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Introduction

What is this 
Document?

Ticket

Venue

Schedule

Army 
Composition

Welcome to the Nashcon Warhammer Age of Sigmar Grand Tournament!

For this event, we will be hosting a two day, five game matched play tournament.

This document contains what you need to bring, the schedule, army composition, 
and general information about the event itself.

If you have any questions regarding the pack, warscrolls, army selection, etc. please 
email David Griffin at dwgriff45@gmail.com. 

Tickets are on sale now at www.nashcon.org

AoS GT tickets include Nashcon entrance fees as well as access to the tournament.

Sheraton Music City
777 McGavok Pike, Nashville TN 37214
615-885-2200

21th-22th August 2021

Saturday 8/21
• Registration 8:30AM – 9:15AM
• Announcements: 9:15AM – 9:30AM
• Game 1: 9:30AM – 12:15PM
• Lunch/Paint Judging: 12:15AM – 1:15PM
• Game 2: 1:15PM – 4:00PM
• Game 3: 4:15PM – 7:00PM
Sunday 8/22
• Announcements: 9:00AM-9:15AM
• Game 4: 9:15AM – 12:00PM
• Lunch: 12:00PM – 1:00PM
• Game 5: 1:00PM – 3:45PM
• Awards: 4:00PM

Armies will be comprised of up to 2000 points using composition rules for Battlehost 
in Pitched Battles in the most recent General’s Handbook. 

For this event, we will fix the unit costs on August 14th, and any new warscrolls 
released after this date will not be allowed.  

NOTE: A new General’s 
Handbook or new edition of 
AoS could launch prior to 
Nashcon. This may result in 
substantial changes to the 
pack.
We will adjust the pack 
as needed and notify all 
tournament players. 
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Allegiance Abilities, Artifacts, Spells, Etc.

Command Traits & Artifacts, as well as any spells, prayers, realm, etc. must be 
included on your lists when you turn in your lists for the tournament. These will not 
change throughout the course of the tournament.

Two List Submission

Players are required to bring two lists to the tournament. Both lists must be from the 
same Faction (i.e. you can bring two different Stormcast lists but not a Stormcast list 
and a Fyreslayers list). Players must use both lists at least once over the course of 
the 5 games. This two list mechanic will allow players to adapt to different scenarios 
and opponents on the fly. A different list could be as simple as a different Command 
Trait/Artifact/Spell or it could be an entirely different force. 

Your army’s allegiance must be included in your submitted list, and this allegiance 
cannot be changed for any reason.

Summoning/Reserves/Endless Spells

If players wish to use summoned/reserve units, Endless Spells, scenery, etc. during 
games, these models must be fully painted/based to match the army and displayed 
with the rest of the army. 

The AoS GT will be using the Realm of Battle Rules from the General’s Handbook 
2020 (pg 102 - 107). These include Realmsphere Magic, Realm Commands, and a 
Realmscape Feature. Each round will be set in a specified Realm, and the chosen 
features and rules will be included in the player pack on the day of the event. 

All terrain will be pre-labeled with Scenery Rules tokens using both tables from the 
most recent General’s Handbook.

If a player has faction terrain that is placed prior to set up, that player may nudge 
table terrain to allow faction terrain to fit. We ask that you use common sense here. 
The intent is that table terrain is moved the minimum distance required. Please 
consult a TO if there is a dispute.

Realms of 
Battle Rules

Terrain
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Army lists should be in the format below:

Name – Grand Alliance
Warscroll Name, Number of Models, Points
Total Points

Both army lists are due August 14 by 12AM CST. Armies submitted on time will 
earn one additional tournament point. Submit to dwgriff45@gmail.com.

Tools like the Azyr app and Warscroll Builder (https://www.warhammer-community.
com/warscroll-builder/) are preferred for list submission.

• Fully painted army. The minimum requirement for painting is 3 colors in a 
cohesive scheme with painted bases. Any unpainted models will be removed 
from play.

