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DATA CUBE 2017 

 

WHERE AND WHEN? 

The Clash of the Titans Tournament is always located at Cherrybrook Technology High School  
Address: 28-44 Purchase Rd, Cherrybrook NSW 2126 
The Tournament will be a one day event held on Saturday the 18th of February 2017 players will 
need to arrive at the event at 8:30am for registration, with games to commence at 9:00am. 
Further Details can be found at http://cherrybrooktechadepts.com 
 

HOW MUCH WILL IT COST ME? 

The Infinity Tournament DATA CUBE will cost Players $25.00. This is to cover venue hire and the cost 
of prizes. 
 
Prizes at this event: 

 1st Place 

 2nd Place 

 Best Painted 

 Best Sportsman 
 

SCHEDULE 
 8:30am to 9:00am – Arrival and check-in with Tournament Organiser (TO) 

 9:30am to 11:00am – Game One 

 11:10am to 12:40pm – Game Two 

 12:40pm to 1:10pm – Lunch. Please set up your armies as painting will be judged during this 
period. 

 1:30pm to 3:00pm – Game Three 

 3:10pm to -4:40pm – Game Four 

 4:40pm to 4:55pm – Pack up whilst results are determined 

 5:00pm to 5:30pm Results and Prizes 

CONTACT 
Morgan Hastings 

Tournament Organiser: Infinity 

Datacube.clash@gmail.com  

 

http://cherrybrooktechadepts.com/
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ARMY RESTRICTIONS 
You are permitted one army list for this Tournament. 
Your army has a limit of 200 points 4 SWC. 
No troop profiles are banned for this tournament. 
Armies must be created via the army list creator found on the infinity website. You should be 
prepared to provide printed copies of your public information to your opponent. 
http://www.infinitythegame.com/army/ 
Army lists must be submitted as PDFs to the Tournament Organiser via email on or before the 11th 
of February. 
The email address to send it to is datacube.clash@gmail.com, please include your full name with 
the list. 
 
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 required 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. 
 

TOURNAMENT RULES 

REMEMBER Infinity is first and foremost a game and events should be fun for everyone involved. 
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 
To take part in an official ITS event, players are required to bring everything they need to play, 
including: 

 Miniatures 

 Access to the N3 Rulebook, FAQ’s and any other official Errata (use of electronic devices is 
ok) 

 Classified Objectives Deck 

 Tape measure 

 Templates, Markers and Tokens 

 Dice 

http://www.infinitythegame.com/army/
mailto:datacube.clash@gmail.com
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 4X Objective markers on 40mm bases 

 1 HVT Model based on 25mm bases 

 Copies of your 200pt Army List. 

 Copies of your 200pt Army List with Public information. 
 
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 always. 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. 
 
Sportsmanship scores will count towards your total score. At the end of each game you will be 
asked to give your opponent a score from 1 to 5 on your score sheet. 1 being an unpleasant gaming 
experience and 5 being a memorably enjoyable game. 3 would mark a standard gaming experience. 
Scores of 1 or 2 will be further investigated by the TO. 
 

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. 
Proxies are allowed but must be on the same base size and should be as close an approximation of 
the figure they represent as is possible. Should an 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. A Proxy Model may not be included in the 
painting competition. 
 

CONVERTED FIGURES 
Use of converted figures is allowed, and in fact encouraged, if 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. 
 

PAINTING 
Your Painting score will be used to determine the winner of the painting prize. The Painting Score 
will be determined by the following criteria: 

 0 – Unpainted: The majority of models are unpainted beyond primer. 

 2 – Tabletop Minimum: All models are painted to a basic standard (few colours, 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. 
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 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. 

 BONUS POINTS are the objective markers and HVT painted to the same standard as the rest 
of the army? 1-2 points 

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. 
 

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. 
 

REGIONAL RANKINGS 

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. 
At the end of the season, prizes will be awarded to the winners of each of the three Regional 
Rankings. 
 

RANKS 

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. 

MISSIONS 
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 

http://www.infinitythegame.com/


 

 
 

5 

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 IN 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. 

