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What is Slow PIay?
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* Player who take longer PEJ‘" IEB B i‘gﬁ%ﬂ
than reasonable RI 2 JE
required to complete YN [ i_ﬁ?ﬁj”'

game actions are
engaging in Slow Play.



Why Slow Play is an infraction?
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* All players have the
responsibility to play quickly
enough so that their
opponent are not in
disadvantage because of
the time limit.
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What is reasonable time?
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e Situation: o Rl
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What is reasonable time? (2)
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(1) Usually , decks need 5 turns to 10 turns to win
=» One game involve 10 to 20 turns.

(2) Pregame + Sideboarding = 10 minute

40 min + 3 game + 20 turn/game = 40 sec [In total for BOTH players]
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QUESTION
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How long should we give a player before we determine he is playing too
slow?
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What is reasonable time? (3)
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* Different in deck type and format - EIE"T[ R T U’ 'ﬁﬁﬁjﬁgllﬂﬂﬂj

may varies the definition. ’{ [%';'Eij Al Jiﬁuf T
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* My opinion for reasonable time:
e Uniformly 25 to 30 sec/turn I LJTF\ %EH]T FYE
OR
Uniformly 10 to 15 second turn « TIEL F‘\[ {17125 £[]307
with rarely 1 to 2 minutes turn ﬁ9
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EXPERIMENT
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The experiment tell us...
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Even the time limit is defined,
time flow cannot be count
accurately without help of tools
(even harder if you are
concentrating on the board
situation)

Human can be easily distracted.

A player will never realize he is
slow playing.

Opponent always thinking his
opponent playing too slow
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So, according to the IPG...
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e A player may be playing
slowly without realizing
it. Acomment of “I

need you to play faster”

is always appropriate
and all that is need.

* Further slow play
should be penalized.
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Warning

Penalty
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Additional remedy: An extra turn is
awarded for each player, to be applied
if the match exceeds the time limit.
This turn extension occurs before any
end-of-match procedure can begin and
after any time extensions that may

have been issued.

No extra turns are awarded if the
match is already in extra turns, though

the Warning still applies.

If Slow Play has significantly affected
the result of the match, the Head
Judge may upgrade the penalty.
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Causes of Slow Play
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Shuffling., especially after mulligan.

Doing complex calculations. And the
same/similar calculation is made every
turn.

For making critical decision
(occasionally)

Great change in board situation
Timeis up

Playing a combo deck that involving
many complex move in a turn, and each
move bring triggers.
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Reasons/Excuses of Slow Play
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| really have different choices
here.

The decision here are critical.
This is control deck.

This is just the first time | think
longer than before.

My opponent is even slower
than me.

| just keep activating my
combo without pause.
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Related tOpiC' Stalling
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* A player intentlonally © — PP RS B
plays slowly in order to Az FI RS FH
take advantage of the Eﬁf IS ﬁj”t‘g,g EREC
time limit. If the slow 5 o % /m]gu,qy 1
play is not intentional, jﬁ?j\if_aﬁ' Sl
please refer to Y EE B — SR
Tournament Error — P o

Slow Play instead.



Example of Slow Play
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A player repeatedly reviews his
opponent’s graveyard without any
significant change in game state.

A player spends time writing down
the contents of an opponent's deck
while resolving Thought
Hemorrhage.

After 3 minutes into a round at a
Pro Tour Qualifier, a player has not
completed his shuffling.

A player gets up from his seat to
look at standings, or goes to the
bathroom without permission of an
official.
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Example of Stalling
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A player has two lands in his hand, no options
available to significantly affect the game, and
spends excessive time "thinking" about what to
do to eat up time on the clock.

A player is ahead in games and significantly
slows down his pace of play so the opponent
has little chance to catch up.

A player playing slowly appeals a warning in an
attempt to gain advantage by having more time
to make a decision.

A player intentionally exceeds the pregame
time limit before the third game in an attempt
to make it harder for his opponent to win in
time.

A player losing a game starts slowing down the
pace of play in an attempt to run out the clock
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DISCUSSION ON SCENARIOS
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Limited event
1-1
10 minutes left

Scenario 1

-

Each player has 10+ creatures .

on board

Both player keep thinking how
to attack/block on each turn

Q: Apart from “l need you play
faster”, what can we done to .

speed them up?
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Scenario 2

Construct event
A leads 1-0
5 minutes left

ifi-

A plays slowly, a warning is .
assigned to A. A plays a little

bit faster. After the time is up
announcement, A obviously

having a faster pace.

Q:Do we do investigation in

this case?
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Scenario 3

Limited

A leads 1-0

Time is up announcement made
B is very likely to win game 2

Cards in A’s hand + board seems
giving A solution to prevent
losing. A keep thinking.

Q: How to /What should do to
speed A up?
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Scenario 4

i

Player A is winning o AHI= F'lﬂfji 1-0
1-0. o F|h10s;50
10 minutes left * FIE] aﬁ‘ﬁr" ENNERS *"%E;l

/

A mulligan untildownto _J Lﬁaﬂlfﬂﬂ | FA5H
zero

Use around 1 minute for F RH T IRTE JJt;l/mF[ﬁ;’ﬂj—
each shuffle a;/f%“’f'ﬂaj

Q:No infraction/Slow o F| o 73l abl HIRE ?
Play/Stalling?

And, where is the cut-off
point?



Conclusion

Difficult to define clearly because of
the diversity of deck types and
actions

Think at the viewpoints of both
players

Do not afraid giving penalty or
comment.

Avoid presence of stalling (but strictly
reinforce penalty when stalling
happen)

If possible, stay at the table to
prevent further slow play.
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REFERENCE
2Y

Slow Play : Christian Gawrilowicz (with help from Joel Bantiles &
Glicerio Garcia),GP Singapore Judge Conference 2011

Slow Play: Alejandro Raggio, Phillip Daferner ,PT Amsterdam Judge
Conference 2010
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