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ITS: BASIC RULES



Infinity Tournament System (ITS) is Infinity’s official system

for organized play, and features an International Ranking to

keep track of each player’s score.

There are a number of ways to participate in ITS, but all ITS

events share the basic rules provided in this document.

For an event to be officially sanctioned and its results recorded onto the International Ranking, it must comply with all

applicable rules.

The ITS rules are divided into those pertaining to the participants and those pertaining to the tournament organizers. The

purpose of these rules is to facilitate the organization of and

participation in Infinity tournaments in a way that allows all

members of the player community to be a part of a worldwide

system with common ground rules that are fair to all.



EVENT PARTICIPANTS

In order to take part in an official ITS event, players are

required to bring everything they need to play, including:

»» Miniatures

»» Tape measure



MINIATURES

All miniatures used by the players must be from Corvus Belli’s

official Infinity range and must be assembled—with at least

their main components—and based, using the base supplied

with the figure or other of the same size.

Each figure must represent faithfully the unit it stands for,

including its equipment and weapon options. Should the

appropriate miniature not be available on the Infinity range,

you can use a different Corvus Belli miniature as a stand-in,

but you must clearly inform your opponent of what that

figure represents.



PAINTING

Unless otherwise specified by the rules of the event, figures

do not need to be painted.



PROXIES

Under no circumstances can figures from other brands or

manufacturers be used as proxies.



CONVERTED FIGURES



»» Dice



Use of converted figures is allowed, and in fact encouraged,

as long as most or all the figure is composed of parts from

Corvus Belli miniatures and the figure accurately represents

the unit and weapon option it stands for.



»» Army Lists



ARMY LISTS



»» Templates and markers



Participation in official Infinity events implies knowledge and

acceptance of all rules in this document as well as any rules

set forth by the event Organizer.



SPORTSMANSHIP

All participants in an event, whether Organizers, Players or

guests, are expected to conduct themselves in a friendly and

considerate manner at all times. If a participant disrupts the

good atmosphere of an event, the Organizer may sanction

them or altogether remove them from play.

Minimum player etiquette includes giving the opponent time

to clearly see the results on your dice before picking them up,

sharing with the opponent all open information from your

army list and clarifying it as often as requested, waiting for the

opponent to declare ARO whenever you spend an Order, etc.

REMEMBER

Infinity is first and foremost a game and events should be fun for

everyone involved.



Army Lists must conform to the rules laid out in the Infinity

rulebooks and the special rules of the event, if there are any.

You are welcome to use the program Infinity Army (available

for free on the Infinity website) to create and check your Army

Lists. Should there be a discrepancy, the information available

on the official Infinity website takes precedence.



MERCENARIES

Mercenary Troops, such as the Yuan Yuan or Avicenna, can

be fielded only as part of the Generic or Sectorial Armies in

which they are available.



RULES

The Official Game Rules and Official Army Lists are those

published by Corvus Belli on the official Infinity website

(www.infinitythegame.com).

All game rules and army lists published up to one week before

the date of an event apply to that event.
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EVENT ORGANIZERS



REGIONAL RANKINGS



The Event Organizer is the person, store or club that will

organize and manage the event.



There are a total of three separate Rankings: the Spanish

Ranking, the U.S. Ranking and the International Ranking.

Players that do not participate in the Spanish or the U.S.

ranking automatically participate in the International Ranking.



Organizers are expected to be an example of good conduct,

whether they are participating in the event as players or not.



DUTIES OF THE ORGANIZER



At the end of the season, prizes will be awarded to the winners

of each of the three Regional Rankings.



The Organizer is responsible for:



RANKS



»» Ensuring that the rules of the event and the game rules



are observed.



»» Informing Corvus Belli of the results of the event, as indi-



cated in the rules for that type of event.



»» Ensuring all participants are registered in the ITS before



the event takes place. Players can register using this form:

http://www.infinitythegame.com/its/signup



»» Providing an adequate venue for the event, as well as



anything else required to play (tables, scenery…).



