Changes to the 2000-2001 Floor Rules
This document provides an overview of the changes from last season’s documents. Minor editing changes are not necessarily noted. Also be aware that there are two slight changes in the appendix of the Magic Floor Rules between the original posting of the 2000-2001 Floor Rules and this changes document: the K-value and REL of both the Amateurs Championship and Grand Prix Trials have been updated.

Universal Tournament Rules
3.
Player Eligibility

This section has been updated to cover Hasbro employees as well as immediate family members or persons living in the same household as Wizards of the Coast or Hasbro employees.

< Any player is eligible to participate in a DCI-sanctioned event except for the following:

•
The tournament organizer of record (unless he or she is judging in an event that uses the Three-Judge System; see section 19);

•
The head judge and any other listed judges of record (exception: see section 19—Three-Judge System);

•
Players currently suspended by the DCI;

•
Wizards of the Coast® and Hasbro corporate employees;

•
Former Wizards of the Coast and Hasbro corporate employees (until three months after their last day of employment at Wizards/Hasbro); 

•
Wizards of the Coast (including The Game Keeper®) retail store employees must consult with their employers for sanctioned-event participation rules.

•
Immediate family members regardless of location of residency and persons living in the same household as Wizards of the Coast and Hasbro corporate employees are not permitted to participate in any premier events or in any event offering an invitation to a premier event. Refer to the definition of  "Premier Events" in appendix B for further information.  

•
Employees of distributors (outside of North America) and strategic partners must consult with their local Wizards of the Coast office for sanctioned-event participation rules;

•
Playtesters of card sets used in the event (until one month after the official release date of those card sets);

•
Other players specifically prohibited from participation by DCI or Wizards of the Coast policy (for example, previously


qualified players may not participate in Magic: The Gathering Pro Tour™ Qualifier tournaments).

•
Invitation only tournaments such as Pro Tours may have additional criteria regarding player eligibility. >
19. Three-Judge System
This section has been fleshed out to more fully explain the restrictions placed on using the three-judge system.

< The Three-Judge System has the following restrictions: 

•
The event must have at least 8 but no more than 16 players.

•
Premier events are not eligible for the three-judge system. Please refer to the definition of  "Premier Events" in appendix B. Note that Friday Night Magic events and L5R storyline events may use the three-judge system.

•
The Three-Judge System may only be used in one-on-one tournaments and not multiplayer events.

•
Events that use the Elo rating system and the three-judge system are limited to a K-value of 8.

•
Organizers choosing this system must announce its use before the tournament begins and identify the three judges as head judge, secondary judge, and tertiary judge.

•
Tournament organizers may only participate in events they sanction if they are using the Three-Judge System and work as a judge within that event. These types of events are the only ones in which judges and/or tournament organizers are allowed to participate.

When using the Three-Judge System, the head judge makes all rulings, except when a decision is needed in a game in which the head judge is participating. If a ruling is needed in a head judge’s game, the secondary judge makes the call. The only time the tertiary judge makes a ruling is when the head judge is playing against the secondary judge. >

21.
Shuffle

It is now clear that players are not just responsible for the ending configuration of their deck, but that they must make sufficient effort to randomize their deck. In addition, judges are more clearly empowered to make a determination on both the final randomization of the deck and if the method used to shuffle was adequate.

< All shuffling must be done so that the faces of the cards cannot be seen. Regardless of the method used to shuffle, players’ decks must be sufficiently randomized. Each time players shuffle their decks, they must present their decks to an opponent for additional shuffling and/or cutting. At the judge’s discretion, players may request to have a judge shuffle their cards rather than pass that duty to their opponents. By presenting their decks to their opponents, players state that their decks are sufficiently randomized. 

After decks are presented and accepted, any player who does not feel their opponent has made a reasonable effort to sufficiently randomize the deck must notify a judge. The head judge has final authority to determine whether or not a deck has been sufficiently randomized. The head judge also has the authority to determine if a player has used reasonable effort to randomize the deck. If the head judge feels that either the deck has not been sufficiently randomized or that a player has not made a reasonable effort to randomize the deck, the player will be subject to the appropriate provisions of the Penalty Guidelines. 

To aid in randomization, the DCI recommends that players always shuffle their opponent's decks.

