
 

 
 Thank You for Registering for the 9th German Grand Melee! 

Below, you will find all the relevant information for the tournament, including organizational details, rules, 

scenarios, and the scoring system. We’ve done our best to make everything as clear and straightforward as 

possible. If you have any questions, feel free to email us at mirco@stronghold-terrain.de. We’ll respond as 

quickly as possible. 

 

Event Location: 

Begegnungstätte Mehrhoog 

Zum Schnellenhof 2a 

46499 Hamminkeln 

 

Schedule: 

Saturday: 

09:00 Registration  

09:45 Opening Speech  

1. Scenario: 10:00 – 12:30  

2. Scenario: 13:30 – 16:00  

3. Scenario: 16:30 – 19:00  

Evening: "Best Painted Army" Judging 

 

Sunday: 

4. Scenario: 09:30 – 12:00  

5. Scenario: 12:45 – 15:15  

16:00 Awards Ceremony 

 

Food and Beverages: 
We will provide cold drinks, coffee, small snacks, sandwiches, and cake on-site at fair prices. On Saturday evening, we’ll have pizza 

delivered from our trusted local pizzeria, You can sign up for this during registration. 

Additionally, there are several discount stores and a fries stand nearby. 
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REGISTRATION: 

Please prepare a complete army list and provide us with a copy (more details on the army list below). 

 

ALLOWED FACTIONS/ARMIES & RULES: 

• Each player needs a 6-point army, and "half" points can be used. 

• All factions from the Age of Chivalry and Age of Crusades are allowed. 

• Factions from the Old Friends, New Enemies chapter are not allowed. 

• A maximum of 1 mercenary unit is permitted, following the respective mercenary matrix.  

o The cannon from the Age of Chivalry counts as a mercenary choice, meaning no additional mercenary unit can be 

selected. It must be used in every scenario. 

• Legendary units and heroes are not allowed. 

• If you haven't already, please specify your chosen army by T3. Any changes to your army can be made until Sunday, October 

26th. Send an email to mirco@stronghold-terrain.de for changes, as only I can update the army lists. No changes will be 

accepted after this date. Failure to provide the originally registered army may result in disqualification. 

 

I In case of discrepancies, the German rulebooks take precedence. The latest FAQs must be observed. 

 

FACTION SPECIAL RULES & FAQ: 

• ORDENSSTAAT: The "Recruit" ability—models are only added if a roll exceeds the melee armor value for each 

model to be added (e.g., 4+ for Peasants). 

• MONGOLS: War drummers do not generate SAGA dice. 

• CANONS: Cannons are not loyal and count as mercenaries for SAGA abilities. 

 

MINIATURES: 

Only fully painted models are allowed (we trust you understand what this means). Each model must be clearly identifiable in terms 

of its equipment. No fantasy models (e.g., GW Bretonnians as Men-at-Arms) are permitted. We reserve the right to exclude 

unpainted, partially painted, or inappropriate models (e.g., fantasy models). Models don’t need to be historically accurate, but they 

should fit the setting reasonably. 

Only armies painted by the player themselves are eligible for the "Best Painted Army" award. We trust in your honesty and knightly 

honor! 

 

ARMY LIST: 

Each player must bring 2 copies of their army list—one for the organizers and one for their opponent. 

The army list must include: 

• Player’s name 

• Faction 

• Deployed points (e.g., 3 points Hearthguard, 2 points Warriors, 1 point Levies). Mercenaries must be clearly 

noted. 

• Equipment & Unit Options: You do not need to commit to a fixed equipment setup for your units. You can 

decide during deployment whether units are mounted/infantry or armed with crossbows, etc. This can be 

changed in every scenario. War banners count as equipment options and can be varied. 

• Unit upgrades (e.g., cannons) apply for the entire tournament and must be noted on your army list. 
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WHAT TO BRING: 

• Your fully painted army 😊. 

• Your dice (SAGA dice and standard dice). 

• Two complete army lists (one for the organizers, one for your opponent). 

• Measuring tools (rulers/tape measures) and fatigue markers. 

• All required rulebooks (SAGA Rulebook, Book of Battles, Age of Crusades & Chivalry). 

• Pen and paper. 

• Objective markers (e.g., crates, sacks, barrels, etc.). The organizers will provide a few emergency markers. 

• Emissary models for the "Ransom" scenario. 