REFEREES

During events, Referees are the ultimate authority in matters

of game rules, which is why they are expected to make fair

rulings and to devote all the time necessary to solving the

players’ doubts. To make the Referee’s job easier, players

are encouraged to try to solve their disputes in a friendly

manner, and only turn to the Referee if an agreement cannot

be reached. Once requested, the Referee’s rulings are final.



Ranks are a series of digital medals awarded to players for

their participation in the Infinity Tournament System. A player’s Ranks are displayed in each of their posts in the Official

Infinity Forum.

Every time a player participates in an ITS event, their rank

in the faction with which they played increases. A better

performance in the event causes that Rank to increase more

dramatically.



DECORATIONS

Decorations are a series of digital medals awarded to players

to mark exceptional achievements. Some of these achievements include being among the regional winners of an ITS

Season, being a veteran of past Seasons or being the best

player with a faction at the end of the Season.



The Referee and the Organizer of the event will often be

the same person. If they are not, the Organizer is bound by

the rulings of the Referee like any other participant, both in

matters of game rules and conflict resolution.

To prevent conflicts of interest, it is advisable—but not mandatory—for the Referee to abstain from participating in the

event as a player.



RANKINGS

Every Official ITS event counts towards the Rankings of Infinity

players. Rankings rate players according to their performance

in officially sanctioned events, as indicated by their ITS Rating.

Players start the season with an ITS Rating of 1000. Their

performance in each Official ITS event they take part in

modifies that Rating, depending on whether the result was

better or worse than expected.

The amount by which the ITS Rating of a player varies with

each event depends on the size of the event (i.e., the number

of players), the type of Tournament Pack used, the Tournament

Tier and the average ITS Rating of all participants.
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ITS: TOURNAMENT RULES



BASIC RULES



FINAL SCORES



As Official Events, all Tournaments must comply with the Basic

Rules of ITS. In case of discrepancy between these rules and

the Basic Rules, this document takes precedence.



Once the last Tournament Round has finished, it is the duty

of the Organizer to rank the players according to their total

Objective Points scores.



FORMAT OF THE EVENT



If two or more players are tied for the same position, they are

ranked according to their total Victory Points score. If both the

Objective Points and Victory Points scores are equal, players

are ranked according to the sum total of the Objective Points

accumulated from all their opponents in the tournament.



This is the basic ITS format for tournaments. This format

pits 4 or more players in one-to-one games over 3 or more

Tournament Rounds.



TOURNAMENT CONTROL SHEET

At the start of the event, each player receives a Tournament

Control Sheet. Players must write down their name, ITS PIN

and faction or sectorial army in their sheets.

During the tournament, players are required to use the sheet

to write down the score of their game at the end of each

Tournament Round. They must also use their sheet to make

note of their Private Information so that it can be validated

by their opponents or by the Referee when needed.



NUMBER OF TOURNAMENT ROUNDS

The number of Tournament Rounds per tournament depends

on the number of players, as shown in this table:

PLAYERS

4-8

9 - 16

17+



TOURNAMENT ROUNDS

3

4

5



Treat this table as a guideline. The Organizer decides the

number of Tournament Rounds a tournament will have, but

it must never be less than 3.



PAIRINGS

Pairings for the first Tournament Round are assigned randomly.

From the second Tournament Round on, the Swiss system will

be used. Players will be arranged by the number of Victories

achieved during the tournament, using first the accumulated

Objective Points and then the accumulated Victory Points to

untie players with the same number of Victories. That done,

the first player will face the second best, the third will face

the fourth, and so on. A Victory is achieved when a player has

gained more Objective Points than their adversary at the end

of the Tournament Round.

If two or more players are tied for the same position, they

are ranked according to their accumulated Victory Points

score. If both the Objective Points and Victory Points scores

are equal, players are ranked according to the sum total of

the Objective Points accumulated from all their opponents

in the tournament.