 

Tournament Round: MISSION: 

Game 1 FRONTLINE 

Game 2 TRANSMISSION MATRIX 

Game 3 SUPPLIES 

Game 4 DECAPTITATION 
 

CLASSIFIED OBJECTIVES 

Each player is expected to have their Classified Deck with them on the day. 
 
Before deployment both players will need to:  

 Shuffle the deck in front of his opponent and pick two cards for each Classified Objective 
determined in the scenario.  

 He will be allowed to discard one of them.  

 The discard will take place before picking the next two cards for the following Classified 
Objective.  

 The Classified Objectives are considered Private Information until they are fulfilled.  

 The player must keep his Classified Objective cards and show them to his opponent if he 
demands it once the Objective has been fulfilled. 
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MISSION BRIEF 1: FRONTLINE 
Table Configuration: A. Special Rules: Sectors (ZO), Dominate ZO 

MISSION OBJECTIVES 

MAIN OBJECTIVES 

 To dominate the nearest Sector to your Deployment Zone (1 Objective Point). 

 To dominate the central Sector (3 Objective Points). 

 To dominate the farthest Sector from your Deployment Zone (5 Objective Points). 

CLASSIFIED 

Each player has 1 Classified Objectives (1 Objective Point), Draw 2 Classified Objectives discard 1. 

DEPLOYMENT 

Both players will deploy on opposite sides of the game table, in a standard Deployment Zone 12 
inches deep. 

SCENARIO SPECIAL RULES 

SECTORS (ZO) 

When the game is finished, but not before, 3 Sectors are marked out. These Sectors are 8 inches 
deep and as wide as the game table. Two of these Sectors are placed 4 inches from the central line 
of the game table, one on each side, and the third Sector is a strip 8 inches deep in the central area 
of the table. 
 
In this scenario each Sector is considered a Zone of Operations (ZO). 

DOMINATE ZO 

A Zone of Operations (ZO) is considered Dominated by a player if he has more Army Points than the 
adversary inside the area. Only troops represented by miniatures or Markers (Camouflage, Spawn-
Embryo, Seed-Embryo…) count, as well as AI Beacons, Proxies and G: Servant Troops. Troops in a Null 
state do not count. Markers representing weapons or pieces of equipment (like Mines or Deployable 
Repeaters), fake Holoechoes, and any Marker that does not represent a trooper does not count 
either. 
A trooper is inside a Zone of Operations when more than half the trooper’s base is inside that ZO. 

SHASVASTII 

Troops possessing the Shasvastii Special Skill that are inside a Zone of Operations count while they 
are in the Spawn-Embryo state or any non-Null state. 

BAGGAGE 

Troops possessing the Baggage piece of Equipment that are inside a Zone of Operations and any 
non-Null state also count, providing the extra Army Points this piece of Equipment grants. 

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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Mission 1: FRONTLINE 
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MISSION BRIEF 2: TRANSMISSION MATRIX 
Table Configuration: J. Special Rules: Transmission Areas (ZO), Dominate ZO. 

MISSION OBJECTIVES 

MAIN OBJECTIVES 

 Dominate the same number of Transmission Areas as the adversary at the end of each 
Game Round (1 Objective Point, but only if at least 1 Transmission Area is Dominated by the 
player). 

 Dominate more Transmission Areas than the adversary at the end of each Game Round (2 
Objective Points). 

CLASSIFIED OBJECTIVES 

Each player has 2 Classified Objectives (2 Objective Points each). Draw 4 Classified Objectives discard 
2. 
 

DEPLOYMENT 
Both players will deploy on opposite sides of the game table, in a standard Deployment Zone 12 
inches deep. 

