
Wyrd Official Henchman Hardcore Format
Henchman Hardcore is a tournament version of Malifaux which focuses on quick, brutal decision making. It is perfect 
for a group which wants to face a new challenge and experiment with Malifaux in a slightly different environment. The 
key differences between Henchman Hardcore and regular Malifaux are the reduced game size (20 Soulstones) and 
the fact that all Crews must be led by a Henchman. Due to the emphasis on speed it may not be the best format for 
new players, but this can be overcome by adjusting the round times to the needs of your group.

Restrictions

Henchman Hardcore is different from standard Malifaux in the following ways:

•	 All Crews must be led by a Henchman, not a Master.

•	 The game size is 20 Soulstones.

•	 All Crews must contain exactly 4 models, no more, no less.

•	 Upgrades may be purchased, as allowed by the standard rules of Malifaux.

•	 The size of a Crew’s Soulstone Pool is limited by the Cache of the Henchman leading it; any Soulstones 
above this amount are discarded.

•	 Any Actions, Abilities, or Triggers which summon models are considered to be “blank” (they may not be 
used and have no effect on the game, as if they were not printed on the model).

•	 Only one Scheme will be available.

•	 The same Crew must be used in each round of the event.

Set Up

All rounds use the following set up:

•	 Deployment: Close.

•	 Strategy: Hardcore Turf War. This Strategy uses the Turf War rules 
(Core Rulebook pg. 66) with the exception that VP may be scored on the first 
Turn.

•	 Scheme Pool: Assassinate (Core Rulebook pg. 68). This is the only 
Scheme available and it must always be taken.

Tournament Rules

Use Gaining Grounds to determine pairings and score the 
event to determine the winner. Only the round times 
are different from the Gaining Grounds tournament 
standard:

•	 All round times are 30 minutes.

Thanks to the UK Malifaux scene for first thinking of this 
format!



Wyrd Official Treacherous Ties Format
Treacherous Ties is a tournament version of Malifaux which encourages players to change up their playstyles and make 
some interesting new lists. It is perfect for a group which has a wide selection of models and is looking for something 
new. The key difference between Treacherous Ties and regular Malifaux is that the Crew’s Leader may not be from 
the same Faction as the rest of the Crew. Due to the cross Faction nature of this format, it may not be ideal for new 
players, but that could be overcome if veteran players are willing to loan them models and help them along.

Restrictions

Treacherous Ties is different from regular Malifaux in the following ways:

•	 All Crews must be led by a Henchman, not a Master.

•	 The game size is 25 Soulstones.

•	 The only Henchman allowed in the Crew is the Leader.

•	 The Crew must select two Factions: one Faction from which the Leader will be selected, and another from 
which the rest of the Crew will be selected. The Leader may not share a Faction with the Crew and none of 
the Crew may share a Faction with the Leader (for example: if the Leader was dual Faction Ten Thunders 
and Resurrectionists, the Faction from which the Crew is selected must not be Resurrectionists or Ten 
Thunders, and no member of the Crew may have Ten Thunders or Resurrectionists as a Faction). Upgrades 
are purchased from the Crew’s Faction and may be attached to the Leader as if they were a part of that 
Faction (for example: if the Crew’s Leader is an Arcanist and the Crew is Guild, only Guild Upgrades will 
be available, and the Leader will be able to attach them as if they belonged to the Guild).

•	 The size of a Crew’s Soulstone Pool is limited by the Cache of the Henchman leading it; any Soulstones 
above this amount are discarded.

•	 Each Crew may only select one Scheme from the Scheme Pool.

•	 Schemes may not be revealed at the start of the game.

•	 The same Crew must be used in each round of the event.

Set Up

All rounds use the following set up:

•	 Deployment: Close.

•	 Strategy: Treacherous Headhunter. This Strategy uses the Headhunter rules (see Gaining Grounds) with the 
exception that VP may be scored on the first Turn.

•	 Scheme Pool: 

o	 Plant Explosives (Core Rulebook pg. 70)

o	 Treacherous A Line In the Sand: This Scheme uses the A Line In The Sand rules (Core Rulebook pg. 
68) with the modifications that it may not be revealed at the start of the game, and the Crew scores 1 VP 
for each Scheme Marker on the Centerline of the board at the end of the game (up to a max of 3 VP). 

Note: Remember that Schemes may not be revealed at the start of the game and each Crew may only select one 
Scheme.

Tournament Rules

Use Gaining Grounds to determine pairings and score the event to determine the winner. Only the round times are 
different from the Gaining Grounds tournament standard:

•	 All round times are 45 minutes.



Wyrd Official Tag Team Format
Tag Team is a tournament version of Malifaux in which two players play as a team. This format is good for groups 
who are looking for something different in terms of list building, as combining two lists is always interesting. Also, 
coordinating with another player adds a whole new dimension to the game. This format may be good for new 
players if they can be teamed up with a veteran willing to help them along.

Restrictions

•	 Each player must have a teammate, and each team is considered a single entity for tournament standings 
(players win or lose as a team).