The winner of the tournament is the player who ranked first,

that is, the one with the highest Objective Points score.



ODD NUMBER OF PLAYERS (BYES)

If the number of players in the tournament is not even, each

Tournament Round one of the players will have to wait for

the next Tournament Round to play; that player is said to be

“given a bye”.

The Organizer must make sure that a single player is never

given more than one bye during a tournament.

In the first Tournament Round, the last player to arrive will

be the one to take a bye. In subsequent Tournament Rounds,

the player with the lowest score takes a bye.

When players take a bye, they must make a note of it in their

Tournament Control Sheet.

Once the last Tournament Round ends, players who were

given a bye follow these steps:

1.	Add up all Objective Points the player earned during the



tournament.



2.	Multiply the result by the number of Tournament Rounds



of the tournament.



3.	Divide the result by the number of Tournament Rounds



played (one less than the total Tournament Rounds of the

tournament) and then round up.



The end result is their final tournament score. In the event of

a tie, repeat the process with the Victory Points.



ARMY LISTS

Each player submits two Army Lists, both of one single faction

or Sectorial Army.

Lists must follow all rules for army building set forth in the

Infinity rulebooks.

Each player must bring two printed copies of each of their

Complete Army Lists – the lists that contain all of the army’s

information, Open and Private – and give one to the Organizer
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before the first Tournament Round begins. Additionally, every

player must carry a printed copy of each Courtesy Army List.

This version just contains the Open Information so it can be

shown to the adversaries upon request.

The Tournament Organizer can require players to turn in their

Army Lists in advance to check their validity.

The only officially sanctioned Army List management tool

for ITS play is Infinity Army, available for free on the Infinity

website.



CHOOSING AN ARMY LIST TO USE

Players choose which of their Army Lists to use in a Tournament

Round at the beginning of that Round, after they have been informed of who their opponent is, what his Classified Objectives

are, what faction they face, and what table they are using.



TOURNAMENT TIERS

Tournament Tiers determine the amount of Army Points

players can use to build their armies.

»» Top-Tier: 400 Army Points and 8 SWC.

»» Mid-Tier: 300 Army Points and 6 SWC.

»» Low-Tier: 200 Army Points and 4 SWC.



The Organizer must make the Tournament Tier known when

it is announced so players can take that into account when

building their Army Lists.



SCENARIOS

The Organizer must choose an Official ITS Scenario for each

Tournament Round. The same Scenario cannot be played

twice during a tournament. The Organizer must make the

chosen Scenarios known when the tournament is announced

so that players can take them into account when building

their Army Lists.



EXTRAS
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their opponent is, what faction they face, and what table

they are using.

This Extra is not compatible with the Showdowns or the

Spec-Ops Extra.



HOBBY

In tournaments played with this Extra, players who have all

their models painted will earn more Rank points.

In addition, once the tournament is finished, the Organizer will

pick the three best painted armies. Once the Organizer sends

the tournament report, those players will earn an additional

amount of Rank Points according to their position.

The Organizer may also decide to reward the tournament’s

best painted armies with a prize, or to hold a painting tournament parallel to the event.

QUALIFICATION GUIDE

The Organizers must use this guide to grade the paint job

of each participant.



0 – Unpainted: The majority of models are unpainted

beyond primer.

2 – Tabletop Minimum: All models are painted to a basic

standard (few colors, rudimentary techniques, etc.), or some

models are unpainted beyond primer.

4 – Tabletop Standard: All models are painted and have

their bases decorated. The ensemble shows a certain effort

and basic level techniques.

6 – Tabletop Ideal: The army has a particularly attractive

finishing touch, or some of the models are painted using

advanced techniques.

8 – Work of Art: All the models are painted using advanced

techniques and paying great attention to details.

10 – Masterpiece: Models from this army are painted with

the highest standard.



The Organizer may choose to use one or more of the following modifiers of the tournament format. In that case, the

Organizer must specify which Extras will be used when the

tournament is announced.



