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Buffy CCG Judge Guide

Introduction
Welcome to the world of the Buffy the Vampire Slayer Collectible Card Game.  This document highlights topics such as Tournament Styles/Types, Scoring, Rating and Prize Support as they apply specifically to the Buffy CCG.

Though this document was primarily created for Judges of the Buffy CCG, it is recommended that any Players or Hosts, who wish to know more of the specifics for a Buffy CCG tournament, read this document thoroughly.

Also, if at any time you have additional questions or concerns about tournaments, please feel free to contact the Tournament Coordinator at dgjedi57@hotmail.com.  For Rules questions, refer to the Current Rulings Document (CRD) found at buffyccg.com or contact the Watcher Council Association (WCA) through the buffyccg.com “Rules” forum.

The WCA acknowledges that all rights to the mechanics of the Buffy CCG are owned by Score Entertainment.  Score Entertainment has agreed to endorse the WCA as the “caretakers” of the game and authoritative body for game rulings and tournament sponsorship.  They maintain the right to revoke that agreement at any time and without prior notice.

**************************************

REGISTERING FOR AN EVENT – Hosts are required to register by the 15th day of the month before their event to receive support.  Requests for support should be made by the Judge or Watcher hosting the event through the buffyccg.com “Watcher and Judge” forum.

EVENT RESULTS FOR AN EVENT – Need to be sent no later than 5th day after the end of the month in which the event was run to be counted for the purpose of Player Ratings.  Results can be E-mailed to dgjedi57@hotmail.com or mailed to:   









David Gerspach






2425 S 108th St






West Allis, WI  53227
**************************************

Note:  The WCA reserves the right to change any portion of this document without notice.  Players, Judges and Hosts should always verify that they have the most up-to-date version by checking with www.buffyccg.com.   This version (V05.3.21) was instituted on March 21, 2005.

Judge Responsibilities
As an official judge, you will have two primary responsibilities.  First and foremost, you will be responsible for acting as the ‘Event Manager’ for the event.  Working with the Host to make sure that the event is organized and under control, while ensuring that the Players are enjoying themselves and being taken care of is the heart of this responsibility.

Your second responsibility will be to ensure that all Rulings that are made during a WCA approved Buffy CCG event are fair and correct.  You may enlist Assistant Judges to help run the event, but as the official Judge – you will have the final say on all rulings.  Be sure to keep constantly up-to-date on the most recent card rulings and corrections by downloading the Buffy CRD from the buffyccg.com website.

Remember that Players and Hosts will look to you for guidance during an event.  While tournaments can become very competitive at times, consider leading by example.  From appearance and attitude, to sportsmanship and game knowledge, it will be up to you to set the tone for the event.

Rule – Judge Registration:  Judge’s are required to pass the Judge Test before being approved as an Officially Registered Judge for the Buffy CCG.  To request a Judge Test, you must contact dontresca@yahoo.com.

Note:  Judges approved by Score may still maintain their Judge status by contacting dontresca@yahoo.com or dgjedi57@hotmail.com.  At this time they do not need to take an additional test.  However, the WCA reserves the right to periodically recertify Judges by requiring an additional test of their current rules knowledge.

Rule – Judge Play:   Judges may play in events they run, however, they must assure that their two primary responsibilities are fulfilled and follow the additional rules.

Judges may not rule on any play questions related to a game in which they are a Player.  They must assure the presence of an additional Judge in these circumstances.  In addition, the presence of a third Judge is needed to make rulings on games in which two Judges play each other.

Judges may not be awarded any prizes for tournament finish.  An exception to this rule may be granted for tournaments in which the Judge was required to pay an entrance fee.

Judge and WCA ID Numbers
Upon successfully passing the Judge test, the Judge will be issued a Judge ID consisting of ###-000.  If they do not already have a WCA ID#, this is also considered their WCA ID# to be used when they play in a tournament.  If the new Judge already has a WCA ID#, they can immediately begin to use their newly assigned judge number.
It is the responsibility of the Judge to issue WCA ID#s to all players who do not already have a number.  The number issued will consist of adding one to the final three digits of their Judge ID#.  For example, if a Judge has the Judge ID# of 055-000, the first WCA ID# they issue will be 055-001, the second will be 055-002, and so forth.

These numbers are important for tracking player performance in the Ranking System and should be accurately recorded on each player’s Tournament Score Card.

