
 
 
 

 
 
 
 
 
 
 
 

- A DREADBALL TOURNAMENT - 
 

SATURDAY 22ND MARCH 2014 
 

VENUE: Vanguard Wargaming, 188 Hotwell Road, Bristol, BS8 4RP 
 



If after reading through this pack you have any queries about the event, then please 
have a look at our website, www.bristolvanguard.co.uk or contact us at 
bristol.vanguard@yahoo.co.uk and one of our Events Team will try and provide you 
with the relevant info as quickly as possible! 

 
 

 

 
TIMETABLE 

Bristol Megalofunotron will give you 4 gruelling games of frantic fast paced, blood 
thirsty Dreadball action over the course of a day. 
 
10:00: Registration 
10:30 – 10:40: Game 1 Prep 
10:40 – 11:40: Game 1  
11:50 – 12:00: Game 2 Prep 
12:00 – 13:00: Game 2  
13:00 – 13:50: Lunch 
13:50 – 14:00: Game 3 Prep 
14:00 – 15:00: Game 3  
15:00 – 15:20: Break  
15:20 – 15:30: Game 4 Prep 
15:30 – 16:30: Game 4  
16:45: Awards and Close 
 
AGE:
  

  

Under 16’s will need to be accompanied by an appropriate adult throughout the 
event.  
 

 
WHAT YOU NEED TO BRING: 

1. Your painted team. All teams will need to be painted (minimum of 3 colours) and 
have their threat hexes CLEARY marked on their bases. Non painted or based 
models / Teams will be subject to point deductions. Models should be an actual 
representation of what you are classing them as. I.e. a Z’zor cannot represent a 
corporation guard. All proxies MUST be approved before the day 
 

2. Your Roster: you will need to bring 5 identically printed copies of your rosters. 
One will be handed in during registration, the rest will be used and referenced 
during each of your games. Please ensure that the handed in copy is clearly 
marked with your name, and both copies have your paid upgrades clearly 
marked 

 
3. A copy of your rulebook(s), dice, pitch, ref model, cards and tokens. If you do not 

have any of these please inform the TO as soon as possible so we can ensure 
there are enough to hand on the day 
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TEAM SELECTION: 

1. Coaches must select a starting roster from one of the teams featured in either 
the Season 1, 2 or 3 rulebooks. 
 

2. All teams will be given an additional 20mc to spend on team upgrades. This 
allows them to: 

• Purchase additional players for their team at the cost stated in the 
rulebook  

• Purchase up to an additional 2 Coaching Dice (6MC per Dice)  
• Purchase up to an additional 2 DreadBall Cards (10MC per Card)  
• Purchase extra player Ranks (5MC per Rank. e.g. Rank 2 is 5MC, Rank 3 

is 10MC… remember that all players start at Rank 1)  
• Purchase Cheerleaders  (8mc per cheerleader) 
• Purchase Coaches (8mc per coach) – You must specify which coach when 

purchasing. 
 
3. Remember that no player count for a given position may exceed twice the 

original starting level !e.g. there may be no more than 4 Veer-myn Guards, 6 
Marauder Guards etc.  
 

4. All models used should be numbered in accordance to their place on their roster 
and threat hexes should be clearly visible. 
 

5. Coaches must note which players on their roster have had one or more extra 
Ranks purchased for them – however, the skills will be rolled later (see game 
prep). Ranks cannot be moved between players between games. 

 

 
SPENDING MC BETWEEN ROUNDS: 

On top of each player’s initial 20mc allocation, after each game, and before your 
next opponent is known, each Coach will be given a set amount of MC to spend on 
improving their team. Everyone will receive the same amount and this can only be 
spent on the improvements permitted for that round. Any unspent money will be lost 
and will not carry over between rounds.  
 
After the first round each team will be given 15mc to spend on any of the 
improvements listed below:  

• Purchase additional players for their team at the cost stated in the rulebook 
(No player count for a given position may exceed twice the original starting 
level) 

• Purchase up to an additional 1 coaching dice at 6mc - no team may have 
more than 2 additional dice overall.  

• Purchase up to an additional 1 DreadBall card at 10mc - no team may have 
more than 2 additional cards overall.  



• Purchase extra player ranks at 5mc per rank. (e.g. rank 2 is 5mc, rank 3 is 
10mc. No player can exceeded rank 4. Remember all players start at rank 1.)  

• Purchase Cheerleaders at 8mc per cheerleader.  
 
Following the second round of games each Coach will then be given a further 10mc 
to spend on the following:  

• Purchase additional players for their team at the cost stated in the rulebook 
(No player count for a given position may exceed twice the original starting 
level) –  

• Purchase up to an additional 1 coaching dice at 6mc - no team may have 
more than 2 additional dice overall.  

