V:EKN Tournament Rules

2011 Season
Effective January 1, 2011

| ntr oduction

The Vampire: Elder Kindred Network (V:EKN) Tournamdrules help maintain fair and
consistent worldwide sanctioned tournament playafovampire: The Eternal Strugglé
(V:TES) games. In order to maintain this tournansystem, participants and officials must ti
each other in a fair and respectful manner, follmaboth the rules themselves and the spirit in
which they were created. Players who violate sastaf the V:EKN Tournament Rules will be
subject to the appropriate provisions of the V:EBiMIiges' Guide.

Note: Please see appendix B of the V:EKN TournamentsRfgledefinitions of terms in this
document.

1. General V:EKN Tournament Rules
1.1. Player Eligibility

Any player is eligible to participate in an opeonrnvitational, V:EKN-sanctioned tournament
(for non-open tournaments, see section 9.8) exoeptie following:

« The tournament organizer of record (unless he eisparticipating in an event that
uses the Multi-Judge System; see section 2.9);

« The head judge and any other listed judges of de@xception: see section 2.9);

« Players currently suspended by the V:EKN;

+ Playtesters of card sets used in the event (uméilroonth after the official release date
of those card sets);

+ Other players specifically prohibited from partigifon by V:EKN or White Wolf, Inc.

policy.

Any ineligible player participating in a V:EKN-saimmed tournament will be subject to the
Judges' Guidand further V:EKN review.



1.2. Necessary Tournament Materials

Players must bring the following items to a toureainin order to participate:

« Avisible and reliable method to maintain and recgame information (counters for the
Blood Bank, pen and paper to record deck infornrmafioequired, and so on).

+ Avalid and unique V:EKN number registered in tlatigipant's name.
Note: New players must register for V:EKN membershighair first tournament.
Players may only have one V:EKN number. Tournamoegénizers must report any
player using more than one V:EKN membership number.

« Any materials specifically required for a partiaulaurnament format, as required by
V:EKN Floor Rules or the tournament organizer.
Example: Players need to bring their assembled decks tat@arted tournaments.

1.3. Wagering

Players and tournament officials may not wagere,amt bet on the outcome of any portion of a
tournament.

1.4. Taking Notes

Players are allowed to take written notes of tbponents' decks and activities, so long as
doing so doesn't interfere with game play (esplcibe speed of play).

1.5. Electronic Devices

The head judge or tournament organizer may chooistrallow players to participate with
electronic devices (such as cellular phones, pagadior portable audio units) turned on.

1.6. Publishing Event I nfor mation

White Wolf, Inc. reserves the right to publish etvieriormation such as the contents of any
player's deck as well as transcripts or video répections of any sanctioned tournament. The
tournament organizer is also permitted to publiginéinformation.

1.7. Document Updates

The V:EKN reserves the right to alter these ruesvall as the right to interpret, modify,
clarify, or otherwise issue official changes tosheules, with or without prior notice.



2. Tournament Responsibilities
2.1. Event Knowledge Responsibilities

Competitors, judges, and organizers involved incganed tournaments are responsible
knowing and following the most current version loé tV:EKN Tournament Rules and any of
applicable regulatory documents, including the gamhes and official errata.

All new cards and game rules are always publishddast 30 days before they go into ef
for V:EKN tournaments (except for cards and gamiesrdfor expansionsised in limite
tournaments). Whenever a ruling is reversed or eeata is issued, the ruling reversal or e
doesn't go into effect for 30 days.

2.2. Tournament Organizer Responsibilities

The tournament organizer for an event is ultimatelspondile for all tournament operatic
and event reporting for the event. The tournamegartzer's responsibilities include, but
not limited to, the following:

« Selecting the site for the event

« Providing all materials to operate the event (po@t Sealed Deck events, and so on)

« Retaining all tournament results for one full yatier the event's completion

+ Reporting to the V:EKN of all event results, indlugl winner, in a timely manner

- Staffing the event with appropriate personnel (idoig finding an appropriate hei
judge for the event)

« Advertising the tournament sufficiently in advaraféhe event date

The tournament organizer may choose to delegate somll of these responsibilities.

2.3. Player Responsibilities

Players must follow theutes interpretations and guidelines for play sahfby the V:EKN, th
head judge, and other tournament officials. Plageesexpected to behave in a respectful
sportsmanlike manner at all times. Players who esgith the head judge or other toummant
officials may be subject to the appropriate pransiof the V:EKN Penalty Guidelines. Play
are not permitted to waive penalties on behalfheirtopponents. The judge must ensure
the appropriate penalty, if any, is imposed.

2.4. Spectator Responsibilities

A spectator of a game is defined as any persorr ¢la@ a judge or an organizer who is
playing in that game. A player who is ousted frongaane is considered a spectator for
remainder of the round. All spectators are expetde@dmain silent during the course of a g:
and are not permitted to communicate with playarsany way while a game is in progre



Spectators who believe that they have observed widgations should inform a judge, but tl
must not interfere with thgame. Players have the right to request that amgtator not obsen
their game. All such requests must be made thraugkge, who may grant or deny the req
as he or she sees fit. The judge or organizer nhapse to prohibit all specatators atyan
table(s) or round(s) of the tournament.

2.5. Judge Responsibilities

All judges have the responsibility to deliver fampartial rulings and to assist the head jt
and other tournament officials in any area thateguired to ensure a smooth tourent
Judges must take action to resolve any rules imfradqwhether a violation of the V:EK
Tournament Rules or the game rules) they notidhairis brought to their attention.

2.6. Head Judge Responsibilities

Officially sanctioned competition regas the physical presence of a head judge duiengtp
adjudicate disputes, interpret rules, assign pesakhnd make other official decisions. The |
judge may, with the tournament organizer's agreénagpoint any number of other judge:
help in the performance of the head judge's duties argetform other tasks the head ju
may require. The head judge is responsible forrntgmpall warnings issued at the tournan
to the V:EKN either directly or through the tournamh organizer's event report.

The head judge and the tournament organizer caoubelo not have to be, the same indivic
The head judge is the final judicial authority ay&/:EKN-sanctioned tournament (see sec
2.5 - Judge Responsibilities).

