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            Onslaught Tampa open
This Event will have 24, 5-Player Teams spots.

This event will take place at Tampa Nerd COn in the venue, Banquet Masters, 13355 49th St N,
Clearwater, FL 33762. competing
over 2-days, from November 1 - 2, 2025. 3 rounds on Saturday and 2 rounds on Sunday.

Teams can expect EVERY set of five tables to have standardized “GW style” Terrain.

chapter approved matched play 2025. 

Layouts and Missions: 
Layout 1 – G and H 
Layout 2 – B and D 
Layout 4 – I and K 
Layout 6 – J and L 
Layout 1 – N and P
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 Fee & Registration Information
Event Dates: 
November 1 - 2, 2025

Location: 
Banquet Masters: 13355 49th St N, Clearwater, FL 33762

Entry Fee:
- Cost: $550 per 5 person team [$110 per person]
- Payment Deadline: october 28, 2025 ( No Later than 11:59 PM EST.)
- Includes: Access to the entire 2-day event

How to Purchase Tickets: 
Go to https://tampanerdcon.com/ and locate Warhammer 40K in the drop down menu on the
left. follow the link for onslaught Tampa open and purchase your team tickets. individual
tickets may not be purchased.

Purchase Tickets: 
Tickets must be purchased through Tampa Nerd Con:
https://tampanerdcon.com/

Refunds and Cancellation Policy:
- Non-refundable: All ticket purchases are final.
- Transferable: Tickets can be transferred to another person if needed.
- badges will be issued at the front desk of the event you must pick them up for entry.

Registration Details:
-Registration Deadline: October 28, 2025 (No Later than End of Day)

Prepare for an exciting event and ensure all registrations and submissions are completed
by the deadlines!



 Tournament Schedule
Clock Rules:

If you run out of time on your clock or on the master clock, you can
be penalized 10 Points for not completing your game in a timely

manner. split the time in half to start to use the clock rules. Ie; 90
minutes or 1:30 Hours.

Saturday, November 1st:
-8:30AM Captains Meeting
- Round 1: 10:00 am – 1:30 pm
- Lunch: 1:30 pm - 2:30 pm

- Round 2: 2:00 pm - 5:30 pm
-Round 3: 5:45 PM - 9:15 PM

Sunday, november 2nd:
- Round 4: 9:30 am – 1:00 pm
- Lunch: 1:00 pm - 2:00 pm

- Round 5: 2:00 pm - 5:30 pm
-awards ceremony: 6:00 PM - 7:00 PM

 Awards:
Awards for the top teams based on attendance:

- 1st Place team cash and trophies
- 2nd Place team cash and trophies
- 3rd Place team cash and trophies

Awards for All Brackets:
- Best Paint Individual cash and trophy

- Best Paint with Display Board (Best Appearance) Individual cash and
trophy

- Best Sport cash and trophy
-best in faction for all factions trophies



  Tournament Rules and Guidelines
Tournament Organizer (T.O.) and Head Judge: 
Luis Betancourt

teAM Cap: 
24 TEAMS

List Submission:
- Deadline: October 28, 2025 (No Later than 11:59 PM EST.)
- Submission Method: https://www.bestcoastpairings.com/event/WwS19ePjk0Zr
- Restrictions: No new factions or codices released after October 28, 2025 ( No Later than End of
Day) will be allowed.
- Consequences of Late Submission: Failure to submit a valid list on time results in a 10-point
deduction in Round 1 and a yellow card.

Army Building Guidelines:
While it’s not mandatory, we highly recommend that all team members create a Discord account.
We’ll be using Discord to manage both the Captains' group and a general player chat for
everyone attending the event. This will be one of the main ways we share real-time updates and
important info before and during the event.