•	 Each player assembles a legal 25 Soulstone Crew. One teammate must assemble a Crew led by a Henchman 
while the other must assemble a Crew led by a Master (note: in this case a Master may be selected to lead a 
25 Soulstone Crew). Then the teammates combine their Crews. While each individual 25 Soulstone Crew 
must be legal, the combined Crew may break the normal hiring rules. (For example, when selecting their 25 
Soulstone Crew, a player may only select one copy of a Rare 1 model. But if each teammate selects the same 
Rare 1 model, then the team as a whole may have two copies of the model when they combine their Crews. 
Similarly, the two Crews do not even need to be from the same Faction).

•	 All models on a team’s combined Crew are considered friendly to each other, although they will be controlled 
by the member of the team which hired them.

•	 The Soulstone Pool of the combined Crew is considered to be equal to the Cache of the Master plus the 
Cache of the Henchman who were chosen to lead the individual 25 Soulstone Crews. This may bring the 
Pool over the usual limit of 7. The size of the Crew’s Soulstone Pool cannot be higher than this combined 
Cache; any Soulstones above this amount are discarded.

•	 Each team shares a deck, but each player has a hand of 4 cards (instead of the usual 6) which may only be 
used for the Actions/Abilities and for Cheating Fate with the models belonging to their original Crew.

•	 Teams flip for initiative and alternate Activating models as if each team were a single player. However, each 
player has complete control over the models which they selected for their original 25 Soulstone Crew in all 
aspects including Cheating Fate and using Soulstones. When it is a team’s turn to Activate a model, they 
must choose which player’s model they are Activating.

•	 Each team shares a Soulstone Pool, so players must discuss using Soulstones with their teammate carefully!

•	 The Master is considered the Crew’s Leader for all Strategy and Scheme purposes.

•	 Teammates may show each other their hands without revealing them to the opposing team. However, all 
other communication must be public and in view/hearing range of the opposing team (and in a language 
they can understand).

Set Up

All rounds use the usual set up as determined by Gaining Grounds.

Tournament Rules

Use Gaining Grounds to determine pairings and score the event to determine the winner. Only the round times are 
different from the Gaining Grounds tournament standard:

•	 All round times are two hours and thirty minutes (150 minutes total). Due to the long round times, only 
three rounds are suggested.



Wyrd Official Enforcer Brawl Format
The Enforcer Brawl is an arena deathmatch where players take their favorite Enforcers and wreak as much mayhem 
as possible! This is a great format to use if you have spent all day playing competitively and your group is looking 
for something more laid back for the evening. It is also a great way to spend an afternoon if you want something 
different. This format is best played with between 4 and 8 participants; if your group has more people than this, you 
may want to consider breaking up into multiple Enforcer Brawls which are played simultaneously. 

Rules

Each player selects one Enforcer and attaches up to one Upgrade to it. The Upgrade must be something the 
Enforcer could have attached at the start of a normal game considering its Faction(s). (Leader only Upgrades may 
not be selected, for example.) The Enforcer must be one with a Cost which may be hired (no Coryphee Duets, for 
example).

The game is played on a standard table. Each player flips a card to determine deployment order; the player who 
flips highest deploys first, followed by the second highest, etc., until each player has deployed their Enforcer. If two 
or more players are tied, they reflip amongst themselves. Models may be deployed anywhere on the table which is 
more than 6” from another model.

Play proceeds for 6 rounds. Each round, all players flip for initiative; the player who flips highest must go first, 
followed by the second highest, etc. until all players have gone. If two or more players are tied, they reflip amongst 
themselves. If a model receives Reactivate, it receives a second Activation at initiative -1 (if multiple models Reactivate, 
they flip to determine which goes first).

 Before the game, assign a suit (R, t, etc.) to each table edge. On a player’s initiative, if they have no models in play 
or buried, they must flip a card which may not be cheated (reflipping jokers). The player places a new copy of the 
model they chose at the start of the Brawl (including its Upgrade) within 6” of the board edge corresponding to the 
suit flipped and then proceeds with their Activation as normal..

Restrictions

The Enforcer Brawl has the following restrictions/rules:

•	 Players have a hand of 4 cards, instead of the usual 6.

•	 Any Actions, Abilities, or Triggers which summon models are considered to be “blank” (they may not be 
used and have no effect on the game, as if they were not printed on the model).

•	 When a model is buried, it may choose to be sacrificed instead (in which case it counts as sacrificed by the 
model which forced it to become buried).

Scoring

At the end of 6 Turns, the player with the highest Victory Points wins. Players score VP in the following manner:

•	 3 VP for each opposing model killed or sacrificed. A player scores 4 VP instead if the model they killed or 
sacrificed had a higher Soulstone Cost (including the cost of Upgrades) than their model did.

•	 1 VP for dealing 1 or more damage to an undamaged enemy (this may stack with killing the model). A player 
scores 2 VP instead if the model they damaged had a higher Soulstone Cost (including the cost of Upgrades) 
than their model did.

•	 -3 VP for each time the player’s model was killed or sacrificed.

•	 Groups are encouraged to come up with their own variant methods of scoring by including things like 
hidden Schemes, bonus points for killing certain models, area control, rules for attaching more Upgrades, 
etc. These are the base rules, have fun with them!

Thanks to the NOVA Malifaux group for first thinking of this format!


