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The Annotated IPG is a line by line deconstruction of
each sentence in the IPG. The IPG is a very dense
document with very few extraneous words. Each
sentence has meaning, and it’s the AIPG’s goal to call
attention to the finer details hidden in those
sentences. It can be used as a study guide for L2, a
refresher for judges coming back, or to settle judge
nerd-fights, but its primary focus is education.
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This document is maintained by Annotated IPG
Project led by Bryan Prillaman (L3 from USA). If you
found a problem or want to submit a suggestion,
please send E-mail to bprill. mtg@gmail.com.
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1.0 General
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Judges are neutral arbiters and enforcers of policy
and rules.
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This is probably the single most important concept in
the document — judges must be neutral. It should be
inconceivable that a judge ruled in favor of a player
because they are friends or because somehow the
judge likes one player more than the other. Being
impartial is a fundamental concept in the Magic Judge
Code of Conduct. Judges are viewed with respect, in
large part, because they are neutral and because they
enforce the policy equally.
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A judge shouldn’t intervene in a game unless he or
she believes a rules violation has occurred, a player
with a concern or question requests assistance, or
the judge wishes to prevent a situation from
escalating.

BEBOLT, SARNTHRIFRMZET, EEKL
RBHRT, BRAMERAN: BHAWNNECHEA
BRAM, AP EREE R P IERDB, B
HAFER IR

Judges are there for the players. Our services are
needed when a rule has been violated, a player has
some need, or there is a delicate situation like an
argument and it’s necessary to calm the players
down. When their assistance is not needed, judges
should not interfere with matches. That means no
comments about game actions, no risk of giving
advice, and no disruption of the player’s
concentration. Let players play. Keep in mind this
doesn't mean you have to be a robot. You can still chat
with players, and joke around with them, just don't
interrupt their games.
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Judges don’t stop play errors from occurring, but
instead deal with errors that have occurred, penalize
those who violate rules or policy, and promote fair
play and sporting conduct by example and
diplomacy.
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Like in many other sports, judges don’t prevent
mistakes. However, as soon as a game infraction
happens, judges step in and apply the necessary
corrections and penalties. Players cannot depend on
a judge to prevent their illegal actions from occurring,
because judges can’t foresee the future and game
actions happen quickly. In the vast majority of cases,
fixing an infraction after it happens restores the
correct flow of the game. This policy also holds when
watching a match at the end of round or during a Top
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8.

It’s also important that judges set a good example of
behavior. Your attitude and actions have a
pronounced impact on the tone of the event. People
should see in you the behavior you want in your
events.
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Judges may intervene to prevent or preempt errors
occurring outside of a game.
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While it’'s next to impossible to see that a game
infraction is about to happen, sometimes it’s possible
to see that an outside-of-game infraction that is about
to happen. In these cases, judges should step in and
prevent infractions from happening. The “may” in the
sentence is not “the judge is allowed to make a
choice” but more “The IPG/MTR allows judges to do
step in” This underscores the importance of
customer service and makes it very clear that judges
do not have the choice of whether to intervene and
prevent these types of errors. Outside of a game,
judges should always intervene to prevent infractions,
but we accept that they sometimes won’t notice that
an infraction is about to happen. Here are a few
examples:
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* Ajudge sees that a player is shuffling his deck
after the end of game one, sees that there is a
previously exiled creature on the table, and
realizes that the player forgot to return it to
his deck; the judge steps in and tell the player
that he’s forgetting to shuffle a card.
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* In a Sealed Deck tournament, a player gives a
decklist to a judge, and the judge notices that
the player forgot to write down her basic
lands; the judge asks the player to record the
basic lands she’s playing.
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e Just before the beginning of a round, a player
goes to the judge station and hands in a card
(like Pacifism) that belongs to her previous
opponent; the judges makes an effort to find
where the owner of that card is playing this
round, so that they can return it before the
game starts with an illegal deck.
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o Before the event, a judge sees a questionable
card alter. The judge reminds the player that
the Head Judge needs to approve all card
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alters prior to the event.
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Knowledge of a player’s history or skill does not alter
an infraction, but it may be taken into account
during an investigation.
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We don't change the infraction based on how good
the player is perceived to be. A Game Rule Violation
is @ Warning regardless of if the player is new or a
grizzled Pro. Once you determine what the infraction
was, you apply the penalties without any
preconceived biases. A player who has a reputation
for being shady has his Game Rule Violations fixed the
same way as a Level 5 judge playing in the event. Once
the infraction is recognized, who the player is has no
bearing. However, in determining what infraction was
made, a player's history may influence the
investigation. For example, a new player
misunderstanding how trample works is much more
believable than an experienced player, with whom
you have discussed trample before on multiple
occasions. It's still possible for legitimate errors to be
made, but the questions asked in the investigation
will be influenced by this knowledge.
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The purpose of a penalty is to educate the player not
to make similar mistakes in the future.
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Penalties don’t exist to give sadistic judges the ability
to inflict pain on defenseless players. Penalties exist
to reduce the chance the error will happen again. A
player who receives a penalty for an action is less
likely to make the same error in the future. Generally
they are meant to be something tangible to reinforce
the lesson “I lost a game once for this mistake, and |
don’t want to lose another game for something | can
easily avoid, | will count to 60 every time | write a
decklist”. The primary purpose of a penalty is not
tracking; although that is a convenient and useful
byproduct, the purpose is education.
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This is done through both an explanation of where
the rules or policies were violated and a penalty to
reinforce the education.
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So in the sentence above we are stressing the
importance of education. A penalty alone can't do
that. You also have to explain (briefly) what the player
did wrong. Otherwise, they might not fully
understand what went wrong.
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Penalties are also for the deterrence and education
of every other player in the event and are also used
to track player behavior over time.

b3 I RBCR B A B R S AR T IHE R
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We should also note that you don’t have to receive a
penalty to recognize that you don’t want to. If a friend
of ours lost an important game because of a penalty,
we surely don’t want to lose in the same way. We
learn from our friend's mistakes as well as from our
own.
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There is a (private) archive of all the penalties, just like
the (public) archive of all match results. This archive
becomes useful in the case of one player committing
a high number of the same infraction. If a player
receives a Warning for “Looking at Extra Cards — He
revealed his opponent’s cards while shuffling his
opponent’s deck before the beginning of the match”
for twenty times in twenty consecutive tournaments,
well, wouldn’t you believe that he’s doing it on
purpose and he’s doing it only once just because he
knows that “the first time is just a warning”?
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If a minor violation is quickly handled by the players
to their mutual satisfaction, a judge does not need
to intervene.
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Judges should be seen as a benefit to the players, and
there are many minor/tiny mistakes that players make
and correct themselves over the course of a match
without the need for a judge. If the error is tiny, and
the players fix it themselves, and are both happy, then
the judge does not need to insert themselves into
their game.
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If the players are playing in a way that is clear to both
players, but might cause confusion to an external
observer, judges are encouraged to request that the
players make the situation clear, but not assess an
infraction or issue any penalty.
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Players take certain shortcuts, or use beads to
represent odd things, or use the wrong tokens for
creatures. These things might be clear to them, but
not clear to observers (including judges). If the players
understand what's going on, and everything is fine,
don't issue a penalty. Just ask them to play in a way
that's clearer. Often we get spectators coming to us
with problems that aren't really problems. For this
reason we must push the players to not only be clear
with each other but also to ensure that their actions
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are clear to anyone who is watching their game.

In both these situations, the judge should ensure
that the game progresses normally.
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If the players fix a tiny error themselves or are playing
in a way that is clear to them, but not clear to
bystanders, stick around and watch and make sure
nothing odd is happening like a player is taking
advantage of the confusion, or the error doesn't
compound itself.
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More significant violations are addressed by first
identifying what infraction applies, then proceeding
with the corresponding instructions.
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This sentence pulls double-duty. It's a reminder that
we do infract in cases larger than “tiny” and that we
do not start with the penalty and work backwards to
the infraction. We identify what actions occurred,
what the infraction is, and then determine the
penalty. We do not give people Game Losses because
their error seems worth a Game Loss.
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Only the Head Judge is authorized to issue penalties
that deviate from these guidelines.

RE EHABRIAKITT #RAEAE T -

When there are multiple judges, the Head Judge is the
judge in charge of the entire tournament; the only
one who has the authority to determine if a specific
penalty doesn’t apply well to the current situation.
Head Judges are usually the most experienced judges
available, and when they decide to deviate it’s usually
for a good reason.
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The Head Judge may not deviate from this guide’s
procedures except in significant and exceptional
circumstances or in a situation that has no applicable
philosophy for guidance.
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Of course, although the Head Judge has the authority
to deviate any time he or she wants, he or she is also
expected to know when it is appropriate to deviate.
The main reason for deviation is when a specific
situation doesn’t fit well in the categories listed in the
twenty pages of the IPG. The only case where a
deviation is justifiable is when the situation is both
significant and exceptional.
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Significant and exceptional circumstances are rare—
a table collapses, a booster contains cards from a
different set, etc.
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Here you have a couple of examples of “exceptional
circumstances”. In these cases, we use common sense
and we try to find the “best solution” with the players.
Both of the examples above are both significant and
exceptional. Make sure your situation is both before
you consider deviating.
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The Rules Enforcement Level, round of the
tournament, age or experience-level of the player,
desire to educate the player, and certification level
of the judge are NOT exceptional circumstances.
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Some of these situations might make it seem like it's
OK to deviate, but it's not. You are to enforce policy
regardless of whether it's the last round, regardless of
if the call is at table 1 or table 101. The opponents
might be an exceptionally young age, but that age
difference is not significant in terms of policy. The
player might be new, and not know that rolling a die
to determine a winner is prohibited; that player is still
going to be disqualified regardless of whether you
think it is 'fair' or not. And finally, being a Level 3+
judge does not bestow upon that judge the right to
deviate. In truth, they are held to a stricter standard,
as lower level judges are watching and learning from
their actions.
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If another judge feels deviation is appropriate, he or
she must consult with the Head Judge.
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Just because the Head Judge is the only one that's
allowed to deviate doesn't mean a floor judge can't
suggest it to the Head Judge. However, as a floor
judge, you must never deviate.
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Judges are human and make mistakes. When a judge
makes a mistake, he or she should acknowledge the

too late.
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Despite all efforts to train Golden Retrievers, we
judges are still only human.
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For now.
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Humans make mistakes. It’s a fact of life. No one can
be 100% correct all the time, and it is unrealistic to
expect otherwise. However, when you do make a
mistake, you need to take ownership of it and fix it if
you can. Players cannot be allowed to continue
thinking that something a judge incorrectly told them
is correct. In all cases though, you need to apologize
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to the players for your error. Sometimes it’s best to do
this right away, sometimes it’s less disruptive to do it
after the match is over. But apologize to both players
as soon as it is possible, and correct the situation.
Players are typically very understanding, even when
they were on the receiving end of an incorrect call.

Ja P AT BE S I o B L2 R X5 T TE A
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If the judge gives a player erroneous information
that causes them to commit a violation, the Head
Judge is authorized to downgrade the penalty.

R B THRAS TRERE R SBEEFRETEM
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We expect players to trust their tournament officials,
and players need to be able to act on the
instructions/information we provide them. It is unfair
to penalize them for trusting the people they are
supposed to be able to trust. However, this
downgrade decision still rests with the Head Judge.
For this clause we need two things 1) the judge to
provide erroneous information and 2) a violation be
the direct result from the faulty information.

HAA BT AR LE SR RO, T
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For example, a player asks a judge whether a card is
legal for a format and is told yes. When that player’s
deck is found to be illegal because of these cards, the
Head Judge applies the normal procedure for fixing

EBIRYL, AT [ S TR R A TE X
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the decklist, but may downgrade the penalty to a | %1 | [ A7, HANRBETEHRANWERRE
Warning because of the direct error of the judge. BT WEMITANEE.
Other examples might include: HoAth ) 451 - EL 4 -

e Downgrading a Game Rule Violation Warning
to no penalty if a judge tells a player that she
can Harm’s Way a Lightning Bolt cast by her
opponent back to the opponent's
Planeswalker.

o R Bl xR A T RO TR
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e Downgrading a Deck/Decklist Problem Game
Loss to a Warning if a judge has previously told
the player that registering “Jace” on his
decklist is fine.

o BRI B — A B PR s
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1.1 Definition of Penalties

1.1 B Ak T 2 & X

WARNING

L

H
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A Warning is an officially tracked penalty.

EERAENERAILT.

A Warning needs to be tracked and judges should
write it down on the back of the result slips (if you are
using them). Then the Scorekeeper will input the
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warning penalty into WER/DCl reporter to let Wizards
of the Coast track the infraction. Both the
Scorekeeper and the player need to be aware of the
penalty. Scorekeepers can notify you when a player is
close to an upgrade, and players need to be aware of
how many penalties they have.

e BB RAC FOX GE R . Al 7 AN E T
JELT AT LR TE T A A . AE 0 AT DR IZ T
) S 43 30 T R K I i R R R, RN iz
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Warnings are used in situations of incorrect play
when a small amount of time is needed to
implement the corrective procedure. The purpose of
a Warning is to alert judges and players involved that
a problem has occurred and to keep a permanent
record of the infraction in the DCI Penalty Database.
A time extension should be issued if the ruling has
taken more than a minute.
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Warnings are typically issued when judges have to
step in to correct a situation. The main purpose of
warnings is to give ‘weight’ to the reminder to play
more carefully. It's written down and tracked,
therefore it's significant, but it doesn’t need to be
scary.
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If fixing the game state has taken more than one
minute, give a time extension equal to the time taken,
unless the match is in extra turns. You did look at the
clock before walking up to the table, right?
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GAME LOSS

—#; A

A Game Loss is issued in situations where the
procedure to correct the offense takes a significant
amount of time that may slow the entire
tournament or causes significant disruption to the
tournament, or in which it is impossible to continue
the game due to physical disruption. It is also used
for some infractions that have a higher probability
for a player to gain advantage.
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Penalties are assigned based on how disruptive the
infractions are to the event. Game Losses are
assigned to things that take a long time to fix or have
a high potential for advantage. Keep in mind this
doesn't mean you get to just decide something is a
Game Loss because of the potential advantage. This
consideration has already been incorporated into the
infraction and its upgrade/downgrade paths.

— T A A4 AR 1 R e R B B R
SRR R — SO T /B R R IR B
R SR AT REPE R A . R EE R R, XOF
ANFE VAR AT LA SR A i A 3 B PR DA SR A R
REVERT AT DA — . RERRCEBEANT &
T B 3 P AR 00 DA BRI RS R AL 51 1/ B 4

A Game Loss ends the current game immediately
and the player who committed the infraction is

— RIS ILA G R B X — R, BTk
BHREFENBLR LW AREE—&. W
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considered to have lost the game for the purpose of
match reporting. The player receiving a Game Loss
chooses whether to play or draw in the next game of
that match, if applicable. If a Game Loss is issued
before the match begins, neither player in that
match may use sideboards (if the tournament uses
them) for the first game they play.

REF T —&, WEE—HMULETHEPEET
—RREBELETF. WRENRITHZ AR —
BT, MABPFRZ A EFES —BITH
ZHTERANRE B &R (AnRaz LU S0 F & BRI

o

If a player gets a Game Loss, that game is over. Board
position or “but he was going to lose anyway” doesn’t
factor into the decision. The rest of this block tells us
what to do for the next game. The player with the
Game Loss... lost. So that player gets to decide if he or
she plays or draws in the next game in the match.
However, if the Game Loss is issued before the first
game, the players haven't actually played a game vyet,
so they don't get a chance to sideboard.

E R VA Rt R R AR (i P T DR A
Z G5 o JRy T A DL B S I AR R T R R
FAEHEVEE N . KB A AR5 UREA]
FEZM T4 PRI E P ROZE AW RO 4

i, FTRAE — Rl ok o e . AR
RAEX R IR AT FAR 2] 7 — &k,
FAVEBA I XS /=, Fr AT IAS REAE T 46 %t R
Z AT o

Game Losses are applied to the game in which the
offense occurred unless the players have begun a
new game or the tournament is between rounds, in
which case the loss is applied to the player’s next
game.

—# AL TIEN T RERMAZBUPR,
FOEEERZ/IL, RRUREHTIRFRZ
6], W—RAEHTZEFHT R

Game Losses typically apply to the games the
infraction takes place in. However, some errors, most
notably Deck/Decklist Problems for an improper list,
can be assessed between rounds, and have the
penalty apply to the next game.

FAOEAHE SEH T BRI — K. 24
, AU STEWR 2 A, TSR
f? FEWERG, LW UL A B R R )
AR TR .

If simultaneous Game Loss penalties are issued to
each player, they are recorded, but do not affect the
match score.

Ln SRk BT T R 2 Bl — Rz AT, W
phste—J AT SIERESR, HASEWE L
it R BRI R

This covers situations where both players have an
illegal deck, or when both players forget to reveal a
morph at the end of the game, or other similar
circumstances. If we assess both players the Game
Loss penalty, only one game in the match will
determine the winner. When this occurs it's rather
awkward to assess these penalties as only one player
is effectively penalized while the other is not, for the
same behavior. To remedy this, you record both
penalties, end the current game (if it is still being
played) and both players continue to the next game.
For the purpose of reporting the score, that specific
game didn't happen.

KEH T FEREAGE. WTEHET R
NG WA EE ARSI . R E R
S — N —A— 5, I — BRI 2 e X
—RM . XS, B L ERXRANETS T &
JERIAAS N, A X7 #5228 T —FE Ak 1
o NAEXFhEHEE KA, KT B FIX A A5
,m%éwﬁ T R, L SR ) S B P i e X
AEATIE ), A XA TR ST T — 5
o TESRNEEGIS, NI SRR 1) — B AR R AT AE

If a player receives a Game Loss at the same time his
or her opponent receives a Match Loss, the Game
Loss is carried over into the next round.

MR PERZE —RALTR RN, AhrxtF
WHAU—F 5, e —& 5 AL TR IRER] T —
Jao
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Sentences like this are the result of judges
constructing corner case scenarios. But what if Abe is
up a game when he gets a Match Loss at the same
time Ned gets a Game Loss? Now you know. Abe loses
the match, and Ned starts next round with a Game
Loss.

LRI A T REHNIHE T MRS
H . WERAE— RIJTA IS Abe 152 7 — & 971, Ned
BENT —fINE AT PAEIRFIE T, Abe fijfd
X—J&), Ned ££ N 5 IF A6 A A5 21— F 51

Players will still receive a Game Loss if they drop
from the tournament; if the penalty is issued
between rounds, they will still receive it even though
they will not be paired for the next round.

B P T FN, LR XBE|—H N
FIAbSd; anRRERG XSRS Fah 3, NEp
EHFEARENET R, MERBIIA
P

Players can't avoid penalties, even if they drop. If they
know they are going to lose a game next round as a
result of a penalty, so they drop instead, that penalty
is still entered in the system.

LT AN BE 2R T iR e B A2 BA AT, RIAER
FEWAAT . WRAATIFIE B ST T 5 —
B IR S, FITT VR AB RS

MATCH LOSS

—

A Match Loss is a severe penalty that is usually
issued when the match cannot be completed due to
timing restrictions or because the match itself has
been compromised.

— RIS, EEA TN RITET R
P SE RRE AT X SR A S T IR S A IR L -

Match Losses for anything other than Tardiness are
pretty rare. If you are that late, then we will not give
you that time back. ‘Timing Restrictions’, however,
don't really apply to extensions given as a result of a
call/investigation, i.e. you don't Match Loss someone
because an investigation took a long time.

B VIR AN, —RGRRA W . WER T
LI A PRI 2, A4 BATTIFA 2 HoAb 2 X L
8] (HAZ, ANZER Dy I iy sl i 2 5 3 55 g
I BRI ] — R PR AR T Tt AR AR
PRI DA — > T i A o T T b — JRy

The other situation for Match Losses is in the case of
Outside  Assistance. The match has been
compromised. However, the person committing the
Outside Assistance gets the Match Loss. This means
that a match can be compromised by Outside
Assistance, yet still continue, if the infraction is
committed by a spectator.

T — RS A R . HE3E
ST T, EREZE NI T3 2
—R . XERE A E A E S, s
TP R L R 4 2

Match Losses are applied to the match during which
the offense occurred unless the match has already
ended, in which case the penalty will be applied to
the player’s next match. Players will still be issued a
Match Loss penalty if they drop from the
tournament, though they won’t be paired for the
next round.

— R A RAE T RLZE A T R BN R, K
HEFOLGRZNF, WA —RERTZ
BFPRI TR R BELEPELFETFN B
RN ASHIAET —RPEXNF, EEXHFE
— R REIAE T .

Same thing here as for the Game Losses above. If the
match has already ended, apply the penalty to the
next match. Players can’t drop from the event to avoid
a penalty.

PRI — f R — . IR — R C A4 R
Ty MARANAEIPRENH T — R MFARE
FERPTIE H O 2R H 5 .
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DISQUALIFICATION

BUH M

A Disqualification is issued for activity that damages
the integrity of a tournament as a whole or for
severe unsporting conduct.

BHRBARATHEURZ AEYE, RE™E
FIEHEBIEZIERIITN.

Disqualifications are for the most severe infractions.
Don't feel bad about these. Remember, you don't give
penalties. Players earn them.

HBOH B (DQ) PR AL PR ™ B . ARXS eI F
AT E SR B 0, TR 9 RARAT]
AAFRA, AT AR A 2.

The recipient of a Disqualification does not need to
be a player in the tournament. He or she may be a
spectator or other bystander. If this happens, he or
she must be entered into the tournament in Wizards
Event Reporter (“WER”) so that he or she may be
disqualified and reported to the DCI.

HARREAESSUENEFA B RNBERZH
Aii. FWEMEAAMARET A TG WRRKEX
MIEAL, WAAMFEHBREEHEERBRBRER (
Wizards Event Reporter, “WER”) ¥l T A\ 2 3L L
], AT DAAEUE BE#% I B4 DCL.

The reason for doing so is that DCI need to gather all
the Disqualification reports for when they update the
suspended players list. If a spectator has done
something really bad, the DClI still has the right to ban
him or her from taking part in sanctioned events. Get
the person’s name or DCI number, even if you have to
ask around. Remember to collect statements and
enter an investigation report.

R AWM, DO 5 ZRTA 1) DQ AR R
AT TR . R — AN S5 T R
RS, DAABAMEREE MBI ETESHE. 8
INFAF R ZEZ AN DL S5, R 25 1] A
FIRIN . ICEZNERRRE, JF RS AR .

Disqualification can occur without proof of action so
long as the Head Judge determines sufficient
information exists to believe the tournament’s
integrity may have been compromised. It is
recommended that the Head Judge’s report reflect
this fact.

