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Intro

Fluffycon has held a unique place on the tourney calendar for a number of years being a tournament where armies that wouldn’t normally cut the mustard at a standard tournament are the norm. It’s a great chance for players new to the tourney scene to try what they have painted without having to worry about not fielding the toughest version of the army or for more experienced gamers to dust off some of their figures that don’t usually get a run. 

This year is no different. To keep the structure in line with regular tournament play we are going to use ETC hard caps. But the caps have been changed to remove obvious crutches and tone the power levels down a notch or two. The flip side of the hard caps are that we are wanting to reward players for really getting into a fluffy mindset – so there is a peer based score you’ll get (a bit like sports) that will reflect how fluffy you’ve made your army. 
We are also looking to try and encourage a game that is based less on characters, big magic and shooting phases and have more of a focus on troops and scrumming it up in the middle of the pitch. To encourage a different sort of generalship challenge we have tweaked a couple of rules to try and help with this style of game.

Given the more relaxed nature of the armies fielded this has event has also had a slightly more laid back feel to it from a playing perspective – so while its still a competitive event, its also a great weekend to simply play and enjoy 6 games.

We completely get that some players prefer pete-lite or no comp and no changes to the rules – our belief is that some variety on the tourney calendar is a good thing. We hope that you like the look of Fluffycon as representing something a bit different – but also hope that you’ll enjoy the other events on the calendar that have their own flavour and attraction.
Feel free to email myself at reid.pittams@aderant.com or my co-conspirator Glen Tibbles at spurs4vr@e3.net.nz if you’ve got any questions. 
General Details

Fluffycon is an event part of the larger Battlecry tournament – see the website for full details and how to pre-register. 

Dates

Registration up till Friday 10 February $35.00
Note that registration after this date is at the TO’s discretion and probably goes up in price. In other words, if we have an even number of players you might miss out. 
Army Lists are due one week prior to the tournament – Friday 10 February. Send them to Reid at the email listed above. Do NOT send an army builder file or download. Lists must be sent via email and preferably in excel format. We’ve been pretty generous with the cut off dates so we’ll more than likely penalize slackers with late lists.

Timetable

Saturday 18 February

0800
Registration open

0830
TO Briefing

0845
Round One, finishes 1130
1130
Lunch

1200
Round Two, finishes 1500
1530
Round Three, finishes 1800
Sunday 19 February

0830
Day 2 briefing

0835
Round Four, finishes 1130
1130
Lunch

1200
Round Five, finishes 1430
1500
Round Six, finishes 1730
1730
Pack up tables

1745
Prizegiving

1800
Out of there

You’ll notice that some of the rounds are slightly longer. This is to allow some setup time at the start of the day to and play the scenarios that take a bit more time. I’ll try and have the draw finished quickly so players can start when ready, if we can beat these times or enjoy a more leisurely lunch we will. 
Army Design

Your army must confirm to the general and army specific hard caps. If you do this your list will be legal – but not necessarily fluffy in the context of this tournament. We’ve spent some time designing the hard caps so we don’t envisage having to veto anything – but in the finest traditions of having a get out clause, if we see some clever sod has exploited a loophole, we’ll have no qualms asking for a re-submit.

· 2000 points.

· No special or named characters, allies, storm of chaos or other weird stuff.

· Chaos Doofs, DoW are fine, send in your lists and reference what you’ve used to build the list. 

· Vampire Counts. We would like players to be able to give them a go, but the book isn’t out till the week of the tourney (. Anyone wanting to play VC’s from the next book should contact me. The army specific restrictions below are based on the current book.
· For TK’s, OK’s, Chaos Doofs and Dogs of War we will be taking a close look at what you’ve sent in regardless of the hard caps to ensure that the list is reasonable to play with and against. So our suggestion is that if you’re planning on using one of those books get us your list earlier than the cutoff so that we can tweak things if need be. 
General Hard Caps

· No lord choices of any type.

· A minimum of 700 points must be spent on core choices. 

· A maximum of four identical core choices may be taken (regardless of equipment and other upgrades).

· No triple specials (so doubles are ok).

· No double rares.

