Guide to Torn pyramids for solos, doubles, triples, LotR

See also Torn’s readme file, and Doug’s Guide. This guide is not a replacement for those documents – it should be read in conjunction with them. For Torn’s readme file, you can skip the Installation section and you might get away with just reading the Quick Start section.
Round 1
Do the round 1 draw outside Torn, before the tournament starts. Try to get it published at least 20 hours or so before your event starts.
Take your list of teams in Excel, and add a column where the cell values are the formula “=RAND()”. This creates a random number for each row. Sort on this. (Note that after you sort, the random numbers won’t be in order – every time you do something, Excel re-randomises the numbers.) For tournaments where you get one game in round 1 (i.e.triples), you’re done.
For tournaments where you get more than one game in round 1 (i.e. solos, doubles), use FlattestGrid, available from http://dougburbidge.com/Apps/index.html
[image: ](Screenshots are from Wine on Ubuntu, which is why they look a little funny.)
Fill in the three boxes. If the total number of games is not an integer, FlattestGrid will create extra imaginary teams to fill the empty spaces. Press Go. FlattestGrid will search for a good grid. When the list of back-to-backs shrinks to nothing, click Stop, then click Show Plays. Scroll back past the (huge) who-plays-who grid, and pick out the last list of games. If there are 22 teams per game 9as above) the first game will contain teams 1 thru 22, and the second will contain teams 23 thru 44. Subsequent games will be listed in order, which makes it easy for teams to find their numbers.
Now, whether you have just one game each in round 1, or whether you used FlattestGrid because you have more than one, check to see where key personnel (EC, AEC) play. You want neither to play in the first game, and you don’t want both playing together in any subsequent game (otherwise there’s no-one to call in and brief the next game). it’s also desirable for the EC to not be in the last game of the round, because this makes the next-round draw a bit slower. (That one’s not as key, though.)
If there’s a clash, re-sort in Excel until there’s not.
While the EC is in playing, the AEC is wearing the big hat and should arbitrate any problems etc. If your arbitration decision is “I’m gonna wait until this game gets out” or “I’m gonna go talk to some other organiser(s)”, that’s fine.
Open Torn if you haven’t done so yet. Create a New League from Torn’s League menu if you haven’t done so yet. Go to View > Preferences > Dimensions and ensure you’ve got enough team boxes for your event. You probably want slightly more than there will be teams in a game.
Once round 1 starts, it’s desirable to commit games as you go. This will help identify any problems early, and will minimise time taken at end of round. But if you can’t commit games as you go, that’s OK – the system will remember at least the last 20 games, and (if configured correctly) much more. Typically, when you go play a game you’ll get behind a bit in committing, because you’ll be in the arena.
Repechage 1
As you approach the end of round 1, start practicing with the Pyramid dialog. On Torn’s League menu click “Set up Pyramid round…”. The values you set here will be remembered, even if you click Cancel, so this practice run sets you up for your actual run.
[image: ]The list of games you see in this screenshot is from Doubles 2016. your list will initially be empty and will gain games as you commit them. New this year; you can select a group of games, right-click and choose Label. This lets you label games in a way that persists from one run of Torn to the next. In this case I’ve labelled the first 18 games as “Round 1”.
Select all the round 1 games (which right now should be all the games in the list), right-click and mark them as “Round”. Don’t pick “Round...” (with ellipsis) – that’s for later. Set the first box at left appropriately (22 or so for solos; 8 for doubles; 6 for triples). Set the number of teams from round 1 that are going to the repechage in the second box at left. Leave the third box at 0 – we don’t have a repechage to pull from yet.
Set “top or bottom” to “bottom” – this is important. Without this, you’ll be sending the winners to the repechage, not the losers.
Leave “Score or rank” at “victory points and/or score”.
Set Round title to “Repechage 1”.
Ensure all games are committed. You can check the Games dropdown on Torn’s main form: new this year, committed games should be green.
Also print a team ladder (yes, even in solos) and check that each team has ‘2’ for ‘number of games played’. (You can also check that ladder on screen, but this is the sort of thing that it’s nice to have on paper just in case.) (That on-screen ladder is not a “modal” dialog – you can leave it open while you do other things in Torn, including going to the pyramid dialog. I usually do leave it open, to have something to double-check against.)
Also print a Game Grid report and post where players can see it – if you’ve made any mistakes, players will spot them, and it’s best to let them spot the mistakes sooner rather than later.
Go to the Pyramid dialog, and do your real live repechage draw. New this year, you can see where players are coming from as well as where they’re going to:
[image: ]This is round 2 of doubles 2016 – for round 1, you’ll need to make the dialog big if you want the “from” to be legible.