Once opponents have the opportunity to shuffle and/or cut players’ decks, the cards are returned to their original owners. If the opponent has shuffled the player’s deck, that player may make one final cut. >
22. Tardiness
The reference in this section was changed to the Penalty Guidelines.

<Players are expected to be in their seats when each round begins. Players arriving at their seats after the round begins may be subject to tardiness penalties listed in the DCI Universal Penalty Guidelines. Players who fail to arrive at their seats by the end of any round will be dropped from the tournament. >

25. Conceding Games or Matches

It is now explicit that players are not allowed to determine the outcome of a match through a random method such as a coin flip or die roll. The situations when players are permitted to agree to a prize slit are more thoroughly explained.

< Players may concede a game or match at any time within the following guidelines. The conceded game or match is recorded as a loss for the conceding player. If a player refuses to play, it is assumed that he or she concedes the match.

The following actions are prohibited:

•
Offering or accepting a bribe or prize split in exchange for the concession of a match

•
Attempting to determine the winner of a game or match by a random method, such as a coin flip or die roll

Players who engage in these actions will be subject to the appropriate provisions of the DCI Penalty Guidelines. 

Players may only agree to split the tournament prizes in exchange for concession of a game or match if all of the following conditions are met:

•
Splitting a prize in exchange for concession is only permitted in the final match of the single-elimination portion of a tournament (this means there are only two players remaining in the entire event). It is not permitted at any time in Swiss-only tournaments.

•
Offering to split a prize in exchange for concession must be done in the presence of a judge.

•
A prize-split agreement in exchange for concession must involve only the prizes associated with the first- and second-place prizes.

•
A player may not introduce any incentives other than the prizes associated with the tournament.

Example: The first-place prize in an event is one box of boosters, and the second-place prize is $50. The two players in the very last round of the single-elimination portion of the event may decide to split the $50 and the box of boosters any way they wish. The decision to split the prizes must be done in the presence of a judge. They are not permitted to make an agreement that involves $150, as that is outside of the prizes associated with first and second place.

Players are allowed to share prizes they have won as they wish, such as with teammates, as long as any such sharing does not occur as an exchange for concession of a game or match.

Prizes may be reallocated in a manner other than originally announced by the tournament organizer only if all players remaining in the event agree on the new prize distribution. A concession may not be made in conjunction with any such redistribution of prizes. For example, if all of the players in the Top 8 single-elimination portion of a tournament decide to spilt the first- through eighth-place prizes equally among themselves instead of following the original distribution announced by the organizer, they may do so as long as no matches are conceded in exchange for the prize split.

In addition, players in L5R storyline events may offer bribes at any time as long as any such offers are made in character and are made in the presence of a judge. The judge has the authority to approve or disapprove the bribery and must make a note of the action in the tournament report. >

33. Card Elevation

It is now clear that players are required to keep their cards above the playing surface at all times, including during sideboarding.

<Players must keep their cards above the level of the playing surface at all times, including during sideboarding. Revealing your hand to your opponent is not considered to be a violation of the DCI Universal Tournament Rules. >

34.
Proxy Cards

This section is more fully explained.

< The use of proxy cards is not permitted except under the following conditions:

•
If a card becomes accidentally damaged or excessively worn through play in the current sanctioned tournament, the judge may provide a proxy replacement card at his or her discretion, or require the player to sleeve all of his or her cards before play continues.

•
If a card opened out of sealed product for use in a limited tournament is misprinted, miscut, or otherwise damaged in a way that would cause the card to be marked, the judge may provide a proxy replacement card at his or her discretion.

Players are not permitted to create a proxy. When a judge creates a proxy for a player, it is included in the player’s deck. The original card is kept close at hand during the match. When the proxy is in play, replace it with the original. When it returns to the player’s deck/hand, swap it with the proxy. This replacement method helps ensure that the opponent is able to clearly see the intended card and to avoid confusion.

The term “proxy” includes counterfeit cards or any card that is not a genuine game card. Counterfeiters will be prosecuted to the fullest extent of the law. >

35. Card Sleeves

It is now clear that judges may disallow card sleeves that are of a design that may interfere with shuffling, such as top loaders.