 

CODE OF CONDUCT: 

We aim for a relaxed, fun, and fair tournament where everyone enjoys themselves. Please behave like gentlemen—
focus on meeting new hobbyists and having a good time, not just winning at all costs. Inappropriate behavior will be 
addressed, and we reserve the right to exclude players as a last resort. 

We will have several referees available to answer questions. Their decisions are final, even if they occasionally make 
mistakes. 

SWISS SYSTEM: 

Starting from the second game, opponents will be paired using the Swiss system—players with similar scores will face 

each other, and no one will play the same opponent twice. 

 

FIRST GAME PAIRINGS: 

For the first game only, opponents are randomly assigned, ensuring players from the same team do not face each other. 

 

AWARDS: 

Top 3 Warlords receive a trophy 

 

"Best Painted Army" receives a trophy, with 2nd and 3rd place also honored. 

 

"Berserker of the Year" (player who eliminates the most enemy Warlords—legendary heroes count double. In case of 

a tie, the player who lost the most of their own Warlords wins). 

 

Prizes from Stronghold Terrain, Gripping Beast, Pwork Wargames, and Sarissa will be awarded. 

 

 

 

 

 

 

 

 

 



SCORING & SCENARIOS: 

GAME TIME: 

A total of 5 scenarios will be played (3 on Saturday, 2 on Sunday). 150 minutes per game (20 minutes for setup, 130 

minutes for gameplay). Please finish your games within the allotted time for fairness. Hope hates draws! 

CHESS CLOCKS: 

Starting with the second scenario, the top 5 games will use chess clocks. Each player has 65 minutes. 

If a player’s time runs out, the current activation is completed normally.  

Afterward, all remaining SAGA dice on the battleboard are placed in the combat pool. 

A player "out of time" still generates SAGA dice but can only place them in the combat pool. 

Factions without a regular combat pool (e.g., Norse-Gaels) may use a standard combat pool in this case. 

For all other games, players may agree with their opponent to use a chess clock. If so, please have a chess clock app 

installed on a mobile device. 

TOURNAMENT POINTS: 

Victory is determined according to the respective scenario description. 

 

Victory 4 Tournament Points 

Loss 0 Tournament Points 

Draw 2 Tournament Points 

10+ Slaughtering Points (both players can achieve this) +1 Tournament Point 

"Hope Bonus" (first player to perform 6 charge activations) +1 Tournament Points 

 

Note: In the final game on Sunday, there are no draws. If the scenario description results in a draw, it is counted as a 

loss for both players. 

 

TIE BREAKER (GOAL DIFFERENCE): 

 If two players have the same number of tournament points, the tiebreaker is the total victory points scored by each 

player. 

 

STARTING PLAYER / BIDDING: 
At the beginning of each game, players bid for the starting player. 

• Each player secretly selects a number between 0–6. 

• The player with the higher number chooses the starting player. 

• Their opponent receives victory points equal to the bid, which are added to the final score. 

• In case of a tie, the starting player is rolled for, but the opponent still receives the bid points. 

 

NO SAGA DICE: 

If a player’s army generate no SAGA dice at the start of their turn, the game ends immediately.  

The opponent wins the game and receives a total of 6 tournament points (4 for victory, +1 for 10+ Slaughtering Points, 

+1 Hope Bonus). 

 



TERRAIN: 

Terrain will be provided in sufficient quantity. Personal terrain is not allowed. 

OBJECTIVE MARKERS: 

Some scenarios use objective markers. These are round markers with a diameter of 3 cm to 4 cm (all markers must be 

the same size). 

Objective markers do not block movement or line of sight and are considered low, open terrain. 

Restrictions: 

• Miniatures cannot end movement, attacks, or retreats on an objective marker. 

• No part of a miniature’s base may ever be placed on an objective marker. 

 

Distance measurement: If you need to measure the distance from an objective marker, measure from the outer edge 

of the marker. 

SCENARIO-POOL: 

Below is a list of 5 scenarios that make up the scenario pool. Before each game, the tournament organizers will randomly 

select one scenario, which will then be removed from the pool. 

FINAL GAME: 

In the last game on Sunday, there are no draws. If the scenario description results in a draw, it is counted as a loss for 

both players. 

 

 

 

Hope speaks: Good luck – and when in doubt - CHARGE!!! 



 



 



 



Note: The optional rule is in effect. 



 


