	Rules: Battletech Grand Melee
	

	
	

	Any exceptions or additions to these rules will be listed in the event template.

I. Event Format 

A. The Battletech Grand Melee tournament consists of four rounds: two preliminary rounds, a semi-final round  and a finals round. 

  

1. Each of the preliminary rounds consists of a number of games equal to the number of players in the tournament divided by eight, rounded up. If there are twenty-four players in the tournament, the number of games in each preliminary round is three. If there are twenty-five players signed up then there are four games in each preliminary round. Each game in the preliminary rounds must have as close to the same number of players as possible. Using the twenty-five player example, the four games in each preliminary round will have six players except for one game of seven. All players in the Battletech Grand Melee participate in the two preliminary rounds. 

  

2. At the end of the two preliminary rounds the sixteen players with the highest combined tournament score over the two preliminary rounds continue on to the semifinals. The semifinals will consist of two games with eight players each. The four top finishers in each of these two games will advance to the finals. 

  

a. Game points will be awarded as follows:

1st Place 10 points.
2nd Place 7 points.
3rd Place 6 points.
4th Place 5 points.
5th Place 4 points.
6th Place 3 points.
7th Place 2 points.
8th Place 1 point.

3. The finals will consist of a single game.

a. The Battletech Grand Melee is a Free For All where the ‘mechs for each round are chosen ahead of time. Pilots must choose 1 ‘mech from each weight class and assign it for use for each map.

b. There is no maximum number of players allowed into this Tournament. The minimum number of players is ten. 

  

c. Running dates for this event will be listed in the event template. 

  

II. Entry Limitations and Event Costs 

A. Cost for entry into a Battletech Grand Melee Tourney is listed in the event template. 

B. Employees of Virtual World sites (see GENERAL SPECIAL EVENT RULES) are NOT eligible for entry into a Battletech Grand Melee tourney unless listed otherwise in the event template. 

III. Mission Conditions 

A. All games will be structured as normal Battletech games with the following conditions... 

1. Heat will be ON. 

2. Splash Damage will be ON. 

3. Return will be ON. 

4. Game length is 10 minutes. 
5. Weapons Jams will be ON.
6. Limited Ammo will be ON.
7. Radar set to NORMAL.
8. Friendly Fire ON.
8. Attrition scoring will be used.
  

Maps: 
Round 1 – Factory, light fog 
Round 2 – Cantina, default conditions 
Round 3 – Palace Gates, heavy fog, night 
Round 4 – Gatorbait, night, weather on
IV. Vehicle Choice Rules 

A. All BattleMech choices must be turned in for all four rounds before the start of the first game.
B. No BattleMech may be chosen more than once by each player.
C. One Battlemech from each class per pilot assigned to each map in advance.
D. Battlemech classes are: light, medium, heavy and assault.  

V. Winning Missions 

  

A. The winner of each game is determined by the following criteria:
1. The player with the highest score.
a. If the players have the same score, then the player with the most kills is the winner. 
b. If the players have the same number of kills and the same score, the player with the least deaths wins. 
c. If there is still a tie, then the game will be recorded as a tie.  

2. Whining is not winning. If the SEC determines that someone is whining, they will lose. 

VI. Winning The Event 

A. The player who wins the final game is the winner and will be declared champion. 

VII. Prizes 

A. The tournament winner will be inducted into the Order of Tesla, including an award pin supplied by Virtual World Entertainment. Gift certificates and plaque engravings will not be supplied, and it is the local SEC's decision on whether to provide these for the winner. Local SECs may add other prizes on their own or participate in VWE's Sanctioned Event Program for access to retail merchandise as prizes. Contact Site Relations for more information on this program. 


	Rules: Tandem Team Destruction
	

	
	

	Any exceptions or additions to these rules will be listed in the event template.

I. Event Format 

A. The Battletech 4 Pilot Team Destruction event is a double elimination team event. 

  

1. This is a 4 Pilot team event.
  a. Each player will choose 3 other pilots to create a team.
     i. One alternate pilot may also be on a team.
        a. The alternate will take the place of the pilot they are replacing and not choose their own Mechs. 
         b. Once the alternate plays they cannot switch back to the original player. 

  

2. Each team will play at least 2 rounds.
  a. When a team loses it will move into the losers bracket.
  b. Once a team has 2 losses that team is eliminated from the event. 


B. The maximum number of teams allowed into a Battletech Team Destruction is 16. The minimum number of teams for this event is three. 