• Models must be based on appropriate bases as described in Games Workshop’s 
basing guide.

• All unit options and command models must be shown on the models. For 
example, if models in a Liberator unit have Sigmarite Hammers and a Grand 
Hammer, you cannot use the rules for Sigmarite Swords and a Grand Blade - aka 
WYSIWYG (What you see is what you get).

• Proxies are not allowed. “Alternative” models are more than welcome, but a Free 
Guild Griffin representing a Terrorgheist will not work. If you are unsure, please 
email us beforehand, and we’ll sort it out. We’re happy to make concessions for 
particularly themed armies.

• Gaming aids:
 - Dice and tape measure
 - A set of the Rules or access to a PDF/App on a mobile device
 - The General’s Handbook - either hard copy or digital
 - A copy of all your rules or access to the Warhammer app
 - Printed army lists for your opponent each game and TO

The Tournament Champion will be the person with the most Tournament Points (TPs) 
at the end of 5 games of Age of Sigmar. Players will be randomly drawn against 
an opponent in round 1 and then the Swiss chess system will be used to pair off 
entrants in subsequent rounds. You cannot play the same person more than once 
during the event. If you are drawn against someone you have previously played, a 
tournament official will swap you.

Army 
Submission

What to Bring

Becoming the 
Tournament 
Champion
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Best Overall - Player with most TPs. Ties decided by the following tie breakers:     
1. Scheme points, 2. Favorite Opponent votes, 3. Strength of schedule
Best in Grand Alliance - Most TP’s in Order, Chaos, Death, & Destruction not 
named Best Overall. Tie breaks same as Best Overall
Best Sportsmanship - Player that receives most Favorite Opponent votes while 
also meeting the Sportsmanship Points requirements (described in “Sports” section).  
Ties decided by TPs.
Best Painted – Best painted army as judged by tournament judges. Judging will be 
conducted by Vince Venturella with assistance from the TO as needed.
Player’s Choice - Given to the army receiving the most player votes based on 
painting, theme, and overall aesthetic. Ties decided by TO judging.
Super Schemer - Player who completed the most Schemes and did not receive 
Best Overall or Best in Grand Alliance awards. Ties decided by 1) TPs and 2) 
Favorite Opponent votes.

We will not be using the Major Victory/Minor Victory system as defined in 
the General’s Handbook 2020 to determine the winner of each game. For 
each Battle Plan, replace the ‘Glorious Victory’ text with the following:

The player with the most victory points at the end of the battle wins a Major Victory. 

If neither player has won by the end of the fifth battle round, or amount of time 
allocated for the battle runs out, then each player adds up the points value of any 
enemy units that have been destroyed during the battle (excluding any new units that 
were added to the armies after the battle started). If one player has a higher total, 
they win a Minor Victory. 

Schemes

In addition to the Major/Minor Victory objective as outlined above, Nashcon will be 
utilizing Schemes for each player to achieve every game. Schemes are asymmetrical, 
hidden secondary objectives each player will try and achieve each game.

Upon checking in to the tournament Saturday morning, each player will be given 
a deck of 6 Scheme cards out of a larger set of 29 Schemes. These Schemes will 
comprise their deck for the tournament. 

Before the start of each game, players must choose one scheme to achieve in their 
game. This Scheme is to remain a secret and not be shared with their opponent. 
Once picked, a Scheme can never be chosen to use in another game the rest of the 
tournament.

Awards

Scoring
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Players will score tournament points at the end of the game and if they successfully 
complete their Scheme. 

