Blackjack v4 — Tournament Organiser Guidance
Draft — 12 June 2026
This guide is for TOs running events with Blackjack v4 scoring. The scoring tables themselves are in the ruleset, and the calculator works out the right numbers for your points level. This document covers the part that’s up to you: which scenarios to run, when to run them, and what to watch out for. It’s advice, not law — you’re the TO and you make the final call.
Why scenario choice is safer than it used to be
Every scenario in v4 is tuned so the big bonus swings happen about as often no matter what you schedule. In most games (around 60%) neither player earns a scenario bonus at all. Roughly one game in four gives ±1. The full +4 swing only turns up in about one game in fifty — and that’s true whether the round is Pillage, Invade or Bulldog.
The old system didn’t work that way. Dominate was handing out +4 in about a third of games at 2300 points. So a TO’s scenario picks were quietly deciding how swingy the whole event would be, without anyone meaning them to. Under v4 that’s gone. Pick scenarios because they’re fun and varied, not because you’re worried about the maths.
Some scenarios simply can’t support the full bonus range. Loot only has 3 tokens, so a 3–0 sweep is the biggest possible win — and it happens far too often to be worth +4. Scenarios like that get their bonus capped instead. A capped scenario isn’t a broken scenario. The cap is what makes it fair to schedule at all.
Maximum round scores
The system runs 0–21, but not every scenario can reach 21. Here’s the highest score possible in a round of each:
	Max score
	Scenarios

	21
	Pillage (7 objectives), Salt the Earth, Protect and Raze, Compass Points, Control, Hold the Line, Wrack and Ruin, Plunder, Stockpile, Seek and Destroy, Fool’s Gold, Smoke and Mirrors, Pieces of Eight, Push (5 or 7 counters), Dominate, Invade, Bulldog, Kill

	20
	Pillage (6 objectives), Push (3 counters), Raze

	19
	Loot

	18
	Portal of Peril



Two hard rules
These two are part of the system, not suggestions:
1. Pillage: reroll a D3 result of 1. Agree this before deployment. There’s no scoring table for the 5-objective version — with so few objectives it can’t be scored fairly. Only the 6 and 7 objective versions are played under v4.
1. Push and Pillage use a different table for each D3 result. The roll decides which table applies. Don’t mix them up or average them.
Which scenarios suit which events
	Scenario
	3–4 game event
	5–7 game event
	Pivotal round*

	The 13 standard scenarios (full 21)
	Fine
	Fine
	Fine

	Dominate / Invade
	Fine
	Fine
	Fine

	Push (any version)
	Fine
	Fine
	Fine

	Bulldog / Raze
	Fine
	Fine
	Fine — see the data note

	Loot
	Avoid
	Fine
	Avoid

	Portal of Peril
	Avoid
	Early rounds only
	Avoid

	Kill
	Themed/casual events
	Themed/casual events
	Avoid



*A pivotal round is one that decides final placings — the last round of any event, and the last two rounds of a 3-game event.
The reasoning is simple. In a short event there’s no time to recover from a big swing, so anything swingy (Loot) or anything that barely separates players (Portal of Peril) costs more than it adds. In a 5–7 game event the field has time to sort itself out, and both are fine early on.
Round order
Save the scenarios with the full 21 range for the rounds that decide the event. The final round needs to separate the top tables, so use a standard scenario, Dominate, Invade, or Push with 5 or 7 counters. Capped scenarios belong early or mid-event, where a compressed result costs nobody anything.
Portal of Peril gets its own warning. Both players start on 4 VP and steal from each other, so most decisive games end 8–0 — there’s no middle ground. The ±1 cap keeps the damage out of the standings, but the game still feels all-or-nothing to play. If you want it in your event, run it round 1 or 2 and tell players up front that the bonus ceiling is ±1, so nobody’s surprised. It’s also a brand-new scenario — if you run it, we’d love to hear how it played (see the data note).
It’s also worth mixing up what the scenarios ask of players across the weekend — holding objectives, carrying loot, projecting unit strength — so one list build doesn’t get a free ride. Don’t run Dominate and Invade back-to-back; they reward the same thing.
Kill
Kill isn’t one of the 20 official 4th Edition scenarios — v4 keeps it as a legacy option. There’s no scenario bonus at all; the whole result is attrition, scored on an extended ±7 table (the calculator has the thresholds for your points level). A 14 + 7 round reaches the full 21. It’s a good fit for themed or casual events. Don’t use it as a deciding round — when killing is the only thing that scores, a bad matchup has nowhere to hide.
Points levels
You can run anything from 1500 to 3000 points. The scenario bonus tables stay the same at every size, except Dominate and Invade, which scale with points. Attrition thresholds scale with points for everything. Put your event’s points level into the calculator and it spits out the exact tables. The printed ruleset carries tables at 2300 points as the standard, plus worked attrition tables at 1500 / 2000 / 2300 / 2500 / 3000.
Draws
A drawn game scores 10/10 before bonuses — the one exception to the 21-point split.
Help us check the maths
v4’s numbers come from models, not from real events — yet. If you’re willing, keep your scoring sheets (they already record each player’s scenario VP) and send the results through. The scenarios where real data matters most are Bulldog and Raze, then Dominate, Invade and Portal of Peril. Where the modelling was uncertain we deliberately erred on the flat side, so the most likely finding is that a scenario under-rewards a dominant win — which is exactly what the next revision will fix.
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