25T BUIH B A% B AL T 7T DAAS % B2 AT 08 _E RESR,
REXHFAFTHARKEE, £UMEKEERN
AEETTRER B FRT . BWEHERIR DCI
I B R SEIXAN RS

Magic events are not a court of law, nor an episode of
CSI:Miami. You do not need a smoking gun or DNA
evidence. The Head Judge does not need to prove
that his or her decision is right, he or she just needs
sufficient information to justify it. However, if you
disqualify without evidence, you need to record that
as well. And the investigation committee still has the
right to ask the Head Judge to explain why he or she
thought the player should be disqualified.

JEMIEFE AL, AR QUIEIZRE) .
RA T X2 DNA $E 4R . T8 A HIIEY]
H O R E R IERI, A R R AL 0% 145 2ok K
SE AR IR, WARARBATUE S Wk — A
PP BERS, URFE BRI h R B . A
R A2 0o BOR R B o AR N T O iz T
L2 B A% o

When this penalty is applied, the player loses his or
her current match and is dropped from the
tournament. If a player has already received prizes
at the time he or she is disqualified, that player may
keep those prizes but does not receive any
additional prizes or awards he or she may be due.

BEAC T AE SRR, MEFHE H AT EEHAT R,
WRIER TR L. R AP M BUH B
Z RIS C ARG A, WA AR AL, (H
AEBEREHAARM BRI R BEEH .

When a player is disqualified from the tournament,

2 — (LT DO BEAR I, AR SRS R T
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his or her event is over. The results of the matches or
games he or she has finished won’t be changed, and
if the player has already received prizes prior to the
Disqualification, he or she gets to keep what has
already been received. However, he or she is not
given anything he or she is yet to receive. This is
mainly to avoid the legal complications of “taking
back” something that has already been given.

M FIT A 58 AR R 25 R A S S, R
ARBL R TFAER IO RS Z AT S 3 72 uh, AAdh
AT LAREEAT. R, A2 RME A ARIL %
B2 0 . X T BN TP EE F 22k
A ] eI VA A ] A

All Disqualifications should be reported to the
Investigations Committee by using the Judge Center.
The player’s statement and the Head Judge’s brief
report are needed. The testimonies of spectators are
optional.

FITAT B ECTI B #8122 A 3P v e B AR 25 T 2
ey, b e dE T A MR AT R AR

EoJUAS )

o R Pt AT AR 55 UL AL o

http://www.wizards.com/magic/magazine/article.a

http://www.wizards.com/magic/magazine/article.a

spx?x=judge/article/20091207a is a pretty good
article on the ‘paperwork’ aspect of a Disqualification.

spx?x=judge/article/20091207a
TS — R ST DQ ST AR AR 1 ST

B,

When a player is disqualified during a tournament,
he or she is removed from the tournament and does
not take up a place in the standings. This means that
all players in the tournament will advance one spot
in the standings and are entitled to any prizes the
new standing would offer. If the Disqualification
takes place after a cut is made, no additional players
advance in place of the disqualified player although
they do move up a spot in the standings. For
example, if a player is disqualified during the
quarterfinal round of a Preliminary Pro Tour
Qualifier, the former 9th place finisher does not
advance into the single elimination top 8, but he or
she does move into 8th place in the standings.

HEFRTE B PRBOEREN, ZETFBH
thgg, HFEASHIELSFEHEL b XEHAL
HOX B PRAIET, SEEHS ERrE—
» HIRGFHA TN 4 THIE . W RBUH &
BT R RAEENRFEN S Z)E, WETFE
RHEZ ER#AL, HEASBARIETEERIL
. P, FAUEPEVEELFERFRDL S22
—RFEFYA T BUEER, ZHTHRER LR
FEFFH AN J\GR B B IK T P HEAT 3%, H
RERERHEAZ ESATHERE )\ &,

This paragraph is to tell judges (and players) what
happens when a player is Disqualified. A very
common question is “Well, now that a spot in the Top
8 is available, can 9th place get it?” The answer is: if
it's after the cut, no you can't.

KEVF TEHA (ST, AT B0 5%
e KA A — AN AREHE LI I B
JVIE LI T — AL, LA R\ R4
? UESEE: MR LN, BART,

More information about the Disqualification Process
may be found at
http://blogs.magicjudges.org/o/disqualification-

XTHERKARENEZEFE, & L.
http://blogs.magicjudges.org/o/disqualification-
process/ .

EI’OCGSS[ .

1.2 Applying Penalties

1.2 M &b

Penalties are included with the tournament report

FrE T # L INE REHFR T ZF, UFE DC
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so that a permanent record can be kept in the DCI
Penalty Database.

Kb B HE R B T AR AR

Penalties need to be entered into the system. For
both tracking within the event and for whatever
purpose Wizards of the Coast uses them for once they
go into the black hole. Mostly this sentence is just
here as a gentle reminder to actually enter the
penalties for the event into WER (or DCIR if you're
stubborn).

Fr TR TR B N B R GeH o IX AR D ]
N T FFEAL TP AT A, LR T B
H 25 a] GE DA M2 (0 A X B85 R . T TH] A IX B i 2
A PR BEARIG VR FEH A R T RN E] WER (B
FX TR UL, “DCIRY) H.

Additionally, any penalty of Game Loss or higher
should be reported to the Head Judge, and it is
recommended that only the Head Judge issue
penalties of this nature (with the exception of
Tardiness (3.1) and Deck Errors (3.5)).

WA, RN ET—RA" AT (Ee—R i)
LA IEA E T, FHEVUHEFRMEXER
AT GRE| (3.1) MERKIR (3.5) HFEIEM
BRAN)

Game Losses are a “big deal” and difficult to correct if
they are issued by mistake. As a result, it is
recommended that the Head Judge (HJ) be consulted
prior to giving any Game Loss (GL) or Match Loss. As
for Disqualifications, only the Head Judge can give
those. The reason Tardiness and Deck Errors get an
exception is because there is actually very little
judgment involved in a Tardiness Game Loss (and they
are extremely common), and the same holds true for
Deck Errors. However, if the judge is on a team, it is
recommended that they go through their Team Lead.
At some events, the Head Judge may modify this
policy. Acommon modification at Grand Prix events is
that an Level 3 or higher can issue game losses instead
of having to consult the Head Judge. At Pro Tour
Qualifiers or StarCityGames Open events it is not
uncommon for Team Leaders to have the authority to
issue Game Losses.

— ORI AT, T H R TR A
BIE. FTPABRATERWARES B — A — R/ Iz
MG EGEEEE. AR, REEHEESHBUY
BRI A ] . IR BRI RS R NS, RN
AR T At — 8 G0 R R S, WX AN E
NEBRZER, I HXEH WA Sk, R
WM, AR SN AR, 84 G
RSk o s, fEHEsEL e, EET A
DABE MUK S5 o 0 L AR B SR 7E — 3% GP LEZE
, L3 F DL B3 n] DA £ W 45— R A
¥i. #E—8L pTQ B SCG HItLZEr, HKnJ LIS —
BB AR IEA D I

Any time a penalty is issued, the judge must explain
the infraction, the procedure for fixing the situation,
and the penalty to all players involved.

AR AETAR T I, BAIAR AL SO0 B 2% 35 A
FAIRRBIERA T, AR

If a judge is going to give a penalty to a player, they
should take the time to explain what the infraction is,
and what the fix is. The Judge should politely and
professionally answer any reasonable questions the
players might ask. Players called you for help - so be
helpful. Make sure the players understand what you
are telling them to do. Sometimes they won't
understand ‘why’; in those cases, make an attempt to
explain, but if the explanation is taking too long, tell
the players to continue and remind them they can

WAL AT AL T, Al N AZAE I 8] i 3T R
b RE AT 4, UIRBIERAT 4. #H N AL
S b 1R B0 A AT 2 R T R e G ) 5 L ) e
o FRTFIPIU A UL SR B, it AE &l i 35 )
AT e B ORASA B Ui 1 AR Ui A o A7 IR A A7)
ERAE AL, XML, KR i%
OIS, (B WERMFREAE 2 T KK 1 [R)
, HURIBALIE T o 46 252 L 3R 55 2% R 45 TR S PR
b2k S5 B
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speak to you after the match.

If the Head Judge chooses to deviate from the
Infraction Procedure Guide, the Head lJudge is
expected to explain the standard penalty and the
reason for deviation.

IR EH ARG B E T4, T 3
BARER T, CARAEAERIES .

As the IPG said earlier, only the Head Judge can
deviate. If the Head Judge does, it must be explained
to the players what the standard penalty is, and why
the deviation is being made. This does two things.
First, it requires the Head Judge to be able to defend
their deviation. If you as Head Judge can’t explain it,
odds are good you need to re-think your position.
Second, the Head Judge should not be teaching
players that “this is how it's done all the time”. The
Head Judge is making an exception, this once, and
making that clear to the players, and any other judges
that might be watching and learning from the
interaction.

40 1PG R LI R ARHE, AT 8 AT A
JTEHH AT . WUOR EWIX A T, AR A %
LT UL JEOR AT (RIS A, SRR AT ELAE
XANE DL BAT 1R A I TTORA . XA RN
PR B, R AR EREE UL AR IR DT B R
Rlo i RARAE Oy 3w TR MR IR IR, I8 A AR e i
W EE - MR UE. BT, EHEARE M
FARATIARF X AL B . R —R, T
AT TR, JF HERR RS, [
Ik S5 22T

Some infractions include remedies to handle the
offense beyond the base penalty. These procedures
exist to protect officials from accusations of
unfairness, bias, or favoritism. If a judge makes a
ruling that is consistent with quoted text, then the
complaints of a player shift from accusation of
unfairness by the judge to accusations of unfair
policy. Deviations from these procedures may raise
accusations against the judge from the player(s)
involved, or from those who hear about it.

BTN SEEARLTZS, BEHSIRE
IEHUMBRERBOR . XERERH R T
EANRBRTARIE. mRBRmEREE. WR
HAFRUAEN S ARART B, MEFER
Friis, W“IZZSARN A" WE SRR R 15
FEHARRA" . BABEABIGIXLRE, WHEETIR
FHSRHE T B 55 L X A HIFE 2

Some penalties come with an additional fix/remedy.
These are typically listed after the Philosophy section
in their description. Use them; don’t ignore them.
They are there to help fix the games as much as is
possible. They need to be applied consistently across
all events. Not only does it enforce the consistency
judges want at the competitive level, it protects them
as well. If they are following the document, a player
can’t (reasonably) claim that they’re out to get him or
her, or that the judge changed the rules to favor the
opponent. When judges deviate, they open
themselves up to rumors: “Abe got a downgrade for
extra cards in his deckbox, but | didn’t because the
judge always lets Abe get away with things.” The short
story is: don’t deviate. Don’t end up the subject of
some forum rant.

—SeR ] BT TSN B R R AN R . EATT—
F AR A1) 3K A ) 0 1 iR U550 4 s R, AN e A
HEAT. EATREN R & KT BEI IS Z RS
7 B R R L S aR & I — AT . XA RE
e ORFFFTE Fr R AEH AT — Bk, BRI
Hlo WIERILAACEIE 5, MFHAREHER
YRR AMATIA 2, B ) O CALE At
IR FRA] . R AR 5T H, F
ATRERL TP AR FA R U “REF F7EAh &1 B T BR
FEFE LRI NG T — N, H2 R 7t —
B, IXERAE R AR mAE R T . 7R Bk 4K
HOTEMTE, B2 W ATTAE S 1 2
pdpoy B

These procedures do not, and should not, take into

REREA BN ZE B RIT LRI 9
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account the game being played, the current situation
that the game is in, or who will benefit strategically
from the procedure associated with a penalty.

X% HETHPRGL, BB S T AR 5 g Ak
T T 45 2 S _E R4t

Often judges question this line. When we are called to
atable, don’t we have to take into account the current
game state? Yes and No. We as judges are allowed to
take game state into account when determining if an
infraction occurred. It helps us know what questions
to ask. For example, if investigating someone for
Stalling, then the current match record is extremely
important. However, once we determine the
infraction, we no longer consider those factors when
it comes to applying the fix. When enforcing the
additional fix, it doesn’t matter if that fix decides the
game or if it allows a player to benefit strategically
from an error. Any time there is an error, someone is
going to gain some information from it. We do not ask
judges to make assessments of exactly what that will
be, as this definitely cannot be done with any
consistency.

WA RIS IX AR ZIA T 215
A, FATA BRI RANE AT B HE: AKX
L, ARHMEA M . BATHEH B S, SRR
A B A AT LUK i BOIR S TN B FE . X RS 3
BOEATHY A R A% ) BT A T e ldn,
NREGHIERS, Frx & RPIRS AR R HE ., R
I, ZHUREE TR A, B R A
FIER LR . AIRBATIBIER, — TR S
REMFITT RS M B I A 7. M
WRAER, B AT N SRBCE L HIME
o BRATTAN SR TR A VAL #E K U B R R A
PR 9 TR A SR TC 2 ORATE 4 50 ) — Sk

While it is tempting to try to “fix” game situations,
the danger of missing a subtle detail or showing
favoritism to a player (even unintentionally) makes
it a bad idea.

HRER B REREBEREHERIPRE, B
/NI ERGRRIL H X ST A (BRI E A R A B
KD, BARFER.

Judges should stick to the fixes prescribed. They have
been tested thoroughly and tend to work in all but the
most extreme of corner cases. By trying to create your
own “fix”, you run the risk of not fixing everything
properly and giving one player too much of an
advantage. This is especially important for judges who
are used to FNM, where they are allowed to be more
“creative” with their fixes.

WA PLZ R T AT 2 1R . REET7 g
WFE o I, BRAR B 2 WAL S5 2
EAT VAN FILF A I oL iR IR 2 i
BT EBERE, Rt 7ih aaie
TSN 2 7 R BUIE Aty 1D i ez K
FNM  FRAGER RS BR3P B L 12 B AL )
R — IO E B IE ] RN 25 1 3K 5 2 1) )i

il T

Infractions with the same root cause, or multiple
instances of the same infraction that are discovered
at the same time, are treated as a single infraction.

Xt T EARIEAFFSEM, BRI RS Kk
BT ZHEMPIEI, BARSE— VBT S E

o

This covers the case where judges come up to a table
and find multiple errors. In many cases the errors are
separate; like doing a deck check and finding marked
cards and a 59 card deck. While those might both be
found at the same time, they do not have the same
root cause. However, sometimes multiple errors
share the same root cause - such as players thinking
heroic triggers off abilities, and repeatedly using
equipment to trigger heroic. In that case, the root
cause is the same, making it one infraction. If they did

XSG T R B S AT R B TV 2 R e
MITE DL A I X L8 () A ELJE R . EE B i
Ay, —EMEFE BT 59 KMAEIL 5 H
FEFR) ) Ao B PRI i il [R] I A B, (ECEATTI
EEA—RE. R0, A2 AR AT A H A [F
IR o ER Um0 B3 AT A AR e, T
e S )R R i RER i & BB AT . (ERLTE
OUN, T2 A B KR AT F R, AR 3
EATMIE — DN ERR AL B RO T IR
T = WA HGE— UOE MR AL B IEATTT 2
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this three times, treat it as a single infraction for the
purposes of fixing it and upgrades.

If the infractions are different infractions, yet have the
same root cause, apply all appropriate fixes, despite
giving the single infraction. Keep in mind that legally
drawing a card off an illegally cast spell is not two
infractions.

In Fx e FR AN F A, (E A A R AR
, BHATPTAEMA ML, ERGH DA i
A PR O AN B 35 T8 SV IR 45 S A 1, I
AERPAHM .

1.3 Randomizing a Deck

1.3 fENVILERM

The remedy for some infractions in this document
includes shuffling the randomized portion of the
deck.

AR R LE R B IE S A& KB BN
HHIER R

Some infractions in the IPG tell you to shuffle or
randomize a deck as part of the fix; If they do, use
these instructions.

IPG H ) — e R VR AT, MEON B I —
LG BRIV ERE AL . W TR E ANk, 16
LU 4R o

2
Z

This requires first determining whether any portion
of the deck is non-random, such as cards that have
been manipulated on the top or bottom of the
library, and separating those. Check with both
players to verify this, and check the graveyard, exile,
and battlefield for deck manipulation cards, such as
Brainstorm and cards with the scry mechanic.

FIR M EATRIER, BATEMERET
REAEIEREILEIE D, Bl E TR O
PR BTGRP R TR, SR E—E -
WG P RN, REREMITRSE
% MEXMEY, BEREH W ARIERMER
B, ARER 1T /Brainstorm FIHIHE & MALHIH
J&.

When we instruct a player to randomize their deck,
we don't want to lose parts of the deck that have been
seen and intentionally ordered. Be sure to ask the
players if any cards are known, but given player
memory is not infallible; check all the zones for cards
and effects that might have ordered or unordered
(like fetch lands) parts of the library.

AEAVER T RN ERE, BADFAEILE
A A SRR o B AR BE AL . E I IRAE 12 IE
I ) 1) LT 1 R T A SR B R, (H T
WHCIZIFE T o — %% idfaA & T A X I vl B
SR R PR — P8 B T LR MRy (A7) 43 3 3
)[R B RN o

Once the deck has been shuffled, any manipulated
cards are returned to their correct locations.

FERRERNEZ)E, ¥ ORI REK
BB R AN E

Separate the cards that are known, have the players
shuffle the part that is unknown, then add the known
cards back to where they are supposed to be.

R QORI I, LR T4 RN Ao Yehd, 28
JaRE CRT RETBUE EATTRZAE (AL B

Shuffles performed by a judge as part of a remedy
are not considered shuffles for game purposes.

YRR IET B BARAT B, AR THRE
X ERIGERE

Sorry Cosi's Trickster. Also, these shuffles aren't
performed by a judge. They are directed by a judge.
It's a bad idea for judges to shuffle the deck as it
opens us up to blame if the player then draws poorly.
Let the players shuffle and present.

B, BAVERIT. JFH, LB AR h#k
FIRIAT, MRAERFIIRT N7 #HRYE
FRIF AN — AN R, WAL T R ORI
R, R #AEZIR 5. LTI, R
Ja 2IEM .
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1.4 Backing Up

1.4 13][H]

Some infractions in this document permit the judge
to consider the possibility of a backup.

AR R S LS A AT VA 5 SR AT BB

These infractions are 2.5 Game Rule Violation, 2.3
Drawing Extra Cards, and 3.7 Communication Policy
Violation.

FoYEEa] RS 2.5 3 SRR . 2.3 AN
B PR 3.7 AR R

Due to the amount of information that may become
available to players and might affect their play,
backups are regarded as a solution of last resort,
only applied in situations where leaving the game in
the current state is a substantially worse solution.

HTHETREAEPERSERS, BEFARRH
SRR RRAT Y, B kB B RN B R AL
FEB, UERTRE TSRS R 45 R
"HITETE .

Probably a whole article can be written on this topic,
and fortunately, one has been. In short, don't be
quick to backup. You need to take into consideration
what actions the players have taken since, what
information has been revealed, and the possibility of
making things worse. We don't always have to
backup. It's not “backup if you can, else leave
everything alone” it's “leave things alone unless it's
really really worse than backing up. Remember, both
players are responsible for the game state. No matter
how messed up things have gotten, both players had
opportunities to prevent it.

KA LURITS —BRCE 1. #BiE, O
A NEL T —FE. WK, AZETIRIEF
8o k)T 2 R T D PATIIBIE . TR
BogtgE. DU RS Ak m R . JoH
At EPATEI A FEA R REEIELE, BAT
A ORFFIERE” 1 U0 SR DR XA (4 U SRR A
T BT REBIR . R, BT THERRZR
RFFIF AR IEW . AE ARG Z AL, ML
T HA Bl oMl o i iR R A

A good backup will result in a situation where the
gained information makes no difference and the line
of play remains the same (excepting the error, which
has been fixed). This means limiting backups to
situations with minimal decision trees.

RIFHIBIEISRNME: NFEFREHEB S
BI—2 WeREEAT IR SR XA (SR CABIE
). XBIREEBEUER THER/NMRERZIEE

o

This is a nice way of saying that the backup was
minimally impactful. For example, the active player
casts Terror on a White Knight, and the White Knight
is put in the graveyard. In this case a rewind is quick
and clean and doesn't impact any decisions. But now
lets add to the scenario. Let's say the active player
cast the Terror to remove a blocker and then attacked
with his entire team. In this case more decisions have
been made. A rewind may be acceptable, but it may
alter the attack. Finally, the active player cast Terror
on the Knight, attacked. The opponent blocked.
Combat tricks were used on both sides. In this case,
too much information has been revealed. Backing up
to the point of error would drastically impact the flow

Bt uhud, RN Z R AT RN, B, E
IR TN A S T, AR IR
o TEIXFRIFHL A ER RT3, AT
Al . MERATRINA —HEE. i
T B T s B ok e B — N BH PSR, SRJE R AT
AR EXFERT, BMFEMETEZH
PerE . BIE AT RE R T AEEZ 1, (H XA REa
BRI R . B Jap T B, FEshEF R
AT A% LRI TR T . PaEl
7% 3E tricke XFELLT, WEEMEERZ T
o DTSRRI B B R R AR R TRD 0, S RO R B AR
XA AT BRI T ke b
» A3 [ET AT DA AZ 1R ] e 1 AR
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of the turn. The fewer decisions, the more likely a
rewind is acceptable.

Only the Head Judge may authorize a backup. At
large tournaments, they may choose to delegate this
responsibility to Team Leaders.

REXHT aw#TERE . ERAES, EH
QESTSTIVR N AT ERS 8

This shouldn't come as a surprise. Any time you are
about to do something that cannot be easily reversed
(such as an erroneous Game Loss, or a mangled
rewind) the Head Judge must be consulted first. At big
events, such as a Grand Prix or StarCityGames Opens,
the Head Judge may allow Team Leaders to authorize
backups. If this is the case, this will be communicated
during the judge meeting. Now, this does not mean
that if you feel a backup is a good idea, you can't
request a backup from the Head Judge.

F XA N Z BB S . AR, HRE
0 — LB HE A O (R R PR SR B C b iR i — 3%
1, BE A MR DR T BB E T . fER
RILLFEd, Holn GP B SCG ATTFEE, EHhES AR
VP A HK MR e . R R FEN,
2IX LRI 2 7E FR A0 A = W R S AT . (H
R WTRAR A3 R A FEE, RS A T
DATA) 3 FF i H R

To perform a backup, each individual action since
the point of the error is reversed, starting with the
most recent ones and working backwards. Every
action must be reversed; no parts of the sequence
should be omitted or reordered.

PATEIEHFRE T . NRIE AT 4625 B
B, REBEIRIFIETE, BERHRRBEIRAER
R RN IE. T RATSIERLIUER; AE
BRREF—ERITIIETRET IR,

Ask the players what happened. You should have a
clear understanding of each action that needs to be
reversed before you start doing a backup. There
should be no “I'm not sure what lands were tapped”
or “I don't remember if he attacked with that creature
or tapped to use its ability”. Undo each action, in
order. You don't get to skip anything or switch stuff
around. You must return exactly to the point of error,
exactly the way it happened. This is to protect you as
much as the players. If you rewind everything in
reverse order, the players can see and understand
what is going on.