Major Victory: 15 TP
Minor Victory: 10 TP
Draw: 7 TP
Minor Loss: 5 TP
Major Loss: 0 TP

Scheme: 9 TP

1st Place Best Painted: 7 TPs 
2nd Place Best Painted: 5 TPs
3rd Place Best Painted: 3 TPs
Painting Nomination: 2 TP

Favorite Opponent Vote: 2 TP (only applies once)

On-Time Army List Submission: 1TP

Players will use the following questions to rate their opponent after each game:

• Did your opponent show up to the game on time?
• Was your opponent prepared for the game and have everything needed to play 

(i.e. dice, rule books, tape measure, etc)
• Did your opponent follow the rules of AoS and handle any rules disputes 

respectfully?
• Did your opponent play in a timely manner that allowed the game to finish to its 

natural conclusion. I.e. at the end of time for the round, there was a clear win/loss 
or agreement was able to be reached on the outcome of the game. 

Players answer yes or no to each of the above questions. Each question will be 
worth 1 point. At the end of the tournament, only players with 19 or more points 
can qualify for Best Sportsmanship, and players must score at least 17 points to be 
considered for Best Overall. 

Players will receive 2 TPs if they receive a Favorite Opponent vote. Multiple votes do 
not stack.

Game Points

Sports

1st Player’s Choice: 7 TPs
2nd Player’s Choice: 5 TPs
3rd Player’s Choice: 3 TPs
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Returning this year, painting extraordinaire Vince Venturella, winner of Golden Demon 
and Crystal Brush awards (among many others) has volunteered to judge our Best 
Painted award. Between games on Day 1, armies will be evaluated for painting 
quality, style, theme, and cohesiveness. After Game 4 on Day 2, the top 10% will be 
asked to display their armies. Players that make it to the top 10% will receive a Best 
Painted Nomination. 1st, 2nd, and 3rd place will be announced at the end of the 
tournament.

During the lunch break after Game 1, players will vote on their single favorite army 
based on painting, modeling, and theme. 2’x2’ display boards are optional, but 
armies on display boards may influence voting. We strongly support cool conversions 
and out-of-the-box ideas as well!

The player with the most votes will win Player’s Choice. Ties in votes will be decided 
by the tournament organizer. 2nd and 3rd place will be recognized at the end of the 
tournament as well. 1st-3rd place will be asked to display their armies alongside the 
Best Painted army nominations after Game 4.

Players cannot win awards for both Best Painted and Player’s Choice. If there is a 
situation where a single player is eligible for both, the tournament organizer will ask 
the player which award he/she prefers. 

We will be playing five of the following Battleplans from 2021 General’s Handbook. 
These scenarios are not listed in any particular order - the order will be decided on 
the day of the tournament.

Due to the impending release of the 2021 General’s Handbook (or AoS 3.0), we 
will be sharing the chosen scenarios at a later date. Below are scenarios from 
the 2020 GHB to use as an example of what to expect in the meantime:

1. Shifting Objectives
2. Scorched Earth
3. Total Conquest
4. Starstrike
5. The Blade’s Edge
6. Focal Points
7. The Better Part of Valour

Best Painted

Scenarios

Player’s 
Choice
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The following list of Schemes make up the total number of Schemes players could 
have to achieve in game. Before the tournament, these 29 Schemes will be given 
physical cards. Saturday morning, at sign up, players will be given a random deck 
of 6 cards, which will comprise their Scheme deck to use for the duration of the 
tournament. 

Scheme List

Securing the Sacred Site
Select a single piece of terrain outside of your deployment zone to be the Sacred Site. To succeed, 
you must control that Sacred Site terrain at the end of the last battle round. You control the Sacred 
Site by having more models on or within 6” of it than any other player.

If you have control of the Sacred Site at the end of the last battle round of the game, you may reveal 
this scheme as successful.

Murdering Your Protégé
Before the start of the game, after all units have been deployed, choose a single HERO in your army 
that is not the general. This model must be killed by the enemy before the end of the game for this 
scheme to be successful.

If the chosen HERO is killed by the enemy, you may reveal this scheme as successful. If the HERO 
is killed in any other way (including by your forces or by wounds they deal to themselves), then this 
scheme fails.