2.7. Appealsto the Head Judge

If players should disagree with a judge's decisibay are free to appeal the ruling to the t
judge. The head judge has the right to overrulergidges' decisions. Players may not af
to the head judge before thadpge responding to the situation renders an initéaision. Th
head judge's decision is final.

2.8. Lengthy Rulings

If a judge uses more than one minute to make aguhe or she may extend the game
appropriately. The extra time must be cleatynmunicated and recorded immediately by
judge

2.9. Multi-Judge System

The Multi-Judge System may be used at any non4tgralnonchampionship tournament w
at least eight participantsd, having at least two tables). Organizers choo#irgsystem mu.
announce its use before the tournament beginsdamdifiy six judges as head judge, secon



judge, and third, fourth, fifth, and sixth judgerganizers should use good judgement v
selecting the Multi-Judge System and should ensisreuse will not disrupt the evel
Tournament organizers may only participate in evémey sanction if they are using the Multi-
Judge System. These types of events are the omy mnwhich judges and/or tournam
organizers are allowed to participate.

When using the Multdudge System, the head judge makes all rulinggptxehen a decisic
is needed in a game in which the head judge wasdea a player. If a ruling is needed
head judge's game, the secondary judge makes lthexzzpt in games which both the het
judge and secondary judge were both seated, and.sbhe only time the sixth judge make
ruling is when the head judge, the secondary judgd, the third, fourth, and fifth judges
seated at a game.

3. Tournament Mechanics
3.1. Round Structure

V:TES tournaments shall consist of a minimum oéérounds. After the preliminary two or
more rounds, the players are ranked accordingamtimber of Game Wins (see section 3.7.1).
For players with the same number of Game Winsplagers' total accumulated Victory Points
from the preliminary rounds are used as a tie-leedk the event that ties still exist,
Tournament Points (see section 3.1.3) are usedakeng ties for any of the top five rankings
are resolved using any fair random methed.(a coin toss or a die roll). The five highest-
ranked players advance to the final round.

3.1.1. Round TimeLimits

Each round in the tournament has a time limit. @mum time limit used in V:TES rounds
is two hours. The time limit must be announced kefday begins. The final round may last
longer than the preliminary rounds, at the judgeton.

When the round is over the judge will direct athy#rs to put their cards down. All play must
immediately cease.

3.1.2. Preliminary Rounds Seating

The judge will group players randomly and impalyialising prepared index cards, a
computerized system for generating random groupimganother impartial randomizing
method. Regardless of the method used, the player® be groped randomly and impatrtiall
without regard to the identities of the playersibdithe numbers (or cards or other method

to designate players in the system) and withoudnetp any personal relationship between the
players or personal disposition of any player talhamother. Use of the optimal seating chart,
found in The Archon tournament tracking spreadsheencouraged.



The judge will randomly and impartially assign @eyin groups of five. In the event that the
number of players is not evenly divisible by fitlee judge will assign players in groups of four
and five, such that as many groups as possiblaiofive players.

If the players cannot be divided into groups ohd & {.e., there are 6, 7, or 11 players), then
the judge may elect to use a seating arrangemevhich some players sit out each round
(while still ensuring that every player plays tlaene number of games, usually equal to one
than the number of rounds).

Each table has five positions, numbered one thrdugharranged clockwise around the table.
The first player assigned to a table occupies j@osdne, and so on. When play begins for each
round, the player in position one plays first (watllefault of one transfer during the influence
phase), and so on. At tables with only four play#gre empty position for turn rotation is
ignored.

The judge must ensure that exact predator-pretiorkhnips are not duplicated from round to
round whenever possible. When this occurs, thegwdd randomly and impartially rearrange
the seating assignments of all players at the @&ffieiable. The judge may, at his or her
discretion, reseat players who were assigned te tagether during any previous round to
different tables (doing so impartially).

3.1.3. Final Round Seating

Table positions are not assigned in the final rolmstead each of the finalists is given an in
card (or reasonable substitute) with his or herenamit. Starting with the lowest qualifjeeact
qualifier places his or her index card faceup mw on the table. When placing his or her card,
each player must choose to position his or her abeither end of the row (one end of the row
is equivalent to the other) or may create a spat@den two cards already placed. After all
cards have been placed, they are read from leighd to determine seating positions in the
final round. The judge will then determine randomyich player will play first.

Example:

Player 5 (the lowest qualifier) places her card. 5
Player 4 chooses to place his card at the rightoétite row. 54
Player 3 chooses to place her card at the lefbétite row. 354

Player 2 chooses to create a space between pawgeis 4 and places hiscardin 3524
that space.

Player 1 (the highest qualifier) chooses to craatpace between players2 and 8521 4
and places her card in that space.

3.1.4. Bowing Out of an Event



Players choosing to leave (quit playing) an eveastnimform the scorekeeper before the
seatings for the next round are generated. Pldgaving the tournament after the scorekeeper
begins seatings for the next round receive a "Los#ie upcoming round and will be removed
from the event after that round.

3.1.5 Multi-Deck System

Players are prohibited from making modificationgheir decks between rounds unless the
tournament uses the following multi-deck rules. Tindti-deck system can be used at any
tournament with fewer than 12 player.( fewer than three tables). Organizers choosingsé
this system must announce its use in advance dbthreament date. Players may choose to
bring any number of tournament-legal decks to tliertament and/or extra cards to exchange
with cards in their decks (also known as a sidathoasome games). Between rounds, players
may freely switch decks (or cards in their decRsjournament begun with the multi-deck
system cannot admit more players between rourdtsiniy so would create a round with 12 or
more players.

3.1.6 Tournament Without Final

In a very small tournament, one with fewer thane&8/ers (.e., fewer than two tables), the
organizer may choose to omit the final round altbgeor may choose to run an additional
"preliminary” round in place of the final. This dgion must be made and announced to all the
players prior to the start of the first round. Wb final, the results of the preliminary rounds
(including the additional preliminary round, if grgre used to determine final standings in the
same manner as described in 3.1 above. The noriiles can be used in conjunction with or
without the multi-deck system above, at the orgarszoption. A tournament begun under the
no-final arrangement cannot admit more players betwounds if doing so would create a
round with 8 or more players.

3.2. Pre-Game Procedure

The following steps must be performed in order beefsach game begins.

+ Players shuffle their decks.

