HALO: FLASHPOINT
AT THE UKTC

SATURDAY 11TH / SUNDAY 12TH JANURRY 2025



HALD
FLASHPOINT

MINIATURES AND ORAETING
MODELS MUST BE OFFICIAL MANTIC GAMES HALO:
FLASHPOINT® MINIATURES, PLAYERS DRAFT 4 X
SPARTANS OR 4 X ELITES AS THIER FORCE, AND WILL
USE THEM FOR THE WHOLE EVENT. CUSTOM BASES ARE
PERMITTED, BUT MUST REMAIN THE SAME FOOTPRINT
AS THE ORIGINAL.

S

A TEAM MAY BE DRAFTED OF 4 MODELS, WITH NO
MORE THAN 2 OF EACH CARD/MODEL. YOU MAY PICK
2 BRAWLERS WITH BULLDOG, AND YOU MAY PICK 2
BRAWLERS WITH NEEDLER, BUT NOT 4 X BRAWLERS

FLASHPOINT

CARDS AND TOKENS

FOR EASE OF PLAY, PLAYERS SHOULD HAVE 1 CARD
FOR EVERY MODEL THEY ARE USING, WITH THE
SAME SETUP THE MODEL HAS. IF YOU ARE USING

MASTER CHIEF WILL TAKE UP 2 X SLOTS ON YOUR TEAM. kit L
FOR MISSIONS WHERE UP IS SCORED FOR KILLING HIM. NPT T T o
HE GRANTS 2 UPS EACH TIME HE IS KILLED. YOUR GAME, AS THESE WILL NOT BE PROVIDED.




TOURNAMENT RULES
GAME TIME AND VICTORY CONDITIONS

THE TOURNAMENT CONSISTS OF FOUR GAMES OVER THE COURSE OF THE DAY. EACH PLAYER HAS SEVENTY-FIVE (75)
MINUTES FOR EACH GAME, INCLUDING DEPLOYMENT.

THE TOURNAMENT WILL TAKE PLACE
OVER ONE DAY AND WILL ADHERE T0

THE FOLLOWING SCHEDULE:
SATURDAY 11 TH'JANUARY
09:00 - 09:30 Event registration
09:30 - 10:45 Game 1 - Slayer
11:00-12:15 Game 2 - Stronghold
12:30-13:30 Lunch
13:30 - 14:45 Game 3 - Capture the Flag*
15:00-16:15 Game 4 - Oddball
16:15 Awards
SUNDRY 12THYJANURRY
09:00 - 09:30 Event registration
09:30 - 10:45 Game 1 - Capture the Flag*
11:00- 12:15 Game 2 - Stronghold
12:30 - 13:30 Lunch
13:30 -14:45 Game 3 - Oddball
15:00 - 16:15 Game 4 - Slayer
16:15 Awards

NOTE THAT THE TIME ALLOCATED FOR EACH GAME INCLUDES
75 MINUTES FOR THE GAME ITSELF PLUS 15 MINUTES FOR
MEETING, DISCUSSING RULES AND THE COMPLETING AND
SUBMITTING PAPERWORK AFTERWARDS. THE SCHEDULE

MAY BE ADJUSTED ON THE DAY IF THINGS ARE
RUNNING BEHIND (OR AHEAD!)

OAMEIOEYUENLE

THE TOURNAMENT WILL FOLLOW THESE SET UP RULES:

1. MISSION WILL BE DETERMINED BY TO AND
ANNOUNCED PRIOR TO SETUP

2. ROLL TO CHOOSE SIDES. HIGHEST PLAYER CHOOSES
RED OR BLUE DEPLOYMENT.

3. PLACE OBJECTIVES ACCORDING TO THE SCENARIO.

4. ROLL FOR RECON. THE RESULTS WILL BE USED ON
THE RECON TABLE.

3. DEPLOY AS NORMAL WITH THE ABOVE CHANGES

RUUNLS

THE MATCHUPS OF THE FIRST ROUND (GAME 1)

WILL BE RANDOM. IN THE FOLLOWING ROUNDS
(GAME 2 ONWARDS) PLAYERS WILL BE PAIRED USING
TOURNAMENT POINTS (TP), AS EXPLAINED BELOW.
ONCE PLAYERS HAVE COMPLETED THEIR ROUND,
THEY WILL NEED TO INFORM THE TO OF THE RESULTS.




TOURNAMENT RULES

CONTINUED

QUURING

TOURNAMENT POINTS WILL BE AWARDED AS FOLLOWS:

X PLAYERS WILL SCORE A NUMBER OF TOURNAMENT
POINTS EQUAL TO THE NUMBER OF VICTORY POINTS
THEY ACHIEVE FOR THE ROUND. THE MAXIMUM
AMOUNT OF VICTORY POINTS FOR A SINGLE GAME
1520. ANY VICTORY POINTS EARNED ABOVE 20
WILL BE IGNORED.

