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Bristol Vanguard is proud to present the first Vanguard Guild Ball event. As a club; we have been successfully running multi system 
tournaments for several years. “Clash of Guilds” will give players 4 rounds of intense football action in a fun, laid back atmosphere. The aim of 
Clash of Guilds is to provide a worthy addition to the newly established tournament calendar and provide a showcase to local gamers to entice 
them into the game. 

This rules pack uses elements from the Guild Ball Organised Play rules. 

If after reading this pack you have any questions, please contact us on Bristol.vanguard@yahoo.co.uk. Alternatively you can contact the TO 
directly on twitter @munkeykungfu or through the Guild Ball (Munkeykungfu) / Bristol Vanguard (Monk) forums 

 

Venue information 

Gertfaux will be held at Bristol Independent Gaming, 16 Clothier road, Brislington trading estate, Bristol, BS4 5PS. Parking is available on site 

 

Tickets 

There are 16 spaces available. Tickets are priced as follows: 

 £15 

 £13.50 for Vanguard club members. 

 

Payment is to be sent to Bristol.vanguard@yahoo.co.uk via PayPal. Please mark payments as ‘Friends and family".  

 

Please include your Name, gaming club (if any), contact email address and the name of the event you are paying for (Bristol Vanguard runs 
regular events and this will help ensure your ticket is not assigned to another event) 

 

Timetable 

Each round will last for 1hr 50 minutes. Each player will have 45 minutes set on their chess clock, with an additional 20 minutes allocated to 
clocked out players. There will be a 20 minute gap in between rounds, for admin, round draw and player set up. As the day progresses, if 
players are setting up quicker, the timetable will be brought forward. 

 

9:00 Arrival and Registration 

09:30 – 09:45 Introductions and Round 1 Draw  

09:50 – 11:40 Round 1  

12:00 – 13:50 Round 2 

13:50 – 14:20 Lunch 

14:40 – 16:30 Round 3  

16:50 – 18:40 Round 4 

18:40 Awards & Close 

 

Team Roster Selection 

 Players must select a single Guild 

 Select an eligible Captain 

 Select an eligible mascot 

 Select 4 eligible models from your Guild and/or eligible union models 

Players will be required to use the same 6 players during all 4 games. 

Game Rounds: 

 Games will be played to 8VP 

 Chess clocks are set to 45 minutes per player.  

 Admin/Clocked out time is 20 minutes total with clocked out players being allowed 1-minute activations.  

 Round length is 110 minutes total. 

Proxies 

Proxies are allowed for this event. Models however should be a clear representation of the model they are replacing and should be cleared with 
the TO before the event. 
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What you need to bring 

 Your models (See Painting below) 

 All related tokens and cards  

 2 copies of your Guild Roster (With your Name clearly visible on) 1 to be handed in at registration and 1 to present to your opponents 

 Rulebook / FAQ 

 Tape measure  

 Glue in case of injuries! 

 A tray to carry your team from table to table 

 Deodorant (This should go without saying!) 

 

Prizes 

Prizes will be awarded as follows: 

 1st Place 

 2nd Place 

 3rd Place 

 Wooden Spoon 

 

Painting Requirements 

Models should be fully painted and based. Non painted models are not permitted; any player will using unpainted models will be subject to a 
point deduction. 

 

Round Allocation 

Round 1 will be paired randomly, aiming to avoid club pairings. If there are club groups attending please ensure you inform us when paying to 
avoid any pairing issues. 

After round 1, allocation will be done using the Swiss pairing system. 

 

Round timings 

As mentioned previous rounds will last a total of 1hr 50 minute. 

Once the total round time has expired the T.O. will call ‘Dice Down’. At this point, if the active player has already begun to physically move a 
model, they finish the movement for that model and then their activation ends. If a player is in the process of making a roll of any kind, they 
complete that action and then the activation ends. Any ‘end-of-activation’ effects now trigger (such as a ‘clocked out’ player’s opponent being 
awarded 1VP). The current turn and game then ends.  

When ‘Dice Down’ is called, if the VP totals are tied the game is considered to be a draw. Otherwise, the player with the highest VP total is 
declared the winner. 