Secret Messenger
Before the start of the game, after all units have been deployed, choose a single HERO in your 
enemies’ army that is not the general. This model must survive the game for this scheme to be 
successful.

At the end of the game, if the chosen HERO is not killed, you may reveal this scheme as successful.

Hidden Ritual 
Before the start of the game, choose a piece of terrain outside of your deployment zone as the Ritual 
Location. Your goal is to cast spells with a WIZARD unit, or attempt prayers with a PRIEST unit, on the 
Ritual Location over multiple turns.

Reveal this scheme as successful if a friendly WIZARD casts a spell or a friendly PRIEST uses a prayer 
while on the Ritual Location over three separate battle rounds. Each spell or prayer attempt must be 
successful, though the spell can be unbound. Upon the third spell or prayer, this scheme is revealed 
as successful.

Vendetta
Your general must kill the enemy general.

If your general deals the last wound to the enemy general, you may reveal this scheme as successful. 
If any other model kills the enemy general (including itself or endless spells), this scheme fails. If the 
enemy general returns to play for any reason after the last wound is dealt, this scheme may not be 
revealed until the final wound is dealt and the model is removed from play and does not return.

Schemes
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The Tomb King’s Curse
Before the game begins, select one of your units to become Cursed. If the Cursed unit is destroyed, 
the unit that killed them (or dealt the last wound to them) is now Cursed. This repeats, i.e. if the 
current Cursed unit is destroyed, the unit that destroyed them is now Cursed. If the Cursed unit is 
killed by an endless spell, the player who activated that endless spell must choose one of their units to 
become Cursed.

This scheme is revealed the first time that the Curse changes units. At the end of the game, if you do 
not have any Cursed units, you may reveal this scheme as successful.

Making an Impression
You must destroy the enemy unit with the highest point cost. If multiple units are tied for highest point 
cost, you may choose one, which must be noted before the game begins.

If the highest-point-cost enemy unit is destroyed (i.e. completely removed from the table and does not 
return), you may reveal this scheme as successful.

Too Valuable to Die
Before the game begins, select one of your non-HERO or non-MONSTER units. To succeed on this 
scheme, that unit must avoid close combat.

At the end of the game, if the chosen unit has not engaged in close combat (i.e., has never attacked 
or been attacked in combat), and at least one model from that unit is still alive, reveal this scheme as 
successful.

Plant the Flag

Your goal is to reach the enemy deployment zone with either a friendly HERO (that is not your 
general), or with any of your units with a Bearer or Bearer-equivalent (i.e., Standard Bearer, Icon 
Bearer, Honour Bearer, Necrophoros, et al.). 

At the end of the game, if either a friendly HERO that is not your general, or one of your units with 
a Bearer or Bearer-equivalent, is alive within the enemy deployment zone, then you may reveal this 
scheme as successful.

Map Maker
Your goal is to explore the game board by reaching all four corners of the play area with any of your 
units.

If at any point in the game any of your units – in combination – have previously come within 1” of each 
corner of the play area, you may reveal this scheme as successful. 

Et Tu Brute
Your goal is to get your general killed by the enemy forces before the end of the game.

If your general is killed by an enemy model and removed from play without returning for any reason, 
you may reveal this scheme as successful. If your general is killed or removed from play for any other 
reason, this scheme fails.
 



10Nashcon Age of Sigmar Grand Tournament

Relic Hunter
At the start of the game, nominate three terrain pieces outside of your deployment zone to be Relic 
Locations. Next, nominate a single unit you control as the Relic Hunters and consult the Reveal 
Condition below.

On your first attempt to locate the relic, reveal this scheme. When the Relic Hunters end a move or 
setup on a Relic Location, they may attempt to search for the relic. Roll a D6 for the unit. On a 5+ the 
relic is found and you may reveal this scheme as successful. If failed, the search continues. Move the 
Relic Hunters to a different Relic Location, this time succeeding on a 4+. If failed, your Relic Hunters 
automatically locate the relic upon ending a move or setup on the final Relic Location.