« Players present their decks to their predatoradaiitional shuffling and cutting, if
desired.

« Each player draws seven cards from his or herrlytaad four cards from his or her

crypt.

All shuffling must be done so that the faces of¢heds cannot be seen. Regardless of the
method used to shuffle, players' decks must bécseritly randomized. Each time players
shuffle their decks (before the game or duringgamme), they must present their decks to their
predator for additional shuffling and/or cutting. the judge's discretion, players may request to
have a judge shuffle their cards rather than gestsduty to their predators. By presenting their
decks to their predators, players state that thesiks are sufficiently randomized.



After decks are presented and accepted, playergdwimot consider their opponents' decks to
be sufficiently randomized must notify a judge. Head judge has final authority regarding
whether a deck has been sufficiently randomized.

Once predators have the opportunity to shuffle @anclit players' decks, the cards are returned
to their original owners. If the predator has shadffthe player's deck, that player may make
final cut.

3.3. Tardiness

Players are expected to be in their seats whenreackl begins. Players arriving at their seats
after the round begins may be subject to tardipessilties. Players who fail to arrive at their
seats within 15 minutes of the scheduled stha round will receive a "Loss" in the round. T
section should not be construed to apply in the ca$.ate Arrivals who were not assigned a
seat in a given round (section 3.3.1.).

3.3.1 LateArrivals

Players arriving for the event after the starthaf first round may, at the judge's discretion, be
added to the event and may play in subsequent so@uth players may begin play at the start
of the next round. Players may not be added to gaineady in progress.

3.3.2 Early Departure

Players leaving ("dropping out of") an event befalteof the preliminary rounds are finished
must notify the judge as soon as possible. If tidgg has already set seating assignments for
the round, the judge may treat this as per se@ibmd above, at his or her discretion.

3.3.3 In-game Breaks

Players are not premitted to take breaks in thellaidf a game without notifying a judge.
Players should take any necessary personal breskedn rounds, but if it is necessary to take
a break in the middle of a game, a judge shoulcalied first to ensure that the proper amount
of time is given to the game (extending the timatlifor that table as needed).

3.4. Pre-Game Procedure

At the start of each game, competitors shufflertlecks and present them to their opponents
for additional shuffling and/or cutting. Any shufity of opponents' decks must be done in a
timely manner before the game begins. Shufflingimegnents specified in section 3.2 apply
during these steps.

If the head judge determines that a player usefflisiguas a stalling method, that player will be



subject to the appropriate provisions of the V:ER&halty Guidelines.

3.5. Conceding Games

Players may concede a game at any time providdniatine of the players agree to concede,
and provided it doesn't violate the play to wiretuith the result that game is recorded as i
remaining player had succeeded in ousting the cbngelayers in sequence. Please note that
players who attempt to bribe, coerce, or otheniwiggoperly induce their opponents to
concede will be subject to the appropriate seatfathe V:EKN Penalty Guidelines.

3.6. Intentional Draw

Players may mutually agree to accept an intentidreak at any time before the game results
are submitted. If an offer to intentionally drawdisclined, the game must continue as normal
without any further coercion to accept the offeeclaring an intentional draw has the same
results for competitors as playing to the time ti(see sec 3.7.2).

3.7. Determining a Game Winner

There are three different types of scoring point§:iTES tournaments:

+ Game Wins are awarded to the winner of each game.

« Victory Points are awarded when a player's prepusted and when a player survives a
round (or as otherwise specified in the game ratdsy effects of cards played, but with
only a half Victory Point awarded for withdrawal).

« Tournament Points are awarded based on a plagblé&sranking at the end of a round.

3.7.1. Game Win Scoring

A player receives a Game Win at the end of a gameéhich they have received at least two (2)
Victory Points and have more Victory Points thag ather player in the game. (No game win
is awarded in the case of ties.)

3.7.2. Victory Point Scoring

A player receives one Victory Point each time hiker prey is ousted during a game (or as
otherwise indicated in the V:TES game rules or &rgls played during the game).

Unlike the standard rules, however, a player reagonly a half Victory Point for withdrawing,
not the full Victory Point the normal rules award.



A player receives a half Victory Point if he or dies not been ousted when the time limit is
reached, marking the end of the round, unlessallager is the last one surviving at the table, in
which case (as indicated in the V:TES game rules)ptayer receives a full Victory Point, as
normal.

With all the Victory Points recorded, players drer ranked at their table from first through
fifth place. The player with the highest total \dgt Points places first, and so on.

3.7.3. Tournament Point Scoring

Five-player table: First place receives 60 TournanR®ints, second place receives 48
Tournament Points, third place receives 36 TourmarReints, fourth place receives 24
Tournament Points, and fifth place receives 12 fmanorent Points.

Four-player table: Players are ranked first, sectoutth, and fifth - third place is taken by the
"table bye" position, an empty position.

If more than one player is tied for a particuldléaranking, the tournament points are averaged
(see section 3.7.4 - Scoring Examples).

3.7.4. Scoring Examples

Example (five-player table): Players A and C ousted one prey each. PlayersiB>anere
ousted by A and C, and did not oust any prey dutieggame. Player E did not oust any prey,
but survived the round (along with A and C).

Therefore, Players A and C each receive one andhalf&/ictory Points -one Victory Point fo
ousting one prey, and one-half Victory Point forveting the round. Player E receives one-half
Victory Point for surviving the round. Players Bdald receive no Victory Points.

Players A and C tie for first place (first and sedpat the table, so each receives 54
Tournament Points ([60 + 48] / 2 = 54). Since theytied (and since neither scored at least 2
Victory Points), no Game Win is awarded. Playes Elearly in third place, and receives 36
Tournament Points. Players B and D tie for fouftluith and fifth) place, and each receives 18
Tournament Points ([24 + 12] /2 = 18).

Example 2 (four-player table): Player A ousts one prey and survives the roundePlB was
ousted by Player A. Players C and D did not ougtpaiay during the game, but both survived
the round.

Therefore, Player A receives one and one-half WcRwoints - one Victory Point for ousting
one prey, and one-half Victory Point for survivithg round. Player B receives no Victory
Points, and Players C and D each receive one-hetibly Points for surviving the round.

