Annotated IPG

IPG FE iR

Based on IPG version Oath of the Gatewatch

KN IPG WA : (77 &247)

22 January, 2015

2016 £ 1 H 22 H

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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1.0 General

1.0 — RN

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.
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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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e A judge 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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¢ |n 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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¢ 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.

J# o

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 a 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.

AT R AR SR AR R PRI
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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”?

A — M CRTFRD RAFE TR I LEZR4,
—FE, FREA MR GAERTTED RAFE AR
AT AT EE I 1 RS
i, EMERSIEEEM. S5 DT 20 M
BN ELBE PRI T 20 IR “BHNE M ——1E LEFRRTVE
RIS, B TR AL, MEERAA Y
72 PR DA AL R S 5 — R R R T T AR
R A

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.

£ LRPMES A, B AR R IEH 21T .

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.
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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.
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If a member of the tournament staff gives a player
erroneous information that causes them to commit
a violation, the Head Judge is authorized to
downgrade the penalty.
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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.
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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
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the decklist, but may downgrade the penalty to a | $ij | f&Z N 245", RAR B THAKNRZEES
Warning because of the direct error of the judge. BT WEIIT IR RAE .
Other examples might include: HoAth (1) 451 7614 «

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.
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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.
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1.1 Definition of Penalties
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WARNING

%
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A Warning is an officially tracked penalty.

-
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A Warning needs to be tracked and judges should
write it down on the back of the result slips (if you are
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using them). Then the Scorekeeper will input the
warning penalty into WER 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.
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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
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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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BUFRTCE A EEHEAT . BATHE N T i FH
BEIRF 2 7T ge B R T AL

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 T T L BRI R A B
SRR R o —F0E T R BRI [ARAZ IR BA 1R
e R AT BE R . T B R, R AR
VLR AT LLE SR~ 5 A A DA 2R ) e 1k
FITEART BAZE — 01 X B R SR R BN T % Fhidi
R FH AR 00 A B AT FH R A /B

A Game Loss ends the current game immediately

— R AT LRI SR B AT — &R, BT
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and the player who committed the infraction is
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.

BRKEFENREK S ARME—f. W
REF T4, WRA—/ALTNHEFEET
—REBELF. WRENRTEZAIMAEE—
O, NARP R A TS — I
ZHTERA R AR (SR L B & R
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 yet,
so they don't get a chance to sideboard.

LTS B — R A AR TN, =4 3 L%
S5OR . SR TS DL ER S IE AR 24 1 IR R I A
FE75 RE Y0 N o X BUITR T 2R T IR B AT I 2
FHE T R T NAZE A ML T4 7 — 4,
It LATR — i fth ok 9 5 58 )5 T o AR M0 W SRAEXT SR T
R AT TAR 2] T — S AT, RPATEBCE T
AXF R, i MBATIAS REAE T 4R X R 2 A48 45 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.

—RIUETTEN T RAEJLK ZEIAR, 755
FELERZAW R, REHWFREHITERWRLZ
[, W—RHEH T ZEF T — &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.

— A W il A T U AR I k. R
M, AR RR AR T, FITTRE T
FE N — I, PR H I ARt 2 2 o R ] Rt
RIS T RER

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

LB S de ) S R i N il (7 PR
B —a8 57 AT SR RAER, (HAST M HHrxt
RISt .

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.

XIE T P LT B AN SR XU S T R
AR B (AR R AR A R O A R IRAT T B 4 th
— NG A — FE R R e X A
HEG . IXFERITE, B L RRZAAES 1 )RR
AN AR ERSZ B T — R AR AR
PG A, IR EAL SR AN A ], SR AT
AR IR ] A B B g 3 R AR BEAT I
WD, RRRXMWALRTREHAT T — R EFRNL
Gs s NI AR R K — S R A AEAE o

If a player receives a Game Loss at the same time his
or her opponent receives a Match Loss, the Game

MREMTEZE—FFLAWFRN, LY
AU — RS, B 5 4 T TAE S T —
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Loss is carried over into the next round.

Fe

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.

W R AT REANEE T SMEN 2GS

tHEI’J WRAE— JS TP U Abe 53] 7 — R4, Ned
B2 T — MBI BAEVRIIE T, Abe fiifsix
—J&, Ned 7E N —5FF UG IR 15 2] —HE 1.

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.

BIAESEfFAELL SR P AL, MR R SR B — R
HIAL 3] WRRAEPZN R E 4T Reak 3, W EpfE
EFPERFERAN BT/, MERREAT.

Players can't avoid penalties, even if they drop. If they
know they are going to lose a game next round as a

PP ANREFI SR ik e 5 S 32 2], RER 28
AT N RARATIRITE B CHIAL T2 S — 5 —fE 6

result of a penalty, so they drop instead, that penalty | i[RI tiEFE, A TIEFEANTI RS .
is still entered in the system.
MATCH LOSS — R

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.

—RARFERIAL T, BT RITE TR
P SE BRI S JR A B TR TCHE SE 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.

Br VIRRIZ AL, — RVGRARAD UL o Gn SR BTk

I TRIBRHI R 2, AR AFRATIFA 2 HoAb 2 IX LE R [a] o
(B, ANEE PR e P e i ] 2 S5 3 55 o I PR
AEFH — R ORISR T o betn: ARIF A 2 KX
— AT R A TR A g Al — R

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.

A A RO MR . L3R O
LTI EREZN TSI FER R
T IXRRAE BV 2 HE L, 7R BT
L BRI R 4R 28

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.