<Once a match begins, players may request that the judge inspect an opponent’s card sleeves. The judge may disallow a player’s card sleeves if the judge believes they are marked, worn, or otherwise in a condition or of a design that interferes with shuffling or game play. To avoid confusion, a card sleeve may also be used to mark a player’s card if the card is in an opponent’s playing area. >

37. Game Markers

This is an entirely new section.  There have been two long-standing, unwritten rules regarding game markers.  The first is that players may not use cards whose backs match the backs of the deck for game markers such as token creatures.  By requiring game markers to have easily differentiable backs, players are prevented from accidentally shuffling them into their deck.  The other long-standing rule is that players may not have anything on top of their deck (such as a card or counter to remind them not to draw because of Necropotence in a Magic game).  Placing objects on top of the deck tend to create confusion.  Also, players and judges should always have a clear view of their own and their opponent's decks to prevent unseen library manipulation.

< Game markers, such as tokens or reminders of a game effect, may not be designated by cards with identical backs as the cards in a player's deck if the deck is unsleeved. If the deck is sleeved, game markers may not have sleeve backs identical those on the cards in the player's deck.

No game markers of any kind may be placed on top of or in a location that obscures a player's deck. A judge may disallow the use of game markers that may cause confusion with regard to the game state. >

41. Cheating

Added a reference to section 25.

44.
Marked Cards

It is clearer that the head judge has final authority regarding marked cards.

< The head judge has the authority to determine if a card or series of cards in a player’s deck is marked. >

60. General Limited Tournament Rules

The references have been fixed.

< The rules in this section apply to all Limited tournaments, including Sealed-Deck tournaments (section 65) and Draft tournaments (section 70). >

62. Card Use—Limited Tournaments

The reference to "sealed deck" was changed to "limited."

<All cards players use in limited events must be received directly from tournament officials. Players must receive the same number of decks and/or booster packs from the same card set(s) as all the other players participating in the tournament. >

74. Booster Draft Procedure

It is now clear that players may not show their draft selections to other participants in the draft or send signals regarding their own picks or what they want others to pick.  This helps prevent draft collusion.


< At a signal from a tournament official, each player opens the booster pack specified by the official and counts the cards. If a player does not have the appropriate number of cards in his or her booster pack, he or she must immediately notify the judge, who will replace the pack. The player chooses one card from the booster pack, then passes the remaining cards face down to the player on his or her left. The opened packs are passed around the drafting pod—with each player taking one card each before passing—until all cards are drafted. Once a player has removed a card from the pack, it is considered selected and may not be returned to the pack. Players may not show their card selections or the contents of their current pack to other participants in the draft. Players are not permitted to send signals of any kind to other participants in the draft regarding any information about their own picks or what they want others to pick. >

93. Delinquent Tournaments

The timing in this section was updated to reflect current policy.


<Event reports not received within fifteen days are listed as “Delinquent” in the DCI tournament database. Organizers with delinquent tournaments may lose their ability to sanction future events.>

Appendix A—DCI Rating & Ranking Systems

The multiplayer Elo rules have been removed.

Appendix B-Definition of terms

The entry for "Premier Events" has been updated to include all currently supported premier events. A definition for "single elimination" has been added.

<Premier Events: Any event that Wizards of the Coast offers only to select tournament organizers or is open only to a select group of players (based on invitations, for example). Premier events can include, but are not limited to: World Championships, Continental Championships, National Championships, Regional Championships, State/Provincial Championships, Magic: The Gathering Pro Tour events, Pro Tour Qualifiers, Grand Prix events, Grand Prix Trials, Junior Super Series Championships, Junior Super Series Challenge tournaments, storyline tournaments, Friday Night Magic events, and Prerelease tournaments.  Please see Appendix A of each game's Floor Rules for more information. 

Single Elimination: Competition structure that eliminates players after one match loss. It may be necessary to award byes in the first round to create a situation where there will be only be two undefeated participants playing off in the last round of the event. >

Universal Penalty Guidelines

105. Deck Problem-Illegal Sideboard (Legal List)

The penalty section now reflects that players are responsible for finding any replacement cards that are needed before the next round begins.