[ R4 i) AR T AT 4 FEBIEIET, RRLZLE
CUA 2 I B AR R = Z 3 B B — e . AREH
BLBAN 5 XA AR (134 A2 B3 (1 BB
TIRRAEYRE A B e N IR R MR ) 1 1S
Olo RKEIE R —AEhE. ARER AR T — Bk
BATHUNFE o A% 06 250K fff 10 28] 1] 2 8 R A= g I
Rho RO FEIFE ORI IRANR T o AR R LR 121
B, BEFR = F B R R T A4

If the identity of a card involved in reversing an
action is unknown to one of the players (usually
because it was drawn), a random card is chosen from
the possible candidates.

MRER RTINS, W REFEFEEIHAZ
7K CBHERR ZEEI T , NAFRERIAHTK
FREHLIEEE—TK.

Rewinding through a card draw can make people
nervous. It's really not that complicated, but still
shouldn't be done lightly. If backing up through a card
draw, put the card back where it came from. If the
specific card isn't known to all players, put a random
one back. Now, as a point of clarity, if you find yourself
wanting to shuffle after returning a random card from
a players hand as part of a rewind, you are probably
doing more harm than good at this point with the

{8 Bl PRSI AE AT e 2 ik NAREKGK . B R3] [E P
FHARMEZ, EVRARRES A WRES
R R BEAT R[], A A TR KRl B Ak .
FAGRREIFFAZ XS FrT Tl W, A —5k
BENLA R R 25 . ER, WERAEMZ )R, IR
A FE TR 2 T 3 75 U A8 LT 1) R
2 ARIE B PO ] BEFFANIE S (3Bl TR0
— K T R (] R ST A S o i R AR A A A
TN T2 A R ] {5 [ e R




Annotated IPG

20

IPG i

rewind. Shuffling away a random card from a player's
hand is pretty much the definition of “disruptive”, but
we will see below we can get around that.

Shuffles are reversed by a single shuffle of the
random portion of the library after the rest of the
backup is complete. A card that became legally
known after the error was committed is not
considered random and is returned to the
appropriate location after the shuffle has been
completed.

BT RIBCA, ATRHEAR SR 0 KB R SE R Z S
» BIXTREEERIBENLER 2 HEAT — IR BE SR B3R . 7E
RAERRZFEAN EiZmiEH A B R EKA R T
RENLER 7, ELNLTE S8 BB 2 5 B 1B AR L Y for B

]

How do | rewind through a shuffle? Shuffle again.
How do | rewind through multiple shuffles? Just a
single shuffle. Lets not get carried away. Remember
to pay attention to known cards and if they are
supposed to “survive” the shuffling. The last line,
about cards that became legally known, applies to
cards drawn that are put back. If they are legally
drawn after the error, they are legally known by one
of the players. Since exactly which card was drawn is
probably lost, we are going to put back a card at
random, and we don’t want to shuffle them away.
This policy has an odd interaction with scry (which
could also be legally known) which | believe is
unintended and | hope gets fixed in the next policy
update.

ZE BB ? it . ZEAE R 2R
M AFEE K. CEEREMETESHCE
By, EAIARAZA RV . 1T, K
TN AZ GBS 2y, 38 T SO %
Lo U RO SRR B RO AR R IR IIUE R, T
NEEMFE X R4 . ORISR
FEMR gk, BRATTNL 2438 — SR BEAL A R E] 25
I HBATEABIL NIV . XETH 55 MR
At (XA RER S IR EVE L RITE R L) A HUER
AR EE, BN RN,
SBAE N7 A SR B R BE S 45 2 BT

Backups involving random/unknown elements
should be approached with extreme caution,
especially if they cause or threaten to cause a
situation in which a player will end up with different
cards than they would once they have correctly
drawn those cards. For example, returning cards to
the library when a player has the ability to shuffle
their library is not something that should be done
except in extreme situations.

YWARENL / RATRZ BIENERELZ, E#T
B FBBRATRIBEFRELTFHEARSE
WSS RIS 2 S RAFRRIBER T &, 256
R, BRIRRFERIBHLAL, 7ERET REH R B PR L h
FITEOLT , AN RLAE R B R A

So, any time you are messing around with returning
random cards from a player‘s hand you run the risk of
drastically changing the game. For example, the
player has been holding on to a specific card since his
opening draw. In a rewind, that card gets randomly
put on top of the library. Then when we proceed
forward, the opponent mills a card. Or we return a
useless card to the top of the library, and they crack a
fetch land to shuffle it away.

AT R — SR B AL T R[] R T A1) 2] ] 4 )
REMD R SR AR D R o B, — L3 T ds
IR AT S AR, A RS TRE BE AL gk h
JHCE R P TP A% 5 At 1A 5 T A 7 i X 4 44 1)
6 1R JEE P2 B T (R R TR . B, T RRAT
JEUR A& — sk AR 3, T H CRT RE T
— B AT AR 5K R e R

Some remedies state a simple backup may be
performed. A simple backup is backing up the last

FEABIE T AIE W AT S B a7 5 2] ]
R R G R (BIEERAT) KI—NFRshfE
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action completed (or one currently in progress) and
is sometimes used to make another portion of the
proscribed remedy smoother.

» A A TARIES B 2B 1ET5 A B oAb 7o 64
JBABRAT

Game Rule Violation and Drawing Extra Cards
mentions that a simple backup may be done before
applying a partial fix if it makes sense. This describes
what a simple backup is. Simple backups are limited
to one action, and exist just to make other fixes have
intuitive results.

3 S e KR U RS SN HICR I  TOE E rh 3R 21, E
SRR S i N sl P B e o R T B
i Gy fEel, XA 7 A2 5 EE. fi
Gy 8| B ACR A F8 (B — sl 1, IR [R5 50
A R ROy Tk HAl 2 15 S REAS BIRF & HL
{DEE S

2.0 Game Play Errors

2.0 JFRRAT B iR

Game Play Errors are caused by incorrect or
inaccurate play of the game such that it results in
violations of the Magic Comprehensive Rules.

WeXRAT B AR PAA IEFA B AR HE AT B R 3E
TR, T RBOER (FE BN KSR

This is the first of three broad categories of
infractions. This covers unintentional violations of the
Comprehensive Rules —errors in actually playing the
game, and not violations of tournament policy or
other negative behavior.

KR =RREMAT AN 3. RIEMBEW
relir kP o E d e CRIE IR, AR S b
AU HA A AT N .

These are errors committed by at least one player
during a match by unintentionally violating the
Comprehensive Rules. Game Play Errors can occur for
many reasons. Players get tired, get distracted, play
too fast, or don’t know the cards or the rules that
apply to a complex situation well enough. These
situations are not exceptional, which is why Game
Play Errors are a common category of error.

XSRS T E D — LA B B e R e
JI R SE BN T . WERRAT B R (GPE
YRAEMER T REE RS MTFRT, 07T, 17
CY N N & N AT 8 PAY Y N
EHMNE . AEE, XEERIEEES K
A, X A4 GPE X R W

Many offenses fit into this category and it would be
impossible to list them all.

VIR T IR, R RA RS,

Given the complexity of the game, it is impossible to
make a list of all the types of errors that can occur, so
we, as judges, don't try. We want this document to be
understandable and learnable. If we list everything,
and handle all special cases, this document would be
hundreds of pages long and unusable. Instead, we
divide these errors into general categories, known as
the six Game Play Errors defined by the IPG.

ST R W R R, R i R RE R AR R A
WK —— BB ATRER . I LARRATIE vk
H, WAFTTHZRE 2. A4 B0 =2
A DL AR AN S 2T o W AR IRAT B 2E 1 A 25
v BT IR RRRIE I, X b AT e L
W, TEiEMH . B, JRATR X e R AT K
By, Wi 1PG g I 6 i kATalR

o

The guide below is designed to give judges a
framework for assessing how to handle a Game Play
Error.

AT RIS R BT S BHASEFRMR, FRRE
Ay KL BRI RRAT B R IR o

While it may be difficult, at first glance, to see which
category that some particular infraction falls into,

BARF LA —IRE LR L IH3E, HE
Ao 0 i R A A ] — — AR E L SR B
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careful reading of the entire infraction — the
definition, philosophy, and remedy, can help make the
determination.

S — — A AR A s B A ) 2R A

Most Game Play Error infractions are assumed to
have been committed unintentionally.

K WRRAT B RIR BB ZERRTLTE
AR

Errors committed intentionally, of course, may fall
into a different category altogether: Unsporting
Conduct — Cheating. However, it’s important to
notice that not all game errors are cheating. In fact,
very few actually are.

MR NI, BT ME . 2Rk
HIZEEE~E . REZERN— K, ZidfEIE
FIT MR AR R AR bR . (RS b, ARy
A A ERE

We like to assume players are nice, and when we walk
up to a table, we aren’t accusing people of cheating.
That might change once we ask a few questions, but
when we start out, our baseline assumption is that we
are dealing with an honest mistake.

HATEE B TR IEER, H3ATE R H AT
» BAVIFAIR SR ANAEAESE . VFIRATA 7L
AN )RS 2 R AENE, B HIATIT IR, 34T
I BE BB AT IEAE AL B — s A %

If the judge believes that the error was intentional,
he or she should first consider whether an
Unsporting Conduct — Cheating infraction has
occurred.

BMBHANAREBERZRIR, MMIZLER
IS RE RT3 b E S ERE~

This is the other side of the coin; even if the task of a
judge is always to help the players, we must never
forget that they can lie or cheat to get an advantage.
The experience and advice of more experienced
judges can help to frame the situation correctly and
to find out if a player was aware of committing an
offense or not.

G [R)RE T 0 53—, BRSBTS A A 55
o BATH A BESACARA T AT 7 238 1 i A S A
BRORIRANIE S o a8 DAL OR B 2056 50 0 = = #H)
Ry AT LA B AR 0 AT 16 7 IR HEIT R 1
HAE T I AL

With the exception of Failure to Maintain Game
State, which is never upgraded, the third or
subsequent penalty for a Game Play Error offense in
the same category is upgraded to a Game Loss. For
multi-day events, the penalty count for these
infractions resets between days.

B T IREASTH R RETIERRET" 25, F
ZRREZ R T FRBPERATIIRIR, HMT
FN—fH. NTHNZHNHUETNS, BFH
REJBERIBAAE T R LB SE R RGN
ZERE.

We want players to learn something from their
mistakes and take care to not commit them again in
the future. If a player repeatedly makes mistakes, the
Warning is not doing its job of reinforcing the lesson,
and therefore we must increase the severity of the
penalty to a Game Loss. When giving a Game Play
Error to a player, be sure to ask if they have received
the infraction before. Multi-day events reset between
days because it was determined to be unfair that the
upgrade path was held at three regardless of the
number of rounds in an event — it's much easier to
accumulate three Game Play Errors over a fifteen

P VA B T RS 1R 2 B 2O IR AR R SR AN DA
M. R —1HMFEEILHE, EHC8AME0
TOsE N, DR e FRATT D0 2088 i ) 5 1 7 g R R )
— A HIMNG T — A ETFIERAT 30 R R A5
B, — o B AR ATT S T A B B E AR .
NEARE I Sk nAn b G Rii R B €& AP
T JLE I L 3R AR & — IR BRA B RA AP —
—1E 15 31 GP L R =R ARAT 8 K i1 LU AR
5 % GPT L& 5. &Ja, HFEE ZRAZEN
HTWEES . MR —1HF LIRS TWIRF
N —FHE SR, BEEILT T =R
HRFERRF,  XARSRIE TN — T,
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round Grand Prix than a five round Grand Prix Trial.
Finally, note that this is the third or subsequent
penalty, not Warning. If a player has received two
Game Rule Violations that have been upgraded to
Game Losses, and they commit a third Game Rule
Violation, that is still upgraded to a Game Loss as well.

Regarding Failure to Maintain Game State infraction
be prepared for some players to not understand why
they are getting a Warning. “But judge, | didn’t do
anything wrong?” Take a few seconds to explain to the
player why he or she is getting the Warning, and if he
or she still wishes to discuss it, you can talk about it
after the match. While they still get the Warning, we
do not upgrade this infraction as we do other
tournament errors. This is because we do not want
players to fear calling a judge. Being awarded a Game
Loss because my opponents made play mistakes and
| didn’t catch it feels bad. And, if this is the third time
that my opponent has made a play mistake that |
didn’t catch over the course of the event, | might be
reluctant to call a judge and have my Failure to
Maintain Game State upgraded, so | choose to
pretend that | didn’t notice. We don’t want our policy
to encourage cheating.

Xt T RYES I RCIRA XA FIT], AR 2 P A B R
N AT BB e HA, BB AR ] 2
"HAC R — S A ER AR — N N At = 15 2
AAE, WERAMA SRR E R A, Tk
HATTERT R S5 R G F T ig . BARMBATTIZ 18,
B5 HABIR 2 ISR, BATA 2R3 AH 35 T
o I RN FRATAAE LR T 0] 3 40 7 AR R
o PIONXS FIU MR A B e B — f 702
JEH Z IR . A1 FTMGS ZEAZLIiE, FRrTRE
SRS =IO TR T BB 43 KDL AN
R MECA], 7 R T T g, 3K
A B B CBCR BIX AR . R FE 2
JibVERE, T EAII AL T A S B

If we don’t upgrade this penalty, though, why give
Warnings at all? There are two reasons: the first is
that the act of receiving a Warning is generally
enough to remind a player to pay more attention. The
second is so we can track them. If a player tends to
get Failure to Maintain Game State a lot, and the
related error is always in his favor, this gives judges
the ability to track these infractions - and when added
to the larger infraction database, we can track across
events too.

W —J5 s, WERBATATHIHAT, B4
BB FITINE? AR — R A
2L SRR BVER, b TEAT IR 2
NG ZRBATA LB BRI £ £ . fn SRR
FRIEIRG—KHE FTMGS, 1A ¢ 148 15 SOl &
XA, X iR BB B Z T RIAT N
IR H, TR SR S 2 e, B
A LLE 2 I B8 P P SR B T AT 9 .

2.1 Missed Trigger

2.1 BIRAR

Penalty

None

DEFINITION

& X

A triggered ability triggers, but the player controlling
the ability doesn’t demonstrate awareness of the
trigger’s existence the first time that it would affect

FEAMuk AR, HT %7K E EXFR
AT R, BRI KT RAERY B
SR B AR HIFFEE -
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the game in a visible fashion.

To quote the Comprehensive Rules: 603.1. Triggered
abilities have a trigger condition and an effect. They
are written as “[Trigger condition], [effect],” and
begin with the word “when,” “whenever,” or “at.”
They can also be expressed as “[When/Whenever/At]
[trigger event], [effect].” A triggered ability is said to
“trigger” whenever the above-mentioned [trigger
condition] has been met.

51 A CR 603.1: fil & X5+ fE B A fit & KA AR
o HAEA N U & AF], )7, B, “4&
Ml AR k. B R DL R T N[/ 5
MR AR AR, [RORE)” . AT IR B B A [ A
AR R, fb kRS R .

Generally speaking, the point at which a player needs
to demonstrate awareness of a triggered ability is
after it has triggered, but no later than when that
ability would “first matter.” For triggers with physical
actions, a verbal acknowledgement of the trigger is
not sufficient; the physical actions must be performed
at the correct time. There are thousands of triggers in
the game, and they each work a little differently.
Some require targets, some require choices made by
opponents, some have physical actions on resolution,
some are invisible, etc.,, so when a trigger “first
matters” is not something that can be defined in a
single sentence. We'll revisit this phrase throughout
this section.

HWHORYL, PR ER ] H YRR AR LE (i
AR R . HARZ AR U5 RER 25—k
PR T X AR SRR E R A, 1k
BN ANUE I s D6 Z5TEEAE TR A I 8] 48 1% s AR
o XK AFATHCTFh A AR fih 5 U5 g 4728
T HAR . AR T IE R AR
I 75 B S BRan VR . A SRR AW R,
S P DU 58— U0 AR AR I — AT AR A
PAVEAEL — o AT VR A

R

The point by which the player needs to demonstrate
this awareness depends on the impact that the
trigger would have on the game:

RBR R MR AR 2 MR, BFE
BRI B CINRAR R MR A BT 5

This is another way of saying that in order to figure
out whether or not a player has missed a trigger, you
must first consider what the ability does. The point at
which the ability first matters depends on which of
the below four categories that ability belongs to. Note
that this is intended to be an exhaustive list — all
triggered abilities in the game may be categorized in
one of the following ways.

X g — Ay AOR A, BRI T LT R 8 T
f e, B SR NAZSE R IXAM R S RE 2 AT A
o %R — U0 A RN ROk T I A
AEJE T LA R DU e —38 . JER, Mok
W T R A Ak SR RE AR LY
B RER B LT 2R

e A triggered ability that requires its controller to
choose targets (other than 'target opponent'),
modes, or other choices made when the ability is put
onto the stack: The controller must announce those
choices before they next pass priority.

o W T REHBPEEEREBF EiLBirFE
BRAh) S B, BRATER R REBGEHE B E RN
e Z HAMEFERIA A AR RS HiRiEE 0B
FER T KL RN Z AT E F LB RE .

These are triggered abilities that first matter as they
are put onto the stack. In order to avoid missing these
triggers, the controller of these abilities must
remember to make the choices involved with these
right away.

IX s fi e 2SR BE B — U AR AR IR it AT
JRCREHE B AR A% o X 48 57 B IR 45 45 3 0 TTHC (1 22

SZ R X SRR, A AEE G 1L I S R R
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Examples: Advocate of the Beast, Archaeomancer,
Blightcaster

filtn: BRI L EIEAR L R REID

For the purposes of triggered abilities, the choice of a
“target opponent” is automatically assumed in a two-
player game. The controller is not required to
explicitly make this choice to avoid missing the trigger.
A player isn’t off the hook just yet, though — he or
she will still need to demonstrate awareness at some
later point according to whichever of the three
remaining groups the effect fits into. Also, the
opponent is not assumed to be the target when the
trigger requires a “target player,” even if its “obvious”
that you want to target the opponent.

f ke AR merh, H AR T B FEE AT xR
FE BRI o FLARR A% AN T LR i H I e 36 ok et
Gttt ERIXIFACR BT B UAEIX
MHAE T, XAFRELGIRNEES CE T HA
=RAHIIE 38, FF LU A A E AR AER P E
RTINS, N PAS B3ROz K
FE AR, BT AN 7 BEARAR “ AR R L DLXT T
ER7

e A triggered ability that causes a change in the
visible game state (including life totals) or requires a
choice upon resolution: The controller must take the
appropriate physical action or make it clear what the
action taken or choice made is before taking any
game actions (such as casting a sorcery spell or
explicitly moving to the next step or phase) that can
be taken only after the triggered ability should have
resolved.

o XFTEXWRRHI AT RS (BIBEFR L L)
FRAER R, B TR ETE 4 HA AR e Bl R X
FEEM S : HBEEEPT REEZME AT
G5 Se SR S5 A4 H T REREAT AR XRBh A (i 4n
FEBUEAR BB AR S H CHA T — 2P B
BrBOZE, BUAb A -5 Sl R BERE X B
HISEhRanfE, BREASERE B CATREUNAT 318k
H B AR E o

These are triggered abilities that first matter at
resolution. In order to avoid missing these triggers,
the controller of these abilities must remember to
make the choice or take the visible action when the
trigger would resolve (or prompt the opponent to do
S0).

XL R GBI O — o A E R R e .
A2 L BTG A AR I 2 S E G B2 45 SR I il Y e
SR H SR PREE (B0 T anefi . 4 REdE

SICX LR RE.

Examples: Ainok Guide,

Skycaptain

Burning Earth, Abzan

Blhn: RS PREE I, BlA 2 A K

As it turns out, this is by far the most common type of
triggered ability in the game. Most triggered abilities
involve obvious visible actions such as drawing cards,
moving objects from zone to zone, or modifying the
state of permanents. Note that life totals are
considered part of the visible representation of the
game — this implies that triggered abilities that cause
a player to take damage or gain life first matter at the
point that a score pad should be updated.

Kl R B LI i e 35 e . R 2 Bt 5
St REARES S B S K SERREN R, BAnge . K F
M= XIEHE 2 5 — A B SR AVIHPIRES
R, BRI R R —, KRk
R 52 205 3 R AT A i e e 25 e 2R
PERIBT, WRTFRSTEIC AR B5 R R A fr A

Note that casting an instant spell or activating an
ability doesn’t mean a triggered ability has been
forgotten, as it could still be on the stack.

TEVER, B 1R R R B 3h R AR IX B R A
RUEFORSMARRE, EAERFLTZ
fil R AR REIEHR L F.

When making this determination, a lot of benefit of
the doubt is given to players — they usually have to

FEHRE & SR WAL, MPEE /IR 2
e A an CRMBUE TR B BILH)D) —— 1R ff
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go well out of their way to show that they’ve missed
a trigger. For example, if a player casts a spell during
upkeep, it is assumed that upkeep triggers are still on
the stack, not missed.

T 00 N T 20— A kR AT A HO R AN 5 (1
o PN, SR AELER AN IUE, A2
BUE gERF IR VS HES b, AR

e A triggered ability that changes the rules of the
game: The controller must acknowledge the trigger
or prevent an opponent from taking any resulting
illegal action.

o X TR T WA Hii R XFRMS: Hik
BELIUNREAR , BREXNFHATE AR
EIARIBIERTRRIEZ

These are triggered abilities that first matter at the
point at which an opponent would first take what
would otherwise be an illegal action. In order to avoid
missing these triggers, the controller of these abilities
must announce the trigger at the correct time and/or
actively prevent an opponent from taking an action
that wouldn’t be possible had the triggered ability
resolved.

X fi e 2SR BE B — U AR AR T AN R R A
55— AR DR e R e T A EE R B R 2 i IX
FHEHIBRIE S LAUE S E RN HLE & R A, BE
Zf B LE X FAF H DR e T A A ISR, A e

A S 1L IR L BE

Examples: Brine Elemental, Lavinia of the Tenth, Wall
of Frost, Pyreheart Wolf

fln: EHEoR. B XA R, 3BX
IE‘\ zE

Players are under no obligation to assume the
resolution of a triggered ability controlled by an
opponent that has not yet been acknowledged.
Players are welcome to behave as if it an
unacknowledged triggered ability belonging to an
opponent was forgotten, but they must expect to be
stopped by that opponent if they begin to take an
action that the resolution of the triggered ability
rendered illegal.

LT BT SRRt TR B AN 34T 7 B 0
RASFERE DAL S BT A BUERBEEA s T8
PEIR A B ik & S e QAR S, (BT
PR PRI 8 S e 0 SO ARVE ISR 2R/, X T
EBNHIE, 7 DB XA S RE TR B

For example, suppose Abelard attacks Nutella with a
Pyreheart Wolf and doesn’t immediately mention his
trigger. Nutella is allowed to try to declare her
animated Mutavault as a blocker. If Abelard does not
speak up about this blocking assignment being illegal
before taking a later action or continuing with
combat, Abelard has missed his trigger.

