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Official Dead On Arrival Warahmmer Game
Club Rule Book and Members Guide

Version .06 Revised
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Chapter 1: Introduction
The Dead on Arrival Club rulebook is a brief overview of everything you need to know as a club member.
Chapter 1.1 The Golden Club Rule

If anything ever gets in the way of enjoyment of a match, as long as players involved agree, you may adjust the rules
to keep things going.
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Chapter 1.2 The Honor System

Due to the nature of running a club without a club house it is simply not possible for us to monitor matches and hence
our club functions on the honor system.

We trust our members to always play fairly and truthfully.

We do not foresee it necessary nor do we have any desire to have rules for warnings, suspensions or disqualifications or
any other disciplinary rules. Everyone in the club is a consenting adult as one of our requirements as members is to be
18 years old and we expect that everyone will always behave appropriately. Anyone found to be intentionally breaking
the honor system will simply be expelled from the club permanently.

Chapter 2 Events, Tournaments and Campaigns

The pride and joy of the club will likely be the special events, tournaments and ongoing campaigns which link battles
together to add to the purpose of the battles fought. These special games will always have their own rules in the
appropriate section of the site.

Chapter 2.1 Events

Events are simple get togethers organized by the club to get groups of players together for some on the fly gaming.
These events may have themes, or some form of organization or may be as simple as 0Hey my house at 8pmé.

Chapter 2.2 Tournaments

Tournaments will always be organized and have an associate tournament rules documents when announced. The
purpose of tournaments is to put some emphasis on competition and tournaments will often have prizes and side events
associated with them. You always have ample notice as well to prepare your armies for the tournaments as they will
always be scheduled in advance and they are likely to always be focused on either on one or the other game (40k or
fantasy).

Chapter 2.3 Campaigns

Campaigns are a very different event, as they are usually ongoing and battles for campaign objectives could take place
anytime in the course of the campaign. Campaigns will have their own dedicated rule sets and to manage them and
keep the content of those campaigns fresh they will have their own website www.war-doa.com/Campaign . Campaigns
will usually have a GM responsible for maintaining the campaign and the rules for such campaigns may vary depending
on whoQrunning them, but will always be clearly posted and defined. Check out the campaigns website for more
details.



http://www.war-doa.com/Campaign

Chapter 4 Club Membership and Club Cards

Club membership is a simple process. Simply fill out the club form and an organizer will contact you via email with a
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membership is that you must be 18 years old to join the club.

Club cards are nothing more than simple club member IDQthat may in the future have some benefits when presented
at hobby shops or other venues.