JOINT OPERATIONS



CAMPAIGN



For all purposes, each pair will be treated as a single player

when it comes to tallying the Victories, Objective Points, and

Victory Points.



This Extra allows players to use the Objective Points they earned to improve their Spec-Ops or unlock Military Specialties,

as per the Infinity Campaign System (ICS) rules set forth in

the Infinity. Campaign: Paradiso rulebook.

When this Extra is implemented, players don’t need to submit

two Army Lists when they sign up for the tournament.

Players can modify their Army Lists at the beginning of each

Tournament Round, after they have been informed of who



In the tournaments implementing this Extra, the players will

pair-up to play games of two vs. two.



GAME ROUND STRUCTURE

There are two different ways to structure the Game Rounds

in tournaments implementing this Extra. The Organizer must

make the chosen structure known when the tournament is

announced so that players can take it into account.



Structure A
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In a Game Round with Structure A, members of a pair share

the same Player Turn, using these rules:

»» All troops in a player’s army are treated as Friendly Models



by their owner’s partner.
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»» Spec-Ops can be customized with 12 Experience Points.

»» Players can use a differently customized Spec-Ops for



each army list, but no alterations can be made during the

tournament.



»» Each player makes an Initiative Roll, but only the best roll



»» Spec-Ops configurations must be noted in writing along



»» Both players in a pair share the same Deployment Zone



Spec-Ops earn no further Experience Points during this type

of tournament.



»» During their Player Turn, both players in a pair can alternate



This Extra is not compatible with the Campaign Extra.



of each pair is used.



and deploy simultaneously.



their Order expenditure freely, but each player keeps their

own Order Reserve.



»» Players must wait for the previous Order to be entirely



resolved before declaring the next one, even if it had been

declared by their partner.



Structure B

In a Game Round with Structure B, players have individual

Player Turns, using these rules:

»» All troops in a player’s army are treated as Friendly Models



by their owner’s partner.



»» Each player makes an Initiative Roll and the player with



the best Roll chooses Initiative or Deployment Zone.



with the army list they are in.



ITS RATING

Players’ ITS Rating change depending on their position at

the end of the tournament. The amount of points received

depends on the size of the tournament (no. of players), the

type of Tournament Pack used, the Tournament Tier, and the

average ITS Rating of all participants.



REPORTING RESULTS

In order to update the ITS Ranking with the results of a

tournament, Organizers must report those results using this

link: http://www.infinitythegame.com/its/report

If you should encounter any problems during the reporting

process, please contact us at tournament@corvusbelli.com



»» Both players in a pair share the same Deployment Zone



and deploy simultaneously.



»» A Game Round is divided into four Player Turns instead



of two.



»» Players take their Player Turns in sequence, following the



same order for the whole game:

1.	First Player of the First Pair.



2.	First Player of the Second Pair.

3.	Second Player of the First Pair.

4.	Second Player of the Second Pair.



SHOWDOWNS

Tournaments implementing this Extra will have a single

Tournament Round, regardless of the number of players.

Additionally, the minimum number of participants will be

reduced to 2.

This Extra is not compatible with the Campaign Extra.



SPEC-OPS

This Extra allows the use of a Spec-Ops in their tournament

lists (see Infinity. Campaign: Paradiso).
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ITS SCENARIOS



The tactical flexibility of the game mechanics of Infinity

allows for the games to be much more than simply setting

out to exterminate the enemy.

In the ITS (Infinity Tournament System), the organized game

system of Infinity, games are laid out with a set number of

objectives to meet (e.g. take control of a building), or specific

game conditions (e.g. Special Terrain Areas). These kinds of

games are referred to as missions or scenarios, and they

recreate tactical situations as well as operations from the

military sphere and espionage circles of the highest levels.

Granted, a mission or a scenario means a higher level of

difficulty, requiring greater planning of the Army List as well

as a more polished set of tactical and gaming abilities on the

part of the player. However, they also mean a greater level of

fun and entertainment than the regular extermination game.