%0, Abelard 14 ZE KO R B Nutella, {HEEH
S BN B Hofih & R R . FRATTAYF Nutella B
S e HV A B A 2R EIBE P . 1SR Abelard 7R
AN R B IX R BH S ARV, 1 4k S R B AR B 1
B T T — R, Abelard B S T XMl
Ko

If a player chooses to perform this “Missed Trigger
gambit,” so to speak, he or she risks giving away
information like the identity of cards in his or her hand
or intended plays. Worse yet, a player banking on a
forgotten trigger of this type may lock himself or
herself into plays he or she would otherwise not want
to take. In the above example, if Abelard prevents
Nutella from blocking with her Mutavault, Nutella
would not get to undo the activation of Mutavault’s
ability and would not get a “refund” for the mana
spent.

WRMFREEE ST 5T 7ee, METFEEE
—HER S, EnRREETFRAS R ERE. B
FEI) A, At mT B 75 B HS — 8 5 AR AN AEL 0 1) i XK
. Bilan e, R Abelard BHIE T
Nutella F 5 2 FHEY, Nutella TEiERUEHES) 5
TEHWE I R RE, ALK SATHEAR 18 .
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e A triggered ability that affects the game state in
non-visible ways: The controller must make the
change known by the first time the change has an
effect on the visible game state.

o X2 DIRT L E 7 SRR IR A P A L
BRRFRETTS: LIS BHT WM R S
SHERR BT R AS MRS, LA A &IBe
W]

These are triggered abilities that aren’t immediately
visually apparent, but would first matter at some
point after resolution. Examples include causing a
creature to gain some ability, giving a creature a
power and toughness bonus (but not a counter), or
dealing damage to a creature. Each of these is an
example of an effect that isn’t usually represented
visually.

Xyl R BEAN 2 LRI A A WL, (TR
ZE L) (2RI 1R) /5 — UG AR . B g
ARSI R BE . A E/DiE B IE (
M AESR ) B ARG i 8 I e 1 #8 2 il
WA A WA IR IR o

However, the result of these effects may cause some
later visible change to the game state. For example,
suppose Norville controls an Aether Flash at the time
that Anise casts a 3/3 Hill Giant, and neither player
mentions the trigger. If, later that turn, Norville deals
1 additional damage to Anise’s creature, Norville will
have not missed his Aether Flash trigger if he prompts
Anise to put her creature into the graveyard at that
time. In this case, Aether Flash’s trigger first matters
at the point when Anise’s creature receives lethal
damage.

A, IXEER 45 Rl Re s N k2 5 38U R
AHA WAL . Fltn, Norville #1452 KNG (5
L—ANEYBEN I, RN HIER 2
5. ) Anise i T 3/3 ML EEAN, BALEF
HORAE Kb . RAEZEAF, WG Norville
X Anise FIZEW) SOE T 1 S5, 75 Norville £
7~ Anise FZAEWIRGEEIS, Norville {14 15
RGO . EIXAME T, LR NG fik
R S Re SR — = A AE F BB 5 A2 Anise HIAEY)
RIS a3 2 1)

Examples: Boros Elite, Steppe Lynx, Zhur-Taa Ancient,
Emrakul, the Aeons Torn.

Bln: PSR . BRI, FEREE. 7
B3 7 5

This is something that people get hung up on, and will
be addressed in more detail below. But the default
assumption of the opponent should be that the
trigger happened when it was supposed to.

REFRAHIENREANT, MHEAH—P
I Y (BT B BRI B A B 24 A2 fih 5 557 REAE
N2 R AR Y B A

Once any of the above obligations has been fulfilled,
further problems are treated as a Game Play Error —
Game Rule Violation.

REEFRITT LRZFISHER—, Hik
72 A R At 1] AR D4 R e RAT B R R~ T R
SEARI” SR AL E o

As convenient as it may be for judges to consider
previously acknowledged but problematically-
executed triggered abilities to be missed, they must
nonetheless be treated as a different infraction.

TR ORI AR . (HAERIAT ) fil o X
RERYF, BOHIRLIZH] 55— N EMOREAT AL 2, M
BRI AR AL R CRARERRIRTTE) .

For example, suppose Acetone attacks Neutrino with
an unblocked Arbor Elf equipped with Sword of Feast
and Famine. During the combat damage step,
Acetone untaps his lands but both players forget
about Neutrino discarding. Even if this is noticed
during the post combat main phase, this must be
treated as a Game Rules Violation by either rewinding
the game or applying the appropriate partial fix, and

4, Acetone {8 FH AT T 315 81 TR AR WM Bty
Neutrino, H & B # A . 788} 1% D &,

Acetone FH B T AL, EHWALEFAH = T
Neutrino VA 7M. B HAE 6% R AT 30T
BEA M RN, XA DI SR (GRV) i
ITACEE, B ATEIE, EAEHAEREE
1E, TAHER A Neutrino 2 7511 7 i 5 RE 03 HE
Bo WRARIEAERIRT ] (BE D R T fi & =0
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not by simply asking Neutrino if she’d like the discard
ability to be placed on the stack. It is also a Game
Rules Violation if you acknowledge a trigger at the
proper time or earlier, and then, because of multiple
things on the stack, you forget to resolve it.

FRERIAAAE, ERVHESR BRI RZ M EIL T
SiE SRS, XW)E T GRV.

Triggered abilities that do nothing except create
delayed triggered abilities automatically resolve
without requiring acknowledgment. Awareness of
the resulting delayed trigger must be demonstrated
at the appropriate point.

Xt T R A e n iR SN 68, T8 Hoft 2
K x AFRRET S, WRMEXZENEH, BT
A TR BT H SRR KR . P LIRS
RIS R, 3RBH H SR B e A2 2 SERT i 3K
FRERITETE.

The first sentence implies that it is impossible to miss,
for example, Grave Betrayal's triggered ability.
However, the second sentence means that the
delayed triggered ability itself, which makes a visible
change to the game state, may be missed if not
acknowledged by the time it would first matter. If
Ned's creature dies while Abe controls a Grave
Betrayal, the trigger happens. However Abe can still
miss the resulting delayed trigger by later passing the
turn without returning the creature to the battlefield
or otherwise calling attention to the ability. This is a
concession to the way players play. The delayed
triggers creation isn’t “relevant” but its resolution is.

S5 —F0 1k Ul B BT AT RE B R 1 B0 BT IR
fih s AFeRE. (HRE, 58 AR UAT, P AERIE
IR fieh e 25 BE 2 X U BOIR A 72 AL W] LS, i DA
U SRR H A AR LB — U AR R I R
TR, EESEN. WRT Abe #
PEBUZ AT I, Ned HJAEMIIEE, &k
FAEAZNAH . {2 Abe 1HRTIRERAERA K24
Yzl (DL H AR R 253 BETEED
AUk B, AT a8 i % i 5 RE AR R SE IR
i o KR BT U T K Pz e SESR A
RIBNEIFAEEL, JERMh R A R

Triggered abilities that do nothing except create one
or more copies of a spell or ability (such as Storm or
Cipher) automatically resolve, but awareness of the
resulting objects must be demonstrated using the
same requirements as described above (even
though the objects may not be triggered abilities).

Xt F R A RIERARZ — BRI H 5,
T80 A RONL A s K BE - (9 G RUBR BRI )
M, WRMkEEMEH, EEFPIHFREL
SCATRRIESR, RN R H SR EId
PR Z U IR E GRS AN R T X
FREBE—FF) .

For example, the storm ability of Empty the Warrens
is not considered missed even if the spell’s controller
does not specifically announce the trigger before
passing priority after casting the spell. However, if
that player then forgets to put the additional Goblins
onto the battlefield before moving on with his or her
turn, the storm trigger would be considered missed
after all. Again, this is a concession to the way players
actually play Magic.

Bt B 4 2 SEE I (0 $4%  AE Bt BOL R O AL
PSR A B LKA, FATHEAA
AR TR . (HA, R TR
27 A R O S w4k S AT A AT B, K
AIEN T8 1 XA Bk o Xt AT
xRk Ty A A AR

If a triggered ability would have no impact on the
game, it’s not an infraction to fail to demonstrate
awareness of it.

IRl R SR REA SR IE B, Tt
HEFEAMNRBMMEFE, BASEAS
M.

Triggered abilities that don’t matter are few and far
between. When determining whether or not a
triggered ability would have no impact on the game,
you should not take into account how likely an

AN S i ) ik AR e S . W — A fi
IS BE A T 0 T R B AT SE RIS, AN R R T
RIZ 57 BE FC VXS T T8 — S8 T T3 ) w] e 1k
o B, XF A CORCE R, HREE
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opponent is to perform some optional action | 3N R T AR ARG, RIS F R B®RE

permitted by the ability. For example, a tapped
Desecration Demon should still have its triggered
ability acknowledged and the opponent should be
prompted for choice of a sacrifice even though
Desecration Demon is already tapped.

WA o

For example, if the effect of a triggered ability
instructs its controller to sacrifice a creature, a
player who controls no creatures isn’t required to
demonstrate awareness of the ability.

BEHRU, HEME XA RN ERER K
BEERE—EY, WRBREEVRETIHA
2R 48 ot R R EE -

Another example of a triggered ability that would
have no impact on the game may occur in a scenario
in which a player attacks with only a Chasm Drake.
The Chasm Drake itself is the only legal target for the
ability, but giving a Chasm Drake a second instance of
flying would be redundant. So, this trigger would not
matter and intentionally ignoring it would not be an
infraction.

X i R BEAT R (10 Ak e 3 BE IR o — ] 1
FALEREE — RIS B CRE R e B G, H
PR E PR AR AR AT S RE EL 2 [B] 5 45 4O JF
P EAT Boad o TRIR e AR B i H S e (P — &5
EAAR, X TRR e B AT 5 RE BT E
F o B LI A ik 5 Xt Jis R SCAT 2, RV 4R 2
WX AN e BE B CH iR

Judges do not intervene in a Missed Trigger situation
unless they intend to issue a Warning or have reason
to suspect that the controller is intentionally missing
his or her triggered abilities.

BRIBAARNGE FES, BEEBFSRRIHRE
ZREBRRCHORAR, BNEAENEEM
FRIR AP SE

This is another very important detail to keep in mind
when observing a match as either a spectator or
judge. Simply asking a player if he or she
acknowledged a triggered ability is itself a reminder
of that ability. Worse still, calling attention to a
particular triggered ability before it would first matter
provides an opportunity for a player to acknowledge
it then. Depending on the circumstances, making this
mistake could be perceived by an opponent as a lack
of impartiality or even as significant coaching.
Furthermore, if a spectator makes this mistake, it
could be considered Tournament Error — Outside
Assistance. Clearly, this should be avoided.

X — N R EE RN, SRE 55 WA B
BHWE LLFEN) — & Zad . ) m TR 5]
T SR RE, XA ) UAS B A X% ST fE Y 1R
M. SR, QORI SR REEE — U A
M ZAiEM PR Rz 6, Sz Pl
EEIE M HLRIIIXA e RIS OLHIANF,
X PR A AL R IX AR IR R IR A 2 1, B
EEHMFITHE. Bhsh, WS LT iR
o ATPLAON R BB AR IR —— AP R i B R AR IX R
[ CPIVAPS R

The only exception to this, of course, is when a judge
needs to issue a Warning or investigate a player for
Cheating. The needs of the tournament — specifically,
ensuring its integrity — exceed those of an individual
match.

2R, ME AP R R TR EOA A . B
AT SRR T X TR ——
Rl R RE LR 2 IEVE——T 5, HE EE
[ e S D DS EE - G

yapl

EXAMPLES

A. Knight of Infamy (a 2/1 creature with exalted)
attacks alone. Its controller says “Take two.”

A. T2+ /Knight of Infamy (2/1 4#), HAE
FER) M. HBEHERPH R ”
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(Whenever a creature you control attacks alone, that
creature gets +1/+1 until end of turn.) In this scenario,
this ability first matters during the combat damage
step. This is a triggered ability that affects the game
state in non-visible ways. By indicating the Knight is
attacking for 2 damage, the player has missed her
trigger, even if she is stating the knight is attacking for
2 prior to the combat damage step.

CBE—> RIS I ) AR Ui, 2B
+1/+1 HEIBIEER. ) FEFIh, XA SRR
S SRE AR . AU
J7 AEEM I SR A I fih e U5 e TR R S
tiEpk 2 A, BEWEARGN 1, BIAE
PRS0 55 20 R AT AN e 7S B 2 e

B. A player forgets to remove the final time counter
from a suspended spell and then draws a card during
his draw step.

B. MIF N DR TS LB R — et
T, HEERIBES BT — KR

(At the beginning of your upkeep, if this card is
suspended, remove a time counter from it) In this
scenario, this ability first matters before the player
draws for the turn. This is a triggered ability that
causes a change in the visible game state. Once the
player draws a card, he has advanced the game past
the point where the visible game state would first be
altered had the trigger resolved.

CFEVRIIAERF TR, A IgEsE, e Lt
BRI fR YD ARG T, XA REE R TN
A B B R RT3 — R AR T e 3K AR
R AR WLRE I ks AR e . — ERRA T
o P RBEREE O 22 AT 2 W] Wi AR A B
fih e 35 B 11 45 B8 T A SRR R N 1) s 22 )

C. A player casts Azorius Arrester, then forgets its
triggered ability by not choosing a target for it. He
realizes this only after casting another spell.

C. MFHER T M L3 N /Azorius Arrester, {H
HRARMERFEEFEER, #E T HAR.
FR R AN TLIBERIEMR, 4RI E it
BT R .

(When Azorius Arrester enters the battlefield, detain
target creature an opponent controls.) In this
scenario, this ability first matters before the player
passes priority. This is a triggered ability that requires
its controller to choose targets.

CHEAESLIRR ANBESIIN, 408 H bR o %
A DFEMBIF, XA REAE T Lk et
TR AR . XA R R ik
¥ H brfi e R RE

D. A player forgets to exile the Angel token created
by Geist of Saint Traft at end of combat. She realizes
the error when declaring blockers during the next
turn.

SRR, BFSICBOEEY H R
/Geist of Saint Traft FZ2E I RERTEN . S2TF—
ANEEEEHEEENEME, A KIXAKIR.

In this scenario, this ability first matters before the
player indicates that she has moved past the combat
phase. This is a delayed triggered ability that causes a
change in the visible game state.

FEREGI, XA TR Bl 2
AT SR — U7 A o 12— A BT Wi s
FRA AR R E IS fi e 3R RE

PHILOSOPHY

JE ]

Triggered abilities are common and invisible, so
players should not be harshly penalized when
forgetting about one.

fi R AR R T H NAee, HENFIBONEER,
B LA NE7E T 510 AL B 1% 3K 5 R A BT X LR B
T 3 R A S e

It’s pretty easy to forget triggers, there are a lot of
them and there is often no visual component to them.
They are also typically beneficial, and the ones that

MIAEHE R sl A fe. ik ARRER%
» AEE BT T L R A, &
R U A R RE R AR, TR T AR ik
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aren’t, the opponent is motivated to be aware of.
Furthermore, triggered abilities have sort of a
“natural” handling if they’re forgotten — most of the
time, they can simply just not happen without any
additional cleanup or situation-specific remedy being
needed.

AFrhE, X FRANAEEFENT. o, A
Sl R R RE AT — R BRI M A —— K%
Howpee, ATAERAEESME L, BUAMrENTk
KA EHIE]

Players are expected to remember their own
triggered abilities; intentionally ignoring one may be
Unsporting Conduct — Cheating (unless the ability
would have no impact on the game as described
above).

BFPACERT B Ok AR R
RAFRRRITANAE 2 LB T IS S BB~ 1R
7 (BRARZRBEI EXCATR, SR A AR
) o

So, while forgetting your trigger is not to be harshly
penalized, intentionally missing your trigger is much
more serious. Note the subtle usage of the word
“may,” in the sentence above. If you suspect a player
of cheating, read the definition of Cheating to see if it
applies. Another exception to this being Unsporting
Conduct — Cheating is if the player in question were
not aware that intentionally ignoring one's own
triggered abilities is against the rules.

B i fid e 25 RE AN AR ™ D RO AR 1], A 3
W2 E M ENEL. EFEXEMEM T
“may” (FAIRE) —id. WIRAIRPREERTAERE, 5%
D AR BRI E S, I 70 M A2 75 5 G AR B S W 2
o WUER ST IF A FIE B 2% B S iR
AT RIS SR VFIAT N, AN “28 11
HisshiEE~1Ele,

Even if an opponent is involved in the
announcement or resolution of the ability, the
controller is still responsible for ensuring the
opponents make the appropriate choices and take
the appropriate actions. Opponents are not required
to point out triggered abilities that they do not
control, though they may do so if they wish.

MAEERRETRGH IR, FESFHTH
PIERE, % REHIBRIEE BN I BT, AR
FARHBANREXPIT T FERSE. HFA
TR HAHE CRENRRMR, AR
AR A, WAy AankeE.

Remembering one’s trigger is always the
responsibility of the player who controls the ability.
This is usually, but not always, the controller of the
object that has the ability. It doesn’t matter that the
triggered ability may allow an opponent to take an
optional action — the controller of the trigger is
responsible for remembering it and prompting the
opponent to make a choice. Examples include things
like Frost Titan, Desecration Demon and Rhystic
Study.

o B 2l R BE K Iz A2 H R H I 51T
HgsEFiEE (EA—8) 2 B RNt
By . ik U BE 2 1S o VPR TSR AU L AT ik
FES B R ——fil ke XU B 1 #3535 A 5t
Rl XA, AN FIERIESE. flTa
FEUKFEZ4H . 5% BE AN Rhystic Study (37 f i ¢
)

One of the many skills tested in Magic is the ability of
players to remember their own triggered abilities.
Players should not be punished for the inabilities or
poor memories of their opponents.

3 8 L R 2 e P T AR 2 g2 — 2 e (E B
CHA A SR BE o BT AN R R B AT iE AR X T 1 ik

RAFEREINT 52 B AT

Why might a player want to remind an opponent of
his or her triggered ability? It’s possible that the
triggered ability might be subjectively bad for that
opponent. For example, suppose Absinthe is at 1 life

-0 0 5 2 40 SR 0 RS
e 2 T B I A X R SR . B,
Absinthe JEA 1 ALY, R T RIS
. Absinthe Elif Ak LG T R 2 VORI
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and controls a Dark Confidant whose triggered ability
has been missed several times earlier in the game.
Given the player’s now low life total, Novocain would
have a high incentive to make sure that the trigger
happens when it’s supposed to.

FEMA R SRR, KM EMERET, &
XTF Novocain {HA KN 1T LRIX A RE 2 0
R

Triggered abilities are assumed to be remembered
until otherwise indicated, and the impact on the
game state may not be immediately apparent.

BRIFFZEZRAMAXRROCERE, TS
P HLIEAME AR ERFE, FREN
T BEXH IR A = 2R B R thA T e AN Bl 2 B
PLHR

Triggered abilities are assumed to be remembered
not only by both the player and opponent, but also by
any judges watching the match. By failing to
acknowledge a triggered ability by when it would first
matter, the player effectively disproves this
assumption. This sentence also answers the question
of “How can | tell if my opponent missed his exalted
trigger?” You are to assume it happened until you
have evidence that it didn't. This is an important
point. Just as you can acknowledge a trigger
happened earlier than required, you can also indicate
the trigger didn't happen earlier than required. For
example, if you untap with a Kragma Butcher and say
nothing indicating the trigger, it is assumed to be a
4/3. However, the controller can indicate earlier than
combat damage that he forgot the trigger. Attacking
with an Ensnaring Bridge on the battlefield might
indicate its trigger was missed. Answering “what's
that creature's power?” with “it's a 2/3” is an
indication it was missed.

AN 448 v T A T 1 45 i e 257 RE O A7 AE
 XF AN R A, WA B ATT e A X A
SEAE. APARBE T AR i e 55 R 2L —
AR I R IR IZ R BE, AT B 1 XM
o X AJIR B T R A “3E A RE
X AEAC T AT A 7 R L 4 (B AR ik
T, BRWRIRGG 7P LR AR ESE . X
FERE B — mlo WIE R AT BLE Fr R A R
AT AIEIEA s —FF, ARIFEIFE R LR IX AN 2
AR I AR BB K. B, RAR RIS 5
IR (AT ERRNRERN, ©fF
+2/+0 R &SR, ) EHE [, AWRAE WA
fke, BAMBLER A 4/3 £, (HZ, HE
A AR5 AT R I s T XA
iR EA PR AR E e BGh, ATReR Y
XA T R RN AN SRR L
Ee s 2/3" B HIXAMiR BN T .

b,

The opponent’s benefit is in not having to point out
triggered abilities, although this does not mean that
they can cause triggers to be missed.

XFFX P E, BMRTLHE H AR X7 RIX &%t
A, EXFHFABEET U ESHBAEAM AR
il o

To repeat an earlier annotation, players are never
responsible for remembering their opponent’s
triggers. Players are allowed to remain quiet about
triggers controlled by an opponent being missed,
even if the triggered ability would do something
harmful to its controller. There is never a time when a
player should be issued an infraction, be it Unsporting
Conduct — Cheating, Game Play Error — Failure to
Maintain Game State, etc., for either accidentally or
intentionally not calling attention to an opponent’s
missed trigger. Players do not have to help their
opponents beat them; however, they cannot trick
their opponents into missing triggers.

R NIA W BOEM, TR BT ST EIC X
TR o BATT IOV T X T 1A S e 5 38 s
REFFUTER. LR IEERIZFEE~/Flk, &
FERAT B R AR ~ RYE PRS2 A M
(EESIRRIEY S S BV S U VA PSS DS P =N A O 8L
AN TS T (10 38 I ik 5 T Mg B B . TR
AT ERA S EETA RIS S
TR A o
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If an opponent requires information about the
precise timing of a triggered ability or needs details
about a game object that may be affected by a
resolved triggered ability, that player may need to
acknowledge that ability’s existence before its
controller does.

T SRSk P BESRAIE A ik & 3 5 BE HO B V) i
Pl, BRBE TSR CEH AR AR
BRI E R, PR
AE 7% 2R %7 AR IEE MR R B CiANR B %
FREFERELT, RArHEHX MR-,

Suppose Amaranth controls Cathedral of War and
attacks with her single 2/2 Bear Cub, proceeding
through to the declare blockers step without
mentioning the triggered ability. After declaring
blockers, Niles considers casting Shock targeting the
unblocked Bear Cub.