· A maximum of 100 points may be spent on magic items and the like. This includes magic level upgrades (eg the 35 points to go from L1 to L2); magic items; (including powers, abilities, runes, virtues, chaos marks, big names – pretty much anything that isn’t a mount or mundane equipment). This also includes anything given to units (or dwarven war machines), for instance magic banners, champions magic items, unit marks. Note that this does NOT include the 25 points for BSB upgrades – you still pay the 25 points and it only counts towards your character allowance. Any magic standard (or magic items etc) you then give the BSB would count towards the 100 point limit. 

· An army may have up to 2 war machines and template weapons (ie, 2 in total, not 2 of each). All template weapons (whether they are from weapon teams, breath weapons, magic items, abilities etc) count, except for spells. 
· A maximum of 40 models with missile weapons of any sort (not including war machines, characters and chariots). 

· No more than 3 chariots in total of any type or configuration. Things that have some chariot rules but aren’t a chariot (like a pump wagon) don’t count. 

· No more than three models or units that can cast spells in any army. Demons, we’re looking at you….

Unit Sizes

· Units cannot be more than 40 models or 300 points. The points limit includes all command, upgrades, magic items, banners etc. 

· Any individual model (including a character) cannot exceed 300 points either. 

General Item Restrictions

· Folding fortress is banned.

· Loremaster is banned.

· Crown of Command is banned.

· Power Scroll is not banned but note its changed description per the WD update.

Magic Restrictions

Apart from Winds of Magic and Channeling, an army may only generate one additional power or dispel dice per phase from another source (e.g. storing dice, stealing one from opponent, casting power of darkness, using a power familiar or a warrior priest etc). 
It wouldn’t be very fluffy, but you may have units / abilities that actually would generate more than one extra dice, if that’s the case, any excess dice are lost (.

Irresistible Force is only on a roll of triple 6. So if you roll a double 6 this will not result in IF. A double 6 means that your opponent has the choice to let the spell go through in which case the miscast is resolved per normal. If your opponent tries to dispel the spell and fails – i.e., the spell still goes off then the miscast is resolved per normal after the spell effect is resolved. If the opponent is able to stop the spell from being cast – either makes a successful dispel roll or uses an item like a scroll then the spell is stopped and there is no miscast. So some important tactical choices to be made on a double 6. Because a triple 6 includes a pair of 6’s, a triple 6 will result in the being cast with IF AND a miscast per normal. 

Additional rules:

“You lucky bugger” – characters will get a look out sir (normal requirements apply) against Dwellars, Final Transmutation and Infernal Gateway 11-12 effect. 

“Harden up” – VP scored as per the rules with the exceptions that: units that are at 50% or less of their original models, or units and models that are fleeing at the end of the battle give up 50% VP’s. Characters, monsters and handlers, war machines and single models etc are included in this as long as they have lost 50% or more of their starting wounds (or are fleeing). Where you are able to separate a mount from a rider you get full points for the part that you kill, half points for any part that has lost 50% or more their starting wounds. 

Line of sight – mutually agree per the book or the LOS chart used at Guardcon. Figures heights should be considered generally representative of their type regardless of conversions etc. 

Army Specific Hard Caps

Beastmen: Harpies 0-2 (of any type – scouting or non scouting).
Bretts: Pegasus Knights 0-1. 
Dark Elves: Hydra costs 300 points. Pendant and Sacrificial Dagger are banned. Maximum of 30 Repeater Crossbows in the army (regardless of who carries them). Harpies 0-2. Shades 0-1 and maximum of 10 models. Sorceresses cannot cast spells using more dice than normal wizards.
Dwarves: Maximum of one spellbreaker/spelleater rune. No duplicate war machines. Dwarves may field a basic (no upgrades) bolt thrower in addition to their 2 war machines. 
DOC: All daemonic gifts are 0-1. Bloodletters and Herald of Khorne are 0-3 total. Daemonic Battle Standard can take either daemonic icon or gifts. 

Empire: Steam Tank is banned. No duplicate war machines. Engineers are 0-1.
High Elves: Swordmasters, White Lions and Phoenix Guard are all 0-1 choices.
Lizardmen: Salamanders and stegadons (of any type and with/without character) are 0-1 choices. Maximum of 2 salamanders in the unit.