👉 Join our official Discord here: https://discord.gg/t4BKn6GnXS

What to Bring to the Event:
To ensure smooth and fair gameplay, each player should arrive prepared with the following:
-Your full army
-Dice (physical only — dice apps are not permitted)
-A tape measure
-All relevant rules - A physical or digital copy of the current official rules and any relevant
errata & FAQ for your army (Wahapedia does not count). (— please ensure devices are charged
and accessible)
-Your own deck of secondary missions & challenge cards. Secondary missions may be tracked using
the Tabletop Battles App, but if doing so you must clearly show your opponent as all random
selections are made and still have the physical mission deck for rules clarity.
-Wound markers (GW Wound Trackers or 10-sided dice are ideal)
-A laser pointer or Line of Sight tool (strongly encouraged)
-A rolling cart or display tray for books and unused models

Please mark wounds clearly as “Wounds Remaining” on each model.

https://discord.gg/t4BKn6GnXS


    Tournament Rules and Guidelines        
                     Cont.

Army Building Guidelines:
- Each army must be 2000 points or less.
- Construct armies using rules from "Muster Armies" on pages 55 and 56 of the Core Rules.
- Rosters are locked for the entire tournament and cannot be altered.
- The Games Workshop or New Recruit application are the only acceptable army builders.
-Official Sources: You must have tangible or digital copies of your index, codex, and list (Wahapedia,
Battle-Scribe, or unofficial sources are not valid).
-List Army Builders must have the most current App and data version as of the date of the list
submission.

Legal Documents and Resources:
- All current index/Codex are legal until September 16, 2025 (No Later than 11:59 PM EST.).
- Errata, Dataslates, and FAQ’s are in effect until September 16, 2025 (No Later than End of Day).
Refer to the following documents:
- [Rules](https://www.warhammer-community.com/en-gb/downloads/warhammer-40000/)

T.O. Authority:
- The Tournament Organizer reserves the right to make rule changes if necessary for tournament
rules. all decisions by the TO are final.

Painting, Modeling & Composition:
- Models must have a minimum of 3 colors and be based to receive paint points.
- Your army must be WYSIWYG.
-Third-party models and significant conversions may be allowed at the discretion of the
Tournament Organizer. These models must be easily recognizable as the official model they’re
substituting for, including silhouette, size, base size, and equipment loadout. Proxy models that do
not resemble the model they’re substituting for are not allowed. Approval requests, including
photographs of the models, must be sent to luis@questconorlando.com by September 16, 2025 ( No
Later than End of Day).

Free Resources:
- [39K Pro](https://39k.pro/)
- [New Recruit](https://www.newrecruit.eu/)
- you may Use TableTop Battles application for game tracking (MAC or ANDROID).



             Team Army Selection

-Each team may only bring one army per codex. If a codex includes multiple sub-factions (e.g., the
Aeldari book includes Ynnari, Craftworlds, etc.), only one faction from that codex can be used
across the entire team. Once a faction from a book is chosen, the rest are locked out for the team.
Space Marine Variants (e.g., Dark Angels, Blood Angels, Space Wolves, Deathwatch) all count as
Adeptus Astartes. Teams are limited to a single Space Marine army in total. Exemption: WE/DG/EC &
TSons are allowed to use their daemons detachment inside of their respect codex.

Not allowed at this event:
-Titans (including units like the Revenant Titan, Tau’nar, etc.)
-Adeptus Titanicus (not a playable faction)
-Units of Legend
-Fortifications
-Named Characters are restricted to one instance per team — no duplicates!

Any codex released after October 28, 2025 will not be legal for this event unless it is publicly
released in full (limited/starter sets do not count).