  

C. Running dates for this event will be listed in the event template. 

  

II. Entry Limitations and Event Costs 

A. Cost for entry into a Battletech 4 Pilot Team Capture the Flag Tourney is listed in the event template. 

B. Employees of Virtual World sites (see GENERAL SPECIAL EVENT RULES) are NOT eligible for entry into a Battletech 4 Pilot Team Capture the Flag tourney unless listed otherwise in the event template. 

III. Mission Conditions 

A. All games will be structured as normal Battletech games with the following conditions... 

1. Heat will be ON. 

2. Splash Damage will be ON. 

3. Return will be OFF. 

4. Game length is 10 minutes. 
5. Weapons Jams will be ON.
6. Limited Ammo will be ON.
7. Radar set to NORMAL.
8. Friendly Fire ON.
8. Team Destruction scoring will be used.
9. Teams will be dropped into opposing team drop zones.
  

Maps: 
Round 1 – Freezer, 180 tons 
Round 2 – Hotplate, 140 tons, night 
Round 3 – Ghost Highway, 70 tons, heavy, weather on 
Round 4 – Central Park, 110 tons, peasoup, night 
Round 5 – Big City, 200 tons, weather on 
Round 6 – Snow Job, 160 tons, light fog, weather on, night 
Round 7 – Dust Bowl, 120 tons, light fog 
Round 8 – Frost Bite, 130 tons, night, heavy fog 

IV. Vehicle Choice Rules 

A. All BattleMech choices must be turned in for all rounds before the start of the first game.
B. Tonnage limits and chassis restrictions will be listed in the event template. 

V. Winning Missions 

  

A. The winner of each game is determined by the following criteria:
1. The team with the most mechs standing at the end of the game is the winner.
  a. If both teams have the same number of mechs standing, then the team with the most kills wins.
  b. If both teams have the same number of mechs and kills, then the team with the first kill is the winner. 

2. Whining is not winning. If the SEC determines that someone is whining, they will lose. 

VI. Winning The Event 

A. The team who wins the final game is the winner and will be declared champion. 

VII. Prizes 

A. The tournament winner will be inducted into the Order of Tesla, including an award pin supplied by Virtual World Entertainment. Gift certificates and plaque engravings will not be supplied, and it is the local SEC's decision on whether to provide these for the winner. Local SECs may add other prizes on their own or participate in VWE's Sanctioned Event Program for access to retail merchandise as prizes. Contact Site Relations for more information on this program. 


	Rules: 4 Pilot Team Destruction
	

	
	

	Any exceptions or additions to these rules will be listed in the event template.

I. Event Format 

A. The Battletech 4 Pilot Team Destruction event is a double elimination team event. 

  

1. This is a 4 Pilot team event.
  a. Each player will choose 3 other pilots to create a team.
     i. One alternate pilot may also be on a team.
        a. The alternate will take the place of the pilot they are replacing and not choose their own Mechs. 
         b. Once the alternate plays they cannot switch back to the original player. 

  

2. Each team will play at least 2 rounds.
  a. When a team loses it will move into the losers bracket.
  b. Once a team has 2 losses that team is eliminated from the event. 


B. The maximum number of teams allowed into a Battletech Team Destruction is 16. The minimum number of teams for this event is three. 

  

C. Running dates for this event will be listed in the event template. 

  

II. Entry Limitations and Event Costs 

A. Cost for entry into a Battletech 4 Pilot Team Capture the Flag Tourney is listed in the event template. 

B. Employees of Virtual World sites (see GENERAL SPECIAL EVENT RULES) are NOT eligible for entry into a Battletech 4 Pilot Team Capture the Flag tourney unless listed otherwise in the event template. 

III. Mission Conditions 

A. All games will be structured as normal Battletech games with the following conditions... 

1. Heat will be ON. 

2. Splash Damage will be ON. 

3. Return will be OFF. 

4. Game length is 10 minutes. 
5. Weapons Jams will be ON.
6. Limited Ammo will be ON.
7. Radar set to NORMAL.
8. Friendly Fire ON.
8. Team Destruction scoring will be used.
9. Teams will be dropped into opposing team drop zones.
  

Maps: 
Round 1 – Lunacy, 280 tons 
Round 2 – Gatorbait, 200 tons, weather on 
Round 3 – Grassland, 320 tons, night 
Round 4 – Inner City, 300 tons, night 
Round 5 – Nazca, 220 tons, night, peasoup fog 
Round 6 – Peaks, 390 tons, peasoup fog, weather on 
Round 7 – Dustbowl, 240 tons 
Round 8 – Timberline, 210 tons, light fog 

IV. Vehicle Choice Rules 

A. All BattleMech choices must be turned in for all rounds before the start of the first game.
B. Tonnage limits and chassis restrictions will be listed in the event template. 