Event Formats
Regardless of the type (Constructed/Sealed Deck) of a Buffy event, the following restrictions will apply to all WCA approved tournaments unless otherwise stated.

Deck Limits
The Constructed deck size for a WCA approved Buffy CCG tournament is a minimum of 60 cards.  There is currently no deck maximum limit.

Sealed Deck events have a minimum deck limit of 40 cards.

Time Limits
The current time limit for a Round in all types and styles of WCA approved tournaments is a 45-minute time limit.

The Judge will be responsible for managing time for each Round.  Generally, a Judge will call a 10-minute and 5-minute warning near the end of each Round.  When the Judge calls time, if any watch during the Prologue Step has been completed, Players will play the current turn to completion.  The game will end at that point.

If any player achieves a full victory condition by the end of the final turn, they will be awarded a full victory.  Otherwise, tiebreaker procedures will be followed to award either a timed victory or timed loss.

Multi-Player Format
Multi-Player format and information is found under Group Patrols below.  Unless stated to the contrary, all Group Patrols follow the normal tournament rules.

Alternate Format
The intent of the WCA is to keep the tournament fun for all Buffy CCG players.  It is recognized that some players will want to try tournaments with unusual or fun alternate rules.  In these situations it is the responsibility of the Judge to communicate all rules deviating from this guide or the current CRD to all players prior to the start of the tournament.

Virtual Card Format
It is the responsibility of the Judge to communicate in advance of a tournament which, if any, virtual cards will be playable in the tournament.  Any players choosing to include a virtual card in their deck must assure that all cards in their Resource Deck are similarly sleeved.  Virtual cards must be “backed” in the sleeve by a normal Buffy CCG card.

There are considered to be two types of virtual cards.  The official virtual cards are those created by Score Entertainment as part of their HotW/VotW or Broken Links releases.  Other virtual cards are those created by fans of the game to introduce new play elements.  Those are also referred to as “dream” cards.

Tournament Naming Guidelines
Buffy CCG tournaments will follow the naming guideline presented below.

The base tournament name will be phrased in one of three ways, which will indicate which type of cards will be legal in Player Decks.

1. Classic Buffy CCG – Tournaments of this type will allow only actual cards produced by Score Entertainment.

2. Extended Type A Buffy CCG – Tournaments of this type will allow all actual and virtual cards created by Score Entertainment.

3. Extended Type B Buffy CCG – Tournaments of this type will allow all actual and virtual cards created by Score Entertainment plus any “dream” cards deemed legal in advance by the judge of the tournament.

The base tournament name will be followed by unique descriptors decided upon by the judge of the tournament and should indicate variations from the standard constructed deck type.

Examples:

Classic Buffy CCG – Sealed Deck – This tournament would allow only actual cards created by Score.  Sealed Deck implies that the tournament materials will be provided for players entering the tournament.

Extended Type B Buffy CCG – Sealed Deck – This tournament would allow all actual and virtual cards created by Score and some “dream” cards.  However, Sealed Deck still indicates that all cards will be provided for the players entering the tournament.

Classic Buffy CCG – Highlander – This tournament would allow only actual cards created by Score.  Deck construction would follow Highlander guidelines of not allowing more than one of each card in a deck.

Extended Type A Buffy CCG – Restricted – This tournament would allow all actual and virtual cards created by Score.  However, in this case the judge is indicating that some cards may be restricted (i.e. no Broken  Links cards allowed).  It would be up to the judge to clearly communicate any restrictions prior to the tournament.

Classic Buffy CCG – Grand Patrol – This tournament would allow all actual cards created by Score Entertainment.  In this case, all the Grand Patrol signifies is that the tournament is considered a special type of championship with titles such as “Protector” or “Big Bad” going to the appropriate winners.  It implies that prizes may be a little more than usual.

Extended Type A Buffy CCG – Three Challenge Tournament – This tournament would allow all actual and virtual cards created by Score Entertainment.  The Three Challenge Tournament phrase indicates there are special rules for this tournament related to solving three challenges.  Players should be aware in this case to ask for a copy of the special rules in advance and judges should be prepared to communicate these rules to all potential players.

Descriptor names are determined at the discretion of the judge of the event and are not limited to the examples above.  However, the judge must clearly communicate and unique rules to prospective players in advance of the tournament.
Tournament Preparation
In addition to ensuring a clean and clutter-free tournament area, Judges should prepare for an event by having the most recent Current Rulings and Rulebook, as well as plenty of copies of the Tournament Score Card.