& PLAYERS WILL EARN +5 TOURNAMENT POINTS FOR
WINNING THE BATTLE

X PLAYERS WILL EARN +2 TOURNAMENT POINTS IN
THE CASE OF A DRAW.

X PLAYERS WILL EARN +1 TOURNAMENT POINT
FOR A LOSS

ACHIEVEMENTS
PLAYERS WILL EARN +1 TOURNAMENT POINTS FOR
EACH “ACHIEVEMENT” THEY UNLOCK PER GAME.

EACH ACHIEVEMENT WILL ONLY ADD 1 POINT
REGARDLESS HOW MANY TIMES YOU UNLOCK PER GAME.

THE PLAYER WITH THE MOST TOURNAMENT POINTS
AT THE END OF GAME 4 WILL BE THE WINNER.

TIES WILL BE BROKEN AS FOLLOWS:

1. WIN/LOSS RECORD

2. NUMBER OF ACHIEVEMENTS “UNLOCKED”
3. DICE OFF!

THE WINNER IS DETERMINED AT THE END OF THE LAST

GAME (GAME 4), ACCORDING TO THE FOLLOWING CRITERIA:

I THE PLAYER WITH THE MOST TP WILL BE THE WINNER
X IN THE CASE OF PLAYERS HAVING THE SAME HIGHEST TP,
THE TIE BREAKER TREE WILL BE USED.

FLASHPOINT

SUENARIUY

THE FOLLOWING SCENARIOS WILL BE USED OVER THE TWO DAYS:

X SLAYER - AS PER RULEBOOK

(I CAPTURE THE FLAG - AS PER BELOW*
[ ODDBALL - AS PER RULEBOOK

(I STRONHOLD - AS PER RULEBOOK

CAPTURE THE FLAG
AMMEND THIS SCENARIO TO MAKE THE FLAG AN

EQUIPPED WEAPON, WITH THE FOLLOWING STATS:

CC/O0AP / SMASH 1 / USER CANNOT SHOOT

i
ACHIEVEMENTS

Double Kill
ans or Elites in

nnnnnnnnnnnnnnnnnnnnnnnnnnnnn

Juggernaut
vive 3 melee with 2 or more ene:

Play with four fully painted miniatures

“Total of Victory Points in the Scenario



TOURNAMENT RULES k3 A\ L

CONTINUED FLASHPOINT
RULES QUESTIONS
AND PLAYER CONDUCT
JUDGES WILL BE ON HAND IF PLAYERS REQUIRE A
AS NOTED, ALL RULES WILL BE TAKEN FROM THE RULING. YOUR JUDGES FOR THE EVENT WILL BE
HALO: FLASHPOINT CORE RULEBOOK. IN ADDITION, POINTED OUT AT THE START OF THE DAY. A
ANY OFFICIAL FAQ RULINGS AND ERRATA FROM JUDGE’S RULING IS FINAL.
MANTIC GAMES (PUBlISHED ON THEIR WEBSITE
OR OFFICIAL FURUMS) WILL ALSO BE USED. THE ORGANISERS RESERVE THE RIGHT TO TAKE
APPROPRIATE ACTION FOR ANY PLAYER THEY
PLEASE NOTE THAT THERE IS ABSOLUTELY NOTHING DEEM TO BE PLAYING UNFAIRLY OR ACTING
WRONG WITH ASKING AN OPPONENT IF THEY CAN INAPPROPRIATELY. THIS MAY BE IN THE FORM
SHOW YOU THE APPROPRIATE RULE OR SET OF OF A WARNING, A TIME OR TP PENALTY OR EVEN
CHARACTERISTICS SO THAT YOU CAN CHECK FOR A FORCED TIME OUT RESULT. IN EXTREME
YOURSELF THAT EVERYTHING IS BEING DONE CIRCUMSTANCES A PLAYER MAY BE EJECTED
CORRECTLY. ALL WE REQUIRE IS THAT YOU ASK FROM THE TOURNAMENT FOR INAPPROPRIATE
NICELY AND POLITELY, AND THAT YOU DO YOUR BEHAVIOUR ,(SIIQH AS CHEATING, EXCESSIVE
BEST TO SORT OUT ANY PROBLEMS YOURSELVES. SWH“IN&%WW“G OR VERBAL ABIISE).
IF IN DOUBT, THE ORGINISERS ARE IUIII.IBI.E 10 »
s cnuwn? KT THE TABLE
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