At this point you want to check that your draw is correct before you publish. Take a look at the top-scoring team – make sure they’re not in the repechage. Take a look at the team that just barely made the cut to round 2, and the team that just barely didn’t, and make sure they’re going in sensible directions. Take a look at the very bottom team, and make sure they’re in the repechage. (They’ll be at the very bottom of the draw, either in the first or last game.)
In the example above, we see that Drayke & Ace have gone stright through and are not listed in the repechage. Similarly for Snake & Mopar, who just barely made the cut. Fitzy & UBH8IN just missed the cut and are listed first; Snosh & Fuggen are the lowest, and are listed. So that’s all good.
Publish: tick “this screen”, “TBoard”, “HTML” and “printer” boxes at bottom left, and click OK. Print at least 3 copies of this one: one for EC, one for AEC, one for pin-up board for players. Also take a photo of the on-screen draw with your phone.
If the EC and AEC are both in the same game, then make the smallest change necessary to fix this: typically this would be to swap the lower-ranked of you with the team immediately to the right or left (so as to not mess up the difficulty of games). Or just live with it – now that you’ve briefed everyone, it’s not as big a deal. There’s no way to do this swap in Torn, so do it with microphone and biro.
Give players a few seconds to check for mistakes on the version they can see on the scoreboard, then call game 1.
Again, during the repechage, commit games as you go.
Again, near the end of the repechage, start to set up the Pyramid dialog for the next round draw. Label repechage games as Repechage 1. 
If this is triples, there’s a repechage 1B to come yet. Set the number of teams coming from last round to 0, leave “top or bottom” at “bottom”, and set “number of teams from last repechage” to however many are not making the cut. Then do the repechage 1B draw as above.
For rep 1B for triples, or rep 1 for the others: right-click and choose “Repechage...” and fill in the number of teams that we’re taking from each game (top 5, top 2, top 1). if there’s some games we’re taking more from (because they have the best third-placed team and our rule says that we’re taking the best third-place, or whatever), then right-click that particular game and mark it as taking one more. The “from” report will help you with this, or print an “Ascension” report and scribble all over that to be sure you’ve got it right.
(The reason that we have some games marked as “Round” and some as “Repechage” is partly because we’re specifying exactly how many come from each repechage game, and partly so that Torn knows to sort the people who made it through the round higher than the people who went via the repechage.)
New this year: click the Colour button, and Torn will assign colours to teams. There should be no need to do this in solos, but in doubles and triples, this could be handy. Previously we’ve not started allocating colours until round 3, but this new feature might make it easy to do so from Repechage 1 onwards. (I still wouldn’t bother for round 1.)
Follow a similar quality process as last time; check that the first and last teams that got through the round actually appear in the draw; check that the first and last team that got through the repechage are shown; check that the top team that didn’t get through is not shown.
Publish.
Round 2
Select all the round 1 and repechage 1 games and click “Clear” – we don’t want to draw from these any more. Select all the round 2 games and click “Round…” (with the ellipsis this time) and mark however many go to the repechage (bottom 6, bottom 5, etc). Otherwise, pretty much follow what you did above..
Repechage 2
Same as repechage 1, really. Don’t forget plan B: if we’re wildcarding a few teams forward from repechage 2 straight into repechage 3 in order to make the numbers work, the Pyramid dialog doesn’t really have a good way to represent that. So make sure the teams that are wildcarding forward know, so that they turn up for their rep 3 game.
Round 3
Same as round 2. by this time, players know where to be and what to do, so having the EC and AEC in the same game is no problem. What is a problem is that you want someone who is not in the game to be able to arbitrate any problems. If the problem comes up, maybe grab a third person (Doug, Matt, Bootza, Tim, etc.) and tell them that they’re officially wearing the big hat.
Repechage 3
Plan B: the Pyramid dialog doesn’t really have a good way to represent that. So again, it’s microphone and biro. You should probably try to continue the zig-zag assignment of teams to games, but it’s not super-critical.
Finals
Assign colours in the first game either by hand or by the Colour button. Assign colours in subsequent games by hand: you can just write down colours yourself, or let players draw from a deck of cards or pull from a hat or whatever.
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Set up a Pyramid round

Pyramids can be used in large solos or doubles tournaments.
Select the games from the previous round to draw teams from, and decide how many teams will proceed to the next round
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Set up a Pyramid round

Pyramids can be used in large solos or doubles touraments.

Select the games from the previous round to draw teams from, and decide how many teams il proceed to the next round.
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