Legal Factions for Team Building:
- Adepta Sororitas               - Chaos Daemons             - Grey Knights  
- Adeptus Custodes               - Chaos Knights              - Imperial Agents  
- Adeptus Mechanicus            - Chaos Space Marines   - Imperial Knights  
- Astra Militarum                  - Death Guard               - Leagues of Votann  
- Aeldari                               - Drukhari                     - Necrons  
- Emperor’s Children              - Genestealer Cults      - Orks  
- Space Marines (all types)   - T'au Empire                - Thousand Sons  
- Tyranids                             - World Eaters               

Army Construction Guidelines:
-Armies must be built using the Core Rules of Warhammer 40,000
-Maximum army size: 2,000 points
-Forge World units are allowed, but no Titans
-No Units of Legend or Fortifications



               captains council

Once a team is fully registered and paid, the Team Captain will be added to an exclusive Captain’s
Council Discord group and a private email list. These platforms are where crucial information will
be shared — including event updates, policy changes, mission discussions, round pairings, penalties,
schedules, and more.

-This is the primary method of communication between Captains and event staff.
-Join the Discord here: https://discord.gg/t4BKn6GnXS

The Captain’s Role

-Captains serve as the official representative of their team and act as the point of contact
between players and the event's Tournament Organizers. Their responsibilities begin before the
event and continue throughout. It is essential that Captains take their duties seriously to ensure
their team is well-prepared and meets all requirements.
-Failure to perform these duties may result in the Captain being replaced at the discretion of the
event organizer.

Captain Responsibilities Include:
Before the Tournament:
-Actively participate in event communication (Discord, email, etc.)
-Submit all required materials, including team rosters and finalized army lists — and ensure
corrections are made promptly if needed.
-Handle registration payments and coordinate any additional services as required.
-Vote on major event decisions when prompted (e.g., missions, schedules, procedural rules).

The Captain is the backbone of the team's organization. A prepared Captain means a prepared team  
and a smooth event experience for everyone.

https://discord.gg/t4BKn6GnXS


             captains council cont.

During the Tournament – Captain’s Responsibilities
-Attend all official Captain’s meetings.
-Ensure team results are submitted promptly at the end of each round.
-Maintain accountability for the conduct of all team members.
-Oversee match pairings for their team (even if pairing duties are delegated).
-May communicate points required to win/tie and ask about game progress — but may not offer any
tactical advice during gameplay.

This no-tactical-advice rule applies to all team members — playing or non-playing.

Non-Playing Team Members – What They Can and Cannot Do
Each team may have up to two non-playing team members. They may:

-Serve as the Team Captain.
-Assist with or handle pairings.
-Help record and submit match results.
-Inquire about how a game is progressing.
-Share team-level info like how many points are needed from a match.

However, non-playing members may NOT:
-Offer tactical guidance or advice of any kind.
-Interfere in gameplay or remind players about missed actions (e.g., forgetting to consolidate).
-If a rules issue or missed game state occurs, they must pause the game and call a judge — they may
not correct it themselves.

Additional Team Member Rules
-Any team member may act as a replacement player, using one of the submitted team armies to
cover for a teammate for an entire round.
-Player replacements mid-round are not permitted, unless in extreme circumstances and only with
approval from the Tournament Organizer.
-Captains must formally request replacements through the TO prior to the round beginning.
-No communication of matchups or tactics is allowed after players are at their tables — this
includes the use of cellphones or digital devices.

Breaking this rule will result in all involved team members receiving an immediate yellow card.



                    Team Coach

Each team may bring one non-playing Coach to the event free of charge. The Coach acts as a support figure,
helping the team stay organized, efficient, and timely throughout the event. Their presence can help games
stay on track and ensure team logistics are handled smoothly, especially in emergencies or time-sensitive
situations.

Coaches are not players or judges — they serve in a support and facilitation role only.

✅What a Coach Can Do:
-Help manage and assist in team pairings before each round.
-Collaborate with the Captain to collect and submit round results.
-Check in on games and ask how they're progressing.
-Share with players how the team is doing overall and how many points or results (win/draw/loss) are needed
in their match.
-Set aside dice for teammates to roll (e.g., organizing them for efficiency).
-Remove casualty models from the table (but not decide which models are removed).
-Help get units ready for deployment (but not direct model placement or offer deployment advice).
-Track time usage for players and report suspected slow play to a judge.
-Observe pairings involving other teams.
-Call a judge on behalf of any player — their own or another, if asked.
-In an emergency (e.g., illness), step in and play a round with one of the team’s submitted armies as a
temporary substitute — only with approval from the Head Judge, opposing Captain, and Tournament Organizer.
-In brief absences (like a bathroom break), temporarily monitor the opponent’s turn — no actions may be
taken on behalf of the absent player.