—RARAETI N ZER T REBRKZN R, fH
FHEFOLERZNF, ALK —RAUERTZ
FH TN R . BEREPELFEPFN, 2R
MRS HIET —ROESF, EREXBE—
Sialinp i

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

PR s AR WX
1 WA AETTRE N T )& %?T
KBk B 22 2 1

O Lo
EE S
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a penalty.

DISQUALIFICATION

BT B

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

BUE B A A THhE R AN, RE™E

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

BUH B3 M (DQ) IR AL B 5™ I L /R3S LI
AN ES IR TR 0E, FEA RO IRMAT 4
R, mRAITEEE %,

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.

HARRESEURNEF A 2B IBUAEEEH
AE 3T o FHWE R HARMARERE AT RE . W05R R A X
B, WD A B L R BIHREF (Wizards
Event Reporter, “WER”) ¥fils N 2L EL SR, i
2. ] AR ERYE B % Bl # 45 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 DCI 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.

Ra MR, DO R ERTA 1) DQ AR K
SR ATTIZE TR A o IR A 55 M T I A2
15:%55, DCIARA EZZEIEABSINAIES . 875

RSB RIEEA AT DL SR, RV 5 225 17 J4 B
N e RS, JF HIRZ i E ik

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.

2T HUH BRI DT AR BT N ERIESE,
REXHPHAFHARNELR, LLUMELERKY
AIEHFRER B F B A W EHEE R Dl
BRMIXAEE,

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.

JIREMBEFE AL, AR QUL IAE).
A TE XIS DNA B4R T8 AHUEY]
H SRR E 2 IR, Al X 7R 2L 8 15 R E
AR AR, AR AR BT RS R —
WOH TR, IR ZAER S PR P il RN &2
G2 AT BRI SR T o MR D9 AT A DA B B 4
HOH 5%

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.

BhAR TR 200, T4 B BT IEE AT R R, R
JER TR H . MREFPEMPBHE TR
BBt BERER G, WA AT DAMRE IR, , AR
PR B AR AR MR R B
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When a player is disqualified from the tournament,
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.

AR OE BRI, AL TR AE R 1. A
FITAT 2 R 58 PRI R R 45 SRARAS 2 48 5 A SRR AL
T AEWCIDOH BEA% 2 BTS2 T 2 f, A4t AT BLER
B e JR1, A B ERUEMAE BB 2
i o X FEHE N 17 1EIE [l L2 H 22 AT BE I
oS PRI R )

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 R BT % 0 122 Ak ) ol Bl i &
Rz, HAnZ i T R FRIE A 3 5 R
sty A n] DL A5 55 W IR 1] o

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

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

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

spx?x=judge/article/20091207a
RS T DQCP TAE” AR I

o,

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.

HUEPH P REUH RN, ZEFSEBY
3%, HEASHIERHA b RARA LT
REEPERRGET, B AERRS Ear#E—£~6r, JF
RGHTHER FTRL 45 T BI2Eah . an SREUH BEA% 9
eV R REERFER TG, WEF BRH
% LA, BRASIBHRIATELERIHIE. 41
m, HAEFAEELWIREFRI D2 —RHE
A T BUH BEAS, ZETHRRES LA BT
BRI\ BRE) B IRSE AT HE SR, (HRAER
JEHIHEG ERTERIS I\ .

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.

XAYR A (ST, FE— AT HIOE 5%
e REN A — DAREHE LI . Bl
JUsg LT L T — AL, LA RE R\
A TESGE: R 2Ny, AT,

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

RXTHRHEEXRRENELEE, T2 N
http://blogs.magicjudges.org/o/disqualification-
process/ .

EI’OCESS[ .

1.2 Applying Penalties

1.2 M b
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Penalties are included with the tournament report
so that a permanent record can be kept in the DCI
Penalty Database.

BT 4L T #R L D R AE HE SRR &5 S5, AFE DCI 4k
THEE B P B R AKAIE R

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.

P TR G RS R GE o IR S R
TP EAL S TAE LLSR T AT, BLEON T B
] BE RIS 23 (5 FH X 845 L o 1 THI X Ee 1 R AR 2
SRR VR FE 2 A (121 AN 21 WER s

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, EMEHRT—f/AET (Fe—&RT)
AN EIRAEE, FEVANEEHRIEXEL
AT GRZE| (3.1) MEREKIR (3.5) HHEITEM
BN

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.

— AU BRI, iy HLAn A T AR XS
1E o T ASRA T SLARAE 25 Y — i S sl — SR A i
SR EWES . FR, WA IR U B
HIET o IR BN AT RS M1 A, TR DA AR T 2
b5 B 10 ) T 5 I AN B DA R B AR %
e, JF IS AR ik . SR, A R
T N AR B, I8 4 g BGE I /N R AR 7] 32
B, AERLEELEFR Y, ] DU SO A E
WA R 1 GP EL3EH, 13 DA EREH
A DARE BRI fE2E PTQ BX
SCG MELFEH, A TT PLgs — 4 B 115 il A b
o

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.

TR HETAL BT A, AR LSRN 1 F 12 8 R A
FAVERBIDROIFRE, UL,

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

BHELE LT AT, AN 1% A B I TA] [7) T AR At
WA A, PARABIE AT 4 o #H N AL
LMV PR [ A AT 12 FER T ] BE S Y 11 45 B8 ) AL o o
WL A S-SR AE B, FT B Ll i35 B AT 44
TRIBALRRTTE 7R UL o« A I AT — AN B
A, ERFE DL ARNZ A TR RE
B AR AR REAE B 1 AR IR 18], 35 YR AR h T2 5
kS8 LU TR AR BT R 45 A A ER A 4R S0
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speak to you after the match.