¥ Amaranth B3R AR E5E (RO FFHEA —A
2/2 HFEHAT Ml . M ECERE 1 E T A E D IR
» MIFBAT IR M R R g, fEE S S 25
o KT Niles 5 FERFIX AN ARAR A5 1 4 8 it Ji L e

o

Niles has two options — he could simply cast Shock,
targeting the Bear Cub, hoping that Amaranth forgot
about the trigger. However, by doing so, Niles risks
Amaranth acknowledging the trigger by afterward not
putting the Bear Cub into the graveyard. In other
words, just because Amaranth didn’t explicitly
announce her trigger doesn’t mean she’s yet missed
it — the point at which the trigger would first matter
in this case would be after Shock resolves. So, if Niles
were to attempt this ploy, he risks wasting his Shock.

Niles H MM ANIERE. B2t LAYIRE S H AR H =2
, Ay H Amaranth Sidfilk . WERALX A, ARfE
B % Amaranth iCfEX Mk, AW L0REE ANBUEE
W AR . #et)iEii, Amaranth BI# V%A 5 BHIX
M, AU MRS S T ——fESe
RE—IRF=AEAER IR SE RS . WR
Niles AHELIXFE BRI, fBA] R IR P A M =

o

Alternatively, Niles could first ask Amaranth if any
abilities have modified Bear Cub’s toughness. This is
free information, so Amaranth would be required to
answer it honestly and completely. With this option,
the point at which Cathedral of War’s trigger would
first matter would be when Amaranth answers the
question.

B2 Niles A LLSE A Amaranth 2 58 REEEHR T
HIREIBIH T . X2 ATHE R, Amaranth 201
SEIFFEREP A2 A )@, a3 Niles XL, 5k
HE R PR S — ko AR BB R 2
Amaranth [B] 21X A [a] 75 I

This may seem somewhat unsatisfactory to Niles,
since asking questions about the toughness of the
Bear Cub might remind Amaranth about her trigger
and give her one last opportunity to acknowledge it.
However, as the IPG says, “triggered abilities are
assumed to be remembered until otherwise
indicated.” Niles should be reminded of this by judges
as needed.

XX T Niles TTREANEAFR], BN iH 4 8E 1B
T 1 A] Be a2 HElE Amaranth [F)filR . X225l —
MWLERRIEXANFAE. (Hi2 IPG Ui, “BALIER
FaaZac 5l X T BERIAFAE. "W Niles 752
BT, FH T AR BEA A X — 25 7 .

A player who makes a play that may or may not be
legal depending on whether an uncommunicated
trigger has been remembered has not committed an
infraction; their play either succeeds, confirming
that the trigger has been missed, or is rewound.

IR AP B RBE, HERTRER
BRI TEWERI AR X7 R4 BEA BT R T
ik, MXALEFRAT A RAMICAEMER;
AT1X— e X A Bl i e B ~ [ e B DA i A
E I ~ BB ]

It isn't up to the opponent to confirm whether or not
a player has missed their trigger before making a play
that may be illegal. For example, if Anna is attacking

X FAEAE AR BAE 2 BT A ST 2 15 T 15
=T ok, B S fd U ) 45 B2 S X SR R
NVESCAANGTE. 286106, WR Anna fifi FH 28k
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with Pyreheart Wolf, it is not illegal for Nolan to block
the wolf with one creature. When that block is
proposed, it is up to Anna to indicate the illegality of
the block or not, and this will determine if the play
needs to be rewound.

ORI, Nolan {8 H—AN b7 BHES & HAEA
k. 24 Nolan $2HBHESRS, Anna B Fi{ERRIH
PURAEGER . WHE Anna W ER T, BARXAD
SE AR ]

Players may not cause triggered abilities controlled
by an opponent to be missed by taking game actions
or otherwise prematurely advancing the game.

P A RIE I PAT W 3R B AR BRI At 57 AR 4 T xR
HENFE, CABUEXT P8I B R fA
TR

This sentence has a lot of philosophical weight, and
provides guidance on how to deal with triggered
abilities controlled by one player that trigger during
another player’s turn. Triggered abilities fitting this
description deserve some special consideration.
Generally speaking, the active player — that’s the
player whose turn it is — controls the flow of the
game by taking each turn-based action as he or she
moves through that turn’s steps and phases. Magic
players rarely explicitly pass priority, most of the time
just shortcutting through nearly all of the technical
rigmarole.

RAEARZ EN LRy ehdt 7 infmibzE
FE—RL R T [ (8] & oh g — A BT R R A ik 5
REMIHE o A5G X PP A i e 25 e 7 25 IR
fFo EHERUL, EIMFEHRBRAER, BN
AbATT L 42 R 18] 5 rh B B 8 3R 1) G PP R 4R T B 5
e, MPMRDFEHE SRR, il KE
o B B S i % A S SR I A AR
BEAT IR -

The reason that policy allows for players to
acknowledge triggers just after an opponent takes a
game action that would otherwise cause the trigger
to be missed is precisely because players do not
usually prompt their opponents for actions before
moving ahead with their turns. For example, players
will often proceed straight from their main phase to
declaring attackers without asking the opponent if he
or she wants to first do anything — such as
announcing any beginning of combat triggers.

7T SCVE R TR X T IAT S A A e 25 e A a0t U
riiie M s AF 2 Ja SERI R GA ik, 1R 2 PUOY R4
AT HCK B SR, 8 A SRR T MEE.
flhn, BTEE < TN BN E S Sy
F MIEA R T 5 AR S AT T S —— 1 &
TSI AR I o fi A 55

The Missed Trigger policy was written to address the
way that players already play the game and not the
other way around.

IR A R BT A D T T LA R AT SR BT R
JraI S 1, AR AR AL CR.

A player that says nothing about his or her opponent’s
Braids, Cabal Minion trigger before attempting to
draw for the turn hasn’t committed an infraction. If
an opponent speaks up about the trigger as soon as
the card is drawn, the trigger has not been missed.

Blhn, BT AT X T ] 3 T A o 4 Y A
Ko AT ARG KR, B N EM. Wk
X FAE TIN5t B SRR 1 ke, 33X A fil
RAEEAT I o

During an opponent’s turn, if a trigger’s controller
demonstrates awareness of the trigger before they
take an active role (such as taking an action or
explicitly passing priority), the trigger s
remembered.

EXTFRIE A, R R E 1A
F 3 B Z BT (Bl TR SR BB Lk A S
BORHA B SINRBIMARTFE, EUEMEITCRT
fil A o

This sentence simply further clarifies what has been

XA U T BT A WER TR
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stated above. If a player has a trigger that would
happen on an opponent's turn, that player has to
actively “miss” it, they can't be moved past the point
of acknowledging the trigger by the active player's
actions in their own turn. It is also to prevent players
from trying to use a loophole in the policy to rush past
their opponents trigger, so that they can deny their
opponent the trigger. This sentence closes the
perception of that loophole. You cannot force your
opponent to miss his or her trigger.

SRS T S b SR RE AN RED Dy B
T CEIXEF) B RIE 4T shidod 7 RaE s
DRIl T S S Ui/ S I e b /- R L i)
T RF R R 7 A P AR, R EEAT I DA
SR T R Ak A B s R BELLE X T 1) S e A A
XA EIAN VIR AT REVE . IRANRE RIS T
O o

The Out-of-Order Sequencing rules (MTR section
4.3) may also be applicable, especially as they relate
to batches of actions or resolving items on the stack
in an improper order.

KA Z AT F Z A (MTR 3 4.3 )
NN E R, FE XN E R IS 2455
AT — RIIIMEREHES I MHFE K.

From MTR 4.3: Due to the complexity of accurately
representing a game of Magic, it is acceptable for
players to engage in a block of actions that, while
technically in an incorrect order, arrive at a legal and
clearly understood game state once they are
complete.

51 MTR4.3: 1T B AR UERGBEA T — 55 5 2 R 2%,
oA, LT T —HNEMRE, B
A YR IR T A Y, B R BEGEET TN
Ja i e I H AR R IE T RIR A, BT DA

4 P

All actions taken must be legal if they were executed
in the correct order, and any opponent can ask the
player to do the actions in the correct sequence so
that he or she can respond at the appropriate time (at
which point players will not be held to any still-
pending actions).

FITAT S A AR L LI I AT IO 1 L A6 23T #R A2
EAN,  FF HAR AR T80 AT BLAE A (T B fik 225K
F LU AT BIE,  LAEAR AT DLAE &3 (i
[Fa) A 7 C A AN 2 3R AT 4R BT S 1T 145 AT Y
ZHE) o

An out-of-order sequence must not result in a player
prematurely gaining information which could
reasonably affect decisions made later in that
sequence.

P AN 2 AT S A BE - BUB TR 5 3145 AT g
SO 5 ST B RSE 45 2.

This means that, in certain situations, players may
acknowledge a trigger as part of a block of actions,
some of which may technically be later than the point
at which the trigger would first matter, without the
trigger being missed.

REREE RO, TR LAE— RI4T3)
ZIRRIEFA R, HIXRIAT R —# o ™
SR VLA RLAE fid A 26— R AL i 2 Ja A = kL
o A PR AR o

For example, a player may, in quick succession,
sacrifice Pitchburn Devils to pay the cost of his Carrion
Feeder’s activated ability, then put a counter on the
Carrion Feeder, and then say “you take 3,” without
Pitchburn Devils’s trigger being considered missed. If
the player takes these actions all at once without
leaving an opportunity for the opponent to indicate
responses or provide additional information, this
should usually be ruled a legal out-of-order sequence
of actions.

Blhn, BT AT DABRIE I S O 5 B RE CR e — A
Yo: LRI BB BTBCE — N+ 1/+1 R WA
TR CHRE B RICER, BXF HArA e
FIER 3 mfiH) , R LME - +1/+1 1
A, SRIEFRUCATOR 37, TS v st s i A
o WA —IRIESAT TIX R, AT 4
Xt F- 2R 8] bR (R AAME BRIl &, IXIE AR
PRI AR 532 FRR PP AN 24 BRAT ST
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A player could not, however, remove the last counter
from a Rift Bolt, then draw for the turn, and then say
“I'lll Rift Bolt your creature.” Even if the player
performs these actions in quick succession and
without the opponent saying anything, he or she
would still have gained the knowledge of the card
drawn for the turn before choosing his Rift Bolt target.
This should usually be ruled a Missed Trigger.

B3, MPAREMNNGEZE (GBS 1, Xt HAREY)
s FIE R 3 FED EM RS — MR, R
JEATUA [ (R, P32 T I 82 2 T IR 2R
Y7o BT RELT PR S AT X L3 1, T4
IERAN K i 1, AlATS PRI 5 A 5] 5 AR i i 3
PJEIMERZ G, HERBFENEZHRHR. Xil
HE P R I AL A R

ADDITIONAL REMEDY

BB IE

If the triggered ability specifies a default action
associated with a choice made by the controller
(usually “If you don't ...” or “... unless”), resolve it
choosing the default option.

Rzl Rk AR TR E T A rIshE,
B bz & R MR A EHE CEBFE R
EARRIBAE.VBRBRIE.D . MR Z I
FEFPAT IR HIZAE

“Oh, you drew before paying your echo cost? That’s
cool, just sacrifice your guy now” is the way that
casual players have handled this kind of error for
years — this piece of policy has significant precedent.
Indeed, much of policy is built around the pre-existing
habits and expectations of players. The above
sentence is one of the most clear-cut examples of this
in the entire IPG. Examples: Masticore, Pact of
Negation, Transguild Promenade.

W, PRAS IR B 2 I 17 R, B T
M RHEE R, IXAE RGO T ATE IR s
R I 7 ¥ —— 3K A A ) R IX U5 B I BT 255 (10 58
B, Fs b, 1RZ 7 BHAR AR LT 1 3] 1R
HiHER . LIX AR PG T RiEHT 5 i
Bl —. Bl FW. RECEA. BasbiE

o

We will see the next two sentences detail how to
“resolve it”.

AR VR B T 45 S

If the triggered ability is a delayed triggered ability
that changes the zone of an object, resolve it.

Rz R X8R T BRI BT E KK
SER R X REE, WEHZ.

This type of triggered ability, known as delayed zone-
change triggers, frequently exist in order to “clean
things up.” While this type of trigger includes a lot of
delayed sacrifices of tokens (Kiki-Jiki, Mirror Breaker,
Thatcher Revolt, Geist of Saint Traft, etc.), it also
includes many abilities that are utterly vital to the
continued use of the associated object. For example,
the delayed triggered abilities that return Ztherling
and Obzedat, Ghost Council to the battlefield are
included in this category. These triggers are necessary
for the creatures’ controllers to be able to continue
using them that game. This will be an important
concept shortly.

XS S 25 B I AR AR AL IX sk ) S S A A
WA TE B AR R R e L. RIER
AL FEREAT AE VD ST IE i e (B 25 23 75 L
W RIS EWD RIS, B
TR S A RS 4 SR 1 P T 5 0% B 7 R
B, K RGBT IE RS B I
IEIR il A R B B 2R . O Tk HR I A
AL AR S X AR, IR R N 2 A7
£ RTXFEFREMF 2R — D EEAHE.

We will see in the next description details on how to
“resolve it”.

LG R s iR I CIRE o

For these two types of abilities, the opponent
chooses whether to resolve the ability the next time

X TRXWERREM S, KRB FRIE
#: ET - RRHAFEFRENANESEHE, 52
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a player would get priority or when a player would
get priority at the start of the next phase.

T — B BT iR 2 PR IR L A 45
H.

So the opponent's choice is for the trigger to occur
“now” or “in a moment.” “Never” is not an option for
these types of triggers.

XTI RE, X T RIEFE R e A AR 4
» BE ). M ARIEFEALEE

Note that policy allows for the object to be returned
when a player would get priority at the start of the
next phase, and not step. The timing option here
allows for a bit of control over creatures appearing
and disappearing from the battlefield mid-combat.
Putting the control in the hands of the opponent is
acceptable because the opponent isn’t the one who
missed his or her trigger, and this allows the opponent
to minimize the impact of the player “suddenly”
remembering the trigger.

TER TR SRVEARE BB G2 38D R4
RGO SERS RE Bl o IXAN L AR 300 ] AR Sl 42
il A AR A IO SR IR DL R AR SE
20t P n] LLRAZ I, DR st e i & 1) N I A2
X, XA LR TR R D R R ARG E
" s SR BRI o

Resolving a delayed zone-change trigger that returns
a creature to the battlefield at the start of the next
phase means that if a player notices his or her own
Missed Trigger during his or her opponent’s end step,
the opponent may choose to have the creature
remain exiled until the player’s upkeep. That means
this creature will have summoning sickness and won’t
be able to attack that turn. Of course, an opponent
can still opt to have that creature returned to the
battlefield when a player got priority during that end
of turn step if he or she really wanted to.

G5 —ANE N ANE BOT a6 R £ Pk 18] 4 3 1 48
B ERE, WERM TN TS RDRER
B 7 R kR, TR PR AL X AN E YR I M
TR B R . XEWERX MY A
KW, ZEEARLEE. SR, MFRATRIEE
FEAR B [B] 5 5 5R B BUT — IR SR AF 0 S AU 72
(] di 37y, dn SR A AR U AR 3

Finally, wherever the opponent chooses to place the
trigger, it is resolved immediately, without using the
stack. This is to prevent responding to these triggers
that should have already happened. You wouldn't
want a Slaughter Pact trigger placed on the stack,
then the player casts a card draw spell in response to
dig out a Stifle, would you?

BJa, JoURXS T WA I £ S RE TR AT A %
2SR LA A M AME S . XN TP Ik
AN LR B R R T R . AR E AN AR R
SFAV R R TR HE B, SR R N T TR L
BRI, X ?

These abilities do not expire and should be remedied
no matter how much time has passed since they
should have triggered.

XPRFPIFFEN RIS LR, HARNAKE
JEA Nl R BB Rl RIS 2 T B A, HINGEITEIE

o

Notably, the opponent gets to choose the “when,” but
not the “if.” One reason for this has to do with the fact
that many zone-change triggers are, as pointed out
above, utterly vital to the continued use of the
associated objects. If an opponent got to choose
whether these triggers happened at all, this infraction
might be a little too harsh on players who, for
example, suddenly find their £therling exiled forever
just because they forgot to return it last turn. From

VERD, 0T REE A 2 ] IR i A o 5 U HE
o IXFEALER A B DA A AR 2 252 X3 Ak
IR BEXS T RFE A AR S e B R 2L .
R Al A P I e i A 2 B O, XTI
T ERIGIEORERES A, 85 RN ORHAERE
DAL A 7K RO B R 1T 5 XA = R AR
H o BB iR RE R T R RE
HEHLHI B, DA AR P Il A #E %
JE5 BE R BRI HRIBO™ [ A i . "Rk, 7
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the previous section: “Triggered abilities are common
and invisible, so players should not be harshly
penalized when forgetting about one.” So, policy has
to have some special consideration here.

BEAAE SRR 1

Also of interest is that even though these abilities
don’t expire, players are still under no obligation to
remind the opponent of their existence. A player is
perfectly within policy by remaining quiet for several
turns despite having noticed that his opponent’s
Obzedat, Ghost Council never returned from exile.
And don't forget the triggers on Pact of Negation and
his buddies. The default action will be resolved even
if it’s remembered two turns later.

ARERE, BMEX R R R E RAN 2 45

o T UYIRBAT SO TR IEXS T IX L 7 BE A7 AE
FELT SR 506 T (R YT TR TS W SR AE TIOE X)L
A Bl B RO AR FF T SE A& 7 #H I SR
FAX K TR . HEERAREGEA 8
R, BB RV a5

If the triggered ability was missed prior to the
current phase in the previous player's turn, instruct
the players to continue playing.

If the triggered ability creates an effect whose
duration has already expired, instruct the players to
continue playing.

I SRl R BT R AR 2 BN R SR R SR, BR
BRALRLERERN RRE—IREIMEEZ
BT, W& P AR BT IR o

If it’'s been more than a turn since the trigger was
missed, the ability is skipped with no further
resolution. Remember, though, that if that ability
were detrimental for the controlling player, he or she
should still receive a penalty no matter how long it’s
been.

R AR T AN RE LR, R4 R fE
fEo i 2m%, WASHEHE. (HRE0d, MR
FREXT T HREHRARW, LRET2A, %
LTS IR N2 3R AT 2 T P 5

For example, if the missed triggered ability lasts “until
[some amount of time]” or “for as long as [some
condition],” then the ability has a duration. If a Missed
Trigger is not noticed until after the amount of time
has elapsed or the condition is no longer true, the
ability is skipped with no further resolution.

Examples: Battlegrace Angel, Colossal Whale, Nivix
Cyclops

0, R O Al 2 BB A BN R e
5T AR I 7, I 5 B AT S
o LB RS TR . AR 0 4% PR R
i AR A R B, % AR A
W, N ATGH

If the triggered ability isn’t covered by the previous
two paragraphs, the opponent chooses whether the
triggered ability is added to the stack.

Rz & AR EEA B T 1 H PR BT 2 B L »
T X F IR R BB R AT RIIAER

So, run through the checks above. If none of them fit,
this is our default.

mRzSeE, REAARTE EEPEL, A
I T AR R T

The opponent should be explicitly asked if he or she
would like the ability to go on the stack. Judges should
not just assume that players won’t want triggers
harmful to them or helpful to an opponent to be
skipped, no matter how silly asking might seem.

A N 2 Wl i 170 X T A2 15 A8 BORE 2 S e TR HE
o R RER TR BASRELE, SHABARER
PRRLTE— R AR UL H AN B0 3 45 1 ) 7 BE
SuR

If it is, it’s inserted at the appropriate place on the

MREHRREIMAES, R ZAEEARERS
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stack if possible or on the bottom of the stack.

HIEARPAERIAE CHREIIIE) BREHERK.

One case in which it might not be possible to insert
the trigger in the appropriate place on the stack is if
some of the other abilities that triggered at the same
time as the Missed Trigger have since resolved and
are no longer there.

A — FASRERS 7 BE 3N JEUAS L A F) 57 BB PR 17 100 2
o Ty o 5 LA I i R S RE CL A R AN HE

BH.

No player may make choices involving objects that
would not have been legal choices when the ability
should have triggered.

MEFENZAREEEN, FEYETHRRRE
2% LAl R RIS TR A FE AR L X 358 =4 P KA

When placing Missed Triggers on the stack, players
may make choices only about objects that could have
been chosen had the trigger not been missed.
Because there is one-turn expiration on placing
Missed Triggers on the stack, it’s unlikely that many
permanents have moved around in the interim. For
this reason, remembering which objects were in
which zones shouldn’t be too taxing to either player’s
memory.

E R 35 I 0 Mk A TR HE B IS, LT I el 2R
T HE B BT R 5 DL T AT BSOS A B . RO
R A BE TR HE B AT — Bl 5 AN 2, 3l AN K AT
REAE X BN (8] WA IR 2 K AW el Ae XK. ALt
ARSI AL A DX I N 1% AN 2 #E B XU
JUIE A1 RV

For example, if the ability instructs a player to
sacrifice a creature, that player can't sacrifice a
creature that wasn't on the battlefield when the
ability should have triggered.

BRIV, MR ZRELSEPE—EY, W
B P AN T R B A DL R 2 B R R AN
63 LRI .

If a player unintentionally misses his or her own
Smokestack trigger (At the beginning of each player's
upkeep, that player sacrifices a permanent for each
soot counter on Smokestack), but this is not noticed
until after the player has moved into his first main
phase and played a land, the player should receive a
Warning and the opponent should be asked if he or
she would like the trigger to go on the stack. If the
trigger is placed on the stack, then the player may not
choose the land he or she just played for the turn as
one of the permanents to sacrifice.

AR BT R TSI T B SR il (FE B
PR T HIGERF T AR, M0 A B — il TG 7
Yo, ZHETFERE DK, D, EEBZMT
I RTAT ST BOR 1 But U A E R R, %
LT RS — AN E T, JF HACH N W R
e AR R HENHE S o T SR e A A TR M
B, LT AN AL LS S A S5 RE I e B A
XIEERIT X B .

Upgrade: If the triggered ability is usually considered
detrimental for the controlling player the penalty is
a Warning.

Tk IR ZAR X7 eER T B HE N X KRz
FEFAF", NWTAES .

“Usually detrimental” triggers are often all-downside
triggers that have been added to some card in order
to balance out some other above-the-curve stats or
other beneficial effects. Other times, “usually
detrimental” triggers are ones that “clean up” a game
state by causing the controller to sacrifice some
temporarily-created tokens or to give a momentarily
nullified permanent back to an opponent.

I NS R LT AN i A8 R A
DU ) 5 RE, X L8R AEIE T INAE — L T i 2R
VB A I T RN 2 b, DL AT P . 5 —
SE 3l AR B S RE 2 T T IE B T SOIR S Y A
RE, 9] 0 FL g 2 A — S I 13 AT A
v BCREETIN B BRI AMDIE 255 T 1 2 e
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Furthermore, “usually detrimental” means that you
should consider the card associated with the trigger
in a vacuum and not take into account any game-
specific information in order to determine whether or
not a trigger is detrimental. Toby Elliott once said (on
his blog) that one guideline for making this
determination is to ask yourself: “If the trigger didn’t
exist, would the card be played?” If the answer is no,
then the ability is probably not detrimental.