A Judge should also take this time to order and number the tables in the tournament area.  Once the event has begun, this will make pairing Players from Round to Round much simpler.

Tournament Score Card
A Tournament Score Card is available for downloading at buffyccg.com.  The Tournament Score Card is the record keeping staple for all WCA approved tournaments.  As soon as Players begin to arrive at an event, each Player should register for that event by filling out a Tournament Score Card.

If unable to download and print the web-site version of the Score Card, Judges may substitute with a reasonable facsimile.  The information required on the official version on the web-site must be present on any Score Card version used.

The Score Card will be used throughout the tournament to track an individual Player’s progress.  A Judge will typically use each Player’s Tournament Score Card to denote where that Player will be seated and against whom they will be competing each Round.

Rule – Record Keeping:  Only the Judge or Assistant Judges should ever mark scores on a Player’s Tournament Score Card.

Rule – Tournament Score Cards:  It is extremely important to fill out each of these cards clearly and legibly to ensure that each Player is rewarded for their efforts.  Additionally, all Tournament Score Cards must be left with the Judge at the end of the event so that Players may receive credit for their performance.

Pairing
Pairing for a Buffy CCG tournament is relatively simple, but crucial task.  A tournament that is managed well by the Judge will not only meet its time requirements, but will increase the enjoyment of the event for everyone.

During a tournament, Players are tracked from Round to Round using their Tournament Score Cards.  The Tournament Score column of a Score Card is the cumulative total of all previous individual Game Scores.  This reflects the Player’s performance and can be referenced at any time to Rank that Player within the event.  All Buffy CCG events will use the following system.

Swiss
In the Swiss style event, every Player will have the opportunity to play in every Round of that tournament.  Typically in this style event, Players will be paired against opponents with similar Win/Loss ratios.  Thus, Players who have consecutively won throughout the event will play others who have similar scores.

Before a Swiss style event, the Tournament Score Cards for all registered Player’s will be stacked into a single randomly sorted pile.  Next, the Judge will Pair the top two score cards and while announcing the two Player’s names, seat those Players at the first tournament table (generally Table 1.)  The Judge will then pair the next two score cards and place those Players at the next tournament table (generally Table 2.)  This continues until all Players have been paired and seated.  If an odd number of Players exist at the end of Pairings during a given Round, the remaining unpaired Player will receive a ‘Bye’ for that Round.

As Players complete their games during a Round, the Judge will score each of their cards in the Game Score column and then total their cumulative totals in the Tournament Score column.  The Tournament Score Cards are then placed in a single descending pile with the highest Tournament Score on top and the lowest Tournament Score on the bottom.

Starting the second Round (and all consecutive Rounds) the Judge will then follow the same procedure for Pairing as during the initial Round.  The Judge will pair the top two score cards and announce the two Player’s names, while seating them at the first tournament table.  This continues until all Players have been Paired and seated.  Again, if an odd number of Players exist at the end of any Round, that Player will receive a Bye.

NOTE:  No Player should ever receive more than a single Bye during a tournament unless all other tournament participants have been awarded a Bye during that event.  The Judge may need to rearrange the final sets of Pairings at the beginning of a Round to ensure this rule is followed.

NOTE:  No Player should be paired against a Player they previously played during the same event.  The Judge may need to rearrange the Pairings to avoid such an occurrence.  In these situations, the higher ranking player should be paired against the next highest player they have not yet played during the event.

Scoring
The Judge of the tournament will be the ultimate score keeper during a Buffy CCG tournament.  A central location should be established for scoring during every event.

Individual Players should never record their own scores.  When a Round is completed, both Players should head directly to the scoring table, along with their Tournament Score Card, to report their results.  A Judge may enlist the help of individuals to act as Assistant Judges to help with paper work or score keeping.

The following rules for Full Wins/Losses, Timed Wins/Losses and Byes will apply to all Buffy CCG tournaments.

Rule – Unreadable/Incomplete Information:  It is extremely important that all recorded scores are clear and legible.  Incomplete or unreadable information may cause a Player’s information to be unusable for that event.

Rule – Recording Scores:  Only the Judge or Assistant Judges are permitted to record scores for a tournament.  The Judge will have the final say for any/all scores recorded on a Player’s Tournament Score Card.