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

MR LW IEFEA B BRI ITEE, WL N
BRI TN, LR EIRHIE

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.

14 PG Hi B KA, R A L R UAMK S
BRI o AR X AT, At A iZ T
VLR RN IS R AT 4 ARG N B IR A 1
DLBCA TR A A TR A RAF ORI 5o 5
—, R BRGNS UL AR IO BT SR SRR
VRN TR R, IR AR i EH B IE— T
PRIGRSE o 35—, 2o AN YRR T AR AT IR i 46
RIXFEALE” . R, AT T
AT, I HERR T RS 22, R LR S5 WL A UL
BN

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.

FHNNEREA RN 25, SREFISRE
EEREAMKRERNR . XERERH R T
EARETARIE. i B2 MR, aRE
AN ARG HRAR—B, TWEFER T
B, WREZBEARN AR ESER R IRETT
HAR". BABENEFXLERE, THETIRM
RIEEFBR 55 W& FHECH 7842

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.

— LB PR TSNS I A AN R e AT A
FE BRI L (10 i #6873 Je i, AN B E
e EATRER R K AT RERIIE Z AR, thrs
FER LR AR 28 40— HIPAT IR AN BES TR F5 38
SR FRFIHFN T — B, e IR AR
HFIREAE T B, T ANRE (B IEVREH
XHAATIAN 2 B B S SO U BAAE Al AT TR 36 23
Ao MRFFIAKITTEHATH, T REt =T A
AR BT R A & BT EREEZRTE S
¥ —AVES, ERBR T B, XA
BAVMAERE T ROk RO, ot
AL BN TATE R BRI B IR R

These procedures do not, and should not, take into
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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.

% B ETHRGL, BRI AR S5 By Ak
T 015 2 SR s_ERISF 4k .

Often judges question this line. When we are called to
a table, 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.

LW S AHFIN X AR HIEATH 2 35
i AT R IRES A7 & 5o AR,
A RA o FATEEFIWTZ TSR ERAA W
I A T LCREIE BORZES FINT5 E o IX RES 5 B A 19
IR R R 4 ) s i, R AR N e e A
I, S ED R RS AR B2 SR, R E
TR A, B B HA 25 R L R R
BARBEAT B IR, — T2 75 BE KT R4
A EE T BN, Baf—
AR N SRIBOR SR RIAME 2. o BATASEER B TE
VP A WE AN B R IR, RN AR O SR TE I IRAIE
FITT ) — Btk

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.

WHER R R EEBE IR, BF—/D
AR RIS F R RE (BIERRA R
KD, #MARFER,

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.

B BLZ R BT B REAT B 1R IX 7 i e
TR IR, BRAE A WA &6, Al
A BUN T LT B s O AR AR 2l B 2
HAEBERE, fRtE 7 iRA GEEIE. 5
I Z I R XTSI T FNME Ik
T2 XK AR AT T 5 N 2% AR A il L, R O — e 2%
BIEAB 1L A R 45 1 A58 2 1 “ Bl a3 1A)”

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 AR EA FRER, 2R RIS K
WT ZBUCEMHIEI, NARE— KBTS

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

XA AT A e B S AT BTV 2 ]
I OL . A I XL )R AR B R . E g e
A, —EREFER I T 59 sKEAAC T KM
PO T o R PR T i) A (R  BL, AEE AT T A
AR ORI, A I 22 A I RBURT R AR R A
ELAR R TN AT T A e, T8 I B R 31
BRI S RER A & 54T ELRROL T, T2
A 1A Y R R A [ 15 AR 438 EAT T 2 fi ) — A
EARANER o BIAEIZ T IXFE 1 =0k, i
—YOERRAL . B IERTZ
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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.

IARIX L R A A RE R, (B BAA A R AR,
BEAT PP A G RIME L, B R 45— . e
A EE T FER IEf A i 1R, R AR R
PAAN IR

1.3 Randomizing a Deck

1.3 BEVILE

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

AP REEIMNBIET A EEREM TN
AHIER 3B o

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 i — L R VR ERAT], AN IR — &0
R B BEN LG . IR TS E bt HS
AN BB 7R

\\»

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.

FI A A FRFTBER, HEATEREEMT
RBEEEIERILEIEE S, B0 E TR B
BB T IR, AR SR TAE—1. )
5T RN, AREREMITMES.
WZX ARG, BEREA W IREBERRE, B
R fidi 77 [Brainstorm FIHH & MALHI I

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.

APA ST RELCE R, FATFF AR
AR S B A BE B LA o S DR AEAZ IR I i
[ R 15 L R C R B AR, (ERR T REAZ
FFAETITE— 5K e R A P DX 3 m] g 2 2 i
JE ) —F70 BAT RLRE MG (A5 sttt ) g ot el
B RN

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

FESTEREMPTERZ G, ¥ BT T MK
Tl A I 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 QRIS I, AEREF-Re R R0 A ER > Tehdt, SR )5
s SR BRI EAN TN AE A B

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

TERBIETT AN BAPATIIBERE, AR TIHRE
SCERIBERE.

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.

