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FIRE & ICE
A MalifauX Tournament Weekend
17~18TH June 2012 at Rollcall, Cranfield 
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MINIATURES




Two one-day tournaments in a single weekend. Day one features a ranked 35SS scrap tournament for the serious competitior and fun loving gamer alike. Day 2 features larger 45SS brawls with a twist of Malifaux magic to give your lesser used Masters & Henchmen a chance to see the light of day.
Follow the discussion, pre-tournament jests and list of competitors on the Wyrd forum (in the Events section) at http://www.wyrd-games.net/forumdisplay.php?116-Europe 

Have fun, and don’t be afraid to ask any questions

David Brown

(aka Clousseau)
The Tournament Organizer

The Tournament Organizer, or TO, is the sole authority at Malifaux tournaments. TOs are expected to be fair and equitable in their adjudication of any debates or rules questions. Regardless of the outcome, a TO’s ruling/decision is final. Players are encouraged to work out simple rules debates or discussions themselves as the round clock does not stop while the TO answers any questions. 
Sportsmanship

The objective of any tournament is for everyone to have a good time. As such, players are expected to behave in a civil and respectful manner to one another at all times. Players should provide any legitimate information their opponents ask for during an Encounter, play their activations in a timely manner, allow opponents to cut their Decks, and generally treat each opponent as they themselves would like to be treated during the tournament. 

The Warning System

Players are given a single warning when their behavior toward other players or the TO is considered unacceptable. If the behavior persists, and the TO determines the player to be a disruption to the tournament, it is within the TO’s authority to disqualify the player from the tournament. Don’t be that player.
Cheating

There is a zero tolerance for cheating (other than Cheating Fate, which is, of course, completely acceptable). Players caught cheating by the TO will be immediately disqualified from the tournament.

Player Responsibility

Players are responsible for bringing their own:

· Crew models

· Rulebooks and stat cards

· Fate Deck

· Measuring tape

· Counters/markers/tokens

Proxy, Conversion, and Painting Rules
Proxies are allowed as long as they are appropriate representations of the model they stand for. Printed-out Stat Cards may not be used; players must have the official up-to-date versions for the tournaments (and therefore only officially released models may be used or represented i.e. up to June 2012 releases).
Conversions are an excellent way to show off your modeling skills. If using a model that was converted with pre-made bits, only 40% of the model may be built from other game companies’ models, while the rest has to be self-sculpted or Wyrd bits.
Models must be assembled (glued) and fixed to the appropriate size base. The minimum painting requirement is undercoat. However, there will be a prize for the best painted crew.
Tournament Rules

Saturday – Inferno in Bedlam
Number of Rounds and Schedule
09:00    Show open & registration

09:45    Round 1

11:45    Round 2

13:15
Lunch

14:00    Round 3
15:30    Break

15:45    Round 4
17:40    Prizes 
Round Time Limit

Each round will last for 85 minutes. There is a 10 minute setup period during which players go through the Encounter Setup with their opponents, such as determining Strategies, Schemes, and Hiring their Crews. This is additional to the amount of time provided for each round, but should be completed before the start time indicated above. The round timer will be started once all players are at their assigned tables and ready to deploy their crews.
At the end of the allotted time, the TO calls “Last Turn”. This means that the players finish the current turn they are on, and then count their VPs. 

Deployment Type

Standard Deployment will be used for all games. 
Strategy Selection

Fixed Shared Strategy Tournament

Each round, the TO announces the Shared Strategy to be used by the players. The TO picks a different Shared Strategy each round.
Crew Construction

Limited Faction Pool [Single Faction]
Prior to the start of the Tournament, each player will sign up with a specific faction and provides a list of models that are worth 55 SS. Masters do not have to be present in the Crew, but Totems and Henchmen do if they are to be hired over the course of the tournament. At the start of each round, the players will use that model list to hire their Crew for the Encounter up to 35SS. Models that are out of faction that can be hired by masters in your faction cost as much as they would for that master to hire them. For example, an Arcanist player can put a Shikome in his list for 8 Soulstones if he wishes to hire one with Marcus. Mercenaries will always cost extra Soulstones, even if some masters can hire them at a cheaper rate. For example, Jack Daw will cost 10 Soulstones for a Resurrectionist player, even though Nicodem and Kirai can hire him at 9 Soulstones.
Crew lists must be submitted to the organizer by 1st June.

Sunday – Icicles on Exposed Surfaces
Number of Rounds and Schedule
09:30    Show open & registration

10:00    Round 1

12:00
Lunch

13:00    Round 2
15:00    Break

15:20    Round 3
17:45    Prizes 
Round Time Limit

Each round will last for 120 minutes. There is a 10 minute setup period during which players go through the Encounter Setup with their opponents, such as determining Strategies, Schemes, and Hiring their Crews. This is additional to the amount of time provided for each round, but should be completed before the start time indicated above. The round timer will be started once all players are at their assigned tables and ready to deploy their crews.

At the end of the allotted time, the TO calls “Last Turn”. This means that the players finish the current turn they are on, and then count their VPs. 

Deployment Type

Standard Deployment will be used for all games. 
Strategy Selection


Fixed Shared Strategy Tournament

Each round, the TO announces the Shared Strategy to be used by the players. The TO picks a different Shared Strategy each round.
Crew Construction

Single Faction

At the start of the Tournament, each player commits to a specific Faction (noted by the TO), then follows the normal timing and restrictions for Hiring each round.
Faction choice must be submitted to the organizer by 1st June.