Rule – Invalid Information:  The WCA reserves the right to invalidate any Player’s results if the reported name and WCA ID number to not correctly match the listed information in the Buffy CCG Ranking System.

Rule – Dropped Opponents:  If a Player drops from a game at any time during a Round, that Player will receive a Full Loss for that Round.  His opponent will thus receive a Full Win for that Round.

Full Wins/Losses
Currently in the Buffy CCG, there are two win conditions:  the first Player to reach 10 Destiny points or the first Player to successfully hold the Park for 6 consecutive turns.  If either Player successfully achieves either of these goals within the 45 minute time period, they will earn a Full Win for that Round.  The opponent of a Player who earns a Full Win will receive a Full Loss.

The winning Player will earn 3 (three) Tournament points for a Full Win.  The losing Player will earn 0 (zero) Tournament points for a Full Loss.

Timed Games
A game in which neither Player meets the required win conditions before the 45-minute time period and final turn are complete is considered a Timed game.

To determine the winner of a Timed game, both Players will graded using the following formula:  a) any Destiny points currently earned PLUS b) twice the number of consecutive turns that individual has remained unchallenged in the Park (through the end of the final turn).  The Player with the highest score will be considered the winner of the Timed game.   The winning Player will earn 2 (two) Tournament points for a Timed Win.  The losing Player will earn 1 (one) Tournament point for a Timed Loss.

Example:  Tina and Todd complete their final turn after time is called and neither has achieved a win condition.  Tina has 8 destiny points.  Todd has 5 destiny points when the game ended.  Also, he held the Park for 4 consecutive turns through the end step of the final turn.  Tina has earned 8 (Destiny) points.  Todd has earned 5 (Destiny) + 8 (4 Consecutive turns in the Park x 2) = 13 points.  Todd is considered the Timed game winner.

If, after calculating the players graded scores, both Players are still tied, then both Players will be awarded 1 (one) Tournament point.

Rule – Timed Game Determination:  The Judge should be present when determining the winner for any Timed game.

Byes
If any Round results in an unpaired Player due to an odd number of participants, the lowest Ranked Player – who has not already received a Bye – will be issued a Bye.  A Bye assigns a Player the full value of a win for scoring purposes, enabling them to be placed higher in the stack for Pairing purposes during the following Round.

A Player will earn 3 (three) Tournament Points for a Bye.

Rule – Consecutive Byes:  No Player should receive more than one Bye during a tournament, unless all previous Players have been issued a Bye during that event.

Results
To determine the final standing of the tournament participants, the Judge should reference the numeric tournament Ranking of all the tournament participants.  This order is based on the Tournament Score.   The highest Ranked Player will be considered the winner for an event, with all other participants ranked in order behind that Player.

While typically the Host will be responsible for returning all tournament documentation from a given event, the Judge will need to organize the material before handing it off to the Host.  Judges should be sure to order all of the participants Tournament Score Cards in their final descending Ranking, as well as fill out a Tournament Report.

Tie Breaker Scores
To determine the exact Ranking within an event for Players who have the same number of Tournament Points, the following tiebreaker procedure should be followed.

1) If two Players are tied for a tournament ranking, assess whether they played each other during the tournament.  If yes, the winner (full or timed) of their game will be ranked higher within the event.

If more than two Players are tied, or the two tied Players did not play each other, or the two tied Players tied in their game, proceed to tiebreaker method 2.


2) If method one does not break the tie, add up the graded scores of each player from each game calculated as follows:
For a full win, award 25 graded points to the winning player.  For timed wins, timed losses or full losses award points according to the following formula.
a) any Destiny points currently earned PLUS b) twice the number of consecutive turns that individual has remained unchallenged in the Park (through the end of the final turn).

The player with the highest total graded points for all games will be ranked higher with respect to tournament finish.


3) If Players still remain tied, they will be considered as tied for the appropriate ranking within the event.

NOTE:  If two players remain tied for First Place and time permits, they may allowed to play one additional game to determine the event winner.  This applies to First Place ties only.

Group Patrols

Group Patrols, the multi-player format, are similar in gameplay to the standard format, but with notable exceptions:

· Natural History Museum (Angel’s Curse #102) is banned from Group Patrols.