❌ What a Coach Cannot Do:
-Interfere in active games or give any form of tactical guidance.
-Offer advice on how to win, tie, or lose a game — or how to execute in-game actions.
-Intervene in forgotten game mechanics (e.g., reminding a player to consolidate). Instead, they must pause the
game and call a judge.
-Make or enforce rules decisions — Coaches are not judges. They may only read a rule aloud if both players
agree. Any disagreement must be resolved by a judge.
-Communicate tactical info or match-up strategies once the round has started — including via phone,
messages, or devices. Any violation will result in a yellow card for all involved parties.
-Violate the coach guidelines. A first offense results in a Foul. A second offense removes the Coach from
interacting with their team for the rest of the event. In severe cases, the Coach may be removed from the
venue entirely.



                   Team Pairings

-Round 1 matchups will be randomly assigned, with an exception: teams from the same game club will not be
matched against each other in the opening round. If such a pairing occurs, the Tournament Organizer will
manually adjust the matchups. Please be aware that changes to pairings may happen as a result of this
rule.
-Starting from Round 2 through Round 6, pairings will be determined by team performance — the team with the
highest total score will be matched against the next highest, and so on.
-After the first round, we cannot guarantee that teams from the same club will avoid playing each other.
Adjustments to prevent same-club matchups will no longer be made after Round 1.

Individual Player Pairings
Each round, the two teams will create five one-on-one matchups. The pairing process is completed using the
following steps:

Initial Review Phase
-Both teams take a short period to review each other’s army lists and table layouts. This is the time for
teams to strategize ideal matchups and, if needed, captains may work together to reset terrain before
pairings begin.

Pairing Sequence (Steps 1–12)
-Step 1: Each team secretly selects one player to act as a Defender and places their name face down.
-Step 2: Once both teams have placed their Defender, reveal them at the same time.
-Step 3: Each team now selects two Attackers and places their names face down.
-Step 4: Reveal all Attackers simultaneously.
-Step 5: Each team chooses one of the two opposing Attackers to face their Defender. Reveal selections at
the same time.
-Step 6: Both teams roll a D6. The winner chooses who selects the first layout. In all matchups, Defender
chooses the terrain layout, while Attacker selects the mission.

Pairing 1:
Team that won the roll-off chooses layout.
Opposing team chooses the mission.

Pairing 2:
Reverse the layout and mission selection from Pairing 1.

These first two pairings are now locked in.
-Step 7: Repeat the Defender selection process. Each team selects another Defender and places them face
down.
-Step 8: Reveal the new Defenders simultaneously.
-Step 9: Each team now selects the final two Attackers and places them face down.
-Step 10: Reveal the Attackers at the same time.
-Step 11: Each team picks one of the opponent’s Attackers to face their Defender. Reveal these choices
simultaneously.

The leftover players who were not selected will face each other in the final game.



                Team Pairings cont.

Final Pairings
-Pairing 3:

One team selects the layout.
The other selects the mission.

-Pairing 4:
Alternate the layout and mission selection as done before.

-Pairing 5:
The two remaining players roll off. The winner chooses the mission.
Terrain layout is pre-assigned to the table.

Once all selections are made, the full set of five matchups is complete.

AI & Algorithm Usage Policy
-It has come to our attention that some teams have begun experimenting with the use of algorithms or AI
tools to assist with match pairings. Please be advised: the use of any algorithmic tools or AI-powered
applications that generate or recommend pairing strategies is strictly prohibited during this event.
These tools may only be used for basic data summarization or visualizing matchup matrices — they must not
be used to influence pairing decisions or provide strategic recommendations.