V. Winning Missions 

  

A. The winner of each game is determined by the following criteria:
1. The team with the most mechs standing at the end of the game is the winner.
  a. If both teams have the same number of mechs standing, then the team with the most kills wins.
  b. If both teams have the same number of mechs and kills, then the team with the first kill is the winner. 

2. Whining is not winning. If the SEC determines that someone is whining, they will lose. 

VI. Winning The Event 

A. The team who wins the final game is the winner and will be declared champion. 

VII. Prizes 

A. The tournament winner will be inducted into the Order of Tesla, including an award pin supplied by Virtual World Entertainment. Gift certificates and plaque engravings will not be supplied, and it is the local SEC's decision on whether to provide these for the winner. Local SECs may add other prizes on their own or participate in VWE's Sanctioned Event Program for access to retail merchandise as prizes. Contact Site Relations for more information on this program. 


	Rules: 4 Pilot Team Capture the Flag
	

	
	

	Any exceptions or additions to these rules will be listed in the event template.

I. Event Format 

A. The Battletech 4 Pilot Team Capture the Flag event is a double elimination team event. 

  

1. This is a 4 Pilot team event.
  a. Each player will choose 3 other pilots to create a team.
     i. One alternate pilot may also be on a team.
        a. The alternate will take the place of the pilot they are replacing and not choose their own Mechs. 
         b. Once the alternate plays they cannot switch back to the original player. 

  

2. Each team will play at least 2 rounds.
  a. When a team loses it will move into the losers bracket.
  b. Once a team has 2 losses that team is eliminated from the event. 


B. The maximum number of teams allowed into a Battletech Team CTF is 16. The minimum number of teams for this event is three. 

  

C. Running dates for this event will be listed in the event template. 

  

II. Entry Limitations and Event Costs 

A. Cost for entry into a Battletech 4 Pilot Team Capture the Flag Tourney is listed in the event template. 

B. Employees of Virtual World sites (see GENERAL SPECIAL EVENT RULES) are NOT eligible for entry into a Battletech 4 Pilot Team CTF  tourney unless listed otherwise in the event template. 

III. Mission Conditions 

A. All games will be structured as normal Battletech games with the following conditions... 

1. Heat will be ON. 

2. Splash Damage will be ON. 

3. Return will be ON. 

4. Game length is 10 minutes. 
5. Weapons Jams will be ON.
6. Limited Ammo will be ON.
7. Radar set to NORMAL.
8. Friendly Fire ON.
8. Capture the Flag scoring will be used.
9. Teams will be dropped into opposing team drop zones.
  

This event will be played by Chicago rules where advanced armor is turned on. 
Maps: 
Round 1 – Coliseum 
Round 2 – Peaks, night 
Round 3 – Hideaway, heavy fog, weather on 
Round 4 – Big City, peasoup fog, night 
Round 5 – Grasslands, weather on 
Round 6 – Nazca, light fog, weather on, night 
Round 7 – coliseum, light fog 
Round 8 – Hideaway, night, heavy fog 

IV. Vehicle Choice Rules 

A. All BattleMech choices must be turned in for all rounds before the start of the first game.
B. No more than 2 of any one chassis may be used per game. 
V. Winning Missions 

  

A. The winner of each game is determined by the following criteria:
1. The team with the highest score.
a. If the teams have the same score, then the team with the most captures is the winner. 
b. If the teams have the same number of captures and the same score, the team with the most kills wins. 
c. If there is still a tie, then the game will be recorded as a tie.  

2. Whining is not winning. If the SEC determines that someone is whining, they will lose. 

VI. Winning The Event 

A. The team who wins the final game is the winner and will be declared champion. 

VII. Prizes 

A. The tournament winner will be inducted into the Order of Tesla, including an award pin supplied by Virtual World Entertainment. Gift certificates and plaque engravings will not be supplied, and it is the local SEC's decision on whether to provide these for the winner. Local SECs may add other prizes on their own or participate in VWE's Sanctioned Event Program for access to retail merchandise as prizes. Contact Site Relations for more information on this program. 


	Rules: Battletech Gunslingers Tourney
	

	
	

	Any exceptions or additions to these rules will be listed in the event template. 

I. Event Format 

A. The Gunslinger's tournament consists of a series of single elimination, no return one-on-one, no holds barred duels to determine the new "Sheriff." 

