Tournament Play
Sequence required to establish a tournament battle :-

Step 1 - Creation of a Tournament scenario –

Either Player:

1 – Start Scenario Editor and open standard map (*.map) file of your choice.

2 – Choose menu – Army – Nations in Scenario and click the opposing armies. Now select menu – Army – name of army for which the first set up zone will be made.

3 – Choose menu – Scenario - Campaign Set Up Zone. You’ll see two options, Continue Zoning and Re-Start Zoning. Choose the latter. The screen should then show a darkened overlay. Then left-click hexes to set up the deployment zone for army just chosen.

--Note: Make the Zones big enough to handle the Army’s size but not too big. The hexes don’t have to be contiguous. 
4 – Once the zone(s) for the first army is/are complete, choose menu – Army – name of army for the second army and proceed to create new Set Up zone(s) for the second army. If there is a third army progress in the same manner and so on.

4 – You’re making a scenario here so be sure to complete the Scenario - Header, Description, & Weather boxes and allocate any Victory Hexes on the map. Very important here to remember which side is First. Make a note! You can do so in the Scenario description. This datum will determine how the entire tournament is set up. 

5 – Do not place any units on the map. Not yet!

6--Save the file as a Scenario file (*.scn).

Step 2 – Creation of a ‘Standard’ army for regular use –

This step can be done at any time. Both Players:

1 – Start Scenario Editor and open Training Camp map file.

2 – Choose menu – Army – Nations in Scenario and mark which armies are going to be in play. Then:

3 – Choose menu – Army –and select the name of the particular army you’re going to create. You can create only one side here even though you just picked two. 

. 

4 – Use Editor as normal to place units on map and build up army to a set points level. For quick play with a reasonable number of units it is recommended that you limit a ‘Standard’ army to 2000 points. Certainly no more than 5000 points. If you don’t know how to find  the number of points you’ve used, refer to the abundant documentation. Hint: Menu, Status, Army Points.

5 – Save the army you’ve created as a Troop file (*.oob).You can edit this army later on and save it for future battles and improve it over time. To do so just open up the Training Camp map, tick the army you wish to load and load the .oob then make your changes! (Start Editor. Open Training Camp Map. Click menu – Army – army to load. Use  menu – Units – Add Training Camp Army.) You can keep this army “on tap” and ready for any challenge that may come along. That’s the whole idea of tournament play!

Step 3 – Creation of a Tournament battle

This step begins with the First Player. Who’s that??

Any tournament scenario created in AW must identify the first player as part of its basic file, and it must also identify who the opposing army is. Opposing armies can be easily changed in the Scenario Editor, but a different opposing Army means a different scenario.  Confusing at the outset, but not so tough once you get a little experience with the editor. 

Example: Let’s say you’ve created a tournament scenario pitting a Roman Army against a German army. The First Side is the Romans, and you’ve got a guy who wants to play the Germans. He’s got an equivalent point German .oob file that he thinks can beat your Romans. So he’s the Second Player here. Thus:

1. Put the Tournament map (.scn file) into your Scenario sub-folder and start the main game ‘Civil_Wars.exe’.

2. Click play by e-mail mode

3. Then choose the “Tournament” option on the opening screen.

4. Open the tournament scenario created in Step 1 above. The Roman player now clicks “Caesarian Army” on the Game Status box then choose  menu – Tournament – Load Tournament Army. Here you select your pre-saved and carefully constructed army. It’s now on the map!

5. Click menu – Tournament – Initial Set Up and move your units within the Set Up zones as desired. The Scenario map already created will determine which zones a particular army is allowed to use. To move a unit from one highlighted hex to another, right click the unit and drag to the desired hex.

6. Once the positions are acceptable, use the menu – Tournament – Rotate Unit in Tournament Set Up  - to orientate each unit in the desired direction.

7. Now save the file and pass it to your opponent for his set up. Click menu – Tournament – Save Tournament File. This saves the file as a .scn file. 

8. The First Player passes the saved file to the second player who places the file in his game Scenario sub-folder. 

9. The second player now starts the main game in Play by E-Mail mode and selects Tournament and clicks on the file the Roman player just sent him. He then loads his army in the same fashion as the first player choosing “German Army” in the Game Status box. The second player can then move his units to the desired location within the Set Up zones permitted and orientate their direction. Once complete he clicks menu – Tournament – Tournament Set Up Complete. 

10. Finally he clicks menu – Tournament – Save Tournament File. This triggers normal mode and when the game file is passed back to you (the first player), you open the file using the “New Battle” button and place commands for turn 1 before saving the game and passing the file to your opponent. Use menu – File – Save As – to save as a PBEM (.emb) file.

11 – Play battle as normal e-mail battle.

Step 4 – Playing a Tournament Battle

1 – Once Step 3 above is complete, on starting the next game turn, a player should click the ‘Existing Battle’ button and load the *.emb file battle as normal. The Tournament button is only used to set up the battle.