I, ERAVERIT, IFH, IXEEERIEA R )
RAAT, TRAERAIIR T T REAT . BHRYREIF
AP LR, R TR I ORITAR L,
A RESIEERHAE R IR T AL T, REENE
o
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1.4 Backing Up

1.4 8|5l

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

2 3RS P B R LT A A0 VA5 R AT (B

These infractions are IPG 2.5 Game Rule Violation, IPG

ﬁﬁ@@%Lﬂ%u@zsL&%%ﬂw\wez3

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.

2.3 Hidden Card Error, and IPG 3.7 Communication | Zi&MIUE . LUK IPG 3.7 35 AT RN .
Policy Violation.
Due to the amount of information that may become | H T LA fe <R FZEEEL, HEFAEH

BRI RRAT B » B kB 5] AR D B O A B
B, PUE A T 0R B S ai e R3S R 45 R R HY
&%

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.

RAJEAT RIS —BRE . #iEiE, o4
ANEL T . KU, A ZE5IRE 3 []
AT ELERT CaPITRIZNE R E R O &
e BB B e AN ib ) U . I —E
BPATEIE FEARBERIWUE, B T AR R
FE W R ORI R T SEAERERE 1, BT AR

REMRIA]” o JERL, XUT T AR IZR 7 DRFpile AR
&I NEYIARRZ A8, WARTFHAIL
KGR R KL

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.

RIEFRBIEZERME: WHTMFPFRENELESK
BI—3, HRETHREERE XS RO
1B). XEWEEIEDUER THAER/DMREN ZH
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

o) iE s, B ROZR AT RN BN, 3
LR A B B T I g, A e AU A
ﬁﬁ%%?@@%@?@% FEA = AR AT R

SE o IAEFA KA —L2H M5 5 o Hhin it Eah
%%m%?%i%ﬂAmﬁﬁﬁfﬁ%ﬁEWﬁ
Bo FERXMHOLT, BT T2 HRE . 2]
FIREAL AT ARRSE I, H 23X ] e 2 SO R AU ok
SE o a1 B, BT AR T Akt
PUGRER . 0 FREES 1o PRLHAE R 1R} tricks
XAMEOLR, MERRIEERZE 1o WA B 2R
AL BT T] 555 2R OK R B3R IXA [B] 5 T R 2%
TRE o TS R P b, 3] 8] AT PASE 2 f AT g
PEBLAR
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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.

R EH T EIE . £RB S, 8
IR A AE BT AT ER TR

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.

G BIRX K ANZRBN S o AT, IR E
H SR AR R A I (LR R i — 4
T, BEE A H RN R IR E SRR A . /£ K
ML, thin GP 8L SCG ATFFE, FHFIRES AT
R AN HR MR LEIE . IR R AL, A
XL B TR 2 A8 T AT A 2 I R AT - (B A
FRARGEAFE RN R, AR SR ] PA) 3
B 3 EOR

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.

PAT BB FRZI T : NBIEHIATSITT 1R 5 [E
B, ERHEHFETE, BEHRRBIKERIR
I Rl RN IR . BT BAT SR AL AR IR s AR I
REF—ERTHITRET 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.

[ R 1) KA T A4 . TEBIEET, RB LR O
A2 B TR 2R B A ah R, AREHEL
AN E XA R R A B B B RS T
XA AW R B S BE R (13 R 3 OB (1 1 ) 1
Do ARIRAEN B4 — B - ASBERS AT — > B
FTRUMGIRY o AR 20K B PO 80 ] 2 i 3R A0 A2 OB e
R [RIAEORAP AR FIRR T o RARAR R VPR30 ], ot
TREF R TH A

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.

WMRERFATEN, BRIGEFREINZE
T CEEREAZEPIETF), WA EEH K
BB LG EE— K.

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 MR B AE FT e 2 L AR 5K o BARE] BT T
ARIRE S, IR S o I RAEYL
ZJRIEAT IR, A AFEAR TR R Ak o A SRR 7K
FELIF AN X BT T AT LA R 8 — K BE AL
BRI VER, WMREMZ G, VRIS
L T J 3 e B AR A R T 0 L2 S I8 (3 8] 1
T OLAT BEIFANE & 3 [ o JERET (0 — TR TRt el g
2R SIAE A0 T R AR AT B s N T 2 e £
BV
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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 to a player after the error was committed is
not considered random and is returned to the
appropriate location after the shuffle has been
completed.

BHATIE RIPeRE, ATAFRR R KBRS RS,
R oF L ) B L8 20 AT — IR BERER BB . 7EK
ARRZ EAN_ B P 2 AL E B TR A
JBTRENLER 2, ELNLFE S8 BRBEREZ 5 48 Bl A L
(A=

How do we rewind through a shuffle? Shuffle again.
How do we rewind through multiple shuffles? Just a
single shuffle. Try not to 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 is likely
unintended and will hopefully be fixed in the next
policy update.

ZEABIEVEM? B . ZEAR R 2R
Y R BB IR E R ST R B
iy, ENIANIZ Bt . e 17, KT
Z AR, 38 I SRRl R
RIX LR R KA G SRR, T2 &k
R LR A A o BRI TEVERA YA & E— 5k
F BATTR 23— SR BB LA R R 2, JF B3R
AT EA . XET7EHS 0 N RRE GX A RRE
WEAEIREVERIFITE S L) A A R L3,
XA E AT REAE TS0 TN A BEAE N U7 B BT
PR FE 15 45 21 BE 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.

B RN / RATTRZ BB N EEAZ, ERAT
BlE & FEERTRIBEFREATFHEARTELE
HSSRIVEREIEZ ERAFRRBE T LE. 246
R, BRERRRIRIBOLAT, 7L T RS RE R R VLR
LT, SRR R E R

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.

