MSO TOURNAMENT RULES & PROCEDURES

MASTERMIND

by Dario De Toffoli

TOURNAMENT 

Swiss tournament, with at least 7 to 9 matches. Till 10 players will be all play all.

In any case the precise number of matches will be announced before the start.

GENERAL RULES

For what is not specified here, regular rules are in use.

MATCHES

Each match consists of two games.

The first-named player is Codemaker in game 1 with the roles reversed in game 2.

Eight colours are in use, no blanks.

The code may include repeated colours.

The Codemaker secretly sets a code, then – when the Codebreaker declares to be ready - he starts the opponent's clock.

The player who has solved the code with less attempts wins the match and gets 1VP, while his opponent gets 0 VPs. In case of a draw, both get ½ VP.

CODEBREAKER

During his time the Codebreaker is free to manipulate pegs at will, he can arrange them on the table or over the board as well (but at the end he has to leave on the board only the new attempt).

The Codebreaker is not allowed to write anything and to use any other support: he can just manipulate the pegs.

When he presses the clock, his turn is over: he is not allowed to do anything but thinking during the Codemaker's time.

CODEMAKER

The Codemaker inserts the marker pegs in the appropriate holes in any order.

When he presses the clock, his turn is over: he can no longer change his answer.

TIME

The Codebreaker has 8 minutes.

The Codemaker has 4 minutes.

THE CODEBREAKER FAILS

If the Codebreaker’s time expires before he has solved the code he will be recorded as having scored 13 attempts.

If the Codebreaker fails to solve the code within the 12th line (the last on the board), he will be recorded in any case as having scored 13 attempts.

If both players score 13 attempts, both have lost and get 0 VP.

THE CODEMAKER FAILS

If the Codebreaker founds that the Codemaker has marked an attempt incorrectly (either during his time or at the end of the game), the Codebreaker is credited with having solved the code on the following line unless the code was correct on the line incorrectly marked.

Example: Codemaker incorrectly marks line 3. Codebreaker is credited with having solved the code in four attempts. If the incorrectly answered code was the right code to be solved (that is, the Codemaker did not realize that the code has already been solved), the Codebreaker is credited with the correct number of attempts and the Codemaker is penalized by ½ VP.

If the Codemaker’s time expires before the end of the game, the current attempt is considered incorrectly answered.

TIES

If at the end of the tournament 2 or more players have the same number of VPs, the following criteria are used in order as tie-breakers:

1- the results between players

2- the less number of attempts, excluding the lowest one