1. Each pilot will be paired with another before the start of the event. 

a. The pilot pairings of all participants will be done randomly. 

b. Pairings will be posted so that all participants can see who's playing whom. 

c. Pilots will be dropped in separate drop zones. 
2. Each mission, except for the first, shall be a one-on-one with no other 'Mechs on the battlefield. 

a. The first mission will have four pairs of 'Mechs on the battlefield 

i. Pilots can only engage their assigned Duel partner. 

ii. There will be other Duels occurring nearby. 

iii. Any damage caused to any other 'Mech than the pilot's designated target will result in an instant loss for that pilot. 

iv. Any pilot deliberately taking fire from any 'Mech other than the designated target 'Mech will lose the duel and be eliminated. 

3. There are no holds barred in these missions. 

a. If a pilot cheated, then he was smart enough to cheat and get away with it. 

b. Pilots have 30 seconds to notify the Tech of pod problems. After this period, ANYTHING (excepting a crash) is a condition of battle and must be dealt with as is. 
  

B. This event can have no winner if the finalists either kill each other or fail to kill each other. One pilot must die and one survive in order to have a winner.

C. This event must be run as a single-elimination event, that is the spirit of a Gunslingers. 


D. Running dates for this event will be listed in the event template. 

II. Entry Limitations and Event Costs 
A. Cost for entry into a BattleTech Gunslingers Tourney is listed in the event template. 

B. Employees of sites with Battletech Firestorm are eligible unless otherwise noted in the event template. 

III. Mission Conditions 
A. All games will be structured as normal Battletech games with the following conditions... 

1. Heat will be ON. 

2. Splash Damage will be ON. 

3. No Return will be ON. 

4. Game length is 10 minutes. 
5. Weapons Jams will be ON.
6. Limited Ammo will be ON.
7. Radar set to NORMAL.
8. Friendly Fire ON.
8. Attrition scoring will be used. 
Maps: 
Round 1 – Hot Plate, night, heavy fog 
Round 2 – Ghost Highway, light fog, weather on 
Round 3 – Freezer 
Round 4 – Scarab Stronghold, night, peasoup 
Round 5 – Lunacy, night
IV. Vehicle Choice Rules 

A. All 'Mech choices must be turned in before the start of the mission. 

B. 'Mech choices are made after the opponent is known. 

C. 'Mech choices are kept secret and never read nor announced to the opponent. 
V. Winning Missions 
A. The winner of each mission is the pilot that didn't die. 

1. If you see the "Eject" Screen or the Blue Swirl, you lose. 

2. If both pilots are killed, both lose and the pilot who would have competed against the winner gets a bye for the next round. 

3. If both pilots survive, then both lose and the pilot who would have competed against the winner gets a bye for the next round. 

4. Whining is not winning. If you whine, you lose. If you win and you whine, you lose. If the SEC determines that someone is whining, they will lose. 

VI. Winning the Event 

A. The pilot who wins the final mission at a local site event is the winner and will be declared Sheriff. The pilot defeated by the winner in the final round will be declared the Deputy. 
  

B. The pilot who wins the final mission at an invitational is the winner and will be declared Marshall. The person defeated by the winner in the final round will be declared the Deputy Marshall. 

C. In the event of both finalists either killing each other or both surviving the final drop, both pilots will lose and there will be NO WINNERS for this event. 

D. In the event that a Sheriff is declared without a fight in the final round due to a bye, there will be a Sheriff or Marshall, but no Deputy. 

VII. Prizes 
A. The tournament winner will be inducted into the Order of Tesla, including an award pin supplied by Virtual World Entertainment. Gift certificates and plaque engravings will not be supplied, and it is the local SEC's decision on whether to provide these for the winner. Local SECs may add other prizes on their own or participate in VWE's Sanctioned Event Program for access to retail merchandise as prizes. Contact Site Relations for more information on this program. 