<Penalty: 

In addition to the appropriate penalty, the sideboard is altered to match the list for the remainder of the tournament. This includes final rounds or rounds of the tournament that will be played on different days of the tournament. The player is informed that he or she may not use his or her sideboard for the remainder of the current match. The player is responsible for correcting the sideboard error and finding any replacement cards that are needed before the next round begins. If the player is unable to obtain the appropriate cards, then those slots in the sideboard should be filled with basic lands of the player’s choice. >

111. Procedural Error—Minor 

Example F was added.  Magic players who use Snow-covered lands in a format which does not permit the use of the Ice Age set should be given a warning and instructed to replace it with a non-snow-covered version.

<Example: 

(A) A player indicates “Peregrine Drake” instead of “Pendrell Drake” while recording the contents of his sealed deck. 

(B) A player fails to provide a reliable method to track her life totals.

(C) A player shuffles his deck after an opponent has cut it.

(D) A player repeatedly holds her cards below the table.

(E) A player leaves a small amount of garbage in the tournament area (such as a gum wrapper or scrap of paper from a score pad).

(F) A player is using a Snow-covered land in a Standard Magic tournament. >
116. Procedural Error-Tardiness

This is a completely new section.

< Definition: 

A player is considered to have committed this infraction when he or she is not in his or her seat when the round begins.

Example:

(A) A player arrives to her seat five minutes after the round begins.

(B) A player hands in his decklist after the time designated by the judge or organizer.

Philosophy: 

Players are responsible for being on time for their matches.

Penalty: 

A tardiness penalty should not be given if a round started early and a player arrived at his or her seat before the originally announced start time. At lower RELs, the tournament organizer may elect to give players the amount of time allotted for the pre-game procedure (three minutes) to arrive before a game loss is awarded. At higher RELs, a game loss should be awarded as soon as the round begins. At any REL, if a player is not in his or her seat ten minutes into the round, he or she should be awarded a second game loss. If a player does not arrive before the end of the round, he or she should be dropped from the event.

Procedural Error—Tardiness 
W/W/G/G/G >

117. Procedural Error-Playing the Wrong Opponent

This is a completely new section.
<Definition: 

Two people played against each other when they were paired against different players for that round.

Example:

(A) A player sits at the incorrect table and plays against the wrong opponent.

Philosophy: 

It is each player's responsibility to ensure they are sitting in the correct seat. 

Penalty: 

If the error is discovered within the pre-game time limit for the first game (usually three minutes), then the player sitting at the wrong table should receive a warning and report to the correct seat.  If the error is discovered after the pre-game time limit has expired but before the time that a second game loss would be awarded for section 116 Procedural Error—Tardiness (usually ten minutes), the player sitting at the wrong table should receive a game loss and should report to the correct table.  If the error is not discovered until after the time that a second game loss would be awarded for section 116 Procedural Error—Tardiness, the player sitting at the wrong table should receive a match loss.

Procedural Error—Playing the Wrong Opponent 
W/W/W/W/W >
122. Card Drawing-Looking at Extra Cards

Example D was added.  A player should not shuffle her deck face up, as this allows her to have information such as card distribution and approximate location of specific cards in the deck.

<Example:

(A) A player accidentally flips over a card while shuffling her opponent’s deck.

(B) A player flips over an extra card while drawing from his deck.

(C) A player looks at the bottom card of her deck when presenting it to his opponent for cutting/shuffling.

(D) A player shuffles her deck or her opponent's deck with the cards face up. >

123. Card Drawing-Improper Draw at Start of Game

Example C was added.  Previously, there was some confusion as to what category the infraction belonged.  A player who incorrectly draws a card during his first draw step should receive the lesser "improper draw at start of game penalty rather than the more severe "drawing extra cards."

<Example:

(A) A player in a Pokémon tournament draws eight cards in her initial hand (instead of seven).

(B) A player in a Magic tournament draws seven cards in his initial hand (instead of six) after taking a mulligan.

(C) A player in a Magic tournament who is playing first (as opposed to drawing first) incorrectly draws a card during her first draw step. >

152. Unsporting Conduct-Major

The last example has been deleted.  Refusal to play is now adequately covered in the Universal Tournament Rules.  Of course, if a player refuses to play in a rude manner, an unsporting penalty should still be applied.