SCENARIO SPECIAL RULES 

TRANSMISSION AREAS (ZO) 

There are 5 Transmission Areas of 4 inches radius. One is place at centre of the game table. There 
are two Transmission Areas placed on each side of the game table, 12 inches from the edges and 12 
inches from the central line of the game table. 
The centre of each Transmission Area must be represented by a Transmission Antenna Marker 
(TRANS. ANTENNA) or by a scenery piece of the same diameter (such as the Communications Array 
by Warsenal or the Sat Station Antenna by Customeeple). 
In this scenario each Transmission Area is considered a Zone of Operations (ZO). 
The Transmission Antennas are Repeaters for the Hackers of both players. The Transmission 
Antennas don’t apply the Firewall MODs. 

DOMINATE ZO 

A Zone of Operations (ZO) is considered Dominated by a player if he has more Army Points than the 
adversary inside the area. Only troops represented by miniatures or Markers (Camouflage, Spawn-
Embryo, Seed-Embryo…) count, as well as AI Beacons, Proxies and G: Servant Troops. Troops in a Null 
state do not count. Markers representing weapons or pieces of equipment (like Mines or Deployable 
Repeaters), fake Holoechoes, and any Marker that does not represent a trooper does not count 
either. 
A trooper is inside a Zone of Operations when more than half the trooper’s base is inside that ZO. 

SHASVASTII 

Troops possessing the Shasvastii Special Skill that are inside a Zone of Operations count while they 
are in the Spawn-Embryo state or any non-Null state. 

BAGGAGE 

Troops possessing the Baggage piece of Equipment that are inside a Zone of Operations and any 
non-Null state also count, providing the extra Army Points this piece of Equipment grants. 
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END OF THE MISSION 
This scenario has a limited time frame, so it will automatically finish at the end of the third Game 
Round. 
 

 
Mission 2: TRANSMISSION MATRIX 
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MISSION BRIEF 3: SUPPLIES 
Table Configuration: B. Special Rules: Tech-Coffins, Supply Boxes, Specialist Troops, Doctor and 
Paramedic Bonus. 

MISSION OBJECTIVES 

MAIN OBJECTIVES 

 For each Supply Box Controlled at the end of the battle (1 Objective Point). 

 If you have Controlled more Supply Boxes than your adversary at the end of the battle (3 
Objective Points). 

 If your adversary has no Controlled Supply Boxes at the end of the battle (2 Objective 
Points). 

CLASSIFIED OBJECTIVES 

Each player has 2 Classified Objectives (1 Objective Point each). Draw 2 Classified Objectives discard 
1. 

DEPLOYMENT 
Both players will deploy on opposite sides of the game table, in a standard Deployment Zone 12 
inches deep. 
It is not permitted to deploy in base contact with the Tech-Coffins. 

SCENARIO SPECIAL RULES 

TECH-COFFINS 

There are a total of 3 Tech-Coffins. One of them must be placed in the centre of the table while the 
other two must be placed along the central line of the table, at 12 inches from its edge. 
Inside each Tech-Coffin there is one Supply Box. The Tech-Coffins must be represented by a Tech-
Coffin Marker or with a scenery piece of the same diameter on a 40mm base. 

SUPPLY BOXES 

The Supply Boxes must be represented by a Supply Box Marker, or a similar scenery item on a 25mm 
base. 

EXTRACT SUPPLY BOXES (SHORT SKILL) 

LABELS: Attack. 
REQUIREMENTS 

 Only Specialist Troops can declare this Skill. 

 The Specialist Troop must be in base contact with a Tech-Coffin. 
EFFECTS 

 Allows the Specialist Troop to make a Normal WIP Roll to Extract the Supply Box, with a 
succeed roll a SUPPLY BOX Marker must be placed besides it.  

 If the roll is failed, this can be repeated as many times as necessary, each time spending the 
corresponding Short Skill and making the roll. 

 Once the roll is successful, the Tech-Coffin marker is removed from the game table. 

 If a scenery item is used instead of a Marker, then it can be kept on the game table but a 
Disabled (DIS) Marker must be placed besides it. 
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PICK UP SUPPLY BOXES (SHORT SKILL) 

LABELS: Attack. 
REQUIREMENTS 

 The troop should be in one of the following situations: 

 Be in base contact with a figure in a Null state with a SUPPLY BOX Marker. 