Player A finishes in first place at the table, aaceives 60 Tournament Points. Players C and D



tie for second (second and fourth, because thadepat the table goes to the "table bye"), and
each receive 36 Tournament Points ([48 + 24] 36} Player B finishes in fifth place with 12
Tournament Points.

3.7.5. Final Round Scoring

The player with the highest total of Victory Poifitsm the final round only is the tournament
winner. In the event of a tie, the players' rankiagjthe end of the preliminary rounds will be
the deciding tiebreaker. The rest of the finaligdor second, with no additional criteria
considered to attempt to break that tie.

4. Tournament Game Rules
4.1. Cards Allowed

All cards in a player's deck must be genuine Vaemfgihe Eternal Struggle or Jyhad cards.

If cards with distinct backs are used in the sasekd.g., Jyhad and Vampire: The Eternal
Struggle cards, or upside-down 3rd Edition cardsraght-side up cards, or mis-cut cards) are
used, in order to prevent a significant advantafieards from the different sets, printings, etc.
must be of sufficiently mixed card type.

Banned List: The following cards are banned in all V:EKN tourrents:

+ Dramatic Upheaval (V:TES)

+ Edge Explosion (NoR)

+ Kindred Restructure (V:TES)

+ Madness of the Bard (Dark Sovereigns)

« Memories of Mortality (Ancient Hearts)

+ Protect Thine Own (Ancient Hearts)

+ The Return to Innocence (Ancient Hearts)

«  Succubus Club (V:TES)

« Any cards that are usable only when playing foeamcluding:
o Cunctator Motion (V:TES)
o High Stakes (V:TES)
o Playing for Keeps (Dark Sovereigns)

Note that rules cards from Nights of Reckoninglagal for V:EKN play in both Constructed
and Limited formats.

4.2. Card Interpretation



The head judge is the final authority regardinglcaterpretations. All cards are to be
interpreted according to their most recent printihghe head judge determines that a player is
using older cards and/or misprints to create am@idge by using misleading text or artwork,
that player will be subject to the appropriate jgmns of the V:EKN Penalty Guidelines.

4.3. New Releases

New V:TES cards and rules (new expansions, nevioaedibf the basic set, new rules released
in expansions or basic sets, and promotional camgsallowed in Constructed tournament play
beginning 30 days after their retail release datEKN announcements confirm the exact date
that each new card set enters tournament playédé#ierset is released.

New cards or rules are allowed in Limited tournatm@ay immediately, including before the
release date (for example, at a Prerelease tountame

4.4. Card Elevation and Disposition

Players must keep their cards above the leveleoptaying surface. Revealing cards in your
hand or uncontrolled area to any opponent is notwad.

4.5. Proxy Cards

The use of proxy cards is not permitted, unlessigg provides these cards. If a card becomes
excessively worn through play or accidentally daethip the current sanctioned tournamen

if the owner of the card must leave prior to thaauosion of a game, the judge may provide a
proxy replacement card or (in the case of damagedbm cards) require the player to sleeve
all of his or her cards before play continues.

When a judge creates a proxy for a player, itctuided in the player's deck. The original card
is kept close at hand during the game, if possiblieen the proxy is in play, replace it with the
original. When it returns to the player's deck/hawiap it with the proxy. This replacement
method helps ensure that the opponent is ableetwlglsee the intended card and to avoid
confusion.

The term "proxy" includes counterfeit cards or aayd that is not a genuine game card.
Counterfeiters will be prosecuted to the fulledeex of the law.

4.6. Card Sleeves

Players may use plastic card sleeves or othergiradedevices on cards. If a player chooses to
use card sleeves, all cards in the player's cudeck must be placed in the sleeves in an
identical manner. If the sleeves feature hologramsher markings, cards must be inserted
the sleeves so these markings appear uniformli@edrds (all markings on the face or all on
the backs, but not mixed). A player may choosddeve his library but not his crypt, or vice-



versa, and the crypt and the library may be sleeéerently from each other.

Once a game begins, players may request that dige jaspect an opponent's card sleeves. The
judge may disallow a player's card sleeves if titg¢ believes they are marked, worn
otherwise in a condition that interferes with sho§ or game play. To avoid confusion, a card
sleeve may also be used to mark a player's céne ifard is in an opponent's playing area.

4.7. Tapped Cards

If a card must be tapped as a part of the gams,riilemust be turned approximately 90 degrees
from the normal position.

4.8. Play to Win

One aspect of sportsmanlike conduct is that playerst not play toward goals that conflict
with the goal of the game as stated in the V:TH8aok €.g., attacking certain players on the
basis of their V:EKN ratings or overall tournamstanding, etc.). For tournaments, playing to
win means playing to get a Game Win if it is reasdn possible, and when a Game Win is not
reasonably possible, then playing to get as mawoto¥i Points as possible.

Neither the basic game rules nor the tournameasrehforce or regulate deals made between
players. The tournament rules acknowledge deaisewer, in that a deal which represents the
best interests of the players involved at the tingedeal is made is allowed to be honored, even
when the normal play to win rule would indicatetthaleal should be broken. This only applies
to deal that are in the best interests of the ptaywolved at the time the deal is made. That is,
it applies only when making the deal is playingvia. (It is also allowable to break such a d¢

of course).

Exception: when only two Methuselahs remain, the tournamaesrno longer acknowledge
any deals. Prior deals are voided, even if theyevpéaty to win when made. When only two
Methuselahs remain, both Methuselahs must playindased only on game state, without
regard to any deals.

4.9. Infinite L oops

When a loop is detected (meaning game state hasdoeepletely restored to a previous state
and could be repeated without limit except forrend's time limit), the activity cannot be
begun again (until and unless game state chanfas)includes actions, sequences of combats,
rounds of combat, and everything else. Note thatggstate includes all players' hands, ash
heaps, and libraries, as well as available mansw@it presses from cards in play, and master:
out-of-turn plays.

5. Tournament Violations




5.1. Cheating

Cheating will not be tolerated. The head judgeeawsi all cheating allegations, and if he or she
determines that a player cheated, the head judyessue the appropriate penalty based on the
V:EKN Penalty Guidelines. All disqualifications asabject to later V:EKN review, and further
penalties may be assessed.