161. Cheating-Bribery/Collusion

This section has been fleshed out to more precisely explain what is and isn't permitted when splitting prizes.  It is also clear that players may not determine the outcome of a game or match through a random method such as a coin flip or die roll.

< Definition: 

A player attempts to bribe an opponent into conceding or changing the results of a match, or two players attempt to determine the outcome of a game or match using a random method such as a coin flip or die roll. Refer to section 25 of the Universal Tournament Rules for a more detailed description of what constitutes bribery/collusion.
Example:

(A) A player in a Swiss round offers his opponent $100 to concede the match.

(B) Two players roll a die to determine the winner of a match.

(C) In the last round of a single-elimination playoff, a player offers her opponent $300 to concede the match. The prizes given to the first- and second-place finishers total $200.
(D) A player in the last round of the single-elimination playoff, a player offers his opponent cash to concede the match. The prize given to both first- and second-place winners consists only of product.
Philosophy: 

Collusion to alter the results of a game or match is a serious offence. This type of action not only harms other participants in the current event, but also has lasting repercussions on the worldwide rating and ranking lists. Due to this, the penalty for bribery/collusion is severe. Please refer to section 25 in the Universal Tournament Rules to insure the proper application of this penalty.

Penalty: 

Cheating—Bribery/Collusion

All levels: disqualification without prize >

Magic: the Gathering Floor Rules

101.
Format and Rating Categories

This section has been updated to reflect the addition of the Constructed ratings category.

< The DCI sanctions the following formats. They may be sanctioned as single, two-person team, or three-person team events.

Constructed Formats:


•
Standard


•
Extended


•
Block Constructed

Vintage Constructed Formats:

•
Type 1


•
Type 1.5


Limited Formats:

•
Sealed Deck

•
Booster Draft

•
Rochester Draft

The DCI produces the following ratings categories:

•
Constructed (includes Standard, Extended, and Block Constructed formats)

•
Vintage (includes Type 1 and Type 1.5 formats)

•
Limited (includes all Limited formats)

•
Team Constructed (includes all Constructed team formats)

•
Team Limited (includes all Limited team formats) >

114. Pre-Game Procedure

Many players declared their choice to play or draw either before sideboarding or after presenting their deck to their opponent for shuffle/cut. Since there is no reason not to allow this, the section is more clear on which steps need to be performed in order and which may be done at various times during the pre-game procedure.

< Before the game begins, players determine who plays first (see section 113). This may be done any time during the pre-game procedure before the players look at their hands. (Note that players are not required to decide who plays first before sideboarding.) The following steps must be performed before each game begins:

1.
Players may exchange cards in their decks for cards in their sideboards (only after the first game of the match).

2.
Players shuffle their decks (see Universal Tournament Rules, section 21). Note that players may stop shuffling to perform additional sideboarding, but must then shuffle sufficiently.

3.
Players present their decks to their opponents for additional shuffling and cutting.

4.
If the opponent has shuffled the player’s deck, that player may make one final cut.

5.
Each player draws seven cards.

6.
Each player, in turn, decides whether to mulligan (see section 115).

Once mulligans are resolved, the game can begin. >

116. End-of-Match Procedure

The process of the 5 extra turns is more fully explained.

<If the match time limit is reached before a winner is determined, the active player (defined in the Magic game rules) finishes his or her turn, and five total additional turns are played.  For example, time is called on player A's turn.  Player A finishes his turn.  Player B takes her turn, which is turn 1.  Player A takes his turn, which is turn 2.  Player B takes turn 3, player A takes turn 4, and player B takes the final turn, turn 5.  

Players take any extra turns granted to them by card effects as they normally would during the course of the game, but any extra turn counts as one of the five end-of-match turns.  Once the fifth turn is completed, the game finishes regardless of any remaining card generated or end-of-match extra turns.  

If the game finishes before the fifth turn is completed, the match is over and no new game is begun.

If a judge assigned a time extension (because of a long ruling, deck check, or other reason), then the end-of-match procedure does not occur until the end of the time extension. >

117. Determining a Match Winner

When time is called in a single elimination match, and the two players have equal game wins, the winner is the player with the higher life total. If life totals are tied, it is now clear that play should continue until the first life total change that results in on player having a higher life total than the other.  Also, it is now clear that the normal end of match procedure (including the 5 extra turns) must be completed before counting game wins.