Thursday - 1:00 PM - RP Rally (exebition) 
Anonymous callsigns for all pilots 
VTVs selected must include at least one each of the following classes:  Bug, Bull, Mule 
All vehicle choices due before start of rally. 
Maps: 
Round 1 – Burnt Cookies 
Round 2 – Beserker’s Bonzai 
Round 3 – Blades Edge 
Round 4 – Yips Yahoorama

Friday - 8:00 PM – Red Planet Tandems (exhibition) 
No weapon VTV's. 
Teams may choose a Crusher or Blocker (in addition to the Runner) 
Runner in Bug or Lepton class 
Crusher/Blocker in Mule or Bull class 
All choices due at the beginning of each round. 
Maps: 
Round 1 – Wise Guys 
Round 2 – Firestorms 
Round 3 – Burnt Cookies 
Round 4 – Lyz’s Lane 
Round 5 – Wise Guys

Saturday - 3:00 PM Red Planet Martian Football (exhibition) 
No weapon VTV's 
All teams must have 1 runner, 1 blocker, and 2 crushers. 
Runner in Bug or Lepton class 
Crushers and Blockers in Mule or Bull class 
All choices due at the beginning of each round. 
Maps: 
Round 1 – Lyz’s Lane 
Round 2 – Wise Guys Wake 
Round 3 – Burnt Cookies 
Round 4 – Firestorm’s Fury 
Round 5 – Freezemoon’s Freeway 
Round 6 – Wise Guy’s Wake 
Round 7 – Burnt Cookies 
Round 8 – Firestorm’s Fury

	VTV Data Table

	
	

	VTV
Accel.
Top
Speed
Boosts
Impact
Speed
Armor
Chutes
Tool 1
Tool 2
Tool 3


Dragon
Classified
Classified
n/a
225 kph
300
n/a
Slaver
Mod. Rivet Gun
Mod. Rivet Gun


Lepton
23.04 kph/s
443 kph
2 x 10
85 kph
50
4
n/a
n/a
n/a
Quark
23.04 kph/s
443 kph
2 x 11
85 kph
50
0
n/a
n/a
n/a
Proton
23.04 kph/s
443 kph
2 x 6
115 kph
75
3
L. Rivet Gun
n/a
n/a


Bug
22.68 kph/s
372 kph
2 x 6
175 kph
200
3
n/a
n/a
n/a
Chigger
22.68 kph/s
354 kph
2 x 6
140 kph
200
3
M. Rivet Gun
n/a
n/a
Flea
22.68 kph/s
354 kph
2 x 6
140 kph
200
3
10 Demopacks
n/a
n/a
Roach
22.68 kph/s
354 kph
2 x 6
140 kph
200
3
L. Rivet Gun
L. Rivet Gun
n/a
Skeeter
22.68 kph/s
354 kph
2 x 6
140 kph
200
3
M. Laser Drill
n/a
n/a
Wasp
22.68 kph/s
354 kph
2 x 6
140 kph
200
3
15 Stingers
n/a
n/a
Speck
23.04 kph/s
397 kph
2 x 8
115 kph
150
3
n/a
n/a
n/a


Barge
22.25 kph/s
377 kph
2 x 6
290 kph
250
3
n/a
n/a
n/a
Battle Barge
20.74 kph/s
324 kph
2 x 6
275 kph
250
3
H. Laser Drill
5 Demopacks
n/a
Burro
21.17 kph/s
331 kph
1 x 12
330 kph
250
3
n/a
n/a
n/a
Gator
20.74 kph/s
324 kph
2 x 6
275 kph
250
3
H. Rivet Gun
5 Demopacks
n/a
Grunt
21.17 kph/s
331 kph
2 x 6
282 kph
250
3
H. Rivet Gun
n/a
n/a
Mule
21.60 kph/s
360 kph
2 x 6
302 kph
250
3
n/a
n/a
n/a
Screaming Broccoli
22.90 kph/s
347 kph
3 x 4
330 kph
250
3
n/a
n/a
n/a
Vole
21.17 kph/s
331 kph
2 x 6
282 kph
250
3
H. Laser Drill
n/a
n/a


Bull
19.80 kph/s
330 kph
2 x 6
385 kph
300
3
n/a
n/a
n/a
Mantis
18.79 kph/s
285 kph
2 x 6
374 kph
300
3
M. Laser Drill
M. Laser Drill
n/a
Ripper
19.44 kph/s
295 kph
2 x 6
374 kph
300
3
10 Demopacks
n/a
n/a
Roadblock
17.93 kph/s
272 kph
2 x 6
360 kph
300
3
H. Rivet Gun
5 Demopacks
H. Laser Drill
Spitter
18.79 kph/s
285 kph
2 x 6
370 kph
300
3
M. Rivet Gun
M. Rivet Gun
n/a
Tarantula
20.52 kph/s
326 kph
3 x 4
425 kph
300
3
n/a
n/a
n/a


Armadillo
34.99 kph/s
415 kph
1 x 12
425 kph
100
n/a
L. Laser Drill
n/a
n/a