 

Using Chess Clocks 

The active player MUST have their clock running at all points (including their maintenance phase) once they have completed the current 
activation they must ‘flip’ the clock over to the opponent’s timer. The initiative role for the subsequent turn is taken as part of the active player’s 
time at the end of the final activation (depending on who win initiative the clock then either continues to run or is flipped and the maintenance 
phase begins). The clock may be paused at the players’ discretion to resolve rules queries. Excessive pausing of the clock will be considered 
time wasting by the judges and may be penalised. 

If the active player’s clock reaches 0 then they are considered to have ‘clocked out’. If the active player has already begun to physically move a 
model, they finish the movement for that model, and then their activation ends. If a player is in the process of making a roll of any kind, they 
complete that action and then the activation ends. Once their activation has ended their opponent is awarded 1 VP. 

The game continues as normal from this point; however the player who has ‘clocked out’ uses the stopwatch timer and their activations are 
limited to 1 minute in length. At the end of each of the ‘clocked out’ player’s activations, their opponent is awarded 1 VP. 

Please note the precise order in which VP’s are earned in tournament Guild Ball. If a clocked out player scores a goal they receive 4 VP’s. If this 
takes them to or beyond the win conditions for the match then the game ends immediately, BEFORE their opponent is awarded the usual 1 VP 
at the end of their activation. If they have not yet met the win conditions then their opponent receives 1 VP and the game continues.  

In the event of a ‘clocked out’ player needing to use an out of activation ability (such as ‘Unpredictable Movement’ or ‘Counter Charge’) simply 
pause all timing devices for the duration of this action. Please note the round timer will still be active and any time-wasting by either player will 
be harshly penalised. 



4 
 

Pre Match sequence 

Please note that the following steps supersede the standard pre-match sequence as defined in the rulebook and are specific to tournament play.  

Each round of a Guild Ball Tournament has a set length, at the end of which ‘Dice Down’ is called and play for that round stops. The round 
should follow the following structure: 

Players will have 10 minutes to complete the following steps before each round: 

 Discuss and agree the type and placement of terrain features on the pitch. If either player is unhappy with these they may contact a 
judge to examine the pitch. However, It is not guaranteed that the judge will see fit to alter anything.  

 Swap hardcopies of team rosters and set the chess clocks to show the allotted time (as decided by the T.O.) for each player.  

 Determine each player’s active models for the match as per the Match Roster Selection method being used for the tournament.  

 Deal and select guild plots from a shared single deck as per the rulebook.  

 Determine which player may choose to be the kicking player or the receiving player by a starting roll of [1D6].  

 The kicking player chooses a table edge, deploys their team & designates one player to be the kicker.  

 The receiving player deploys their team taking the opposite table edge.  

 The kicking player starts the chess clock and then performs a kick-off action. From this point onward the active player must have their 
chess clock running.  

 The receiving player allocates their Influence. 

 The kicking player allocates their Influence.  

 The receiving player takes their first activation.  

 Follow the normal turn sequence as outlined in the rulebook. 

 

Scoring 

At the end of each round, players will record the outcome of their game and submit it to the TO. Players will score the overall outcome as well as 
the total Victory points scored. 

Scoring will be as follows: 

 Win – 10 Tournament Points [TP] 

 Tie – 1 TP 

 Loss – 0 TP 

In the event of a player conceding, they will score 0 TP for that round, award their opponent a win with a maximum 8-0 score 

Position Tiebreakers will be determined by: 

1. Total TP 
2. Total VP scored 
3. VP Difference (VP scored – VP conceded 

 

Sportsmanship  

Players are expected to behave civilly and respectfully at all times.  

When asked, players should provide the information and statistics for models as well as any relevant additional public information. Players must 
be open and honest about the rules of their models.  

 

Warning System  

Players are given a single warning when the TO judges their behaviour toward other players or the TO to be unacceptable. If the behaviour 
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 zero tolerance for cheating (other than Cheating Fate, which is, of course, encouraged). If the TO determines that a player is cheating, 
the player will be immediately disqualified from the tournament.  

For details of disqualification see the disqualification section below. 