< In single-elimination rounds, matches may not end in a draw. After the normal end of match procedure is finished, the player with more game wins is the winner of the match.  If both players in a single-elimination tournament have equal game wins when the normal end of match procedure is finished, the player with the highest life total becomes the winner of the current game in progress.  In the event the players have equal life totals (or are between games and the game wins are tied), the game/match should continue until the first life total change which results in one player having a higher life total than the other. >

121. Deck-Size Limits

Added note the snow-covered lands are only legal in formats that permit the Ice Age expansion.

<With the exception of basic lands (plains, island, swamp, mountain, and forest, including snow-covered variants), a player’s deck and sideboard combined may not contain more than four of any individual card, counted by its English card title equivalent. (Note that snow-covered lands are only permitted in formats which allow the Ice Age™  set to be used.) >

125-129 Deck Construction

These sections have been updated to reflect the sets that are currently legal in each format.

144. Valid Team Participation

Removed reference to four-player teams, since the format is no longer supported. The section has also been expanded to explain player designations.
<Sanctioned team tournaments are open to teams consisting of two or three members. Only valid teams of the appropriate size are eligible for a sanctioned team tournament. If a player drops or is disqualified from the event, the entire team is dropped from the event.

Each team entering a sanctioned team tournament must provide the tournament organizer with its team-specific information (see section 141) when registering for the event. Failure to provide this information will result in the team’s disqualification from the tournament.

Example: A sanctioned three-person team tournament is open only to teams consisting of three members; teams consisting of two members cannot compete in this event.


When a team registers for an event, they must designate player positions. For example, in a three-player team event, each team must designate who is player number 1, player number 2, and player number 3. Players retain these designations throughout the entire tournament.

When two teams are paired against each other during the course of a tournament, the team members designated as player 1 play against each other, the team members designated as player 2 play against each other, and so on. >

Appendix A—Premier Events

This is an entirely new section. It incorporates information previously found in the Torunament Organizer Handbook and on the Wizards of the Coast website.

< Wizards of the Coast sponsors the following Magic: The Gathering Premier Events for the 2000–2001 tournament season. This list is subject to changes, additions, or deletions. Check our website at <www.wizards.com/tournaments/Welcome.asp> for more details regarding specific events and the complete invitation policy.

World Championships (48K, REL 5, level 4 judge required): The World Championships are the culminating event of professional Magic play for the season. The 2001 World Championships will be held in August in Toronto, Canada. Competitors earn invitations by placing high enough in their respective National and Continental Championships or by being rated highly in either DCI ratings or pro point standings. This year’s World Championships will use the following formats: Rochester Draft, Extended, and Standard. 

Continental Championships (40K, REL 4, level 4 judge required): Continental Championships are held for Europe, Asia-Pacific, and Latin America. These multiple-day tournaments are open only to citizens and permanent residents of the appropriate region. Competitors earn invitations to Continental Championships by placing highly in their National Championships or by being rated highly in either DCI ratings or pro point standings. 

National Championships (Closed Nationals: 40K, REL 4; Open Nationals: 32K, REL 3): There are two types of National Championships: open and closed. Any citizen or permanent resident of a country is eligible to compete in open Nationals, whereas closed Nationals are invitation-only events. Competitors earn invitations to closed Nationals by placing highly in an appropriate Regional Championship or by being rated highly in either DCI ratings or pro point standings. 

Regional Championships (32K, REL 3): Regional Championships provide an opportunity for players to earn invitations to their country’s Nationals. The format for Regionals is Standard. Any citizen or permanent resident of a country is eligible to compete in any Regional Championship held in that country.

State/Provincial Championships (24K, REL 2): State and Provincial Championships are offered in select countries. The format is Standard. The events are open to all players who reside in the appropriate state/province.