AR AT VR — SR B AL T RS m] R 2 T 1 £33 [ 40
REMNR AL R i, — AT TR ass—
5K 2R 7R I A S TR n SR BRAT TR AL — 7 R 2
R T FA) U 5 At PR 6T 7 T A A 4 452 PR Pk e 3
A2 BT R PE TO R o B, G SR RAT T 2 —
SR BRI 12T H CR] BE — Bkt
JEAR TR PeE RELE

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

LB IR T ST B AT AT 6 5 13 [0 . i 5 1) 1B 2
REIEIR)E TR (BIEEHIT) K— M R3h1E,
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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 TRUES B 2 A8 1IE 75 2 B H AR #8705 98 IR
AT

Game Rule Violation and Hidden Card Error 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.

33 S5 i R DU RIT A 2 T e K 2 1 3K 7 I3 R H
B, B3GR B IE AT, WA & W w]
LAREAT a7 By (B [m] o X — g Ui B 1 AF 4 A ] S 1] el
153 2 {30 [5] {5 R FH {80 [ — A2 1, HX AR a0y 5
AR R RN Tk Htl 2 107 RS B4 & B
IDESE 8

2.0 Game Play Errors

2.0 JFRRAT B R

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

ERRAT BN RAR R DAAS IERA B AR HERI AT BloR 2
TR, T SBUER TR MTEERN) MR,

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.

KA =R MAT VI ER — 38 X SEE M & 12
Pk e R e CRAGRAIERL, AR S 3R
Ji A EOE T HAR AT Y .

These are errors committed by at least one player
during a match by unintentionally violating a
Comprehensive Rule. 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.

XERREH T 2D M TP RS
& e BN A B2 — 2R TG Y o T RRAT
KRR (GPE) RAMENATREARL: MTRT,
0 T ITARR, AREMEANGE | iR 8 %
TG0 BE T R AE o AR, X B ARS
Bo R, XHE N A GPE XK R H W

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

LR TR, R RL N,

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 3 R e X B R I AT AT RE R A B R
LR —— BB ATRENT . FT ATRA IR 93,
WAFTH 2RI 2 A 1 B Iy SCA 2 ) A
HRERIEE 2T o QR BAINZE T A A0 Bk T
P RFIR G, X SCPFst R BEA LA UK, Joik
. Bl AKX AR AT KRB 7126, 1
Hia IPG HE X 6 FhFERRAT Bl K 1% o

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

AR5 RITHABRASHERIMER, ARRE
WA AL P RRAT B R IR

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

BRI — IR L AR R3S, (He
X B AR A A ] 1 — — A E L TR B IR —
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careful reading of the entire infraction — the
definition, philosophy, and remedy, can help make the
determination.

— 1] DA Rt R 2R

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

KA WERRAT B R R KE AR ZEN R TR
[y &R

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 N, SRS T A ki
B~ VERE . ARE R, RICAEIF AR
IR IR AR (SR, RN 42
({39

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.

HATEHE BB PR IEER, HBATER AT,
FAVFEASRTEAT NAEAE B VFBATIA 1 ILAN )
R 2 AR R8T, (BRI IRA T IR, 3RATT At
TR e FRA T IEAE AL B — AN S R B R

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

BRINBHANARERERIZKR, WNZLEE
HEMRA TR T 2 b 23 EE~ 1R

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.

GO IR TR Y 5 — i, BIAEAE B 2 A AR 55
FATH AN GE S IC AT AT e 2 38 o Flie LA S AT 3%
SRIRHACHS - 36 DL KK B 2250 5 0= 5 R P i)
WCAT DA B AR B 2 BT RS R R A
5 BRI .

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 should be upgraded to a Game
Loss. For multi-day events, the penalty count for
these infractions resets between days.

B T I B AN TR REF I RRE" 25, =
RERE 2 IRIL T RRBELIFRAT B R R, BT+
A—FH TR ZHRNHURT S, MFHRE
BRBRAL T R SE R RERZ )G
B,

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

A BT A R P 22 B0 IR AE R RN DA
P Gk — AR E AL, Bh a2 i
SEACI, DR IR BATT 06 25U i 4 330 £ 7 i R E 31— A
o ZEMNG TP RAAT IR RHATIRS, —
SE FE I AT HI A B B R R P 22 H
bLZR 2 e A H O B T BRI N e iR LR
R LR — IR R BT HRA AT 1 ——1E 15 5
) GP L SRR = Uil AT Bl R IR LUAE 5 $2 1) GPT
EHE G TR = IR R AT R E
R AT AE RS T NIRTH O S
BRI, B0 15 =k i R, 3K
IR RETH IO —
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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.

X T ARYES AR IZXA AT, IR 2 T ARy
Ao AT EE BB HH], BB ARSI ? i
A3 — K 6] R TR — R oA At 215 25X
ANFIET, A0 SRARAS IR AR E IR I A R, T kARAT]
FEX R G ARG PR 18 . BRI 18, H 53
AR Z FITIANE, BATAREZAFITTTH 4. X2
DS N 3RAT T AN B L L 50F L sl P 7 A R PR TR DAt
FAL TR R A E Dz B S R AR Z K
%o fRan FTMGS ZETHITE, Al REfESR =ik
Xt F IR M0 FBAT =3 R DL AN IS = sy
B, N TR, BaE A B
CLBCR BX AN R . IR R S A B, T 3T
AT H s A F

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.