 Be in base contact with an allied troop in a Normal state with a SUPPLY BOX. 

 Be in base contact with an alone SUPPLY BOX Marker. 
EFFECTS 
Spending one Short Skill, without Roll, any troop can pick up a Supply Box in any of the situations 
previously mentioned. 
The troops must accomplish the Common Rules of Supply Box. 
COMMON RULES OF SUPPLY BOXES 

 Each miniature can carry a maximum of 1 Supply Box. As exception, Troops possessing the 
Baggage Special Skill can carry up to 2 Supply Boxes. 

 Only figures, and not Markers, (Camo, Impersonation, Holoechoes…) can carry the Supply 
Boxes. 

 The Supply Box Marker must always be kept on the table, even if the miniature which is 
carrying it passes to a Null state. 

CONTROLLING THE SUPPLY BOXES 
A Supply Box is considered to be Controlled by a player if, at the end of the game, that player has a 
model, but not a Marker, carrying it. That trooper cannot be in a Null state and in base contact with 
any enemy figure. 
SPECIALIST TROOPS 
For the purposes of this scenario, only Hackers, Doctors, Engineers, Forward Observers, Paramedics 
and troops possessing the Chain of Command Special Skill are considered Specialist Troops. Hackers, 
Doctors and Engineers cannot make use of Repeaters or 
G: Servant models to perform tasks reserved for Specialist Troops. A Specialist Trooper with a 
Disabled Marker can still accomplish the Objectives of this scenario. 
REMEMBER 
Troops with the Specialist Operative Special Skill can accomplish the different functions Specialist 
Troops have in this scenario. 
DOCTOR AND PARAMEDIC BONUS 
Troops possessing the Doctor Special Skill have a MOD of +3 to the WIP Rolls necessary to Extract 
the Supply Boxes. 

END OF THE MISSION 
This scenario has a limited time frame, so it will automatically finish at the end of the third Game 
Round. 
If one of the players starts his active turn in a Retreat! state, the game will end at the end of that 
Turn. 
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Mission 3: SUPPLIES 
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MISSION BRIEF 4: DECAPITATION 
Table Configuration: A. Special Rules: Reinforced Tactical Link, Killing. 

MISSION OBJECTIVES 

MAIN OBJECTIVES 

 To kill the same amount of Army Points as the adversary (2 Objective Points). 

 To kill more Army Points than the adversary (3 Objective Points). 

 To kill the same amount of Lieutenants as the adversary (2 Objective Points). 

 To kill more Lieutenants than the adversary (3 Objective Points). 

CLASSIFIED OBJECTIVES 

Each player has 2 Classified Objectives (2 Objective Points for each one). 

DEPLOYMENT 
Both players deploy on opposite sides of the game table, in a Deployment Zone 16 inches deep. 

SCENARIO SPECIAL RULES 

REINFORCED TACTICAL LINK 

 In this scenario the rule Loss of Lieutenant does not apply. 

 In this mission, the identity of the Lieutenant is always Public Information. The player must 
indicate which Marker is the Lieutenant if it is in a Marker state (Camouflaged, TO 
Camouflaged...) or which Markers are the Lieutenant in the case of a Holoprojector. 

 The Lieutenant must be placed on the game table at the beginning of the first Game Round, 
either as a model or as a Marker. Players may not deploy their Lieutenants in the Hidden 
Deployment state. 

 If the player lacks a Lieutenant during the Tactical Phase of the Active Turn because this 
trooper was not deployed or because it is in an Isolated or a Null state (Unconscious, Dead, 
Sepsitorized…), then the player must name a new Lieutenant, without Order expenditure. 
The identity of this new Lieutenant is also Public Information. It is compulsory such 
Lieutenant be a model or a Marker placed on the game table. 

KILLING 

A trooper is considered Killed when he enters Dead state, or is in a Null state at the end of the game. 
Troopers that have not been deployed on the game table at the end of the game will be considered 
to be Killed by the adversary. 

NO QUARTER 

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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Mission 4: DECAPITATION 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 