Pro Tour Events (48K, REL 5, level 4 judge required): The Magic professional circuit is made up of six Pro Tour events held around the globe. Each Pro Tour stop showcases the best players in the game competing for a total prize purse of over $200,000. Competitors earn invitations to a Pro Tour by winning a Pro Tour Qualifier or by rating highly in either DCI ratings or pro point standings. The 2000–2001 Pro Tour season has stops scheduled in the following cities: 

•
September 2000, New York, Team Limited 

•
November 2000, Chicago, Standard 

•
January 2001, Los Angeles, Rochester Draft 

•
March 2001, Tokyo, Block Constructed 

•
May 2001, TBD, Booster Draft 

•
July 2001, TBD, Extended 

Pro Tour Qualifiers (32K, REL 3): Pro Tour Qualifier tournaments offer invitations to the Pro Tour to top-placing competitors. Qualifiers are open to all players who do not yet have an invitation to the particular Pro Tour the event qualifies for. The format of each Qualifier varies depending on the format of the particular Pro Tour the event qualifies for.

Grand Prix events (40K, REL 4): The Grand Prix tournament series is an international circuit of large-scale Qualifier tournaments featuring cash prizes and multiple invitations to Pro Tour events. Grand Prix events are open to all players. Participants with high DCI ratings or pro point standings earn byes for the event. Additionally, there is a special prize payout for the best finishers with a lifetime DCI-rating high of under 1700.

Grand Prix Trials (24K, REL 2): Grand Prix Trials offer byes in an upcoming Grand Prix to top-placing competitors. Grand Prix Trials are open to all players. The format of each Trial varies depending on the format of the particular Grand Prix the event qualifies for.

Masters Tournaments (48K, REL 5): The Masters tournament series is composed of four tournaments each season that highlight the most accomplished players in the world. Three of these events invite 32 players, and the fourth invites eight three-player teams. Every participant in a Masters event wins money and the competitors battle for a total prize purse of $150,000. Each Masters tournament is held in conjunction with a Pro Tour stop. Competitors earn invitations to a Masters tournament by placing highly in a Masters Qualifier tournament held the day before the appropriate Masters event or by being rated highly in either DCI ratings points or pro point standings.

Junior Super Series Championship (32K, REL 3): The JSS Championship is the culminating event for Magic players ages 15 and under and is held at the end of the season. Competitors earn invitations by placing first or second in a JSS Challenge, by placing highly in the JSS Open held the day prior to the Championship, or being by being rated highly in the DCI ratings for their age category. Top finishers in the Championship win scholarships and product prizes. The format for both the Championship and the Open is Standard.

Junior Super Series Challenge tournaments (16K, REL 1): A total of 300 Junior Super Series Challenges will be available in the 2000–2001 tournament season, each with a $1,000 scholarship prize, premium card prizes, and “Magic for a Year.” These events are open to all players ages 15 and under who do not have any pro points. The first- and second-place finishers of each Challenge earn an invitation to compete in the Junior Super Series Championship. The format for all JSS Challenges is Standard. At this time, JSS Challenges are available only in North America.

Friday Night Magic (8K, REL 1): This program is offered exclusively through Premier Stores. Prizes include special foil cards and are awarded to the winner, the most sporting player, and a randomly selected participant. The format can be Standard, Sealed Deck, or Booster Draft.

Prerelease tournaments (16K, REL 2): Prerelease tournaments are held approximately two weeks prior to the release of each expert-level expansion. The format for each Prerelease tournament is Sealed Deck using the new product. Prerelease events are open to all players.

Amateur Championship (24K, REL 2): This title event is open to all players who have never earned a pro point. The format is Standard. >

Pokemon Floor Rules

202. Authorized Cards-Use of Foreign Language Cards

This section has been updated to deal with the many languages Pokemon is now printed in. The DCI's objective is to make the Pokemon tournament scene as fair as possible for the average participant.  Players should not be required to purchase imported cards in order to compete. Also, considering the average of Pokemon players, they should not be expected to have texts of foreign language cards memorized. Additionally, it is clear that promotional cards released by Wizards of the Coast are legal for tournament play.

< All Pokémon cards, including promotional cards, released by Wizards of the Coast, Inc. are legal for tournament play.

Non-local language cards may be used in players’ decks only if the same cards are available in a local language version produced by Wizards of the Coast.  If no cards are produced in a local language, then the tournament organizer must announce what language will be considered the local language for the event.