MR — 7k, WRBAIAFE AT, L E
BLLGIXAN AT ? AR — 2 28 A $1 08 5
ARULGEIUR PR, AT AT IR 2
Lo AR FRATTAT DB BRIX B0 51 o g iR B 02
SRAG— KHE FTMGS, 1T AH 9 I8 15 Sl 5 A2 X th
BRI, XibFHEEBEZE TN RH, 18
T S S 0N A ST B 2 e, AT LLE £ 3
FHP RSB F AT N,

2.1 Missed Trigger

2.1 BIFAAR

Penalty

Ak

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

FA R AR, BT %R E B R
FRAET MR, BEZR NP RERVE
CIAIR Bl R AFEE -
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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.

51F CR 603.1: A5 A LA il 5 2% A AL
SO TR EL, Y, FLER 27, i
STE AT Sk AT LA TP /452
FENRR ), DRI AR [ R A )
WL, AR A 2R

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.

M H R YL, BT 7 2R B YRR A LRI
S E AR G HAE i R e R B — I
EAER 20T XA SERREn R R il A, KA
YIRS W ZJUEAE 1E A I TR B30 A o i
X% A HT b A AT R ) fid s 305 g - AT LA R L
bR AT BN T L AT S A S BN T A
SKERENE L A LB A AT I, 5555 frEA
AT I 58— R AE AR — R TR AR AR 2 . K
ITPREAEIX — B850 FREAT VR 0 A7

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

IR R RO AR 2 AR, FR
BRI E SRR TR BOR N A BT
%

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.

XA 5 A HOR U, ORI T 75 g T
Ko BEMZE AR A RS M A HE .
2 AL — U AT I R T A 5 RE R
TUUR USSR —38. VER, TR 2KiEEG 1
PRk b A Il A AR RE AR — 2 AT DU S BE R
ELIESWSIYE I St

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 WTHERBREEEEIF QLT BN T %
BRAM. B, SRAZERER RRBGAE BT E R A
PO HAS AR R R AT S : H 0t
SR T — Yk iR oA M B s

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 25 BE B — 0 AR A A IR Al A2 e AT
JBCE HE B (RIS 68 o K 4 57t B I 452 3 L 2B C A 5T
B X Lk 3, 4 REIRE S IR EE R e
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Examples: Advocate of the Beast, Archaeomancer,
Blightcaster

fln. BFEM AL EIEAR L AR

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.

i A e, R T 6 B T ke
SR A o FEHR42 7 5 W L o PR RE
IR, e AR B TR T R 35 i
T AR RTINS TR T A = i
W%, FFLLZRIEIERRERAE . # T F A7
MEFTE, MTREE SRR,
(35 R AR R LA g FL A

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 to be taken or choice made is before taking
any game actions (such as casting a sorcery spell or
explicitly taking an action in the next step or phase)
that can be taken only after the triggered ability
should have resolved.

o XPTEXNERAIAT IR (BEMPREERD
FRAERW, B TR ELAE 45 S AE H Rse AR 5K
FAEEM 5 : HBEEHEERAT R FEZM A 760
G SERZ EA A R AT AR R B 1E (]
WHEBHEAR S, BRABEPIT T T — PP REH
B RIZHIE) Z A, BUAAZRE 5 e % 2R At
XL SERRBI{E, BB BRI B TR RBUTAT
B fEHTIERE.

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
so). The player may also avoid missing the trigger by
making it clear to the opponent what outcome will be
taken when the trigger resolves.

TR 25 SN B — U A AR R B fid A 3SR RE o LR
235 W G A A X 28 57 B8 K B2 45 SIS A a5 B
PR SEBapfE (B T, 4l
LR LR A o BT B AT PATADR 338 R R s iz i
AR P B AREIAE R, Ol fo st A
A

Examples: Ainok Guide, Burning Earth, Abzan

Skycaptain

Blin: RANFT ABE LI, A 2 2 A

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.

XA T ) B AL i e 2 E o K2 M 35
REARI b W1 I SERRBh A, B Rk —
MR B T3 BEESUK ARG . TEE,
AT AR I AT AR R 22—, IR LT
5 25 T BRAG AL A i A SO e AR AR I, R
TR AL M AR S R A A e

Note that passing priority, 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.

EER, R HER B e UG EES) R X
KPEHARHEFOASMAEXARLE, FAE
BEIEAL T iz R AR T REIEHERZ L.
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When making this determination, a lot of benefit of
the doubt is given to players — they usually have to
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.

FERAE R AR BEA I DU, BI85 BIR 2 5E
s AR CBIEGE T2 A SR KD —— X A
DU N PRI MR AT R HORANE S 1 .
a0, WK FAELERF AN IR, BT BUE 4E
FPRRASERES b, AR S

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 XITHART IR KM AXAETS: Hik
ZH BDINRIAR, BRAEX FHATE MR AR
BVERIBHER FRIEZ

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 RE B — O AR AR Y AN s 0 T
S AT DR S B 0 AN SR B B4 2 I I A SR
HE A2 L AHE 538 IR L E T 7 e B30 R
XA P BE M AN SV BB, 7 REiE e s

I LR

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

Blhn: s, HHXMRHRE. FiE. FR K0
R

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.

T B TR B 442 (H A0 B0 75 B (1
KA e LA B T ) DUERBERA ot T 4%
I P B ik 2057 R RS (T AR
DRIIX 28 5 e SO ARVA RIB 1 2 BT, X T A0 3 3
BHAE, 7 i B AN S B T B I3

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.