Cheating includes, but is not limited to, the fallng intentional activities:

+ Receiving outside assistance or coaching

« Looking at opponents' card faces while shufflingotting their decks

+ Collusion to alter the results of a game

« Misrepresenting rules or card texts or errata

« Using marked cards/sleeves (see section 4.6)

« Drawing extra cards

« Manipulating which cards are drawn from your deckrom an opponent's deck

» Stalling to take advantage of a time limit

« Misrepresenting or obscuring public information@ptotals, number of cards in deck,
and so on)

5.2. Unsportsmanlike Conduct

Unsportsmanlike conduct is unacceptable and willeotolerated at any time. Players who
engage in unsportsmanlike conduct will be subjethé appropriate provisions of the V:EKN
Penalty Guidelines and will be subject to furtheEKN review. Judges, players, spectators,
and officials must behave in a polite, respectadntel, sportsmanlike manner. In addition,
players must not use profanity, argue, act beligly toward tournament officials or one
another, or harass spectators, tournament offj@alspponents. See also "Play to Win" in
section 4.8 above.

5.3. Slow Play

Players must take their turns in a timely fashMiereas taking a reasonable amount of tin
think through game strategy is acceptable, plagkaessively slowly or stalling for time is not.
If a judge determines that a player is stallingtiiore or playing excessively slowly at any point
during tre tournament, the responsible player will be suligethe appropriate provisions of 1
V:EKN Penalty Guidelines.

5.4. Marked Cards

A card is considered marked if it bears somethivag inakes it possible to identify the card
without seeing its face, including scratches, dm@tion, unnatural bends, and so on. If a
player's cards are sleeved, the sleeves are coedidart of the cards, so:



« For cards placed in clear sleeves, both the slaesighe card must be examined to
determine whether a card is marked.

« For cards placed in opaque-backed sleeves, jusiébge must be examined to
determine whether a card is marked or not.

If the head judge determines that a card in a plageck is marked, that player will be
subjected to the appropriate provisions of the i\ERenalty Guidelines.

6. Constructed Tournament Rules
6.1. Constructed Formats

The V:EKN sanctions only one constructed forma&n8ard Constructed.

6.1.1. Set Restrictions

The tournament organizer may limit players to tee of one or more card sets. For example,
the tournament organizer may require players tiicesheir decks to cards from the Dark
Sovereigns and Final Nights card sets. The tournaprganizer must advertise any card set
restrictions prior to the event. All cards will beguired to use the most recent card texts even if
the revised card text appears in a set not allawéuke current event. Example: In an event
restricted to the use of the V:TES base set, thetddaard "Misdirection” would still tap only
one minion.

Note: Sanctioned tournaments conducted with carcestictions will not have their results
included in the V:EKN player ratings.

6.2. Constructed Deck Size Limits

Standard Constructed decks must contain a mininfusixty cards and a maximum of ninety
cards. The crypt must contain a minimum of twelseds.

6.3. Constructed Deck Registration

The head judge or tournament organizer may reqpengers to register their decks upon arrival
at a tournament. Registration records the originatposition of each deck. Once a tournament
official receives a player's decklist, the deck maybe altered. Failure to properly register a
deck will result in the head judge applying therappiate provisions of the V:EKN Penalty
Guidelines. The V:EKN recommends that organizeexckta reasonable number of decks
against their decklists each round.

7. Limited Tournament Rules




The rules in this section apply to all Limited toaments, including Sealed-Deck tournaments
(sections 7.3 and 7.4) and Draft tournaments (@estr.5, 7.6, 7.7, and 7.8).

7.1. Limited Formats

The V:EKN sanctions the following Sealed formats:

+ Sealed (standard) (see section 7.3)
+ Restricted Trade (also called Michigan Draft) (seetion 7.4)

The V:EKN sanctions the following Draft formats:

« Booster Draft (standard) (section 7.6)
+ Table Draft (also called Rochester Draft) (seciiorn)
+ Mixed Draft (also called Elder Draft) (section 7.8)

7.2. General Limited Format Rules

7.2.1. Limited Deck Composition

The minimum sizes for the library and the cryplimited formats are determined by the
number of boosters used per player. If any stagersised, the minimums are forty for the
library and twelve for the crypt.

If eight or more boosters are used per playerlihary minimum is forty. Otherwise, the
minimum for the library is five cards per boostend see Recursion (section 7.2.2) below for
the mechanism used to increase the effective $itedibrary.

In all cases, the library cannot contain more thiaety cards.

If twelve or more boosters are used per playerctigpt minimum is twelve. Otherwise, the
minimum for the crypt is equal to the number of teo packs used per player.

Crypts may contain cards from any groups withoytlanitations based on group numbers.

Note: The rules based on number of boosters assumedbltbooster pack has eleven cards.
When using boosters from the sets that don't hiewee cards in each boostery, the origina
1994 and 1995 base sets, or fromBtaek Sovereigns, Ancient Hearts, or The Sabbat
expansions), then calculate the effective numbédrledard-boosters by dividing the total
number of cards by 11 (rounded to the nearest wiaieber). Use that number to find the
minimum deck sizes (this section) and the numbeeaiirsions (next section).

7.2.2. Recursion



When the minimum library size is less than forigcle player gets a number of recursions b.
on that minimum size. (The term recursion is basethe draft format which inspired it, the
Internal Recursion Draft format, also known aSwainbank Draft).

Each recursion allows the player to use a dischad@ action to shuffle all the library cards in
his or her ash heap back into his or her librahisTan be done whether or not there are any
cards left in the player's library or hand. A plaigenot considered to have exhausted his or her
library if he or she has any recursions remainwmlgi¢h means that a player cannot attempt to
withdraw if he or she has any recursions left,fgtance).

The number of recursions is chosen to make theteféelibrary size (the size of the library
multiplied by the number of times the player gdesugh the library) as close to sixty as
possible. The following table shows the numberegtirsions each player gets based on the
number of booster packs used per player.

Minimum Minimum
Boosters Crypt Library Recursions

12+ 12 40 0
11 11 40 0
10 10 40 0
9 9 40 0
8 8 40 0
7 7 35 1
6 6 30 1
5 5 25 1
4 4 20 2
3 3 15 3
2 2 10 5
1 1 5 11

Note that sixty is used for the effective librargesrather than forty, because players will
typically want to use recursion before their haadsempty, and because some library cards
may be in play area or may have been removed frengame during play (and therefore not
returned to the library by recursion).

