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Overview
In Crush Hour™ tournaments, players face off in a series of 
Monsterpocalypse games across several rounds to determine 
who will emerge victorious. Crush Hour is ideal for groups of 
eight or more players and can be played with a variety of force 
compositions to accommodate players of any skill level.

Player Responsibilities
Players participating in a Crush Hour 2018 (CH2018) event must 
bring all their own models, stat cards, dice, tokens, and maps 
required for play.

Proxy bases and proxy models are not allowed in Crush Hour events.

Force Composition
Crush Hour events require a player to bring a single force list.

Unless the Event Organizer (EO) is providing player record sheets 
at the event, players must bring their own copy of their force list. A 
force list must contain all monsters, units, and buildings a player has 
in their force.

All rounds in a Crush Hour event use the same number of monsters 
per player each round. The EO must announce how many monsters 
each player will include in their force before the event begins.

The standard size for Crush Hour events is a two-monsters-per-
player game. The other options are one-monster-per-player and 
three-monsters-per-player games. 

Modeling & Painting
Privateer Press encourages players to have a fully painted force 
on the table. Games with painted armies are more engaging and 
generally enhance the experience for all. Although painting is not 
required, players are encouraged to show off all aspects of the hobby.

All models used in Crush Hour Organized Play events must be 
Privateer Press models from the hobby Monsterpocalypse line 
of models. Older pre-painted Monsterpocalypse models are not 
eligible for play. Each model must be fully assembled and mounted 
on a square base of the appropriate size. The use of non-Privateer 
Press models, unassembled models, or inappropriately based 
models is not permitted.

Commander units that are painted or based must be clearly 
distinguishable from non-commander units of the same type in a 
player’s force.

Models that have not yet been released to the general public at 
the time of the event are not permitted in Organized Play events 
unless those models are readily available at the event venue (e.g., a 
convention-release model in a tournament held at that convention). 

Model Conversions
The following rules apply to the use of converted models in 
Privateer Press Organized Play events. These rules are intended 
solely to ensure that models on the table are represented legally 
and unambiguously, not to unduly limit a player’s modeling 
options. An EO can make exceptions to these rules to approve any 
reasonable conversions.

• Models cannot be converted in such a way that any part of the 
model represents the intellectual property of any party except 
Privateer Press, including copyrighted logos, symbols, iconic 
elements, or other iconography.

• The majority of a converted model’s volume must be composed 
of parts from Privateer Press models. To avoid confusion, the 
conversion should include iconic elements of the model it is 
intended to represent.

• Conversions can include parts from models in the 
WARMACHINE and HORDES lines of models.

• Models must be mounted on appropriately sized square bases. 
Added scenic details can overhang the base’s edge but must 
not obscure the edge in a way that makes accurate model 
placement during a game difficult or impossible.

• A player cannot use a model as a proxy (stand-in) for another 
model.

• Any conversions must be clearly pointed out to the opponent 
before the game, and the end result of any conversion must be 
clearly identifiable as the intended model.

The golden rule of converting models for tournament play is 
simply this: If the EO cannot independently, easily, and accurately 
determine which model your conversion represents, the model is not 
tournament legal.
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Sportsmanship
A fair and honest in-game environment is required for everyone 
to have fun. Players must accurately execute the rules of the 
game and fully cooperate with opponents to honestly answer any 
questions that arise before and during the game. Players are also 
responsible for holding their opponents to the same standards.

The EO will not be able to observe every game. A player who 
is uncomfortable because of something an opponent is doing—
whether stalling, bending the rules, or outright cheating—should 
tell the opponent about it and explain what the opponent can 
do to maintain a fair, honest, and fun in-game environment. If the 
behavior continues or a dispute arises, the players should call the 
EO and explain the situation. The EO always has the final word on 
rules questions or debates.