Ogres: Seem ok on the face of it – advise that you get your list in early. 
O&G: Night Goblin Shamans are 0-2.  No more than 6 Night Goblin Fanatics are permitted.
Skaven: Hellpit Abombs are banned. Gutter runners 0-1 and a maximum of 10 models. Engineers are a 0-2 choice. Warpfire throwers and Poison Wind Mortars count as ‘1/2 a template weapon’ for the purposes of adding up the number of war machines / template attacks. Warp Grinder, Doomflayers and Ratling guns don’t count towards the war machine / template cap. You cannot have more than 2 of any one sort of weapon team. The 50 point upgrade to make Engineers L1 is NOT included in the 100 point magic upgrades. The 35 point upgrade to make them a L2 would be included.
Vampires: Drakenhoff Banner is banned. Wraith unit size - maximum 5 models. Grave Guard are a 0-1 choice. Army may have a maximum of one unit (total) of: wraiths, black coach or spirit hosts. Skeleton Warrior basic point cost is reduced from 8 points to 7 points. Zombie basic point cost is reduced from 4 points to 3 points. In addition any Skeleton Warrior and Zombie unit can choose to have free command upgrades. This does not include any magic standards on Skeleton Warrior units.
TK: Neferra's Scrolls of Mighty Incantations is banned. Sphinxes of all kinds: 0-2 per army. No more than 6 chariots of any type (this is an exception to the general chariot cap). Please get list in early. 
WE: No restrictions. May choose to reroll to determine the type of mysterious wood if the wood elf player is the first to enter. May use their ‘free’ forest in all 6 games (it counts as a mysterious wood). If you take a noble as a general (i.e. not as a BSB) then you may count Eternal Guard as core. 
Warriors of Chaos: Infernal Puppet is banned. Favour of the Gods cannot be taken by a Champion of a Chosen unit. Hellcannon costs 250 points.
Tournament Points

Battle – 6 games, 20 points per game, 120 points, 60% of total.

Sports – 6 games 5 points per game, 30 points, 10% of total.

Painting – 20 points, 10% of total.
Fluffycomp – 30 points, 20% of total.
If there is tie on overall points, Fluffycomp will be the tie breaker. 

Battle (120 points)
Round 1 – Dawn Attack
Round 2 – Meeting Engagement

Round 3 – Watchtower – but we’ll be playing with a hill, not a tower. 

Round 4 – Battle for the Marbles

Round 5 – Blood and Glory

Round 6 – Battleline.
Battle for the Marbles – is Battleline with three additional objective markers. Pregame, put the three markers equally spaced along the halfway line. At the start of the 2nd turn (so after each player has had one turn each) roll to see which objective marker is randomly removed. The other two markers are worth 200 VP each. 
Note that the additional VP for Blood and Glory, ‘Watch-hill’, and Battle for the Marbles are all set at 400 VP. There is no early finish in Blood and Glory once an army is broken – note who gets the bonus VP and keep slugging it out.
For the Watch-hill and Battle for the Marbles games where objectives are involved, any infantry unit (this includes monstrous infantry) with a majority of its figures on the hill / objective at the end of the game will get the points. If engaged in combat or an enemy unit is also has a majority of its unit on the hill / objective at the end of the game, then no bonus VP’s are awarded to either side. 

Expect about 6 pieces of terrain per table including a building. Players are free to mutually agree how each piece works if it isn’t obvious. We’d encourage mysterious terrain rolls, but if you mutually agree that there is no mystery to be had, no problem. 

The draw will be swiss chess. Feel free to organise a grudge if you want for the first round. We’ll be applying the blood rule for the first round. So if you don’t have a grudge sorted you won’t be playing a team / club mate. 
Painting (20 points)
Figures must be wysiwyg. We understand that at Fluffycon there might need to be a bit of ‘creative thinking’ done to field what you want. But we expect players to apply some common sense here. 