• Purchase up to an additional 1 DreadBall card at 10mc - no team may have 
more than 2 additional cards overall. –  

• Purchase extra player ranks at 5mc per rank. (e.g. rank 2 is 5mc, rank 3 is 
10mc. No player can exceeded rank 4. Remember all players start at rank 1.)  

 
After the third round game each Coach will then be given 6mc to spend this can only 
be spent on:  

• Purchase up to an additional 1 coaching dice at 6mc - no team may have 
more than 2 additional dice overall. –  

• Purchase extra player ranks at 5mc per rank. (e.g. rank 2 is 5mc, rank 3 is 
10mc. No player can exceeded rank 4. Remember all players start at rank 1.)  

 
Any advancement rolls must be rolled at the start of a game, witnessed by the 
current opponent, and will be kept throughout the tournament. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 
GAME PREP: 

Before each game there are ten minutes “prep” time. During this time Coaches 
should:  
 
1. Collect a results sheet from a judge and find the table they have been allocated 

for the game  
 

2. Greet their opponent  
 

3. Get out their models, counters, team roster etc.  
 

4. Show the team roster to their opponent and explain purchases they have made 
and which players, if any have Rank. Any players “killed” from previous games 
are fully restored – effectively, Coaches start with their chosen roster for the day 
afresh for every game.  
 

5. With the opponent as a witness, roll on the appropriate skill table in the rulebook 
for each extra Rank players may have (Ranks 2 and above). Make a note of the 
skill(s) each player gains on the roster. Note that the skills are applicable for this 
game only. Skills will be re-rolled for the next game. If a Coach forgets to roll for 
any skills that players are entitled to before game has started, they cannot roll for 
them during the game – the Coach loses out! If a Keeper skill is rolled, roll again 
until another result is achieved (Keeper models are not yet available).  
 

6. Determine who will be the Home team.  
 

7. Prepare the game board for play – set up both teams as per the rules for starting 
a game with 6 players per side on the pitch and the remainder in the subs area.  
 

8. Now wait for the judges to indicate you can start  
 

 
TIME LIMITS: 

Coaches play their game following the normal DreadBall rules, going to Sudden 
Death if neither side has won after both sides have taken 7 Rushes. All games last 
56 minutes plus 4 minutes to complete any last in-progress Rush. 
 
 
 
 
 
 
 



 
GAME END: 

The Game Ends when: 
 
• One Coach wins with a 7-point landslide  

 
• At the end of Rush 14, one Coach wins by having the scoring track in their favour  

 
• A Coach wins by scoring in Sudden Death  

 
• The judges call out that the Game time is over. The score in the game at this 

point is taken as the game result. Note that judges will give a 4 minute warning. 
Once the 4 minute warning is called, the Coach performing the current Rush 
completes the Rush and then the game is over with the score at this point used 
to determine the game result. Even if the Rush is not completed, the game stops 
after 4 minutes and the result at that time is used.  

 

 
SCORING: 

GAME 
RESULT LANDSLIDE WIN DRAW LOSE CONCEED 

TOURNAMENT 
POINTS 3 2 1 0 -3 

 
In the event of a coach conceding they will be deducted 3 points and the opposing 
coach will be awarded a LANDSLIDE 
 

 
TIE BREAKERS: 

In the event of a tie, the following order will be used. 
 
1. The Coach with the highest points-difference, summed from all 4 of their games 

is the winner (for example a 6-point win, a 3-point win, a 1-point loss and a 4 
point win = 6+3-1+4 for a total of 12 points)  
 

2. If the Coaches cannot be separated by the above method, the Coach with the 
most 4-point Strikes and player kills (summed together) from all their games is 
the winner.  

 
3. If the Coaches still cannot be separated, it goes to a public Slam-off! Both 

coaches take 4 dice and roll a Slam against each other requiring 4+ for a 
success (6s roll-up as normal). The Coach with the most successes  

 
 
 
 



 
AWARDS: 

Awards will be given out for the following: 
 
• Overall Winner 
• Runner Up 
• Wooden Spoon. 
 
 

 
TICKET PRICES: 

Tickets will be priced at £10. Full registered Bristol Vanguard members receive a 
10% discount on tickets for this event. 
 

 
PAYMENT: 

Payments can be made to our PayPal account. The email address to send money to 
is bristol.vanguard@yahoo.co.uk. Please add a note informing us of all the relevant 
details, most importantly the name(s) of the entrants being paid for. Please mark all 
payments as a ‘GIFT’ to avoid any PayPal fees 
 
For Bristol Vanguard members, please supply your Vanguard membership number 
and name. 
 
Please note, tickets are non refundable but still are transferable to our other 
events if you have bought one and then unable to make it. 
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