· Each multi-player game will consist of either 3 or 4 players.  In tournaments, the number of players per table, and the number of tables needed can be determined by this chart:
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Table 4           Table 5
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Setting tables as follows may seat additional players beyond 15:
   Multiples of 3

3 at each table
   Multiples of 3 +1
4 at 1st table, 3 at all others
   Multiples of 3 +2
4 at 1st and 2nd table, 3 at all others

· Number of rounds is determined by number of players, as normal.  Length of rounds is 60 minutes for 3-player games, and 75 minutes for 4-player games.

· When beginning a game, if multiple Villains are playing, they decide randomly who will go first.  All other players then determine the remaining order randomly, regardless of Hero or Villain Main Personalities.  Play will go clockwise.

· An example of the set up of Sunnydale locations can be found on Page 41 of the Pergamum Prophecy rulebook.  Player placement on the example is incorrect, as play is clockwise.  Sunnydale Park remains adjacent to all locations.

· In Fights and Challenges, only the players involved in the battle are able to take actions.  Another player may not Stunt-Double for the chosen defender during a fight.  To determine the defender in a Challenge:  If the Challenge attempted is the player’s own, they may choose the defender; if the Challenge belongs to another player, that player is the defender.

· Tournament Scoring for multi-player is as follows.  Player ranking within a game is determined by the following formula:  A full win is worth 25 points, all other players earn a) any Destiny points currently earned PLUS b) twice the number of consecutive turns that individual has remained unchallenged in the Park (through the end of the final turn).  Tournament points are then awarded according to the following charts.

Three-Player Multiplayer Game
Full Win=3 pts
Timed Win=2 pts
Timed Tie (2 players)=2 pts
Timed Tie (3 players)=1 pt
Timed Loss=1 pt
2nd place (assuming someone gets a full win)=1 pt
3rd place (assuming someone gets a full win) = 0 pts

4 Player Multiplayer Game
Full Win = 4 pts
Timed Win = 3 pts
Timed Tie (2 or 3 players)= 2 pts
Timed Tie (4 players) = 1 pt
Timed Loss = 1 pt
2nd place (assuming someone gets a full win) = 2 pts
2nd place tie (assuming someone gets a full win) = 1 pt
3rd place (assuming someone gets a full win) = 0 pts
4th place (assuming someone gets a full win) = 0 pts
· When pairing a new round, it is acceptable for the same players to play more than once.  Place the higher ranked players at the lower numbered tables.

Prize Support
Events that have been registered and approved by the WCA will be eligible for free prize support.  Prize support for eligible tournaments will be determined by the WCA distribution point supporting that tournament regionally.  Prizes consist of promo card, non-foil ultra rares, sealed merchandise and other Buffy products donated to the WCA by Score Entertainment.  The intent of the WCA is to apportion prizes such that supplies will last through August 2005.  However, if at any time those supplies are exhausted, prize support will be discontinued.  Supplies remaining after such time will continue to be apportioned until exhausted.
It will be the Judge’s responsibility to distribute prizes amongst the tournament participants

Rule – The Law:  It is unlawful to sell any of the materials supplied by Score Entertainment for the purposes of promotion and product support.  These items are considered free promotional items and if a Host, Judge or WCA member responsible for distribution is caught selling these items, those individuals will be permanently removed from participation in WCA events along with possible legal ramifications.
Ratings
Effective January 1, 2005 a new rating system was instituted for the Buffy CCG.  All reported tournament results from January 1, 2004 have been included in the initial ratings.
As player’s rating is calculated as the sum of:

1) A base rating of 1000.

2) Their tournament points earned in local tournaments over the past 24 months or most recent 150 game equivalents (whichever duration is shorter).

3) Two times their tournament points earned in convention tournaments over the past 24 months or most recent 150 game equivalents (whichever duration is shorter).

A game equivalent is equal to the number of games played in local tournaments plus two times the number of games played in convention tournaments.

A tournament should meet the following conditions in order to be defined as a “convention” tournament.

1) The tournament is being held in a facility where other gaming tournaments or events are also being held.

2) Participants were required to pay either a convention or tournament fee in order to participate in the tournament.

3) The tournament was advertised in advance to encourage players outside the local playgroup to participate. Posting the tournament on this web-site can be sufficient to meet this requirement, but when possible, the tournament should be listed in the convention program.

4) Participants include players from outside the local playgroup.
Once a player’s rating is calculated, monthly player rankings will be published based on the aforementioned ratings.  It two player’s ratings are equal, the player with the higher total cumulative graded points (see Scoring Section) will be ranked higher.  Graded points will not be weighted differently between local and convention tournaments.
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