Armies must be painted to a minimum ‘3 basecoats and bases finished’ standard. We will be enforcing this. Don’t turn up with unpainted metal or undercoated figures. Seriously. 
If you’re not sure about wysiwyg or whether you’ve complied with the 3 coats minimum then contact us beforehand, send us some pics and avoid disappointment on the day.

You’ll get 75% of the painting points if you’ve gotten your army finished to a basic tabletop standard. The TO’s will be marking painting using the standard checklist sort of an approach. 

· 3 basecoats and painted bases scores 10 of the 20 points. 

· Average looking (so the odd highlight, patches of flock, a few movement trays) gets 13 of the 20 points. 
· OK looking (most figures have some highlights, generally all bases are flocked, some attempts at banners, the odd nice model) gets you 15 of the 20. 

· The remaining 16 through 20 is given out by the judges who will ‘grade’ the armies looking at the eye candy factor. Josh’s best painted at Guardcon would be an easy 20. But there were probably a few armies that would have scored this. 
To get more than the basic painting points you’re going to show us some eye candy – that could be some sexy banners or cool conversions or themed basing or unit fillers or stand out characters etc. The presence of some of the above is not necessarily confirmation of the extra points – so if you have a conversion that’s great, but it will need to tick the box for the cool factor to get the points. 
The TO’s score for your painting will make up the 20 points, there will be a separate player vote to determine the winner of the best painted army.  

Sports (30 points)

5 point scale with up to 5 points scored for each game. 

5.  That was an awesome game, more of those please. Don’t give these out lightly, its not a lovefest. 
4.  ‘On target’ - that was a good game, happy with that, a few tense moments but nothing of any consequence. This should be your default score. 
3.  That was an ordinary or average game. A few things occurred that I’d rather not have happened. You’ll need to be able to explain what this score was all about if the TO asks. 

2. That wasn’t good. Didn’t enjoy that. We got through it, but I wouldn’t want to do that again. 

1. I’m ready to throw my toys. 

Players must talk to an umpire before awarding a 1 or a 2.

We’ll be collecting additional feedback during the weekend – you’ll be nominating your best opponents to help determine the best sports awards. And we’ll have some simple checklists so that you can provide some additional feedback about your opponent that we can pass on at the end of the weekend. 

Fluffycon has tended to be a more relaxed and fun event due to how its set up – we expect that to continue and for all players to aim to collect 24 or more points by the end of the weekend. 

Fluffycomp (30 points)
We want to encourage all of the players to make an effort at ‘fluffying up’ their lists and trying a few things that they wouldn’t otherwise use at a conventional tournament. To incent you to do this, each player will receive a ‘fluffycomp score’ at the end of each round, plus 2 additional scores from the judges. This will make 8 data points in total. We’ll drop the highest and lowest score and this will be your final score out of 30. 
The scale you’ll be scoring against will be: 

0-1 – your list has pushed the limits of the hard caps, its legal, but that’s it. Its pretty much the toughest build you could take to the tourney – I’m not seeing any compromises or fluffing up here. 

2-3 – your list has clearly been designed with a bit of fluffying up. Some of what you’ve done is at the edge of the hard caps, but you’ve clearly taken a few things you didn’t have too and you have stuck to the core ideal of trying to do a list which is emphasizing blocks of troops and good tactical use. We expect and hope that most of the players lists will score in this category.

4-5 – your list is clearly fluffy. This would be a very soft list at a normal tournament and is still soft in the context of Fluffycon. You are going to have some real generalship challenges to make this work!

Note also that if you don’t organise a grudge, we’ll be basing the first round on matching up the lists using the initial TO Fluffycomp scores. 

To also try and reduce the impact of very soft lists getting a comp boost at the end of the tourney by avoiding the higher tables we’ll be adding your Fluffycomp score to your generalship score when we calculate the swiss chess draw.

Prizes

1, 2, 3 Overall.

Butcher.

Best painted (and honorable mentions for 2nd and 3rd).

Best sports (and honorable mentions for 2nd and 3rd). 

Best effort by a tourney newb.

Fluffycon Roll of Honour – acknowledgement for anyone with a high Fluffycomp score – you guys rock.

Wacky award – best meltdown / blow up / unluckiest story we get from the weekend. 