Thirst for Blood
One of your units has an insatiable lust for blood. Your goal is to make sure that they are attacking the 
enemy forces in each battle round. At the start of the game, nominate a single unit you control. This 
scheme is successful if the chosen unit makes an attack roll against an enemy unit during each battle 
round that they are alive.

At the end of the game, or if the chosen unit dies, you may reveal this scheme as a success if the 
chosen unit made an attack roll during any phase in each battle round of the game that they were 
alive. If a full battle round passes without this model making an attack roll for any reason, this scheme 
fails.
 
Outmaneuver
Your goal is to have more units in the enemy deployment zone at the end of the game than your 
opponent.

If at the end of the game, you have more units in the enemy deployment zone than the enemy, you 
may reveal this scheme as successful.
 
Blood for the Blood God
At the start of the game, nominate a single piece of terrain. This contains the hidden altar to Khorne. 
Your goal is to cause as much bloodshed on that terrain piece as possible.

If at any point in the game, at least 40 wounds have been dealt either to units on the chosen terrain, 
or by units on the chosen terrain (enemy or friendly), you may reveal this scheme as successful. If a 
unit has at least one model partially on the chosen terrain, that unit counts as being on it.
 
Treacherous Progression
Your weakest hero has a plan to catapult up the ranks. At the start of the game, nominate your HERO 
with the lowest point cost. If multiple heroes are tied for lowest point cost, you may choose which one 
is nominated. Your goal is to have this HERO be the only HERO in your army that is alive at the end of 
the game.

At the end of the game, if the nominated HERO is the only HERO in your army that was not killed (i.e. 
removed from play for any reason without returning), you may reveal this scheme as successful.

Some Gave All
Your goal is to make sure that each of your units participates in the bloody battle and is wounded in 
the process.

At the end of the game, reveal this scheme as successful if none of your units are at their full starting 

Schemes
cont’d
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wounds (i.e. because of lost models or wounds on models with multiple wounds).
 
King of the Monsters
Your goal is to have the only Behemoth alive on the battlefield at the end of the game.

At the end of the last battle round, if no other player has any Behemoth units on the battlefield and 
you have at least one Behemoth unit alive on the field, you may reveal this scheme as successful.
 
Survival
Your goal is to have as much of your army as possible survive the battle.

At the end of the game, if you have at least 50% of the units from your starting army list alive on the 
table (units not on the table for any reason do not contribute to this total), you may reveal this scheme 
as successful.

Booby Traps
At the start of the game, nominate one of your non-MONSTER units as Trappers. Your Trappers are 
trying to lay traps on notable terrain. Trappers can trap a piece of terrain by ending a move or setup 
on a piece of terrain outside of your deployment zone. No more than one piece of terrain may be 
trapped per battle round.

If at any point in the game, you have Trapped at least 3 pieces of terrain outside of your deployment 
zone, you may reveal this scheme as successful. 

To the Last Measure
At the start of the game, nominate a friendly HERO to be the Bodyguard for your general. Your 
general must remain alive, and as long as your Bodyguard HERO is alive, they must remain within 1” 
coherency of your general.

At the end of the last battle round, if your general is still alive and your Bodyguard remained within 
1” coherency of the general for as long as the Bodyguard was alive, you may reveal this scheme as 
successful.

A Red Day Dawns
At the start of the game, before deployment but after reviewing your opponent’s army list, you must 
predict which army will have more kill points at the end of the game (i.e. which army will kill more of 
their enemies’ forces). Note down your prediction (your choices are yourself or your opponent).

At the end of the last battle round, reveal your choice and total up the points killed by each army, only 
counting units from your respective starting army lists. If your prediction is correct, then this scheme is 
successful.

It Belongs in a Museum
At the start of the game, nominate a single enemy HERO that is carrying a Magical Artefact. Your goal 
is to kill that model in close combat to retrieve the item for your forces.