%, Abelard i 28 KO R M Nutella, {HEH
S RN B Hofh & SR RE . AT Nutella KAt
G R EAR B A ) 2 EIBE P . IR Abelard 7E b
AR R LIS A, T4k g R B ARSI .« 8%
HEAT T — IR, Abelard LIRS T X MR

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

R FAREE T8 T 56e, MEFEEE—
G R, 1 G0 2 e HL T A A B s . SR
&, AT HE TR B — L S AAS R IR BN
Bl _E e, Wik Abelard BHIE T Nutella
SR ZBHEY, Nutella TCIERESES) 5 T Hh 2
P ReRE, WA AT BIEAR 18]
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ability and would not get a “refund” for the mana
spent.

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 XF T DA T I B 7 S0 i AR AR 7S A R M
Rk AR E: HBEEELIT MR EE
X+ X% AT AR IE R R, 1RBTAE N AR
M A AT o

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.

X i A R RE A 2 SLEN P A W] WS, (H 2 R 45
B JE BN I 18] 26— U 2B AR - ) 7 el A
PIREE S =i ANl s/ bah =AUk AR C A RQIE |E
TR SO A IE i o XL T H R A
27 AR TR B 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.

{HAE, IX BN (25 Rl Re e T k& R EURROIRE
FIa] WARK, . B, Norville #9422 KNG (B4
— NN, RN HE R 2 S5
F.) Anise iR T 3/3 ML EE N, WALEFERE
AR . RAEZE S, TS Norville ¥
Anise HIAEMSGERAT 1 S5, 2 Norville 387
Anise ¥z A, Norville 3% A 15K 4K
NGk A o FEXAME 55, LKA R i & A2
RE 28— IR AEAE FH I 5 (8 /2 Anise [RZEY) 345 5L
.

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

Blhn. Pos s Ie. BRI, SRS BALE . JIt
0 B 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.

RRFARLF L NRENE, PHESAE— PN
VLB o (BT A BRI B e I 224 2 ik 5 35 RE A FL
R AN PR R A

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

REEFRT T ERSHILFHER T, Bk
722 ) A ] R 45 TR W RRAT B R IR ~ B i
SRAI " SRALHE

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.

XF T T C R AR L (HARR AT A fid A e g
Kt FFINZH 53— AN EROREAT AL E, TR
HAMustsf k. CRARERRIRTTED.

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

B, Acetone i R 1 31881 ) TR AR DM By
Neutrino, H.i& A #BHTY . 7E 4% -5 E 2P IR, Acetone
HE hrH, HENAEFAE T Neutrino %A
Fhi o RIS IX A HAE R S R AT S B A i I, iX
WOAZI LIS SRR A (GRV) BEATALBE, ZE At
ITEIE, BEAEHEENH S EIE, A EE A




Annotated IPG

28

IPG F&fiR

treated as a Game Rules Violation by either rewinding
the game or applying the appropriate partial fix, and
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.

Neutrino J& 7l 7 FRE U HES . anRIRAE A 1E
[PIR ] CERRE L) R T filok X REMIAA(E, (HIA
NHES FRIZRTERZ S0 T 485 1ZF8e, XME
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.

TR AN AR XA, T08A A%
KA XA, WRMERZEHNER, BFA
TR 48 H PSR R AP AE . BT AAERS
iR, R B CINRBIE A 2 R ik X 7
RERIFFAE

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.

S R0 1 U B T A T BE B 1 A B0 AT IR
el R . (HA2, B AU, PR EIR
fish e 35 B 2 X IR A AL W] LS, T EA AR R
HAE B AL — RPN R T 1%
FRERIAAAE, B . AR T Abe #1217
FATHIRE, Ned HIZEMISEE, izl 57 6E H 3l
2555, {H Abe VIIR AT RESAE BT R IZE YIRS [m] Y
Yy (BREAH AT 7 AR B 1Z R B 2D Stk m]
& AR 2l A S e 2R MU RE IR il . XA
X R T )T SR — o2 o SR A ) B3 A
HEL; FEIRfRR S 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).

T RE=ERIERA R — B2 6 &,
T & SR Il & XA RE (IR R RS
&, Rk >BMER, HEFIIRKR L
PR FESR, ZEMIRIRT R B B SR B | ™
EZ BV RFE RERRDEANRE TR R
REEHRE—FE).

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.

104, B 4 2 S0 M ) $ 2 3 AE Wt U IRk
PSR AT AT B S H XS RE, BATE AN
B TRl B, WERZE T EEK 2 L
) PR ICE fl 37 it 4k S 3k AT HoAth AT 5l FRATTEEIN
RT3 R R A A o 3% A2 AT TX R 32 0 2
TSR

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

MR T & N B S RIE R, W
HEFEAINREMAMANFE, UASEMFE
Ao

Triggered abilities that don’t matter are few and far
between. When determining whether or not a

AN RS A M e R BE 0 5 L o I — Ak
AT BEFE TR BAT RTINS, A2 RE X TR B
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triggered ability would have no impact on the game,
you should not take into account how likely an
opponent is to perform some optional action
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.

25 AE SO VRS T T SO — ST R I T RERE . 1
i, XSO E R R, HaRRE I NR
e R SR RE, IR TR Rk 2R
.

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.

BBRUL, &R R R A RN EER B 7 AR Y
BEEWE—NEY, WRBREEVREFHA
5 ZE R 4R R IR AE

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.