DU, AR CLIE AP RAT A BARGE (S S
IGO0 25 R GRSk AW — A R e e 15 42 il
TN B TFAF]” . Toby Elliott ¥ (FEH
B BT Wl g AT X A A I A fil
RAAFAE, XK TEIFILZAET 7?7 i H
CIXA A, WRBEFRE BT R, WA REE
— A AR T 88

In theory, all triggered abilities in Magic could be
classified as either detrimental or non-detrimental —
in fact, a small group of judges are endeavoring to
accomplish this very thing with the Missed Trigger
Guides project.

B b, 3R M A i 2SR BEHR R BA2) Bk
AREAME) . A —REHA ) TR ER, K
AU A AT SR . Bl FE

The current game state is not a factor in determining
this, though symmetrical abilities (such as Howling
Mine) may be considered usually detrimental or not
depending on who is being affected.

AW F MR, AR5 R LRI RRE,
EXN TSR RET S (BlmEEmfp H
/Howling Mine) , NITFJHR¥E 248 32 HR2 M FIEF
AW R AR TR T B E W RAZAFIREE.

When determining if a trigger is ‘usually detrimental,’
we do not look at the game state. A Dark Confidant
trigger at 20 life is the same as a Dark Confidant
trigger at 1 life. This is because we want consistent
rulings and there is no way to take game state into
account and have every judge answer the same way.

=4 4] i fi e 35 BE R A2 I8 B AN AN IR, JRAT
A RTINS . BRI RAE AL 20 A 'S 1
sAE I B XA o XA N BAT R E R P —
BME, iR T, IF HARASEOH A RE
2 Xt R PR A A AN 7 11 S B

However, we are allowed to consider symmetrical
abilities differently based on who is affected. What
exactly is a symmetrical ability? Symmetrical abilities
are triggered abilities that meet two conditions. They:
1. are likely to trigger multiple times per game,
triggering for different players 2. have the same effect
on both players.

(EE,  FRATT AT AR 8 T 5 1 £ AL SR ) 0 <5
R FRER B REE AR AT2 XS A ?
XS A T B AR AR 1 R R SR
20 IHNARK BT 2. X RA
T2 A FRE RN o

Examples include Howling Mine, Sulfuric Vortex, and
Burning Earth. A symmetrical ability may either do
something positive to both players, or do something
negative to both players, but would never do
something positive to one player and negative to the
other player. Furthermore, a symmetrical ability must
have its effect on each player during separate
instances of the same ability. For example, Sire of
Insanity’s triggered ability (At the beginning of each
end step, each player discards his or her hand.) is not
symmetrical.

RRABMG T R B B
be A . X SR fid kS E W] REXT USRS 2
A, BABEXS XU T AR AR, HAAZ
Xt FL i — 7 R T A R TR S — A T A AN A
1o JFH, XS5k AR BER kA, AR 2
R e rp — A7 T B, KR S fid A 5K
St (FERANEHOE BT I, AP T
o D AREXTEEMA RRE -

If a player misses a symmetrical trigger that would be
either bad for him or her or good for an opponent, he
or she should receive a Warning.

G SRR T R X L AN BT R AT A (10 06 2
Ko ML AT B E A
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2.2 Looking at Extra Cards

2.2 BSNE R

Penalty G OLil
Warning %t
DEFINITION =54

A player looks at a card they were not entitled to see.

JEFE B T AT SR SRR AR«

This infraction is pretty easy to commit. Any time you
touch a library, it is possible you are going to drop a
card, or flip a card over; or when drawing you might
pick up two cards and see the face of the card below.

XA AGE A U A SR . AR R, AR
AR RE MR — 5K, B RO — kR, e
FEVRITERIN I T PI5KIFE 2T — 5K AR

Generally, when we are talking about Looking at Extra
Cards (L@EC), we are talking about a player seeing the
face of some card in his or her own deck. However,
you might also see some cards in your opponent’s
deck while shuffling it.

ORI, HIRKBUMERM (L@EC) I, AT
UM TER 7B OB R, (22
o PRAAT AT BELEDEXS T RN A B v ) 2 2 i

o

Additionally, the Drawing Extra Cards infraction
covers situations where you are looking at some
number of cards on the top of your library and you
look at too many of them. So, in this specific case, you
are looking at extra cards, but you aren’t Looking At
Extra Cards, you are Drawing Extra Cards. Does your
brain hurt? Mine does.

Fioh, BUOMIEEE AL & 1 e LR e T Kk
AL 1L 2 TS IR . AEIX R G O o AR 2
ZHE T, (EE AN BN T A 2 AN E
o SRS ? FAEBEILM

For clarification, dropping a card while shuffling your
own library is not L@EC. Just put the card back and
continue to randomize your deck. Observing the face
of a card your opponent dropped or flipped is also not
L@EC. There are two reasons for this: 1) If | could drop
a card and get you a Warning, I’'m going to messy-
shuffle my way into a top 8. 2) MTR 3.12 allows me to
reveal hidden information that | am entitled to know
to my opponent.

BIE T, TERARE SRR E R f 78— K IR
JE L@EC. B REL s m] hi 2 4k SN LA R AT . 22 3]
PRAS TP V% B T I R R A AN & L@EC, i
R e 1) 0 3R AT DA v — ok J i [ AR 3R 45
e, A TLUAELE R A QAN 8 . 2)
MTR3.12 o HF K ER H AR BRI E S A X F
HITE .

Players are considered to have looked at a card when
they have been able to observe the face of a hidden
card, or when a card is moved any significant amount
from a deck, but before it touches the other cards in
their hand. This includes errors of dexterity or
catching a play error before the card is placed into
his or her hand.

LT RSB ME BT IR MR, RERK—
KEBSHEREERFEEER. BAERF LM
BB RF BRI RME, RERE T K.
REEFHERM FHERRIR. REEREEAN
FHZATRIRIRR.

This sentence defines the boundaries of L@EC. But it
has to be taken within the context of Drawing Extra
Cards. As mentioned in the section above, Drawing

RAJWE N T L@EC i, EERAThESER
d AN . B0 BT TR 2R, BN
AT LA T AN E R . BLAE AR
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Extra Cards claims some of the space L@EC used to
have. When you are manipulating a set of cards from
the top of the library, and you manipulate too many
of them, that’s considered DEC now. L@EC covers
when you knock over a card, drop a card while
shuffling, start to draw a card when you shouldn’t,
milling or dredging too many cards. It does not cover
looking at 8 cards from dig through time, or a Scry 2
when it should have only been a Scry 1.

RO RE FETH K — S pd, ARl 7, RMERT
WHMIS . BSNE & AR AN OBl T — 5K
WL BRI T —ORAL A ARAS SRR 20T 46
EINE N € T NE 9 AL NE o R =]
T 85KML b N LRIRHRAIIAT 75 b2, ANET
WHNE R

If you’ve seen the face of a card you aren’t supposed
to, it’s L@EC. The “moved any significant amount
from the deck” is there so the judge doesn’t have to
deal with the “did they/didn’t they see the card”
question. If it’s a “significant” amount away, it’s
L@EC.

MRARE R T ANIZE RN, X2 L@EC. “K
SRS 2l A% B AL AT 2 AR AN Y A
TR EE R TR N EBEIT R
&, W2 L@EC.

Sometimes a player will go to draw a card they aren’t
supposed to, or pick up two cards to draw when they
are only supposed to draw one. In those cases where
the player hasn’t put the card in the hand and,
fortunately, stops his/her action before the cards
enter the hand, the penalty is Looking at Extra Cards
and not Drawing Extra Cards (DEC). There is a line, at
which it stops being L@EC and become DEC: when the
card hits the rest of the cards in the hand. In this case
judges have no way to adequately determine which
card was drawn, so the penalty must be Drawing Extra
Cards. But what if the player has no cards in hand, and
makes this draw? When there is no “hand” for the
card to hit? If the player notices right away and hasn’t
taken any significant game actions, then L@EC is fine.
Otherwise, consider DEC.

BT SEAZ IR PR —akps, siE 7 R
LZHN— 5K B IR P 5Kk . fEIX PR IGHL R, HE
FEE 5 A F IR REL TSN T R 9 =202 1 E L 22 miT
1B TATBhIE, AT = BN E R A 2 ATAM I
J# (DEC) . L@EC 5 DEC H %4> R%: Pyl
FER fub RlE 38 7 At TR R X R IR B Tk
NI 5K R R I, By DAA 577 0 A0 R B/ MR
ER W E TR TR P8 2 R EA T
AJ LA A e 2 4 SRR T ST %1 A I I A HEAT AT
A BB R BNE, ¢ TRIMNE R LF . 5025 &
LI N

Once a card has been placed into his or her hand, the
offense is no longer Looking at Extra Cards.

—BEREBGEFF, ZEFRLEMEASRBS
B

As mentioned before, there is a big difference - from
an infraction standpoint - between Looking at Extra
Cards and Drawing Extra Cards. This sentence is
explicitly pointing out that line again. Once the card
hits the hand, it is part of the hand. Also, if you draw
a card, and keep it separate from your hand, you have
still “drawn” it if you take another game action.

IR SRR, AUONE S BRI S b
AR EER . XGRS 7o f . —
HR Al 7 T, st TR . 75k, W
RARIN—5KM, FFORFFE FRA R E R, HE
PRIGL 55— e, XA

A player is not considered to have looked at extra
cards when he or she places a card face down on the
table (without looking at the card) in an effort to
count out cards he or she will draw.

IR FPIER A T HE M EINMR EEE, T
KEEE THETEE L (REEH , XA
RAIME R

Sometimes players put cards on the table face down

AT IR LT TR AR R o 5 1) T o i b DA
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before drawing them, for the purpose of counting the
cards or for thinking before putting the cards into the
hand. This is not forbidden and judges should not
penalize it. In this situation the difference is that the
player does it intentionally and takes care about not
seeing any cards improperly.

SRR BUAE TN T AT . X IF AR BAE IR
BB AZIEAL BRAT . KRS S BN E
MHIAFEE, MPA IR XA e, Jf
HANDAZF BRI AZE IR

This penalty is applied only once if one or more cards
are seen in the same action or sequence of actions.

ER—ZERFA—RIIZIMEPE R T —IKEEH
FRhE, AT R EA R

We don’t penalize a player for each card seen if all the
cards are seen during the same game action or
sequence of game actions.

n X e B R A [F] — A BR — AR A R 3
TERE RN, BATFEA A IKE B 0L 1k
T IRHF

EXAMPLES

Ry

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

A. EFIEBN FEMN RIMMBIT (F%E, B
) — KA,

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

B. FAFYNRRAT ZRIFF T — 7K.

C. A player sees the bottom card of her deck when
presenting it to her opponent for cutting/shuffling.

C. BFEREMAX FHREVINE 2| T EERK
J&.

D. A player activates a Sensei’s Divining Top that is
no longer on the battlefield, and sees 3 cards before
the mistake is noticed.

D. MFEICESERY LHITTE & b FBiR
/Sensei’s Diving Top, FERIRWERIZAMET =
KRR

Other examples could be: A Player flips over an extra
card while resolving a Cascade ability. A Player flips
over extra cards when milling his or her deck, and this
is noticed immediately.

HoAfth— el 7. BT AELE S UR S RER Z BT T
KR o WETAE B R I AN RIOT — kR, RS
ZIR B -

PHILOSOPHY JE 0]
A player can accidentally look at extra cards easily. | BFES N EF I LRI

Players touch their decks a lot. They touch to shuffle,
they touch to draw, they touch to search. And every
time you touch a deck, there is the possibility you are
going to see something you shouldn’t. Since it is easy
to do, easy to notice, and easy to fix, a Warning is the
appropriate penalty.

T A AT R ARSI,
TFHPER AR . A IREMER, R
WA REEDMNZE RN R ETIHITNES
KL, B RMEEZHBIE, BT AT

o

Drawing Extra Cards is a separate Game Play Error.

BRI B TS B B 3RAT B R R -

We all know that drawing is different from looking but
sometimes the line is not easy to see. When you
handle this infraction you have to keep in mind the
possibility of a different infraction.

FATERFIEJCRAF T L, (ERAT I Al AT 57
IRIFAE G X 7. BAIRAEBRX KA 421818
AR AL TR AT RE .

Players should not use this penalty to get a “free
shuffle” or to attempt to shuffle away cards they

FEFAS RL %A A oAk $1 R G 2 “ S Bt BepE”, BRR
M ERA BRI R AL bR
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don’t want to draw; doing so may be Unsporting
Conduct — Cheating.

LB BEshEE~ R,

This point involves judge ability to understand if a
player is lying. Some players know that the additional
fix for L@EC is a shuffle, so they might “accidentally”
peek at a card in order to try to get a shuffle. This is
cheating, and helps to emphasise the point that we
need to determine if there are any known cards
before we apply the additional fix. When you arrive at
the table ask both players some questions to get a
sense of what is really happening.

FAIWTIX — o 75 LR B AT D 52 R T A 15 AR B e (19
RE/T. A THIE L@EC MIAIIMEIER T,
JIT LAARATT AT g 23 AN/ 0" i 7 31— 5 i LI 1B 3R
Y. XRAEY, JF X Wamif 7 3RAE AT
WAMEIERT#E 2 5 A CA R M. IR E ik 5T
I, 1S T — el A 1 @S B A T A A
HiHo

Players also are not allowed to use this penalty as a
stalling mechanism.

JERF AN RLIZORE e Ak i1 =4 S HE S A B

Shuffling a deck requires some time, and players
know this. As judges we must prevent players taking
advantage of the time limit and understand when a
player is trying to do that. This is also considered
cheating, but will be very hard to discover. If it is close
to the end of the round, stick around and watch if you
suspect this may be the case.

Ve 5 B M ), A RE X R AR
AN BATTAL 255 1E FRTF FEX AN A 51 R R A5 I [R)
P, FFAE T B A T AR I 5 I At ) R 1
o XMBAAEAESK, (HRRMERR I WRAFE S
[EIERE] T, 1 HARVREEAR AT Al fE J& T IX R o,
RN 24 B E BT AL SR

The deck is already randomized, so shuffling in the
revealed cards should not involve excessive effort.

BT EME LTS RENL, BT DOR RS KIS
[B] 2 HE A2 AR HIFE o

This means that the player doesn’t have to waste time
by shuffling as he or she would for the pregame
procedure. A few mash shuffles or 3-5 riffle shuffles
should be sufficient. The purpose is to “lose” the seen
cards in the deck.

CRER A T 2 YR (5847 0 A R
—HER BB, JLUCHTEER 3-5 VORSRRERE (A
SEREEHOSRZS T . HLH IR AL LA (e
s R

ADDITIONAL REMEDY

BRI

T DI B OO, BFEIE
SERI A FIEEA/NOEE BIHIRE .

Shuffle the random portion of the deck, including
any previously unknown cards that were
accidentally seen.

RKEWTRENCER, S 1357, SARUEL,
S LI AT IR A e LT S Y R TE 1) B T (A A
B R BE TR, I HASIX LS A AR ARA T
HAEMALE, R R TR A ER S e, W AR #SL
G B BB AR 5L B ik A R B R i e P
BO . MERMUILEIE.

See section 1.3 on the details on how to randomize a
deck. But a summary is: figure out what cards are
legally know from things like Scry or Cascade, and,
leaving those cards where they are supposed to be,
shuffle any cards left over. If the cards accidentally
seen was previously known (like from Brainstorm) you
don’t have to do this.

2.3 Drawing Extra Cards

2.3 BSMIGE

Penalty
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DEFINITION

& X

A player does any of the following:

EFETIUTRZ—:

e Puts one or more cards into his or her hand
illegally.

o JERHLK—IKEE TR BT

Even though this infraction is called “Drawing Extra
Cards,” you don’t actually have to draw the card to
earn this infraction. Putting a creature from the
battlefield to your hand instead of the graveyard
when that creature dies falls under this infraction.
This also includes ‘legally’ drawing a card as the direct
result of an illegal action.

SE BESRE I RN, (B AN IR T 9K
AT N R . R — SR A APt T
T AN R T B ) T X TS LA Y . X T
AR O ARVE S 1 1T A H TR

e Fails to verify specific characteristics of a card with
his or her opponent as required by a spell or ability
before putting it into his or her hand.

o RIEEKMEBCETFHZHT, HATEBRFRZER
53 PR 2 2 R B RHIE

Previously this used to fall under Game Play Error —
Game Rule Violation with an upgrade because the
opponent couldn’t verify the card put into the hand
had the correct characteristic. This could be activating
Domri Rade’s first ability without revealing that the
card was a creature card or casting Idyllic Tutor
without revealing that the card was an enchantment.

£ LLRITK & I AT 3l 5 1R ~ 33 S iy ) U 14 7
NG, RS T2 0 B e st T v R o 75 A
A IERIR L. B 7 A5 3h 2 5 R s — 4
SEAE, FNA N TR RS 15 A A A R i L
BEFr, B bl T, A R i
Fe 4 S OB O T

e Has excess cards in his or her hand that cannot be
accounted for.

o FHBNAHANE, HXLERPZREKLZ
RIR

If you determine that a player has too many cards in
their hand, even if neither player can determine how
it happened, or which spell or ability was resolved
incorrectly, having too many cards in hand is GPE —
Drawing Extra Cards.

W RARBERE — LT F RN AT S H 2, B
A 005 R T HRASFITE I 2 AT R A A AN RTE
FEMRAN LR B RE 4G LA IR S B0, RN A
WOH 2 A B & 11 XRAT B R AR~ B MU

Additionally if a player drew too many cards in his or
her opening hand and took a game action, it is no
longer Improper Drawing at Start of Game and should
be regarded as Drawing Extra Cards. See Improper
Drawing at Start of Game for what qualifies as a game
action.

Ji8k, R PAER TR ZI0T M, JREAT 7
AR, FITHEA F 2 T R IF A A Z U, i
FLZAE AN TRRAL B . 2 WL 3T 46 B AN 49T
AT A RS 1F & Tl ka1 .

If a prior Game Rule Violation or Communication
Policy Violation directly led to drawing the extra
cards, it is treated as Drawing Extra Cards.

I SRAE B 2 A I8 2 3 e T xR U B S 32 i SR
M E M ERFBUBIMGE, WK S
BN EEAT A2

Itis possible to “legally” put a card in your hand as the
result of a previous incorrect action. Now that the
penalty for GPE — GRV and GPE — DEC are essentially
the same, we now treat errors that result in an

Pk A ] AE B O Z BT A IR S0 2 8
R K RSN T BT o B I S il ue L AT
WM R AT A — 20T, AN TIBEHX R
HM, ORISR O UM B R A SO BN
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additional card as GPE — DEC for tracking purposes.

o

If a player is instructed to look at a set of cards on
top of his or her library in order to perform further
actions on them and they look at too many cards, the
infraction is Drawing Extra Cards, but any remedy is
applied to that set of cards.

W RA RN BRI FAS AR TR _E— R 51 B
JE, DMEXT AT —PTEIN, ZEFRT
HZHRE, HEMBE T, BT
RX—RIIFEERBIE.

If a player casts Dig Through Time and takes 8 cards
off the top of their library we issue a GPE — DEC
penalty of a warning and apply the remedy just to
those 8 cards. While the player isn’t drawing any cards
they’re potentially gaining an advantage of more
cards than they should have to choose from and
removing the extra card or cards removes that
advantage. This does not include actions such as
moving cards from the Library to the Graveyard
(“milling”), or actions from Dredge.

UAR RTINS Y230, AZETER T 8 5KIM
o FRATTL A% B R AT B0 2% 1Rk ~ B MITURBE 45 et
F—AES, IHUIX 8 SKIMMABIE. BEIRM
T UL I BAA IR, Al AT BRI D T 356 ) R BE 22 1
R REIRIF IS, T0KE 2t A RS B 2 1R X Aol
DL o XSG AL 4 2 o 1) RS BB b
FRIRAE, 18] a2 o e A 3

This does not apply to a dexterity error where the
additional card is clearly separate from the ones
being looked at.

BT AR, B2 RMKEZEP
B L B SR B B X KR B 18 T 5 AN 38 b e X

o

Be careful where a dexterity error causes a card to be
knocked off, this is still Looking at Extra Cards, this
infraction is where a player has actually taken more
cards than the effect requires.

TER,  BUAAT s 2 i 5 E0E AL 5 28 & A A1
B BN AL S (2 TR I T IR s s
2 ML

EXAMPLES

Ry

A. A player draws four cards after casting Ancestral
Recall.

A. JEFHI Ancestral Recall Z 59T PUFKRR.

Example A is not “a GRV because the player resolved
Ancestral Recall incorrectly.” The error was putting
the card in his hand.

Bl A AT TR AR S5 5 Ancestral Recall 1138
) GRV”, TR AR Z M E T F 4.

B. A player draws a card forgetting that a Howling
Mine is no longer on the battlefield.

B. FHICZEI KB H:/Howling Mine A FEAR
%, TORT B,

Example B is a typical situation in which no other
errors were committed before drawing the card. The
player just draws a card. The first opportunity for an
opponent to notice the problem is when the card hits
the hand. However, if the player confirms it with the
opponent prior to drawing (“Draw for Howling
Mine?”), then we address the problem as we
previously have done as a GRV, except we will still be
issuing the penalty as a DEC.

Bl B AAE LI AT AT HADEE R IR . 1%
T HAZg— gk X T2 50— IR RE A ILIX A 7] 7t
RIS B AIE A 2 RS i L 2 R o (R I R T
IOREHT 5 X TN Cosm Iy H—5k? 7D,
AR FRATT 2 ) LA — 9 2 i e e i U 4 42 1
T TR IE, (B AT 25 T T4 51

C. A player is instructed to put the top card of his
library into his hand if it is a creature card and does

C. FEPATHEET LY, MEHLE
TRF L7 ZBORRT, RN ZMEERERZ TR
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not reveal it before doing so.

P

Example C is a typical failure to reveal for the
opponent to verify the legality of the action which is
now covered under DEC rather than an upgrade of
GRY, applying the DEC remedy.

Bl C AR OR R (5 B AR, AR
FRERAUESN R EENE . XREHRIIAE RN
WA, JF A AN FZ L5 30, R
B ARARN (I T2 o

D. A player puts a creature with lethal damage
marked on it into her hand instead of her graveyard.

D. MFEARH EARcH Boan s 5 B AEWBGES
2y, MRBGEHT FH.

Example D is not a “drawing” of cards, but it does
result in an additional card in the hand that’s not
supposed to be there. This is not a GRV. GRV is the
“catch all” for other errors that aren’t defined. Putting
a card in your hand that is not supposed to be there
is defined as DEC.