If the nominated enemy HERO is killed in close combat by any of your units, you may reveal this 
scheme as successful. If the enemy HERO is killed in any other way or survives, this scheme fails. 

Schemes
cont’d
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Cowardice in Death
Your mission is to make sure that at least one unit that retreats is destroyed by the end of the game.

If at any point a unit that has retreated previously in the game – during any battle round – is destroyed 
(any unit, friend or foe), then you may reveal this scheme as successful.

Suicide Squad
At the start of the game, nominate a single friendly unit with at least 3 models as your Suicide Squad. 
Your Suicide Squad must both destroy an enemy unit, and be destroyed by an enemy unit. As long as 
your Suicide Squad damages an enemy unit in the same turn in which that enemy unit is destroyed, 
they count as having destroyed it. The same applies to an enemy unit damaging your Suicide Squad.

If your Suicide Squad destroyed an enemy unit and was destroyed by an enemy unit (as described 
above), you may reveal this scheme as successful. 

Interrogate the Prisoner
Once per game, when an enemy HERO has its last wound removed, a friendly HERO within 3” of it 
can choose to capture that enemy HERO for interrogation. Your own HERO must remain alive until 
your next hero phase to complete their interrogation.

If your HERO captured an enemy HERO (as described above), and remained alive until your next hero 
phase in order to complete their interrogation, you may reveal this scheme as successful. 

First Blood
You must destroy an enemy unit in the first battle round and second battle round – by any means 
necessary.

If you destroy an enemy unit in both the first and second battle rounds, you may reveal this scheme as 
successful. 

Vengeance!
During the game, the first time one of your units has its last wound dealt by a missile or melee attack 
by an enemy unit, this scheme activates. You must destroy the enemy unit that killed your unit.

If the enemy unit that destroyed the first unit in your army is in turn destroyed, you may reveal this 
scheme as successful. 

Try Hard
At the start of the game, choose one friendly Non-Unique HERO as your Try Hard. They must 
complete all of the following feats by the end of the last battle round:
• Complete a charge
• Use a command ability
• Cause damage with an attack (missile/melee)
• Succeed on an armor save 
• Finish a move or setup wholly within enemy territory

If your Try Hard completes all of the above feats, you may reveal this scheme as successful.

Schemes
cont’d
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Before the Battle Begins

List Reveal
Once players have been drawn for the round and are at their assigned table, each 
player will choose the list they want to play for that round. Players will discuss both 
of their potential lists with their opponent, so both sides know what they could be 
facing in the game.
When ready, both players simultaneously reveal their chosen lists. This could be as 
simple as counting down “1,2,3” and flipping your list over. The simultaneous reveal 
keeps one player from switching their list last minute to counter their opponent’s.

Scheme Choice
After lists have been chosen and revealed, players choose which Scheme they will 
pursue in their game. This card is then removed from their deck and placed face 
down on the table.

In the Midst of Battle

Scheme Reveal
Once a player completes a Scheme, they will flip their card face up on the table. For 
some Schemes, this may not occur until the end of the game. Each card will outline 
the criteria for the reveal.

The Battle Ends

Recording Scores
Once the game is complete, each player will tally their scores for the round. This 
will include the primary objective and the Scheme objective. Players will sign their 
opponent’s score sheet to confirm the scoring.
Additionally, each player will rate their opponent on Sportsmanship. Keep in mind 
that this Sportsmanship score is based entirely on your opponent’s behavior during 
the game, not on the list played.  We want to reward stellar tabletop behavior, not 
punish hard lists.

For now, capacity is limited due to social distancing guidelines, and we fully support 
measures to keep players safe. We will continue to abide by government and hotel 
restrictions on large gatherings. However, if those restrictions change, we may be 
in a position to expand our capacity to accommodate more players. We will update 
folks on our wait list as soon as we know more.

In-Game
Walkthrough

Final 
Thoughts
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