Players must present a mature and polite demeanor to their 
opponents and the EO. Failure to do so will result in immediate 
disqualification. An EO can also disqualify a player for any incident 
that is deemed unsporting, including offensive or abusive conduct, 
bullying, cheating, constant rules arguments, improper play, 
stalling, and other inappropriate actions. Disqualified players are 
not eligible for any awards or prizes and are barred from further 
participation in the event and any related events.

Intentionally attempting to circumvent or exploit rules is clearly 
unsporting and will lead to a warning, loss of the game, or 
immediate disqualification, at the discretion of the EO. Examples 
of this type of unsporting behavior include incorrect Deathclock 
manipulation and misleading model conversions.

Concessions
Although conceding a game is not recommended, as there is 
almost always a chance for victory, occasionally circumstances 
will prompt a player to concede a game during a tournament. In 
the case of a concession, the winning player is awarded a win, is 
considered to have destroyed one enemy monster, and records a 
surviving monster health of 6. The player who conceded receives 
a loss and no points in any category. An EO can disqualify a player 
from a tournament if a concession is deemed unsporting.

Event Organizer Responsibilities
The EO can, and is in fact encouraged to, modify any guidelines or 
rules found in this document to accommodate the specific needs of 
the players in an event.

Number of Rounds
During the event, a player gains 1 tournament point for a win 
and 0 points for a loss or tie each round. The event runs until one 
player has more tournament points than any other player at the 
end of a round. Once this condition is met, the event ends without 
additional games.

The number of players in the tournament determines the 
maximum number of rounds usually required to determine a 
winner, as shown in the following table.

PLAYERS ROUNDS
8 or fewer 3-round event

9 to 16 4-round event

17 to 32 5-round event

33 to 64 6-round event

65 to 128 7-round event
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First-Round Pairings
Shuffle all the player record sheets together, and then randomly 
determine all of the player pairings for the first round. If there is an 
odd number of players, see “Byes & Odd Number of Players” below. 
Once the pairings are completed, players must write their opponent’s 
name on their player record sheet in the indicated section. When the 
round ends, record the tournament points (1 for a win, 0 for a loss or 
tie), monsters destroyed per player, and the combined health of the 
winning player’s surviving monsters for each player.

Subsequent Pairings
Players should not face an opponent they have already played 
earlier in the event. After the first round, all pairings are based on 
current tournament point totals and pairings from previous rounds. 
Once all games in the previous round have been completed, sort the 
player record sheets into piles based on the number of tournament 
points. Players should be paired against opponents who have the 
same current number of tournament points as they do.

If a pile has an odd number of players, pair the last player in 
the pile with the highest number of tournament points against 
someone from the pile with the next-highest tournament 
points—this is called “pairing down.” A player should not be paired 
down more than once per event. As before, once all pairings are 
determined, players should write their opponent’s name on their 
player record sheet and record the appropriate information when 
the round ends.

Byes & Odd Number of Players
In the case of an odd number of players, one player receives a 
bye each round. A player who receives a bye does not play in the 
current round. Instead, they receive 1 tournament point for that 
round, are considered to have destroyed one enemy monster, and 
record a surviving monster health of 6.

In the first round, the EO randomly determines which player 
receives the bye. In subsequent rounds, the EO randomly selects a 
player from those with the lowest tournament point totals. A player 
should not receive a bye more than once per event.

Tournament Timing: The Deathclock
In Crush Hour tournaments, each player uses a chess clock to track 
their total time each round. In other words, a clock with a player’s 
total time (player clock, as shown in the following table) is used 
instead of individual turn lengths, and the sum of both player 
clocks determines the expected end time for each round.

STARTING MONSTERS PER PLAYER PLAYER CLOCK (MINUTES)
1 30

2 45

3 60

After rolling to determine the first player, players deploy their 
buildings and monsters without starting their clocks. Once both 
players are ready to begin the game, the first player starts their 
clock and begins their turn. When a player completes their turn, 
they tap the clock to their opponent, who begins their next turn.