7.2.3. Limited Deck Registration

The head judge or tournament organizer may requengers to record on a decklist every card
they receive in a Limited tournament. Once the sare registered, players have a limited
amount of time to prepare their decks before pkyis. The V:EKN recommends that
organizers check a reasonable number of deckssagheir decklists each round.

7.2.4. Card Use - Limited Tour naments

All cards players use in Limited events must beireed directly from tournament officials.



Every player receives identical sealed product ésaomber and assortmenthmfoster packs ¢
every other player in the tournament), with thesgas exception of preconstructed starter
decks. If any preconstructed starter decks are, tisegd may be distributed randomly to the
players. The organizer may require that playershiseecks they are randomly given, or may
allow the players to trade starters amongst therasddefore opening any of the sealed product
(starters or boosters).

Optionally, the organizer may have the playersgtireir own sealed product, with whatever
restriction to set(s) and/or number of boosterd@arstarters from each set the organizer
chooses. These restrictions must be advertisedmativance of the tournament. In these
cases, the players won't necessarily have iderroaluct.

Players may use only the actual cards they rea@ideaft at a Limited tournament plus any
additional cards specifically provided by the taamrent organizer. Players may not trade or
replace the cards they receive or draft at a Laniteirnament with any other cards, even if the
replacement is an exact copy. If a card is damagetherwise considered "marked,” players
must comply with section 7.2.5 - Abnormal DeckspBters, and Cards.

7.2.5. Abnormal Cardsor Boosters

Players who have an abnormal number of cards idébks or booster packs they receive must
inform the head judge, who may replace the dedsooster pack at his or her discretion. If a
player receives a "marked" card (section 5.4) hiteed judge may replace that card with a pi
card at his or her discretion. (See section 4 faxyCards)

Neither White Wolf nor the tournament organizerrgméees any specific distribution of card
rarities or frequency in a particular booster packleck.

7.2.6. Early Departureand Late Arrivals

Once a player in a Limited tournament has recesesded product, he or she may not leave
(withdraw from) the event prior to the conclusidrficst round. If a player violates this rule, he
or she must return the product he or she receied the organizer, and receives a "Loss" for
the round on the official tournament record andrigpped from the tournament.

Late arrivals can be added, if the organizer pexrihifThe added players receive product and
build decks according to the sealed deck rules; éwtbe tournament is a draft. This is true

even if there are multiple late arrivals. They banadded into the tournament in any round
they have completed the contstruction of their deck

7.3. Standard Sealed Deck Tournament Rules
7.3.1. Deck Construction



Before tournament play begins, each player recenesssortment of sealed product. Each
player then creates a tournament deck that meetSdhled-Deck size requirements found in
the game's V:EKN Floor Rules. Players are giveatasiount of time, determined by the event
organizer, in which to construct their decks.

The head judge or tournament organizer may requengers to record on a decklist every card
they intend to play in their decks. Failure to mdyp record the cards being played will result in
the head judge applying the appropriate provisairiee V:EKN Penalty Guidelines.

7.3.2. Sealed Deck Swap

A Standard Sealed Deck event may require partitgg@anperform a sealed-deck swap. In a
sealed deck swap, players do not play with the slfedy originally receive at the event.
Instead, the sealed product - as well as deckiragan sheets - are handed out to all players in
the event. Players open their decks and recordahtnts on their deck-registration sheets.
This process is called "registering a deck". A tament official will then collect the sealed
product and the corresponding deck-registratioetshé&lext, 10 to 20 percent of the decks are
handed back out to the players who registered thdémremainder of the decks are handed out
randomly to all players who do not have a decls Herfectly acceptable for players to receive
their original decks back at this point. This emfirocess is called a sealed-deck swap. Players
will then construct decks from the product theydnat this time.

7.4. Restricted Trade Tournament Rules

Restricted Trade (also known as Michigan Draft)oiek all the rules for Standard Sealed (see
section 7.3), with the following changes:

7.4.1. Preparation for Trade

Library Cards. Each player constructs a library cards as norexalept that it must contain
exactly 50 cards. Each player then selects 15 ¢eovdshis or her remaining (unused) library
cards; these cards form the player's trade stock.

Crypt Cards. Each player constructs an initial crypt of 10 sarthe remaining crypt cards are
kept as a sideboard. After the trading phase, pkgter will take two crypt cards from his or
her sideboard to put into his or her crypt, brimgihe crypt size up to the standard 12 cards
(after which the sideboard is put away - the cagdsaining in it cannot be used for the rest of
the tournament).

7.4.2. Player Distribution

With their initial libraries, crypts, trading stoc&nd crypt sideboards, the players assemble
randomly into trading circles (called pods) of faarfive players. Pods may correspond to the
Players' first round table assignments.



7.4.3. Trading Procedure

Players in a trading pod place the library cardeir trading stock faceup in front of them.

The player trading first from the cards presentedhe table is called the active player. The
active player is the participant in the first selgsignated by the judge. After each successful
(accepted) trade, the player to the left of thevagqtlayer becomes the active player.

The active player offers a trade by selecting ad@ccard in front of another player in the pod.
The owner of the selected card may accept or dettia offer, with the following results:

« Accept. The owner of the selected card selects a facewhicdront of the active
player. The two selected cards are exchanged awcegfacedown.

+ Decline. The owner of the selected card turns the selex@atifacedown where it is.
The active player cannot select any other cards titee same player again this turn.

If the active player has no faceup cards, or ib#iler players decline to trade with the active
player, then his or her turn is over and the plagdrs or her left becomes the new active
player.

If only one player has any faceup cards, he oitghms them facedown.

Once all cards are facedown, the trading phase @mésplayers then add two cards from their
crypt sideboards to their crypts and shuffle thé&itrading stock cards into their libraries
(bringing the libraries to 65 cards). Once all pbdse finished the trading phase, regular
tournament play begins.

7.5. General Draft Tournament Rules

7.5.1. Player Distribution

Players assemble randomly into drafting circlefiédgpods) of roughly equal size at the
discretion of the tournament organizer or head ¢udpds may correspond to the Players' first
round table assignments. A tournament official tiestributes the booster packs to be drafted
to each player in the pod.

