












X-WING EVENT DETAILS

WTC X-WING TEAM EVENT DETAILS

The event will be played in X-Wing Second Edition in the Standard format (ref. “2.5” ruleset 
documentation, most recent version at the agreed cut-off date for updates). 

No additional list-building limitations will be enforced between lists of the same team, with the 
exception that only a single player can represent each Faction.

The event structure is to be determined based on attendance. If the event has 10 teams or less, 
Round Robin pairing will be used. If more than 10 teams register to the event the referee team 
will determine a fair and competitive event format that avoids any duplicated match ups until at 
least round 8 or 9.

Each team will be composed of up to 5 players with the possibility of registering 1 or more 
non-playing participants/substitutes. We want to stipulate this event is not tied to nationality like 
the WTC 40K or online XTC event are. While we encourage building the strongest team on a 
national level to come and compete, it is also perfectly fine to build an international team with 
TTS mates, bring your club mates over from your home country, or perhaps build a team with 
friends you made while playing the game abroad. 
 
Non-playing participants/substitutes can either function as a non-playing captain (hence dealing 
with pairings and team coordination, without playing) or as a coach in case said participant does 
not want to deal primarily with the pairing procedure. A substitute player may be swapped in 
before the start of a given round to play one of the submitted faction lists in lieu of another team 
member.

The team will present one squadlist from 5 of the 7 available factions: Rebel Alliance, Galactic 
Empire, Scum and Villainy, Resistance, First Order, Galactic Republic, and Separatist Alliance. 
Players are bound to a faction and cannot be assigned by their captain to a different faction every 
round. 

Please note that in case of an odd number of registered teams, a “Pirate” Team may be entered 
into the tournament to avoid byes.

List changes restrictions
During the event it will not be possible to change the submitted squadron lists.

GAME FORMAT AND LIMITATIONS

TEAM COMPOSITION & FACTION ASSIGNMENT
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WTC X-WING TEAM EVENT DETAILS

Each round will give 1 “Team Win” to the winning team.  Each individual victory awards the team 
1 “Player Win”. A round is won when one team has more “Player Win” conditions than the 
opposing team. In a case there are 2 wins and a draw condition for both teams, the round result 
is a tie and each team is rewarded 1 point instead of the 2/0 in case of a Team Win/ Team Loss. 

POSITIONAL TIEBREAKERS

The following is the ranking of results for a given team. In the case of a tie in terms of team 
points, consult the ranking below it to break said tie. E.g. If two teams are tied for Team Points 
(rank 1), then the tie breaker will be Sum of individual Players’ Wins (rank 2).

Team Points
Sum of Individual Players' Wins

Head-to-Head
Sum of Victory points for the round (sVP)

Strength of Schedule (SoS - not used in Round Robin)
Coin Toss

TOURNAMENT SCENARIOS

The X-wing 2.5 ruleset, Standard Format is played using scenarios. X-wing uses 4 scenarios for 
competitive events. Every round one of the scenarios will be randomly drawn using the proce-
dures described in the official rules.
 

PRIZES

Just like the singles event, there will be medals and championship rings for 1st, 2nd and 3rd 
place. We will be calling the favorite opponents, the best newcomers and the most improved 
team compared to last year on stage for a celebratory moment.

SCORING
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To facilitate pairings procedures WTC will provide cards for each team, with the faction clearly 
stated on the card. These will be referred to as “Factions” in the following paragraph.
Please remember that Factions should be paired and not players, to avoid confusion in case of 
Coaches subbing in for unavailable players. The Captain is responsible for pairing procedures but 
can consult with his teammates. Printed pairing cards with the 7 factions will be made available 
by the organisation and are part of the standard team package that comes with registering for 
the event. Of course teams are very welcome to customize, print and use their own team pairing 
cards.
 
A situation might occur where, due to sudden and unforeseeable circumstances, a Captain 
cannot perform pairings. The Captain may temporarily promote one teammate or Coach to 
substitute for this honor - obviously, said Captain is also allowed to blame this substitute for how 
pairings went!

 

1. Captains decide if they want to use their substitute player this round, in which case they 
immediately inform the opposite Captain which player and faction list will be subbed in for

2. Each captain secretly chooses one of the 5 factions from their team (‘attacking’);
3. The ‘attacking’ factions are revealed simultaneously;
4. Each captain secretly pairs two of the other factions of his team (‘defenders’) to the ‘attack-

ing’ opposing faction (for example placing the two corresponding cards face-down near the 
face-up card corresponding to the ‘attacking’ opposing faction);

5. The ‘defenders’ are revealed simultaneously;
6. Each captain secretly chooses one of the two opposing ‘defenders’ to play against his 

‘attacking’ player;
7. Pairings chosen this way are revealed simultaneously; the remaining ‘defender’ from each 

team goes back to the ‘player’s pool’ (the corresponding card goes back in his captain’s 
hand);

8. Repeat 1-6, each captain secretly chooses another available faction from their team as 
‘attacking’;

9. The remaining player from team A plays against the remaining player from team B.
 
In case of irregularities or controversies the Judge can intervene and, if necessary, allow one 
captain to decide one or more pairing/s by themselves as a penalty given to the opposing team. 
In the case of infractions from both teams, the Judge themselves will decide the pairings.

PAIRING PROCEDURE

PAIRING GUIDE
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END OF THE GAME - WHAT TO DO

Standard rules for checking the criteria for winning (i.e. ending) the games are used. See 
X-Wing Rules reference, page 11 (End Rules). A round is considered finished when the Step 4 of 
the End Phase (i.e. Recurring and Negative Recurring charges) is completed. If winning condi-
tions are not met, the Planning Phase of the next round begins.

Please keep in mind that players are asked to keep an acceptable game pace and not stall the 
game, adhering to the "Premier" tier of the event as per the XWA Competitive In-Person event 
rules.

When your game is complete, BOTH Players must report the results to the respective Captains.  
Please double check for accuracy. 

Captains will then report the score to the TO/Judge Team

PAIRING PROCEDURE

OLIVER POCKNELL’S
 HANDY PAIRING GUIDE: WATCH HERE!