The EO records the expected end time for the round based on the 
sum of both player clocks. In order to maintain the event schedule, 
players cannot pause the chess clock at any time. If an EO’s call is 
required to resolve a rules dispute, the EO, at his own discretion, 
can pause the chess clock upon arriving at the table. If the EO 
pauses the clock, they restart it when their call is complete.

The active player can switch the clock to the inactive player’s 
time when the inactive player rolls one or more dice, moves any 
model, or takes time to make any decisions that interrupt the 
active player’s turn. Otherwise, the clock may not be switched or 
stopped for any reason other than a player’s turn ending. If the 
active player switches the clock, they must announce that they 
have done so. It is then both players’ responsibility to ensure the 
clock is switched back to the active player afterward. Players must 
use at least 15 seconds per turn.

When a player’s clock runs out of time, that player immediately loses 
the game. All of their monsters are considered to have been destroyed.

When the expected end time for the round arrives, the EO checks 
on all remaining active games. Games with less than 5 minutes 
combined on both player clocks are played to completion. Games with 
more than 5 minutes combined on both player clocks are declared a 
tie (unless the EO paused their clocks during the round). This can only 
occur if players paused the clock without informing the EO.
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Rolling for the First Turn
Before the game begins, players roll off like normal to determine 
who will take the first turn, however in Crush Hour the player that 
wins gets a choice of first or second turn. Once they have made 
that choice the player going second chooses the map the players 
will use for their game. The first player will set aside two of their 
10 Unit pool Action dice before they take their first turn. Those dice 
cannot be used on that player’s first turn. During the first player’s 
second turn they place those two Action dice into their Unit pool.

When the second player chooses a map they must choose from 
those they own and have at hand, from any maps the EO might be 
providing, or with their opponent’s permission maps that player 
owns. Maps chosen by the second player must be taken from the 
list below:

• Calamity Park

• Carnage Corners

• Destruction Junction

• Downtown Beatdown

• Isle of Annihilation

• Obliteration Boulevard

• River City Rampage

Recording Game Results
At the end of a game, each player must enter the following 
information on their player record sheet: their opponent’s name, 
the result of the game (Win/Loss/Tie), how many enemy monsters 
they destroyed, and the combined health of their surviving 
monsters. Once this information is recorded, report the results of 
the game to the EO.

Final Standings
Tournament points determine a player’s standing in a tournament.

In the case of two players with the same number of tournament 
points, determine which one ranks higher by calculating strength 
of schedule. To do this, count the tournament points scored by each 
opponent of the tied players. The player whose opponents have 
the highest total score has the best strength of schedule score 
and earns the higher rank. If strength of schedule is the same for 
both players, the player who destroyed the most enemy monsters 
throughout the tournament earns the higher rank. If monsters 
destroyed are also the same for both players, the player who had 
the most health (totaled across all rounds) on their surviving 
monsters throughout the tournament earns the higher rank.

Prizes
Official prize kits for Crush Hour events are available and include 
the following awards: First-Place Finish, Second-Place Finish, 
Third-Place Finish, and Random Participation.

The winner of the First-Place Finish receives the alternate sculpt 
Building found in the event kit, as well as a foil stat card. Second- 
and Third-Place Finishes, as well as a randomly chosen participant 
who did not finish first, second, or third, each receive a foil stat card.

The winners of the First-Place Finish through Third-Place Finish 
awards are based on the final standings of the tournament and 
should be announced by the EO at the end of every event, even if 
prizes for those awards are not available at that event. 
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Player Name: Agenda:

Round Opponent’s Name Result Monsters Destroyed Surviving Monster 
Health (Combined)

1 W / L / T

2 W / L / T

3 W / L / T

4 W / L / T

5 W / L / T

FORCE LIST

Monsters: 

Units: Buildings: 

Crush Hour™ 2021
Player Record Sheet