As players draft the cards, they must place thaids in two orderly piles in front of them, one

for library cards and one for crypt cards. Draftedds may only be reviewed between the
drafting of packs.

7.5.2. Draft Format

The organizer chooses the format for the drafi€tdbaft, booster draft, etc.). The organizer
may choose different formats for each sealed pripdincl may choose to use some of the



product in a "sealed deck" format rather than drgfit. For example, the organizer ynspecify
that players will use preconstructed starters akedaleck and then add cards from two booster
packs (per player) drafted using booster draftsule

7.5.3. Draft Card Selection

Before the tournament begins, the head judge nmmtumce how much time each player has to
select a card. If a player fails to select a carthe time given, the pod judge issues that pla
random card from the cards from which the playeseigcting.

7.5.4. Deck Construction

Once drafting is complete, players are given aseiunt of time, determined by the event
organizer, in which to construct their decks frdra tards they drafted. The decks must be
constructed according to the specifications ofisact.2.1. The head judge or tournament
organizer may require players to record on a dstckliery card they intend to use in their
decks, as well as all cards they drafted.

7.6. Booster Draft Procedure

At a signal from a tournament official, each plagpens the booster pack specified by the
official and counts the cards. If a player doeshate the appropriate number of cards in his or
her booster pack, he or she must notify the judgeeadiately, who will replace the pack. The
player chooses one card from the booster pack,gasses the remaining cards facedown to the
player on his or her left. The opened packs arsquharound the drafting podvith each playe
taking one card each before passing - until all€are drafted. Once a player has removed a
card from the pack, it is considered selected aag mot be returned to the pack.

After each player's first pack is drafted, a touneat official will instruct players to open the
next specified pack and draft in the same fastegoept that the direction of drafting is
reversed. This process is repeated until all carddl booster packs are drafted. For example, if
five booster packs were being drafted, the fitstdt and fifth pack would be drafted clockwise
and the second and fourth pack would be draftedteociockwise.

7.7. Table Draft (Rochester Draft) Procedure

Before the tournament begins, the head judge nmnsilence how much time each player has to
select a card. If a player fails to select a carthe time given, the pod judge issues that player
the "oldest" card still remaining from the boogtack.

Example: The pod players each lay out cards two cards fisnor her booster pack. The cards
can be considered to be in chronological orderQjlAkhere 1 is the first card placed on the



table by the player who will draft first and 10t last card placed on the table by the player
who will draft fifth. If a player fails to draft im timely manner, the cards on the table are
examined by the pod judge and the "oldest" carthertable (not yet drafted) is given to the
player.

During a Table Draft, players must always displag itnost recent card they drafted from the
current set faceup. When all cards are drafted ttearcurrent set, players may move their c
from that pack to any position.

7.7.1. Table Draft Preparation

At a signal from a tournament official, each plagpens the booster pack specified by the
official and counts the cards facedown. If a playees not have the appropriate number of
cards in his or her booster pack, he or she musnbe judge immediately, who will replace
the pack. After counting the cards facedown to nske the pack is correct, players then move
all crypt cards to the top of the pack facedown.

Note: some packs may have a different number of cryytscthan others.

Players then place their opened packs facedowheotable in front of them. At a signal from
the pod judge, players place the top two cards fiweir booster pack faceup on the table.
Players are given twenty seconds to review thesdaefbre drafting begins.

7.7.2. Table Draft Active Player Rotation

The player drafting first from the cards preserdadhe table is called the active player. The
first active player is the participant in the fisgat, designated by the judge. After all cards on
the table have been drafted, the player to theofdtfie active player becomes the active player
for the next set of cards.

7.7.3. Table Draft Order

The draft order moves in a horseshoe pattern, begjrwith the active player, continuing
around the table to the last participant in the gamip who has not yet drafted a card. The last
player in the group selects two cards, insteachef and the drafting continues in reverse order,
moving back to the player who began the draftihg (trst person who drafted from the set).
After all cards are drafted (with each player hguwo cards from the current set), the table
judge prepares for the next boo-pack draft.

Example: Five players are seated around a table. Theyuanbered 1-2-3-4-5 in a clockwise
order. The active player is Player 1. Each playsng and counts his or her booster pack
(facedown) and moves the crypt cards to the topnTdach player places the top two cards
from his or her booster faceup in the center oft#tide. After the twenty-second review period
has expired, the draft order is as follows:



Player 1 - card 1
Player 2 - card 2
Player 3 - card 3
Player 4 - card 4
Player 5 - card 5
Player 5 - card 6
Player 4 - card 7
Player 3 - card 8
Player 2 - card 9
Player 1 - card 10

Player 2 would become the active player for the next set of cards, drafting first.

7.8. Mixed Draft (Elder Draft) Procedure

For mixed draft, the players in each pod openfaihe packs/starters that they received from
the tournament officials, counting the cards inhefacedown to verify that each pack or starter
is complete, and then separating the crypt caada the library cards (both facedown). If a
player does not have the appropriate number osdartis or her booster pack or deck, he or
she must notify the judge immediately, who will leege the pack or deck.

After the cards are counted and split into crypt Borary piles (two piles per player), the
library cards are set aside and the crypt carddraféeed according to the Table Draft procedure
(see section 7.7).

After all crypt cards have been drafted, the cogtls are set aside and the library cards are
split into piles. The size of the piles is spedfl®y the tournament organizer. Each pile is then
treated as a separate booster, and the cardsafieddaiccording to the Booster Draft procedure
(see section 7.6).

8. V:EKN Sanctioning Rules

Tournament organizers must follow the rules in fastion when sanctioning events with the
V:EKN. The V:EKN reserves the right to cancel s@ming for any event at any time.

8.1. Sanctioning Deadline

To ensure sanctioning approval, tournament organineist apply for V:EKN sanctioning at



least twenty-eight days prior to the event.

8.2. Sanctioned Tournament Advertising

Sanctioned tournaments should be announced/adceketdeast twenty-eight days prior to the
event. Announcements should include the time aadepbf the event.

9. Event Reporting Rules

Receiving event reports in a correct and timely mearns fundamental to accurate and up-to-
date V:EKN ratings. Tournament organizers musbfelthe rules outlined in this section when
reporting their events.