Players choosing to play with non-local language cards must have a local language version available outside of the deck for the opponent or judge to reference. However, players may use basic energy cards in any language without providing a local language equivalent.

Players choosing to use Pokémon cards with different backs must play with identical opaque-backed card sleeves on all cards in the deck in accordance with section 35 of the Universal Tournament Rules.

Example: A player has two Japanese and two English Squirtles in his deck. Since the deck contains two different types of card backs, he must place opaque-backed sleeves on all cards in his deck.  In addition, since he is playing with a non-local language Squirtle, he must have a local language version available outside of his deck for the judge or his opponents to readily reference.

Example: Players in Germany may play with Pokemon cards that have been released in German.  If they choose to play with non-German version of a card, they must have a copy of the card printed in German available outside of the deck for their opponents or the judge to reference.

Example: Players in Quebec, Canada may play with both French and English cards, as both languages are local.  If a player chooses to play with a German card, she must have either an English or a French version of that card available outside of her deck for the judge or her opponents to readily reference. >

213.
Who Plays First

The reference to the play/draw rule has been removed, since it does not apply to Pokemon.

<The winner of a coin toss (or other random method) chooses who plays first. 

For tournaments that include more than one game per match, after each game in a match, the loser of that game (even if the game loss was due to a penalty) decides whether to play first in the next game. If the game was a draw (so there was no victor or loser), the player who decided who played first for that game chooses for the next game. >

214.
Pre-Game Procedure

It is now clear that players may decide who plays first at any time during the pre-game procedure.  In addition, step 6 now takes into account effects of cards that allow players to look at Prize cards during the game.

<Before play begins, players determine who plays first (see section 213).  This may be done at any time during the pre-game procedure. The steps listed below are similar to what appears in the Pokémon rulebook.

1. 
Players must shuffle their decks and present them to their opponents for additional shuffling and/or cutting, as specified in section 6.18 of the Universal Tournament Rules.

2. 
Each player draws an initial hand of seven cards.

3. 
Each player, starting with the first player, completes all of his or her Mulligans (see section 215).

4. 
Each player selects a Basic Pokémon from his or her hand and places it face down on the table. This is the trainer’s Active Pokémon for the start of the game.

5. 
Each player may, if he or she wishes, choose up to five Basic Pokémon from his or her hand and put them face down on his or her Bench.

6. 
Each player places the top six cards from their deck face down in front of him or her. These cards will serve as Prizes. Trainers cannot look at a Prize card until they select it as a Prize or a game effect allows them to.

7. 
Immediately before play begins, each trainer flips over each of the Active and Benched Pokémon that have been put on the table. >

215.
Mulligan Rule

It is now clear that when a player Mulligans, the opponent has the opportunity to shuffle and/or cut the deck:

<If a player’s initial hand does not contain a Basic Pokémon card, that player should show his or her opening draw to the opponent, shuffle that hand back into his or her deck, present the deck for additional shuffling/cutting, and draw seven new cards. The opponent may now draw up to two extra cards. If the player still has no Basic Pokémon in his or her next draw, he or she may repeat this process, and the opponent may draw up to two extra cards each time. >

Legend of the Five Rings Floor Rules

325. Strict Jade Format

This section was updated to reflect the change announced at the beginning of this year.

<Samurai must construct their decks using only cards released in or after the Jade Edition set. Cards released in prior episodes are allowed only if they—or their more experienced versions—are reprinted in or after the Jade Edition. >

330. Sealed-Deck Format
It is now clear that players must be reported as using the clan that they played in a sealed deck event. Also, only those clans permitted in the sealed deck event are allowed to be played.

<The clan played by a samurai in a sealed deck event is the clan that should be reported with the tournament results. No clans other than those permitted in the particular sealed deck event are allowed. >

342. Clan Affiliations in Sealed Deck Storyline Events

This section has been removed, as it contradicted  330. Sealed Deck Format.

360. The Code of Bashido

Point #5 now explains that the loss of honor caused by touching an opponent's cards without asking permission cannot be prevented or redirected.

< Rule: It is customary to ask an opponent before touching his or her cards. Players who do not ask before touching an opponent’s cards lose 1 Honor (which cannot be prevented or redirected) each time. >

