted scenario) 

 15:45 - 16:00 Afternoon break 

 16:00 - 19:00 Game 3  

The hall will be locked overnight and no one will be allowed entrance. The 

organisers will be down the Lamb Inn for a pint and we welcome you to join 

us. 

 
Day 2 – Sunday 

 9:00 Hall opens 

 9:30 - 12:30 Game 4 (army swap) 

 12:30 - 13:30 Lunch break 

During lunch break all players are requested to display their armies on the 

tables to facilitate the nominations for the Best Army award. 

 13:30 - 16:30 Game 5 

 16:30 - 17:00 Clear up and Awards ceremony 
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The Tournament 
 

Terrain 

All players are required to bring 4 varied pieces of terrain, which you will 

roll for at the beginning of each game to determine its special rules if any 

(page 142 of the Warhammer rulebook). Once you‟ve found out what table 

your on at the start of the event put your terrain on the table next to you in 

descending order i.e. the player on table 1 would put his terrain on table 2 

etc, until the last table puts its terrain on table 1. This is just to shake up 

the randomness of the terrain. The Terrain‟s placement is determined as 

normal in the first game, please do not move or scatter it after the first 

round. If any terrain is moved due to spells please return it to its original 

place after the game. 

 

Playing the game 

 

There are five games over the two days which will have scenarios preset on 

the day from those in the main rulebook, with the exception of game two 

which will be the “The Haunted!” scenario see below for details. Also Game 

four is the famous army swap. 

 

Victory Points are worked out as normal with the following exception. As 

stated in the new 8th edition rule book banners are worth 25pts each, with 

100pts for the Bsb and the usual 50pts for the Underdog Challenge.   

The Conqueror‟s Tapestry counts as capturing two standards. You must 

have a Standard or Army Battle Standard in your army to claim this bonus. 

 

Winning the Tournament 
 

Victory 

Points 

Difference 

Winner‟s 

Tournament 

Points 

Loser‟s 

Tournament 

Points 

2010+ 20 0 

1750-2009 19 1 

1500-1749 18 2 

1250-1499 17 3 

1000-1249 16 4 

850-999 15 5 

700-849 14 6 

550-699 13 7 

350-549 12 8 

150-349 11 9 

0-149 10 10 



 

 

 

The winner of the tournament will be the player that scores the most 

Tournament Points. Victory Points will be used to determine the winner in 

case of a tie. 

 

The Haunted Scenario; Game two 

 

The storm clouds boil over head as the two armies gather. Magical energy 

lashes out in lightening arks across the blackened sky. The dead grow 

restless and stir. The ground its self rises, becoming twisted and corrupted 

by the winds of chaos. 

 

For Game two all terrain will have a preset type as follows also any 

miscasting wizards must roll twice on the miscast table and apply both 

results due to the wild magic raging around the battle. However wizards 

gain a +1 to all channelling attempts for both power and dispel dice. 

 

 Forests and woods count as Wild woods. 

 Hills count as scree slopes. 

 Obstacles count as ghost fences. 

 All water features count as Mist wreathed swamps. 

 All monuments count as sinister statues. 

 Intact buildings count as Haunted mansions. 

 Ruins etc count as Arcane ruins. 

 Any towers or charnel pit type terrain count as An alter of Khaine on 

a roll of a 1-3 or a tower of blood on a 4-6  

Awards 
 

There will be awards for the First Place, Second Place, Third Place and 

Best Army. 

 

The winner of the Best Army will voted for by you the players, from a 

selection of the best armies chosen by the judges. 

 

Any questions please email mr.mr.garlick@googlemail.com 

 

Good Luck! 
 

Food & Drink 
 

Tea, Coffee and cans of soft drink will be available over the weekend, as 

well as snacks, such as chocolate bars and packets of crisps. 

 

Location 
 
The Big‟uns meet at the Parish Hall in the village of Iron Acton, about 12 km 

north of Bristol. From Frenchay in Bristol, follow the B4058 out towards 

Yate. After the level crossing turn right at the next set of traffic lights 

and then take the second left hand turning, opposite the White Hart pub. 

Follow this road for about 150 metres and the hall is on your left.  
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The Lamb public house is at the other end of the road. The two pubs are 

quite well known, so ask for these (especially the Lamb).Here's a map: 

 

If you want to find us using the online map tool multimap, here's a link to the 

right page to start: Iron Acton on Multimap. Alternatively you can find us 

using the RAC route planner. The postcode for the Parish Hall is BS37 9UH. 

Happy hunting! 

Accommodation 

 

 The Lamb Inn, Iron Acton. 01454-228265  

 

 Travel Inn, Emersons Green, Downend, Bristol. 0117 9564755  

 

 Moda Hotel, High Street, Chipping Sodbury. 01454 312135  

 

 The Wheatsheaf Inn, 41 High Street, Winterbourne. Bristol 01454 

773758 

 

 The Golden Lion, Beesmoor Road, Frampton Cotterell 01454 773348  

 

 The Barn Guest House 44-46 Church Road, Winterbourne Down 01454 

774361 

 

 England‟s Guest House 38 Station Road, Yate, 01454 312078  

 

 Old Glos. Road Farm, Winterbourne 01454 775039  

 

 The Portcullis Inn, High St, Tormarton 01454 218263 Just off 

Junction 18 of the M4 about 10-15 minutes drive to the venue. 

 

 Treetops High St Winterbourne 01454 776951  

 

 The Portcullis Hotel/Pub, 11 Horse St Chipping Sodbury 01454 

857785/6/7  

 

 Jarvis Grange Hotel Northwoods Old Gloucester Road Winterbourne 

01454 777333 

http://www.multimap.com/maps/?zoom=13&countryCode=GB&lat=51.5630727242988&lon=-2.43417680350847&dp=904#map=51.55145,-2.44895|14|4&dp=os&bd=useful_information&loc=GB:51.55001:-2.46375:16|BS37%209UH.|BS37%209UH
http://www.rac.co.uk/plan_route?view=Standard&nav