9.1. Organizer Records

Tournament organizers are required to keep coia murnament reports for V:EKN-
sanctioned events they run for a period of one.ydagse records serve as backups in case
event results are lost.

9.2. Event Report Deadline

Event reports are due to the V:EKN within eightslay the tournament's conclusion.
Tournament reports not received by the V:EKN witkight days are considered late, and are
listed in the V:EKN tournament database as "NotdRed" for fourteen days after the event.

9.3. Delinquent Tour naments

Event reports must be received by the V:EKN witthiinty days of the tournament's conclusi
Event reports not received within fifteen to thidays are listed as "Delinquent” in the V:EKN
tournament database. Organizers may still subrettenesults in this time frame without
penalty.

9.4. Invalid Tour naments

Players' game records at events that become inwdlidot count toward their V:EKN ratings
and rankings.

The V:EKN reserves the right to invalidate repontesllts of any sanctioned tournament for
any reason, but will usually do so only when frdedtior incorrect results are reported by the
organizer. Additionally, the V:EKN reserves thehtigo invalidate any event reports not



received within thirty days of the tournament date.

9.5. Event Status Updates

Tournament organizers and players may check owemt's reporting status by visiting the
V:EKN website. If an organizer's event appearstadihiquent” or "Invalid” on this report two
months in a row, the V:EKN will investigate the anizer's reporting history and issue
sanctioning penalties as appropriate.

The V:EKN reserves the right to adjust penaltieaonndividual basis due to extenuating
circumstances and it reserves the right to chamgegoblicy without notice.

9.6. Mandatory V:EKN Numbers

All tournament participants must be assigned a \WERembership number prior to
participating in a sanctioned tournament. Reselp®rted with temporary player numbers,
player names, or placeholders will not be incluntetthe V:EKN ratings.

9.7. Tour nament Reportsand Event Invitation Lists

Tournament reports must be received by the dead$ipecified in the Ratings Deadline and
Publication Schedules provided on the V:EKN websit@rder to be included in the ratings
calculations used to generate invitation and ksts [if any) for premier events.

9.8. Non-Open V:TES Events

Non-open V:TES events are held in the following mem

The event coordinator outlines the qualificationgass and number of qualifying
tournaments in a messageMd=EK N National Coordinators for approval.

Qualifiers are handled just like regular tournamsdat sanctioning, prize support, etc.,
and are open to all players.

The non-open event is sanctioned and receives gupzgort (possibly different than
usual prize support) independently through directespondence wit®scar Gar za.

Appendix A - V:EKN Rating & Ranking Systems

The V:EKN produces stats-based ratings for the \&T&rnament results grouped as follows:

Standard Constructed
Limited (all formats together in one group)

For details on the rating system, $gp://rating.vekn.de/index.php/rating-system




Appendix B - Definition of Terms

Ante Card: Any card that mentions "ante" in the rules texthaf card. These cards usually
have a game mechanic associated with a playeritigit@ card. Ante cards are found mainlh
older Vampire: The Eternal Struggle expansions.

Banned Card: A card that is not allowed by the V:EKN in the icated format. For example,
the cardreturn to Innocence is banned from all V:EKN-sanctioned tournamentisimeans
thatReturn to Innocence is not allowed in any deck in any V:EKN-sanctionedrnaments
(neither in constructed nor in limited).

Constructed: A tournament in which players bring their own detl the tournament. Decks
are built with any cards the player has availasildject to any restrictions given in the V:EKN
rules regarding allowable cards.

Cutting: One time only, removing a single portion of a daokl placing it on top of the
remaining portion without looking at any of the @éaces. Anything more than this one cut is
considered a shuffle.

V:EKN: The V:TES Players Organization, responsible faetlgping and maintaining
tournament rules and resources for V:TES.

Game Begins: A game is considered to have begun once all pddyave presented their decks
to their predators for shuffling/cutting.

Limited: A tournament in which players build their deckshet tournament from cards they
have received from packs opened at the tournament.

Premier Events. Any event that White Wolf offers only to selecutnament organizers or is
open only to a select group of players (based witaitions, for example). Premier events can
include, but are not limited to: World, Continentdhtional, Regional, or State Championships,
storyline tournaments, and Prerelease tournaments.

Promo Card: Any playable card that is released by the manufacteparate of any given card set.

Proxy Card: A card used during competition to represent anathal; also counterfeit cards,
or any card that is not genuinely produced by #rags manufacturer.

Public Information: Refers to information that is available to allydes in the game, such as
statistics or card text that participants are nemglito share with tournament officials and
opponents according to the rules of the game. kamele a player's pool the number of cards
in a player's library is public information.

Rating: A numeric value published by the V:EKN that indesa player's past performance in



sanctioned tournaments.

Ranking: A value, based on a player's V:EKN rating, thaidates a player's position relative
to the group he or she is being measured agaiosexample, a player may be ranked in first
place in the city of Hamburg, Germany, but maydreked in eighty-fifth place when compared
to all of Europe.

Round: The period during which gameplay takes place.

Round Begins. The time posted and/or announced by the head jodfgairnament organizer
for all players to be seated and ready for play.

Scor ekeeper: The scorekeeper is a tournament official whosearsipilities include: receivin
and recording all game results, constructing plagatings, ensuring accurate entry of game
results, removing players from the event, and sdronrnament officials, such as the head
judge or tournament organizer, may also be theekeeper for the eve

Tournament Begins: Once the onsite tournament registration closestairnament has
begun.

Tournament Official: Any person who is empowered to maintain the tomera. This
includes, but is not limited to: the tournamentasriger, scorekeeper, other scorekeeping staff,
head judge, and all other judges (section 1.1).

The V:EKN Tournament Rules are based on the appégaortions of the DCI Universal
Tournament Rules and the DCI Vampire: The Etertralggle Tournament Rules for the 1999-
2000 Tournament Season.

White Wolf andvVampire: The Eternal Struggle are registered trademarks of White Wolf
Publishing, IncJyhad andVampire: Elder Kindred Network are trademarks of White Wolf
Publishing, Inc. Wizards of the Coast and DCI agistered trademarks of Wizards of the
Coast, Inc.
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