Bl D FFARE YN TR, (ER ORI B KA N AE
TN T TR . XA GRV. GRV
e P HABASBERE SCRARR 108K R — gk A
ZAE T TR E TN E SO DEC,

E. A player casts Dig Through Time and picks up the
top eight cards of her library.

E. T P52 48 /Dig Through Time, JF&E&E
T HRBEETR )\ TR

Example E is an example of one of the new areas of
this infraction. Once it is noticed that 8 cards are
being looked at, we apply the DEC remedy to the 8
cards taken from the top of the library not the 8 cards
and the player’s hand. The player is then able to
continue resolving the spell.

Bl E AMEMA S IEE LR T, —BRATK
BUEFER T 8 sk, FATXIX 8 sk A Ash
PURHMELE, AR 8 FRA N LT i T
TN BIESERUE, TR DAk AL L 5%

mjm
Te1E o

PHILOSOPHY

JE ]

Though this error is easy to commit accidentally, the
disruption caused by moving a card into a hidden
zone mandates a higher level of scrutiny, including a
remedy that minimizes the benefit that may be
realized from the error.

BRIEKRAVEZR B EES, HBFHEATX
BT G R T, FrBABAUE AR
AFER AL T ¥, AN A BR K B L R
R 3R P B R FR B B IE T 2o

Drawing an extra card is actually pretty easy. The
penalty has changed from a Game Loss to a Warning
because a game loss is out of proportion to the actual
impact of the error on the game. The adjustment

Z YN 5K bR EARE By o XA i — 0k
N T &S, BN — 85O0 Tz 5 R R i 3 52 B
M E AN LB o RO A3 i — f Oy 1 &
T, XA T R A SR IE. KT

from Game Loss to Warning comes with an additional | X & & 2z 1 & N B
remedy that includes an in-game fix. See | http://blogs.magicjudges.org/telliott/2015/07/13/
http://blogs.magicjudges.org/telliott/2015/07/13/ | magic-origins-policy-changes/ PA X

magic-origins-policy-changes/ and
http://blogs.magicjudges.org/telliott/2015/09/28/

http://blogs.magicjudges.org/telliott/2015/09/28/
bfz-policy-changes/

bfz-policy-changes/ for more information about the
reasoning behind the changes.

ADDITIONAL REMEDY

BB BIE

If the identity of the card(s) was known to all players
before being placed into the hand, or was placed

WRFERZEBATFH A, A BT B
ZHHE, BRZETFEAF ERAEE, HiZEA
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into an empty hand, and can be put in the correct
location with minimal disruption, do so.

FEA = B M xR AT BB O T BB IR B A B
» JU LB AR

Let’s break down these points. First, the identity of
the card has to be known to all players before it goes
into the hand, or it must have gone into an empty
hand. This does not mean that a spectator can
confirm what card was drawn, or that they must have
drawn a Swamp because all the player has in their
hand are Swamps. This is not the “uniquely
identifiable” clause that appears in the definition of
Game Rule Violation. This is to ensure that the
identity of the card is easy to determine based on the
information available to the opponent at the time the
infraction was committed. Second, the card has to be
able to go to the correct zone with minimal
disruption.

EFATIE BRI AR R NP . B SE, XK
(RIRF AR ZRAE REN T AT Y BT A T BT, B
JEAARBAT T IXFFAARER 55 B A It
FAL B PIT AICER) e E A V BE R  A ELT PIAT T R
FETH PGB o IX AN 3 Bl xR I v i g X
o ME— AR B O . XN T RIEE A R
I SRR X T R L PR A5 5t ml DA i et 2 SRR
o FLIR, AL ZITA] DLAE AN ™ H 5 M i X AT (1
TR 0L N BEUE RS Bl I 1 X 42K

For example, Abe attacks with his only creature. Ned
casts the Away half of Far//Away targeting Abe. Abe
thinks Ned cast Far, and returns the card to his hand.
The error is caught right away, and putting the card
directly in the graveyard is trivial. As a rule of thumb,
if it takes more than two seconds to completely
consider all the impacts of moving the card, and
decisions that may have been made based on that
card being in its owner’s hand, then it is not minimally
disruptive.

B0, Abe DLIELME AP K. Ned Jifi 1 1Eiz
HERTHEE, HER Abe. Abe LLA Ned JiiJHUH)
FEXE, FERIZAEYERIT . BRI OR
BOFR iz B E T B L Ra A,
FIWTROARHESE, QR T IR IR Bl
IR e B, ELR W n] RE 2k T H A H
FHAATH RS, XA R T A ™ E M AT

o

If the cards were drawn as part of the legal
resolution of an illegally played instruction, due to a
Communication Policy Violation, or were as the
result of resolving objects on the stack or multiple-
instruction effects in an incorrect order, a backup
may be considered or the game state left as-is.

MR FZIRRE A& TR —, MR
BT A B B R E SRR AS: 1 IEHEHE
JREPITZ AN BRI LI 2) FHERZHRIE
T2 PpE; Bk 3) UAMGHRIRFLAHEER R
Y BT & 24 SR Z U BGR T 25 J1UE

Itis possible to “legally” put a card in your hand as the
result of a previous incorrect action. In those cases,
we apply the penalty and fix for the root incorrect
action as if it were a Game Rule Violation but issue
the penalty as DEC. This allows tracking situations
where a player has ended up with an extra card due
to a GRV.

JERT AR RAT VA P RS B AR UK — Tk &
TR T XA, B4 BT
FIET, B[R 3 S i R B U A48 1E D5 3K — 2 IR
JEA BB R R B . BT PLB BR T A
GRV MM FEZ IR

This clause tends to give newer judges a lot of
problems. They tend to over-analyze when the error
occurred. For example, activating Liliana Vess’s
second ability allows you to search for a card and put
it on top of your library. If a player accidentally puts
the card into his or her hand instead of on top of the

ARG B MR RAR 2 1. 4
WRAR, AAVEEE . B, RahHE
IR T ) 28 — A R BE R VPRI R — KPR 2 &
TR QR — AP ANk S E T
AR 0, Tl 2 AR A AT . — 2 BT A ik
FIMRE NN Z I GRV K&, PRI “flfiIAS
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library, this is Drawing Extra Cards. Some newer
judges might argue that there is a GRV right before it,
saying “They resolved the ability incorrectly,
therefore it’'s GRV, not DEC.” An easy way to
remember the correct infraction is: if the first
opportunity an opponent had to possibly notice a
problem was when the card hit the hand, it is DEC. In
the case of the Liliana example, everything is fine with
the game until the card goes into the hand.

BRI T JRE, RIIX /& GRV i A /& DEC”.
FHAE A SpvEc A B RE IE T 2 R
B — URAT BE A = B 1) I AL A2 B B R A T
FRE, XL iZ%AE DEC. FEFRDERMIG T, 7F
Aok A BT AT, — VIR IE .

If the player confirmed the card draw with his or her
opponent before drawing, a backup may be
considered or the game state left as-is.

W R P BT IR S X FH A, AT
%5 8 {3 Bl BLOR B TR -

Confirming a draw with an opponent means that both
players are agreeing that cards should be drawn. If
later, even with the confirmation, it is realised that
cards shouldn’t have been drawn then a backup
should be considered, as with a GRV, and if not
appropriate things left as they are. Refer to section
1.4 about backing up.

50 A A TR R A 0T R 8 ) T L = TR
o B Ja BEME i X S AN RLIZ I, B4 1%
G ) 4k 2 3 s 3 I — 25 R AR [m] o 2R A3 [
NG, N ORI RRIR S . o8 TR
B, Z U 1.4 75,

If the situation isn’t covered by the previous three
paragraphs, the player reveals his or her hand and
the opponent selects a number of cards equal to the
excess. Those cards are shuffled into the random
portion of the deck. A simple backup may be used if
there have been additional parts of the instruction
performed since the illegal card draw, such as
discarding or returning card to the top of the library.
Once this remedy has been applied, the player does
not repeat the instruction (if any) that caused extra
cards to be drawn.

MRBHEAK & ER=ZBZAR, MEFRRH
FH, HPANFEEETK, REEFRTZH
R R TR B, R IX L B [ 2 R P RE AL R
oy WRIEIREI R Z JFIEPAT T AR 2 I
TSGR, A5 o 3 ek s RS A (B R R T, N T i
TR REIE. —BENMARBEZE, BPEEAR
BEPITE BBV ZR 2 RNBUR A
) o

You only apply this remedy if the infraction does not
fall into the previous three items. If after the illegal
card draw there were other actions performed as part
of the same effect such as discarding cards, backup
those parts before the player reveals their hand. This
remedy is not optional; the opponent must choose a
card to be shuffled back into the random portion of
the deck. The player may concede the game before
revealing their hand. If they concede they still receive
the warning.

TRATT AT H A8 T DL E =211 00~ X
FZIETT 3o WERAEARVE AR 1E N R — A 2%
L) — 0 3e HAT 1 He A kB g, 0T,
FE T e T DR X £ i 8] [ . IXAME IR
ANFERTER] s X T b 030k 5 — SR URE He e [m] ot 128
RIREHLES S0 o T 0] DAL J s TR AT N B
TR N, AR R A RS

2.4 Improper Drawing at Start of

Game

2.4 JERRIT RIS A Z 9 h
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Penalty Ab 3]
Warning Bk
DEFINITION E X

A player draws too many cards while drawing his or
her opening hand, takes a mulligan after they are
permitted to, or the starting player does not skip the
first draw step.

MPEIETFENIEEL, T RwrEEER
RS BHTHERAR, BRATFHFRIETHS
— ISR

Here we have some substantial details compacted
into a few short sentences. Whoever actually
produced the MIPG’s copy seems to have known a
little something about what editors call “economy of
words.” This involves the player drawing 8 cards for
his opening hand, or mulliganing to seven, or not
skipping the draw step when on the play. It does not
cover drawing too few cards. While not “drawing”
cards, this infraction also covers mulliganing after you
have decided to keep your opening hand or
mulliganed after you did your post mulligan scry.

X BB TRE— LS R4 K 7L AME ] IPG
9 5 3 SRS RS R . X80 ST T
T 8 KA. BEMMEEINT 7 5K, NEE LT
PP AT H B — NP IR IR A&
R o ERARHRE DR B S T LR SLEAT F A
SCEAEREAT 7R D 2 ST H A
e Y, XA A E .

If this error is discovered after the player committing
it has taken another action in the game, the
infraction is Drawing Extra Cards.

R FRAERAT T H ARSI R T Ik
KR, MHEBMCER T B

Unfortunately, Improper Drawing at Start of Game
(ID@SOG) has had a long history of being confused
with the similar-sounding yet vastly more notorious
other infraction: Drawing Extra Cards (DEC). The
distinction is made here.

AR FE, BRI IR R A S AUEA I LR AR S 53
—IERALL H B R AL E R BTSN (DEC)
MR PATR AT 5] .

So what is “another action in the game?” Simply put,
it's when the player starts doing things. This covers
players who mistakenly draw an opening hand of 8
cards and then play a land for turn, Force of Wills his
or her opponent's first-turn spell, or a player who
mistakenly draws on the play and then casts
Ornithopter. If a player does any of these things
before the problem is discovered, the infraction is
Drawing Extra Cards.

Mot arg n—sh " ? Fs s, wied
FLFIT AR . RUFBmETFINT 8 KM TR
Bl SR A, B Ty ey 7 HR P
B mE R, B ST AT B R
FORR Tt 1 SN IR G RBETAE ) A A I
7 LA AR R, WO E NI .

What'’s a little less obvious, though, is that the term
“another action in the game” does cover things like a
player revealing his or her hand to an opponent’s
Duress, or resolving the trigger from an opponent’s
first-turn attacking Goblin Guide. Those actions are
visible and active. Passive actions are not considered
“another game action”, such as allowing a spell to
resolve, or passing priority.

AR E RS, T O H T T
M TS T, B A S A A Bl My
ZRPER SRR A R . XEEKREAAKE
W, AHX B (RS2 Al L IF B30 . #shs)
TEIFAPN R — D RshE”,  than fevr
R R PR AN UK /1ot O
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Also, these actions apply to the player who drew
improperly. We do not consider the opponents games
actions when assessing the infraction, or determining
if “another game action” has occurred.

seAh, XEAEE A SRR R T . BATHE
A W73 R B 5 S — il R B AR 2 7 R 2R I
» AT R TR R o

EXAMPLE

Ry

A. A player draws eight cards at the start of the game
(instead of seven).

A. EFLERFRIFMEITINT \FKE (AR

]

B. A player draws seven cards at the start of the
game (instead of six) after taking a mulligan.

B. MPEIRITEN BRREEIT Lkl (T4
RANTK -

C. A player, going first, does not skip her first draw
step.

C. SEFHFRIETHE NP R,

D. A player chooses to not take a mulligan then takes
a mulligan after seeing his opponent choose to take
a mulligan.

D. CRENHTHAENBEFEINFHEREZ
JERIAT AR .

PHILOSOPHY

JE ]

This is generally a minor infraction and deserves a
fairly minor penalty.

RIEERBMHIEN, Mixg FH AR L

o

Notably, the infraction for this penalty is merely a
Warning. At the beginning of the game when you are
drawing lots of cards, it's easy to draw the incorrect
number. Its also easier to detect when there is an
extra card, because things haven't happened yet that
make it harder to determine what the correct number
of cards you should have is.

ERERNZ, XI0E AL T AR — A B
o FEPFRRITURIS IR IR 2 18, MK 5 BON#
SRR . JFH, Bk ok s it 34
KA, XK 5 FA B NAT R ECE

Removing one more cards than the player was
supposed to have is quick, simple and avoids the
possibility of a player gaining an advantage if he or
she just wished to reshuffle his or her cards and draw
a new hand.

EZEF R TR NE B ED—FK, BREERY
R AR IE, T AR IEREE LM E
PP, BRI AR BILFAL.

Why shuffle one more card away? Lets imagine a
scenario where a player is mulliganing to six and really
wants 2 land in his opening hand. He draws the cards
one at a time, and on the sixth card he only has one
land. At this point, if we only put one card back, the
player might be tempted to draw that seventh card. If
it's a land, he can call a judge, and the judge will
remove a card at random from his hand and he will
probably get to keep that second land. So, we add the
additional card to the patch the hole of this particular
exploit. Alternatively, we can't allow a free re-
mulligan either, because it would encourage people

AT AZZ e ke ? AR AT R — A
Wise: —MMMTERB 6 KIFHE 2 MET.
b —SK KA, B TE8 6 SR A — M. 7fEX
sbs ARBAT R K, XA R RES
EEANEE 7 sk WS 5Kk, AR DAL
H, B 2 AT R A RE AL Bk — 5K b T A AR )
RE B N AR okt P ATRATE AL R — 5K
, DA ERXANEERIRT . BA, FATHEARE

VRS IR, ROV IX 2 il AT B IR - i
ZPE. M, EFHEZE, WAREHEZI-K,
] DL BAT B e el X L2 .
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to “overdraw” on bad hands. “Oh, this hand is really
bad. If | draw one more though, | get to shuffle all of
it away for free”

ADDITIONAL REMEDY

BB IE

Remove a number of cards chosen randomly equal
to the excess plus one from the player’s hand and
shuffle them into his or her library.

FENLAE T LiE#Es T, REEASIMZKE
B—5K, KX PP BRIFEANZET
IR o

Note that the text here says “equal to the excess plus
one” and not “equal to the excess,” or even “two
cards.” If a player draws eight instead of six, we
remove three. For nine instead of five, we remove
five. How about ninety-nine instead of seven? Well,
I'd recommend asking the players to stop playing their
just-for-fun EDH game to get started on their match.
Note, we shuffle the extra cards back in. This means if
the game has already started, we are taking cards out
of the players hand at random and shuffling them
away.

ERESCH S IR RN 2 YU RN —" A &
LI TRB B B PR . ERTF AN 6 5K
Aty 85K, FATHER 3 7K. %I 5 KN 1 9
5K, BATHEER 5 5K WIRZAN 7 5KmiI 1 99 7KkWe
? 4FIE, W EUUE T IEDUBTA R R EDH 1M
JFRtEEE. R, BATK 2 RAMPE R, X
BRE RGO It ig, RATMRET 19T
AL L R R e [ o

Now, this can also be caught when a player decides to
mulligan at the wrong time. They announce that they
are going to keep, then later decide to mulligan. This
also merits the removal of a card, but the fix here is a
little different. They already started to mulligan, so we
just skip to that second mulligan. For example, if a
player announces they are keeping a hand of 6, or
performs the ‘scry peek’ then starts to mulligan again,
we will have them mulligan directly to 4 cards instead
of 5.

XA E ARG BT 1 R A I LR R 1
Olo QARBETFWMh EAR R T, IR)E JHE
P . IXFECt NS B — gk, (BE R iiE =
MAEAE. Rt CEIr b HRE, B3Rl
PLAZ G X R, ELARRE R N — IR
Blhn, WRMFFERERE A 6 ET, ¥
BEAT T B N 2R XOTIRE R, 3RATM
MRS 4 5k, TEE 5 5k

This is considered a mulligan. The player may take
additional mulligans if desired.

WEEMAEEE. ZEFZERRTLIEFEE
PATHIAE .

People keep asking if this is a mulligan, and if the
player mulligans again, how many cards does he get.
This fix is a forced mulligan and does decrease the
number of cards the player would draw on his/her
next mulligan.

LT X AR A AR, AT K
PR, MR Lok, XM IR 5l i
P, I Hath AT T YO B B i 2
ik

If a player notices they drew 8 cards before playing
any cards, they can call for a judge, and the game can
be corrected following the guidelines of this
infraction, even after their opponent has played their
land for turn. The same is true for any other example
above, so long as the infracting player hasn't played
any cards. This can create a weird scenario where you
allow the opponent to resume mulliganing after the

IR TFAE AMET A E R R A 20T 8 sk
o ABATTRT AR AL, 3 R S g R ) O
BIE, XA A DLAEAATT A T 4E (Bl 5 A i A i
Wz JERtAT . VLEB AR R, A ZEE
FHA AR . XA A2 GG —Fh & PR
Yyt ARA] DLLEXS FAE T R I Ja PR O I
B, — AT T, EREIFEP] 5 FZEIRF T 6
PT R SXAE IR 2 — A [ 5 45 A O L
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game has begun. For example, a player on the draw
mulliganed to 6 when they should have mulliganed to
5. It is detected at the end of the first turn of the
game. We remove 2 cards at random, bringing the
player down to 4 cards. If they then wish to mulligan
down to 3, let them.

PATREHLAZ R 2 gkp, KT = 4 5k,
RAbARIR S F 3, THE.

2.5 Game Rule Violation

2.5 3 R IR

situations in which a player makes an error or fails to
follow a game procedure correctly. It handles
violations of the Comprehensive Rules that are not
covered by the other Game Play Errors.

Penalty OBl
Warning Bk
DEFINITION ) i3'8
This infraction covers the majority of game | LIEHMEAE T KB R THEFERERIR, HEK

B IEF FIPAT IR AR 7 TG R R DL . XA
FAR A EE RS BEAMN . H RS 7E H AR RRAT
BRIRT HIE -

“Game Rule Violation” does not refer to any particular
type of error. Rather, GRVs are specifically defined as
errors that aren’t another infraction. Newer judges
will sometimes talk about how “mis-resolving a spell”
is @ GRV. In actuality, resolving a spell improperly
could result in one of several different infractions,
such as Looking at Extra Cards (e.g. thinking Dissolve
allows you to scry 2) to Drawing an Extra Card (e.g.
mis-reading Divination and drawing three cards).

I BRI A1 AR AT RS SR B iR . R
1M, GRV B E SONFTAT A e VRS HAt 3 A

B HTHCHI I 2 B SR 5 A S
BB GRV, 8L b, ANIE R 45 5 T

RE= FE S, BEBINE A il
VIR I~ 2) KBS CERE T b EBGR T
T 35K .

EXAMPLES

Ry

A. A player casts Wrath of God for 3W (actual cost
2WW).

A. FFSIAH=ZH B R Z 517 /Wrath of
God (IEFAZEAIA{ZHBHED -

B. A player does not attack with a creature that must

B. MF-BH iL R & &L IB T YR TR

turns later.

attack each turn. o
C. A player fails to put a creature with lethal damage | C. BFEFH BB Bar =N EMBEHEEY,,
into a graveyard and it is not noticed until several | A& Z )54 K.

D. A Voice of All is on the battlefield that should have
had a color named for it.

D. Fi¥ufE [Voice of All ZEAR I |, AT iZiEFE
PR HIBEH Ik

E. A player casts Brainstorm and forgets to put two
cards back on top of his library.

E. JRFHER /711843 /Brainstorm, HIE1E4HTK
BT B R EE T o

PHILOSOPHY

JE
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While Game Rule Violations can be attributed to one
player, they usually occur publicly and both players
are expected to be mindful of what is happening in
the game. It is tempting to try and “fix” these errors,
but it is important that they be handled consistently,
regardless of their impact on the game.

BRI S I X E R H 4% T H o — LT,
EILRBIEHE R AT AL, BT EFEM
BRIFRT T RENEE. LEENEAEBR
TIRERIR, ERERRR: PRIXERIRIER
BN, AETT XA DI—E

Consistency is a core tenet of the IPG. Even though
there are thousands of judges adjudicating
tournaments across the world, it is important for each
of these tournaments to be run and judged to the
same standard. For this reason, we strive to handle
penalties neutrally. Fundamentally, both players are
responsible for maintaining a proper game state. Our
core role as judges is not to “correct” or “fix” the
players’ mistakes, but to dispassionately interpret and
apply the fixes prescribed by the IPG.

— MR PG MUA% G JE I o DA RIRE (P AR P
FEMP LI R RE R FH, X b3 hAL
PATFHH AR [E s R g . Rk, BATEUL T4t
HAN ST L . MARA Bk, WU HTFEA
TOERFF IEF AT RIR S o B NEH], BATHIRZ
CAEHAARMIESE B R TN R, TREAH
Hu e 3+ 8 IPG Fh R E BB IE .

ADDITIONAL REMEDY

BB IE

If the infraction falls into one of the following
categories, perform the fix specified unless a simple
backup is possible:

MR ZEMET TIERLZ—, MERIEATAT
SyEIEl, 75 N REAT R BB IE -

Soright here we are going to have a list of partial fixes.
You do them first. If you can't, then you evaluate if you
need to do a back up or leave alone. However, if the
backup is trivially simple, (ex. a single action) and
makes for a more organic fix, the HJ may authorize the
back up. See 1.4. Backing Up for more information
about back ups.

LA 2B IEM AR . B 5e4k IR H R k475 iR
» BRGENMHEPR—F. HLEMA, KA
PRn] DL 18 £ [0 s fR B RIS B IR, (HA2
o USRI EEAEF R (0, AT A shtE) Hie
EH LB B IOIRES, L W] DI AUE . 5%
TR, 2 1.4 79,

e If a player made an illegal choice (including no
choice where required) for a static ability generating
a continuous effect still on the battlefield, that
player makes a legal choice.

o MRFXMFANENESG L2 IEXRE>E
ISR SR RN ) IE A SVE (BIFEFR EMFE
FERPRINMAR), WZEFEHIEH — SRR
HR I

This partial fix refers to cards such as True-Name
Nemesis, Voice of All or a Siege from Fate Reforged™,
which require the choice of a player or color as they
enter the battlefield. The reasoning for this is similar
to why we apply state-based actions — it is impossible
for these cards to exist on the battlefield without a
choice being made for them, so we correct that
immediately. While this could lead to the perception
of advantage for one player, such errors always occur
publicly, so it is in both player’s interest to be
attentive.