VICTORY ON A SCENARIO

The purpose of a scenario is to accomplish a mission by

meeting its defined objectives and obtaining the Objective

Points designated for each met objective.

While playing a scenario, the player who gets the higher

number of Objective Points is the winner.

In the event of a tie regarding the number of Objective Points

scored, both players will have to compare their Victory Points.

The player with the highest value on Victory Points will win

the tiebreak.



ANNIHILATION (LOW TIER)

MISSION OBJECTIVES



DEPLOYMENT



MAIN OBJECTIVES



Both players will deploy on opposite sides of the game table,

in a standard Deployment Zone 12 inches deep.



»» To kill between 50 and 100 enemy Army Points (1 Objective



Point).



SCENARIO SPECIAL RULES



»» To kill between 101 and 150 enemy Army Points (2 Objective



KILLING



»» To kill more than 150 enemy Army Points (3 Objective Points).



A trooper is considered Killed when enters Dead state, or is

in a Null state at the end of the game.



Points).



»» If you have between 50 and 100 surviving Army Points



Troopers that have not been deployed on the game table at

the end of the game are considered Killed by the adversary.



»» If you have between 101 and 150 surviving Army Points



NO QUARTER



(1 Objective Point).



(2 Objective Points).



»» If you have more than 150 surviving Army Points (3 Objective



Points).



CLASSIFIED

Each player has 2 Classified Objectives (2 Objective Points for

each one).



In this scenario, Retreat! rules are not applied.



END OF THE MISSION

This scenario has a limited time frame, so it will automatically

finish at the end of the third Game Round.
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ANNIHILATION (MID TIER)



MISSION OBJECTIVES



DEPLOYMENT



MAIN OBJECTIVES



Both players will deploy on opposite sides of the game table,

in a standard Deployment Zone 12 inches deep.



»» To kill between 75 and 150 enemy Army Points (1 Objective



Point).



SCENARIO SPECIAL RULES



»» To kill between 151 and 225 enemy Army Points (2 Objective



KILLING



»» To kill more than 225 enemy Army Points (3 Objective Points).



A trooper is considered Killed when enters Dead state, or is

in a Null state at the end of the game.



Points).



»» If you have between 75 and 150 surviving Army Points



Troopers that have not been deployed on the game table at

the end of the game are considered Killed by the adversary.



»» If you have between 151 and 225 surviving Army Points



NO QUARTER



(1 Objective Point).



(2 Objective Points).



»» If you have more than 225 surviving Army Points (3 Objective



Points).



CLASSIFIED

Each player has 2 Classified Objectives (2 Objective Points for

each one).



In this scenario, Retreat! rules are not applied.



END OF THE MISSION

This scenario has a limited time frame, so it will automatically

finish at the end of the third Game Round.



ANNIHILATION (TOP TIER)

MISSION OBJECTIVES



DEPLOYMENT



MAIN OBJECTIVES



Both players will deploy on opposite sides of the game table,

in a standard Deployment Zone 12 inches deep.



»» To kill between 100 and 200 enemy Army Points (1 Ob-



jective Point).



SCENARIO SPECIAL RULES



»» To kill between 201 and 300 enemy Army Points (2 Objective



KILLING



»» To kill more than 300 enemy Army Points (3 Objective Points).



A trooper is considered Killed when enters Dead state, or is

in a Null state at the end of the game.



Points).



»» If you have between 100 and 200 surviving Army Points



Troopers that have not been deployed on the game table at

the end of the game are considered Killed by the adversary.



»» If you have between 201 and 300 surviving Army Points



NO QUARTER



(1 Objective Point).



(2 Objective Points).



»» If you have more than 300 surviving Army Points (3 Objective



Points).



CLASSIFIED

Each player has 2 Classified Objectives (2 Objective Points for

each one).



In this scenario, Retreat! rules are not applied.



END OF THE MISSION

This scenario has a limited time frame, so it will automatically

finish at the end of the third Game Round.
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