Weather

The effect of December’s activity in the mountains is wreaking havoc with the weather. A different weather effect will be chosen each round when the pairings are declared, and will last for the whole of that round. 
(This is just an excuse to use the weather die I bought at Salute last year!)

Sunny (Heat Wave)
The sun is so strong that strength is sapped and fatigue is rife. Models receive  -1/-1 Wk/Cg
Lightning Storm

The intense lightning causes havoc to the ether. Models receive -2 Ca when casting all Spells.
Snow Storm

The heavy snow reduces visibility and makes targeting the enemy especially difficult. All ranged attacks (including spells with L) suffer -2 Cb, except models with Frozen Heart or Smoldering Heart.
Rain Storm

Torrential rain causes localized flooding and boggy conditions. All terrain is treated as Water, and Severe terrain (including Water features) is now Hazardous (Dg 0/1/2). Buildings, including roofs, are unaffected.
Cloudy (Dim Lighting)
Until the end of the encounter, LoS cannot be drawn further than 8”.
High Winds

The winds are growing and swirling in all directions. Each turn randomly pick a direction and at the start of each model’s activation it is Pushed 1” in that direction.
Common Rules for Both Days

Scheme Usage

Each round, the player has the option to use Schemes to help achieve Victory. Each player can choose from the General Schemes, Faction Specific Schemes, and Master Specific Schemes as long as the choice is valid based on the Strategy and the Crew being used. Refer to p.100 of the Rules Manual for all the Schemes.
Schemes are considered unique. This means that each player can select each Scheme only once during each day. This overrides any rule the Scheme has about being selected more than once [such as Assassinate or Bodyguard]. Players are responsible for accurately listing their Schemes on their score sheets at the end of each Encounter.

Encounter Location Special Features
These will apply on Sunday only and be identified for each table, and be the same for all rounds. They will be chosen from the list on p7.
Terrain Setup

Terrain will be placed in advance by the TO and must not be moved by the players.
Byes and Scoring Byes
If there are an odd number of players in any event, and there are no ringers to play against them, the TO will have to establish Byes for the event. No player will get a bye round more than once.
First Round Bye
The last player to arrive at the tournament gets the bye. 
Second Round and later Byes

Each round, pick the player with the lowest TP Total to get the Bye if they did not already receive a Bye.

Forfeits and Conceded Games
If a player forfeits or concedes a game due to any reason, the opposing player picks up a full score of 3TP/8VP/+8 Diff for the round, with the forfeiting player receiving 0TP/0VP/-8Diff for the round. 

How to Track Scores

Tournament Points, Victory Point Differential, Total Victory Points
At the end of each Encounter, players tally up the VP that they earned that round. The player that earned more VP than his or her opponent wins the game and the opponent loses the game. In case of the same VP count, the game is a Draw. 

Tournament Points [TP]: A Win awards 3 TP to the winner, a Draw awards 1 TP to each player, and a Loss awards 0 TP to the defeated player. Eg. Drew and Zee played a game, and Drew scored 6 VP while Zee scored 4 VP. Drew receives 3 TP, while Zee receives 0 TP.

Victory Point Differential [DIFF]: Note the difference between the players VP at the end of the Encounter. The player with the higher score scores DIFF equal to the positive amount of that difference, while the player that had the lower score receives DIFF equal to the negative amount of that difference. Using the example above, Drew would have +2 DIFF, while Zee would have -2 DIFF.

Victory Points [VP]: This is the amount of points each player earned. Using the example above, Drew would have 6 VP while Zee would have 4 VP.

Combining the above statistics, at the end of round one, Drew has a score of 3TP/+2DIFF/6VP, while Zee has a score of 0TP/-2DIFF/4VP.

Pairings and Scoring Format

The first round pairings are random. After the first round, the TO pairs up players based on their TP scores. Players will always play other players with similar TP scores. After round one, players with higher TP should be paired off against one another, while players with lower TP should be paired off against one another. This continues for the established number of rounds.
Determining a Winner

TP/DIFF/VP
At the end of the tournament, all of the players will be ranked in descending order from highest TP to lowest TP. The player with the highest TP is the winner! In case of any ties in the TP, the DIFF becomes the first tie-breaker. The player with the higher DIFF wins the tie. If this is also tied, VP is the final tie-breaker, wherein the player with the higher VP wins the tie.
Entry

To enter contact the organizer at david.clousseau@virgin.net and provide payment either in cash or by Paypal to this email address (pay as a gift please). Cost just £8 for one day, or £15 for both days.

A list of entrants (and factions where known) will be maintained on the Wyrd forum post.

Prizes will be awarded based on the number of entries, and yes there will be a wooden spoon. 
Prizes will depend upon what sponsorship I can get, but the aim is the following for each day;
1st place

2nd place

Last place (wooden spoon)

Best painted crew (player’s choice on Saturday, organiser’s choice on Sunday)

plus

Fire & Ice Award (most VPs over the weekend – probably)
STRATEGIES

Shared strategies will be used on Saturday. These will be announced before each round, and will be from the list below;
· Contain Power

· Treasure Hunt

· Destroy the Evidence

· Reconnoiter

· Claim Jump

· Slaughter
Shared Strategies will be used on Sunday. These will be announced before each round and will be from a list to be published on the Wyrd forum a few weeks before the event.
SPECIAL EVENTS/TERRAIN

Special Features, if used on the Sunday, will be chosen from this list and will be identified for each table
· Ancient Monument
· Campsite
· Foggy
· Heat Wave
· Rockfall
· Stampede
· Bag of Soulstones

· Hazardous Terrain
· Dim Lighting
· Arcane Apparatus
· Ancient Texts
· Pool of Aether

