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One of the parts of Amtgard that I like the most is war tourneys. I like to face off against one person and see who is the better fighter. Not everyone likes them, but they are an integral part of Amtgard and are even integral to our election process.

Start on Time
One of the easiest ways to give people the perception that they are in a poorly run tourney is starting late.  Everyone is familiar with the concept of  “Amtgard Time.”  This means, basically, that nothing ever starts on time.  In a tournament situation it is doubly annoying to have to wait because it is always advertised that if you don’t show up on time, you won’t be able to enter.  This means that some people who really like to fight in tourneys show up on time and then have to wait a long time when the tourney is inevitably delayed.

Have your organization done ahead of time
You should always have any organization of the tourney done as much ahead of time as possible.  This includes creating sign up sheets, tourney sheets and recruiting Reeves.  Last minute organization is usually what causes a tourney to be delayed.

Reeves
Reeves are critical to a successful tourney. An, otherwise well run tourney, can be roundly hated if you have poor Reeves.  Make sure your Reeves know exactly what is expected of them. Should they call shots or should they rely on the fighter’s honor?  Sometimes even the most honorable fighters miss shots in the heat and adrenaline rush of a tournament.  A good Reeve who is not afraid of calling shots is worth his weight in gold.  If a Reeve calls a shot and the fighter complains to you, always support the Reeve.  Nothing emasculates a Reeve more than having his call overturned by someone who didn’t even see the action.

Handling Complaints
There are always complaints in a tourney.  Tourneys are very fluid and there is no exact way to run them correctly.  Remember that you are dealing with carbon-based life forms and not machines and that their feeling and emotions sometimes get the better of them.  A good Tourneycrat should always be the coolest person on the field and may need to calm down hysterical fighters who are sure that they were robbed of a kill, or were called dead by an, obviously blind, Reeve. Listen to them. Sympathize with them. But always side with the Reeve on the field.

Sign-up Cards
Some Tourneycrats use sign up sheets to allow people to sign up for events.  There are several problems with this method.  First, there is usually only one sign-up sheet per event and people usually have to wait to sign up for the event because it is done one at a time.  The second problem is in trying to randomize the event.  You either have to pseudo-randomize it by, say, taking every other name, or you have to transfer those names to cards to shuffle their names up.  A better way is to use sign-up cards (See Attachment 1).  Sign-up cards have all the events on them and the fighters check off what events they are entering.  When you are ready for an event, you simply go through the cards, pulling those who entered that event, and then shuffle them like cards.  This is quick and simple and can be repeated for each event.

Pools
When you are running a large tourney, it is generally advisable to break up your fighters into pools.  A pool generally consists of eight fighters who are taken off by a Reeve or Reeves and fight until they have a winner in that pool.  Pool size can vary, depending on the size of your tourney. Depending on how many fighters you have you may have from two to twenty pools.  You can only have as many pools fighting as you have Reeves.  As soon as one pool is done, if you have more pools that need to fight you assign them to that Reeve.  The winners of these pools move up to a second pool.  If you have four or less fighters you can fight them in a round-robin for placement.  If you have nine or more fighters you can break them up into multiple pools and have the winners of those pools fight in a round-robin.  Exhibit two is a sample of a pool sheet.

The Round-Robin
Round-Robin is a tournament style that involves each of the fighters fighting each of the other fighters, with the winner being determined by the person with the most kills.  There is the possibility of a tie in this situation and in this case the two who tied can fight it out for winner.  If there is a tie in a three man round-robin then the round is repeated until there is a winner.  The pools themselves can be fought in a round-robin. This often results in a more fair tournament, but always results in a much longer tournament.  Small tournaments can be run this way but don’t try it on a larger tourney!

Single Elimination versus Double Elimination
Single Elimination tournaments are always the quickest.  If you are running a large tournament, this is the way to go.  The fighters generally enjoy double-elimination tournaments more, because even after they lose a bout, they still have another chance and don’t lose interest in the tournament.  This also helps cut down on “luck” wins.

Have Fun!
Remember, overall, that this game is meant to be fun.  If your not having fun, you shouldn’t be doing it.  Whether you are running the event, or participating in it, you should keep that in mind.  It is very easy to lose sight of the “fun” aspect of game in the sheer competitiveness of a Tournament. Try and keep a perspective on it and you’ll be able to stay in the spirit of the Dream.