-Any team found using such tools to gain a competitive edge may face disciplinary action, up to and including
disqualification from the event.

-We trust all teams to uphold the spirit of fair play and integrity. This tournament is a contest between
players — not machines.

Round Scoring Overview
Each round consists of 5 individual matchups between team members. Players score points in their games using
the standard GT Tournament Pack system, with each game worth up to 100 points.
-Each player can earn a maximum of 90 points from actual gameplay.
-An additional 10 points are awarded if the player's army is fully painted.
-If a player does not bring a fully painted army, their team will receive a –10 point penalty per unpainted
army as part of the event’s tiebreaker system.



                Team Pairings cont.
Calculating Game Points
To determine how many points each player earns for their team, follow this process:
-Subtract the opponent’s final VP score from your own to calculate the Victory Point Difference (VPD).
-Use the Game Points Table below to convert the VPD into team points.
-If your VPD is negative, use the “Opponent Game Points” column — that’s how many points your opponent earns
for their team instead.

ROUND SCORING
Each round consists of 5 one-on-one matchups between players on opposing teams. Games are scored
individually using the standard GT Tournament Pack system, with a total of 100 points available per game.
-Players can earn up to 90 points through gameplay.
-An additional 10 points are awarded if the army is fully painted.
-If a player’s army is not fully painted, their team will receive a –10 point penalty for that game (used in
final tiebreaker calculations).

GAME POINTS SYSTEM
Players earn points for their team based on the Victory Point (VP) differential between them and their
opponent.

1.Subtract your opponent’s VP from your own to calculate the difference.
2.Use the chart below to determine how many Game Points each player earns.
3. If the result is negative, use the “Opponent” column to assign Game Points.

VP DIFFERENCE | PLAYER POINTS | OPPONENT POINTS
 0–5 ......................... 10 .............................10
 6–10 ....................... 11 .............................. 9
 11–15 ..................... 12 ............................... 8
 16–20 ..................... 13 ............................. 7
 21–25 ..................... 14 ............................. 6
 26–30 ..................... 15 ............................ 5
 31–35 ..................... 16 ............................. 4
 36–40 ..................... 17 ............................ 3
 41–45 ..................... 18 ............................. 2
 46–50 ..................... 19 ............................. 1
 51+ .......................... 20 ............................. 0



               FORFEITING A ROUND

-If a team decides they can no longer continue with a round—whether due to a disagreement, a rules dispute,
or any other issue—they must immediately inform the judges and Tournament Organizer.
If the issue stems from an interaction between two teams, the judge team will step in to de-escalate and
work toward a fair resolution. Only the judges and team captains will be involved in these discussions.
Coaches, players, or bystanders will not participate unless specifically requested by the judge team.
If needed, the Tournament Organizer may be brought in—either by the judges or by one of the captains—
especially in situations where the judges are unsure about the ruling or feel the situation exceeds their
scope. The Tournament Organizer will make a final decision after hearing from the judges and both captains.

-In rare cases where a resolution still cannot be reached, a Captain’s Council vote may be called to decide
the matter.

-Should a team choose to forfeit after all options have been explored, that team will receive 0 points for
the round, and their opponents will receive 2 points, which counts as the minimum required to register a win
for that round.

-Teams are reminded that forfeiting should be a last resort. Everyone invests time, effort, and money to
participate—and every effort should be made to ensure all rounds are played in good faith.

TIEBREAKERS
If two or more teams end the event with the same record, the following criteria will be used to break the tie:
-1st Tiebreaker: Most individual player wins across all rounds.
-2nd Tiebreaker: Total Team Game Points accumulated (maximum of 500).
-3rd Tiebreaker: Total Margin of Victory across all rounds.

CONCEDING A GAME
Players are expected to do everything within reason to complete their game. If a dispute arises, a judge
should be called to help resolve the issue before a concession is considered.
If a player chooses to concede, their opponent will be awarded full points for the game, and the conceding
player will receive zero points.