KM IR TR B R TIEE R
i R ag ™ o B AR, XA T L I e %
JRT BRI 2 SRR T o XA D SR DA 5 AT
PATIRZE SR A IR R A 2 —— X S5 i
PRI IR A IR HE NG, it ARRATT I 24 37 %) 2
ko BARXAIfE ik NP p — AT 23Rk
MHRIEE, BRRZ AT, BB
T R

e If a player forgot to draw cards, discard cards, or

o MAFEFEILIE. FHRTCHENT L
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return cards from their hand to another zone, that
player does so.

BRI, TZEPamtk.

Players will generally be able to determine with high
accuracy if they forgot to draw or discard cards. Note
that this partial fix does not expire, even if the error
was many turns ago.

PP USRS T TR B 77 AT — A S R BB o v
FAAE o VR, XN B 1R B N R PR 1
BIEAE R A S Bl ST AR AR, B HAT B IE.

¢ If an object changing zones is put into the wrong
zone, the identity of the object was known to all
players, and it can be moved without disrupting the
state of the game, put the object in the correct zone.

o MREBUAZXIMHVAHHE THRXE, &Y
A TR THHR, BB YA SRR
REE R, UPREZ A BN IR B X 35

It is easy to misapply or forget replacement effects
that can modify how objects move zones, especially
the difference between the graveyard and the exile
zone. However, it is also simple to fix this error if
caught right away, which will rarely impact the events
that occur directly afterwards. Despite there being no
time limit, you should take into consideration the
disruption caused by the move if players have made
strategic decisions based on the card being in the
incorrect zone.

T A A 5 PR BCE S RERZ A i e A2 3
DX I P AR, JE A B I MEUZ X 1) 22
Ao B, XEMIRUERZZIKIBRE S B IE
» WARD RN Z Ja KA FM . RERA N
BRI, R4S 75 2225 RS TR R AR A0 Ak 4 R [X 45k
LTI A3 PR IR TR 3 3 B T

Additionally, this is applied to objects that changed
zones, and went to the incorrect zone. This does not
apply to cards that should not have changed zones
but did, or that were supposed to change zones but
didn't. A creature dying in combat that should not
have, does not meet the criteria for this clause.

seAh, RS IE B 3E 0 SO X 25 T A
R X RME IR A E T AL X A
AR T I B 1 AR X A X A
AGAE AL E M AEYIEE B ATTERXMEIE
INESEE

o If attacker or blocker order has not been declared,
the appropriate player orders them.

o MRREHWEHHEBAEERKF, HXTRK
MFEEZ.

This is seldom relevant. Most times, when there are
multiple blockers, it's clear what the intent is, and
there is no real interaction. However, it can become
relevant, and we now have this partial fix. Ned may
get upset that Abe gets to declare blocking order in
the middle of resolving spells; when it suddenly
becomes relevant, however, most of the time it
becomes relevant as a result of Ned casting a spell. If
Ned is doing something that makes blocking order
relevant, he cannot assume that whatever blocking
order favors him the most is the correct one. He has
the responsibility to clarify the ambiguity prior to it
becoming relevant.

8 5 R i o B BE A R A A A . 4
REZHHE, A2 ADHEAEER, BFr AR
WA, A LR, (Ha, XTI
Re A, RIbthat s 7 IX 4 B IE
Fe MR EFF Abe T ALELE IR FE
R T B B, Ned FTRESIRA S D: H
WKL, IERFCA Ned Jis 7 e FLiE, BHEY
H VR FP A 2 RIS W AT FTsinil . Wk Ned 48
T AT e 2 LB 3 O P A R i ) A
At AN BE AR BE AT T SR 110 A9 A2 X At 5 A7 ] RO AR b ¢
Fe o ARAT STRAE M1 3 B A OO 7 A R
ZHTE S B IE T A A

Otherwise, a backup may be considered or the game
state may be left as is.

HBRTHARE L, WA B E#EATE R, SRRE
HEPRREMBLE.

So, we look to see if any of the partial fixes apply, and

PiTEk, BAVEEFEZAGHAEMN 2 E IR
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if not, we either rewind or dont. Please see 1.4
Backing Up for information on if it's appropriate to
back up.

W, WA, AT PLE R A AR, kT
g i e IRl SR S IE R, IES R 1.4 15,

For most Game Play Errors not caught within a time
that a player could reasonably be expected to notice,
opponents receive a Game Play Error — Failure to
Maintain Game State penalty.

MRBAEFPETHRBERB R RN EEN B
AR HIRATBIRR, MFTEXFHRT T Wk
ITBNRIR~ RGEG WERARZS” BB -

This is simply the definition of Game Play Error -
Failure to Maintain Game State, and goes back to the
concept that keeping the game in a legal and clear
state is both players responsibility.

KA AT B R 1R ~ R YES i AR 152 3
E I L BT T AT STE R e S ik
~ RIS RIR S o

If a player takes an action called for by an effect
controlled by his or her opponent, but does it
incorrectly, both players receive a Game Play Error —
Game Rule Violation. For example, if a player casts
Path to Exile on an opponent’s creature and the
opponent puts the creature into the graveyard, both
players receive this infraction.

SRR B PRI RN B R FIAT IR, T
Xt FPREBIEABATHIRO, WX T Wk
ITEN IR~ B RPERAN” . B, WnREF FxT
FHIAEY IR Z 35 /Path to Exile, ELiZxFH
BB, W T5 P T AE M

As always, both players are responsible for
maintaining a clear game state. If my card tells you to
take an action, and you do it incorrectly, who's fault is
it? Yours for doing the action incorrectly, or mine for
not making sure my spell resolved correctly? Turns
out, in this case, it’s reasonable to say we are both
equally at fault. Its important to realize this is only for
active effects. If player A forgets to pay 1 more when
casting a shock because he forgot about player N's
Thalia, Guardian of Thraben, that is not considered an
active effect on Player N's part. In that case, the error
is on player A's shoulders, and Player N should get a
Failure to Maintain Game State.

—UnERAE R, XU T AR AT DR ES I I 43
W& WERB MR — R, AR
T REWERIR? SRARET IR BB VR IE R PR
RICIEIE#E 5 S b, JATAE bR, £
PG OL T RO #R A A M STER, X5
R BN R WRRET A R R S
TONRF N YRSy 3B VR ERAN SR 1 Rk
A, ZIFAETHF N BRI EXER
N, BHRN AT A K, TET N NSRS ZE
PSR A AL T o

Upgrade: If a face-down card cast using a morph
ability is discovered during the game to not have a
morph ability, the penalty is a Game Loss. If the
player has a card with a morph ability in hand, has
not added cards to his or her hand since casting the
card found in violation, and has discovered the error
themselves, the upgrade does not apply and the
card may be swapped for the one in hand.

Frgk: SR DAAR By R R I R TH B T R K
W R P R EE LA R e, AT
AN—R . MREFFLEREEREM, W
B B MG BUS M Z K5 R & 45 AR IIA
FH, FRXEEBECRIAFRIR, WAEH L
%, WHF 2SS BOEMZ FKITH.

In all but a very few cases, Magic is set up so that both
players can see what is going on. Both players are
responsible for the game. If you pay the wrong mana
for a spell, | can see that. If you put more counters on
a creature, | can also see that. When it comes to
accidentally casting a card as though it had the morph

B TR BUE LT, R R R XU TS RE
FER AR R A T A A X7 TS 2 i
KA DT . WRVREE RIS T IR RIEAR T,
ReE Mo G RARFEAEY) BT i 2 deRy), R
WHER Mo (B ARAN N LR 1 — 5K A AL 5 7
RE AR, 3 P FI B HH R I 5K 75 HA AR
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ability the opponent cannot verify that the face down
card has morph. For example, playing a Highland
Game thinking it is @ Temur Charger is an upgraded
Game Rule Violation.

Y RE ) o Fhn, A0 S A P 2 AR R R
morph JitiJEUE B4 TH 2 i S iR o

We also now have a specific option to ignore this
upgrade if the player discovers it themselves and
hasn’t had any opportunity to add cards to their hand
since casting the card. If these conditions are met,
rather than upgrading to a game loss, we issue the
normal warning and swap the 2 cards.

FATIAE A T B 38 10T L2 XA T4
IR T BAT R TR, JF HAERTBOZ 5K 2
JEIEBATAEATHL 24 RN T, FAT Tl vl LA 4
W LVES, PRk AT 2c e, A R T
Ao

Previously, failing to reveal a card with specific
characteristics such as Cultivate or Garruk, the Veil-
Cursed’s second ability fell under this upgrade clause.
This has now moved into Game Play Error — Drawing
Extra Cards and is handled there.

FEVLHT, AR BA R e R AR, ] 0 33 21
[ 20 SRR 20 — A, BTN TH AN
Tl o XS LA R T xR AT 3 R AR ~ BN
i, IR IRAZE R E IR 5 SUAL

If a player forgets to reveal their morph cards at the
end of a game, we still don’t upgrade the penalty
when we issue a Game Rule Violation for this. The
logic for this is two-fold. At the end of the game, the
loser is controlling the end of the game. Effectively,
the loser acknowledges the game is over, and it’s not
over till it’s over. At this point of concession, the loser
has the opportunity to verify the legality of the face
down cards. As an added bonus, this removes the
angle shoot of conceding then fishing for wins by
distracting their opponent into scooping without
revealing.

n S T AE Ui R S5 RN TS R R AR B R, JRANAE
AR GRV AT HTISA AT It Ab 1T . X B
AT PIIE . 25—, EIPRE R, X o
R AR R AR . —BORVF, 5 Z KA
ARAEHRIT, A 4R R AL AL
REWUEm S T M EETE. B, XA
8 G BT e 2 I LN T RV R R 5
Xt PRI TSI R A B, TR G B A o

Finally, If you can reveal the card, do so. You might not
be able to anymore, but that doesn’t impact the level
of the penalty.

fJa, WORARAE R N an bt i . RIAE e
R, WAL TR .

2.6 Failure to Maintain Game State

2.6 REFHIRIRE

Penalty G OLil
Warning wt
DEFINITION =54

A player allows another player in the game to
commit a Game Play Error, and does not point it out
immediately.

JEF BV B AR T T HRATI R R
» HRILZHE HZeHR

There are actually several things going on here. The
first is that a player committing a Game Play Error can
never earn Failure to Maintain Game State (FTMGS).

XA)EE EES LN R . B e kI
X% U] B BB KO AN 2 SRS R E P I ROIRAS (C
FTMGS) AbYii. ME—TR]HESRTS FTMGS 4b 11 K2 At
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The only person that can get FTMGS is the opponent.
A player earns FTMGS when he or she does not catch
an error made by the opponent. Also note that if a
player points out the opponent’s error right away he
or she does not earn this infraction. For example, if
Abe casts Wrath of God for RRRW and Ned notices
before any further actions are taken, Ned will not
receive FTMGS.

(RO T o BB AR R B L6 T 3 S R U e R A5
FTMGS 4bil. JAMEER, WERMFILZRE T
XFFHER ARG B0, W) Abe
AT RRRW il 2 151, Ned WA BHATAEf[
M E L ZNEE R T IX AL A Ned A23RAT
FTMGS.

If a judge believes a player is intentionally not
pointing out other players’ illegal actions, either for
his or her own advantage, or in the hope of bringing
it up at a more strategically advantageous time, they
should consider an Unsporting Conduct - Cheating
infraction.

WMRBHAVONEF R TR 2T FH”,
B B4 B iR _E X O 05 A R R R B
"R—RIFE, MERREHEMEFZERT
3, WRERER S IEBEEEE~E] 2
B

Generally we think of Cheating as actively and
intentionally doing something against the rules and
for an advantage. However, it may also be Cheating to
notice your opponent doing something against the
rules and not call a judge, or to only call a judge when
it is to your advantage. For example, Abe controls a
Juggernaut and forgets to attack with it. Ned says
nothing, because he doesn’t want to take the
damage. Depending on Ned’s knowledge of game
rules and player responsibilities, this may be
Cheating.

—RORUL, BATIONTERRAE T3t MOE I &
ISR 3R 7. (EAE, IR T E A
WA, B AE XS VR R A I L 34— FEAA AT g
refElE. B, Abe #BIFHIMEFERETHE
Wilio Ned fHABRBULEVAEZB0E . R
& Ned S XRAL AT STAE R 1 A 175 R 4 i
, XA RN,

Not reminding an opponent about his or her
triggered abilities is never Failure to Maintain Game
State or Cheating.

IR AT 2 MRS R R TR et
RRES BN

This is a very important exception to the “you must
point out your opponents errors” rule. Missed
triggers are handled differently. A player is allowed to
not point out his or her opponents’ missed triggers.
Since it is allowed, it cannot be an infraction. See the
Missed Trigger section for more details.

IX AT NS T AR D5 AR H AR AT T AR R I 4% U )
—ANE B A I8 ik AL BT AR . R
FEVFRET AN L T st e fid . BRARIX 2 fe
VR, BEARAREM . A R LR
CEEZINR

Ry

EXAMPLES

A. A player’s opponent forgets to reveal the card
searched for by Worldly Tutor. It is not noticed until
the end of turn.

A. PRI FET Bt it )M /Worldly Tutor
PSR . B2 T BEERAPIERE.

B. A player does not notice that his opponent has
Armadillo Cloak on a creature with protection from
green.

B. MFRERIXFRZF L H S A /Armadillo
Cloak £ Mi7E T A R GFY REERAEY L.

In both of these cases, the player’s opponent
committed a Game Rule Violation, and the player

FERX A5, AT T B T il oA )
2% PR T LA D o
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didn’t notice it right away.
PHILOSOPHY JE

If an error is caught before a player could gain
advantage, then the dangers of the ongoing game
state becoming corrupted are much lower.

IR RIRBETER MTF BE R LIRS Z BT R B
s U TFE T RIRRSHI ER S TS -

This is really just a fancy way of saying “the sooner an
error is caught, the less likely it is to cause a large
problem.” It should be a fairly obvious statement.

X AR ORI, AN R B 3 RROK R
(R 55—tk AR IRZ — A IERIIE .

If the error is allowed to persist, at least some of the
fault lies with the opponent, who has also failed to
notice the error.

WMRRRFET L, WFPLREEHE, Bufbt
BHEERBZRIR

The key point here is that both players are responsible
for the game state. If the opponent is being
observant, he or she can help catch a player’s error
before the problem becomes more severe. It doesn’t
matter who gained an advantage from it. Note that
there are some situations where one player controls
the effect, and the other player takes the action, but
did so in a way that caused an error. In this case,
please refer to the Game Rule Violation section, as
there are some cases where both players have
committed the same infraction.

X B ISR RAE T, XU T A i RS
Blo MR TR SR, ) DL AR DR AR A B
HEHTRIE . WENFSRGMHIFAEE . HHER
FER LG OU N — AT BN, 1 55—
KT E, AR R 5 ORI T X AT B . fE
S RV N TV BSN R 0s  WIUE  s NE EE S
Sfp) R XS T RN AR R A

3.0 Tournament Errors

3.0 LFELRR

Tournament errors are violations of the Magic
Tournament Rules.

HRRIRIE R RIE R (778 BN 2 BT
Ho

Just as Game Play Errors are violations of the
Comprehensive Rules, Tournament errors are a
violation of the Magic Tournament Rules. However,
not every violation of the tournament rules results in
an infraction. According to IPG 1.2: Applying
Penalties, “Some violations of tournament rules will
not meet the criteria for any specific infraction. Many
minor offenses that a player can commit, even
intentionally, are not covered by a specific infraction
[and] should be handled initially with a Caution.”

TE LR RRAT Bl A5 R 7 B R e BRI Y 13
, HEFRRRE R TR RELLZE R Y o SAT I
AT BT i e EE SRR i AT AR 2 1B R . A IPG
1.2 71, “HEeiE i L IREL 1 F A S A AT
Al —ANERRHEN . 2 BTS00 R R R A
RIS & AU N RODEER M O E ridifl,
UBIERYNES= 0

If the judge believes that the error was intentional,
he or she should consider Unsporting Conduct —
Cheating. (Previous versions of the MIPG made
reference in each section about how to handle an
intentional violation; with the exception of Slow
Play, all intentional violations are now evaluated as

BMBHA VAT REBIERZRR, W Z ﬁ
S IRE A BB T BB~ R B

%WW$%<%&%@ﬁﬁ»¥Tiﬁ%ﬁ*ﬁ%
ENEBEBREREIEMRLE TR ERRE S
. BT “EREEATIER 24, TR ERERE

T AR AT I BRI ReiE R 2B S
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potential Unsporting Conduct — Cheating.)

iBFhEE~ R IR AT A . D

This note covers cases where the player is breaking a
tournament rule intentionally. The player might be
cheating, but it might not meet the definition of
cheating in the IPG. Be sure to review IPG 4.8:
Cheating before taking action.

X — 25 Ui 2 T & S I T B L R U 1 1
o AL FA v RE BN, (H2R e FFAN 2
IPG Hr 25 1LIE T B sl ~1E B (1) 8 Lo 1E TR
B EZ AT EAE—TF IPG 4.8: “2%1HiE 1Y iz shiE 1
~{EB I N 25

If a player violates the Magic Tournament Rules in a
way that is not covered by one of the infractions
listed below, the judge should explain the
appropriate procedure to the player, but not issue a
penalty.

MRMFERT CAERHEFERLD , BXA/FE
THIBBOEMZ 72 3 M L 7] 2 Ui B IE
WHIHE, EARSE TN,

Only the more serious Magic Tournament Rules
warrant a penalty. These rules can be quite disruptive
to the overall flow of the tournament, causing the
event to go longer then needed and/or can give a
player a significant advantage. If a violation to the
Magic Tournament Rule is not considered detrimental
to the overall flow of the event, then a penalty is not
needed and the judge will simply educate the player
on a corrective action.

A RO ™ E S O 2 REESEND 15 78 R
4T AT X RIG O PUAL EL R B AR RS,
A5 ELIR T AE SR I TR B0, B i T 3R A5
HIH o I RIERNHE S (7 B EL SR ) AT
NANGxT FE BRI B AR A P 2 S R, AR A fE
AT H, B R FEN P ETEE, I
S RRF A0 AT IR A o

Continued or willful disregard of these rules may
require further investigation.

IR F AR GE RAKRN, RAERENZ, W
AIREREHR— P HIAE.

Although not all Magic Tournament Rules are
penalized, even the slightest disruption repeated over
and over again can still slow down an event. If this
happens, an investigation may be required to see if
the disruption is being done to intentionally disrupt
the event or maybe a player simply needs further
coaching.

REARPTAER O8N 147 8# 2
PR, BRI TINER 78BN
iR it te LR BERE . W AR PG DL 2E, #H)
A RE 2L B I N AN AT R L SR AR,
IR RA R TR ER - DHF .

A second or subsequent Warning for a Tournament
Error offense in the same category is upgraded to a
Game Loss.

SRR —IREE S5 IR I T R KAL) LR SRR T
ZEES, WAZA—R/NA.

Tournament errors are typically more disruptive and
less “easy to make” than Game Play Errors. As a result,
the second instance of a warning for a Tournament
Error in the same category is upgraded to a Game
Loss. All subsequent instances in the same category
are also game losses. We do not keep upgrading until
we get to a Disqualification.

PEBE iR X L BE AR IBBOAR I, BLRAE R ek iR
R HE P AR v Tl R AT B SRR . DRSS IR
Z LT FISSR A L3R R R T 32 BV T, ATt
PON— RN T JEEEIU T 1 R SR A b B8 2R R s
GB R —fE . BATRA ST AL 1 H 2
THE .

3.1 Tardiness

3.1iRF|

Penalty
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Game Loss

DEFINITION

& X

A player is not in his or her seat at the beginning of
a round, or has not completed tasks assigned within
the time allocated.

JEFHRE—R LTI R TR A E,
BR RETEARE HI S TR] 9 52 d E A 55 -

There are many parts of a Magic Tournament that
revolve around time — 20 minutes for this, 10
minutes for that. Players are given sufficient time to
accomplish tasks, and failure to complete these tasks
within the time limits slows the event down. Most of
the explanation of why this is an infraction is in the
Philosophy section.

73 L BE TR A AR 22 I TR AR SR I E ——20 73 B
FIRT-XAS, 10 708 FRTIAS. X EST 1
JAL T 78 A AN )R 58 ot B AR, T AS BE4Z I
SRR 2R A LEIR R . KA R I A
AT 9 ] Je 3 B AR T R e T T S )

o

If a round begins before the previous round would
have ended (due to all players finishing early),
tardiness does not apply until the scheduled end of
the previous round.

W R R BT 4R A2 T80 — & SR R A B &5
REESTE] CB TR PRI R R) , ME
FRM—AEUEFRTERPNREZ)E, T2
ERBE" B

This happens rarely at competitive events, but
occasionally all the match results are in with 10
minutes remaining on the clock. Round started at
1:00, and at 1:40, everything is done. Let's go ahead
and start the next round! The problem here is that the
announced end time was 1:50. It's unrealistic to
expect a player who finished early and ran to get
some food to know that the round is starting early.
Therefore, even if you start the next round at 1:43,
people aren't actually late until 1:50. When they show
up, give the appropriate time extension based on the
1:43 start time, but the penalty based on the 1:50
start time. This means that it's possible that starting a
round early won't result in any actual saved time, but
it's still more likely to do so than not.

PG DU S R LE TR P AR E WL, BB
I TERFCLE AT 10 /BT T A A e R T
th3E. LE3E— BT s, 0o B AR,
P AT 58 1o M AFNTERIT ~—%ne ! H
e 1) 7 e 22 RT3 R A R T — s,
BETE IR AT e M £ WS IR T FE T R SR AT
AR ANYISERRE) . B, RPEARIE — S0 4 =4
TS —%8, MTAE— It AT R EAN fE

PRI 2. AR Z 5, T 3X 8 1) SERR T da i
)25 AT T3 2 A AE R I Ta] L [RIAF, 3R 31 ) Rt
M=t Itia. XEWE, =RiTHE T —%
A REIFANBE SERR T A I 8], (ER X AR AU B AN
SEAT AT RETT A N 1]

A player is not tardy at the start of a round if he or
she has notified a judge of a delay, provided the
delay is not excessive. Extra time may be given in
these situations.

MR FE— R USRI CBANRHASH T
W, MR BfFREHAS R E, AR
B, ERRBHA S THET

There are times when things happen that will prevent
a player from getting to their seat at the start of the
round. This often occurs when a player finishes a
match in turns and needs a bathroom break. If they
take the time to advise of a delay and the delay is not
going to be too lon