                      Penalties
PRE-EVENT PENALTIES
List Submission
Teams are expected to submit their army lists on time, in the correct format, and without errors. This is a
standard responsibility for experienced players. Any team that fails to meet the submission deadline will
receive a deduction of 2 team points from their final tournament score.
No exceptions. No extensions. All penalties will be reviewed and explained during the pre-event Captain’s
Debrief.

Painting Requirements
Each game includes up to 10 points awarded for fielding a fully painted army. If a player does not meet this
requirement, their team will be penalized 10 points per game (up to –50 points per player) applied during final
tiebreaker calculations.

Captain-Assisted List Checking
Army lists will be made public via BCP the morning after the submission deadline. Captains will be asked to
assist in reviewing lists for accuracy and to help identify any missed issues before the event begins.

Formatting Issues 
Formatting errors (e.g., missing wargear, incorrect transport assignments, or Warlord not marked) will not
result in penalties—as long as they are corrected before the Captains' Meeting on Day 1.

Illegal Lists
Submitting an illegal list (i.e., one that violates game rules, codex restrictions, or event guidelines) will
trigger an immediate penalty.
-Corrections must be kept to the minimum possible change and must be approved by judges.
-If the list requires major alterations, additional penalties may apply, especially if any advantage was
gained through the error.
-All list corrections will be verified and finalized by judges to ensure legality and fairness.

Judicial Authority
The judging team reserves the right to apply additional penalties not explicitly listed here. In the event of
any infractions, the affected team's Captain will be subject to an audit and review process.



                  EVENT PENALTIES

Player Conduct and Disciplinary System
The event uses a structured card system to handle rule violations and inappropriate behavior. Judges will
assess the nature and frequency of each offense to determine the appropriate consequence. Multiple
infractions, even of the same type, will stack and escalate in severity.

Penalty Tiers:
-Official Warning – No point penalty; serves as a formal notice.
-Yellow Card – Deducts 50 points from the player's game score.
-Red Card – Deducts 100 points, results in immediate removal from the event.

If a player is removed via Red Card:
-The team may substitute a new player, pending judge approval.
-If no substitute is available, all remaining games for that player are recorded as losses with a 100-point VP
differential.
-The removed player is automatically banned from attending the following year's event and placed under a
minimum one-year suspension.

Judges reserve the right to escalate a case to permanent expulsion or a lifetime ban based on the severity
of the infraction. These decisions will be reviewed in the post-event debrief with all team captains.
Judges will always prioritize ensuring games are played and completed within the scheduled time. Even in
cases where modeling issues or list irregularities arise, the game will continue under judge supervision, and
any penalties will be applied after the round concludes to avoid disrupting play.

UNACCEPTABLE PRACTICES
Agreeing on Results Without Playing
Any team found falsifying results—whether the game was not played or the score was mutually agreed upon
will face serious consequences. If discovered, either during or after the event, all team members will receive
a one-year ban, regardless of whether all members were involved.

TIME MANAGEMENT & SLOW PLAY
Punctual play is essential for the event to stay on schedule. Each game round provides ample time to finish a
full match, and players are expected to manage their time effectively.
Teams that repeatedly fail to complete games within the round time will be penalized as follows:
-First Offense: A verbal warning to the team. No points lost, but the team captain will be notified.
-Second Offense: An official written warning. Still no point deduction, but a final reminder that further
infractions will incur penalties.
-Third Offense: The team receives a 25-point deduction from their round total — treated as a Yellow Card
penalty.
-Fourth Offense and Beyond: The team will lose 50 points from their round total — equivalent to a Red Card
penalty. The captain will be informed that future slow play is unacceptable.
-These penalties apply per team and are cumulative across rounds, regardless of which individual player is
responsible. Judges may decide to stack these penalties with others only in exceptional cases.