Xt i xR A T (14 fid A 3 RE IR oy — ] 1
FALREE — AN BRI 8 (B Rk e B B, H
bR AR AR A RAT AT 7 RE EL 2 [ & 45 40O JF
P HEAT By o PRI S A B e Ho S RE O PE — 505
HAx, (AR T ER e S AT 7 B SO
it AT A fid 5 X5 4 8 5 AT R, RIVGE i i 2 X A
SR B H M

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.

BRARAAMN G FES, BAEBREERRBIHRE
EREBRSEHCHME, BNBAERRDE
FiB I S it AN R TR SR

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 o — N AR B AR, 2 ARAE e 55 A B
FIWF LEFRIN — s S0 W IR BT 3R T i
RASHRE, I A AR B A 2% RE (R Pl .
R, G RAE A A S BE 55— VO™ AR 22 A ik
PERRIZREE, 2 2B T A IS SE R
LRI AE . IR LA, X F A REaA
NI T IRFE R ZRA S AL, HEBAEHRTIT
e BEAh, WRSERIE L T IR, ATRA R
FERR——HR B AR HE B 1% 38E 4 o

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.

SR, ME— RSN R R T EAANE T L B 2
BT AAERAIE LT o X T A 2R ——r ]
FEPRIE LR AN I ——T 5, HE B s 5
— I R A

SR

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

A. SEAZ B+ /Knight of Infamy (2/1 &%), BN
FEe) BB, HEEFERFHA. 7

(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.

CBEZ A R 0 AR SOIGR I, 22E 1S
+1/+1 ELR IS ER ) R I, XA 5 REAE kS
U5 DR — U A X — A AT L5 3K
SN RS R i e 357 B o W2 TR i i A
2 i, R it 1 A, BIEARAE RS
FABRZ AT B R

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

B. MFEILNEEEKIE LB ERE N
TR, FERIES BRI T —5KE.

(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.

(FEARRIAERF AN, 25 LRAE SR, WE BT
B — N HIRAR YD £, XS REAE TN
A (5] A R BT8R — R A o I — Rl xR
PR AT R R A S e . — BT R, i
RRRERE (O 22 HEAT 28 A LI AR A AN B [K D ik
25 BE B 25 B T e A AR I TR R 2 )

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

C. PR Y IEZE F/Manic Vandal, {HIFRAN
Ha RN AreeikFE B, 85T ik .. SRR
FAS—ANIRERRR, i RE BT T
Ko

(When Manic Vandal enters the battlefield, destroy
target artifact.) In this scenario, this ability first
matters before the player passes priority. This is a
triggered ability that requires its controller to choose
targets.

CHPIEFERBERIAIS, K E b fEILp
L, XA R REAE T AL AR e B A 5 — I A
o 3% —AN 5 S5 4 H AR I firk o =57

b
He o

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.

R SRR, BF SR BUREY 51
/Geist of Saint Traft P2 RMERTEN . E2)T—
MEEEEEEERNRE, B4 RIXA KR,

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.

FEREBI A, I AN 7 BEAE R R T Al HB B DL 22 A
U AR R 3K A B0a] I RS A
AR I RE IR figh e U5 e

PHILOSOPHY

JR

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

ik A ee R T H WA ae, BENLHIBOVRER, B
RS REAE T T V0 A B 3 57 B A B L SR B e
i3 H A S 5 e
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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
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.

MIARE R G ie ik A ae. AR Z,
HIE B 5 SUE SRR EATIAF A - 3 H R
Ve 5 SR e A R, TS AR e ke 3R
B, XS FWAB I REREN]. Hh, AT
KA RES A — AR B AR INE —— K2 HO e,
W VEZEAMEHIME L, 5t ee 150k A R
"o

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).

EFRHEAR T B O R X reE; B R BNEM
KA BT AR E B IEE BB 3 B~ 1F
B (BRAEzraen E3CATiR, WA R
M) 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 O i e 25 REAS LA™ D RO AR 1T, WO it
fluh R o SN PR S R o Y RX BLAE A T “may”
CATRE) —ir]o ARARPREERR TR, 15 e b3 AF
BRE SC, I T R SRS VR B I 2 1 2R
T IR AN R O 2 5 S R e
WA FCVFIIAT N, AN 28 1k iE T e ahiE

fE~1E.

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.

REERMBESTRERIRR, TENFHITH
RLige#, %5 BE B E R I 51 5, MR P
fEHHIE B REBBIT T R ERIBIE. WFPAFE
R AHE CRERBRREMR, AR mIE
EFRHRiE, etk

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.

10 B A rfih &k R RE ki 2 s E i v .
WY (BEA—8) 2 BA ZF Ry #
L ik R RE A2 TS OV TR B e mT ik 24
5 E A R ——fih 5k X e I R 48 A 4RIl
XA, FEIRRAFAE R &R . BRIk
FRI . B BERT Rhystic Study (i gaiF7t) -

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 0 P T I AR 2 B e — (20
CL Rk A 25 8 o T AN B PR AT T A 0T T2 i

257 BE T 52 2451

Why might a player want to remind an opponent of

A I A R T 2 R SR ME X T 18 4% 1 Mo e 3R g




Annotated IPG 32

IPG F&fiR

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
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.

We ? Al g IX AN BEX X F _BAR M. #l a0,

Absinthe iI847 1 giifr, JRERIZ T — P REESR(E.
Absinthe 7EJfRILRER C& Bt 1R 2 IR BRE 22
fEr ik R Re . BRORAh A arE KA T, HXTF
Novocain A 5 K13 18 PRIX AN 5 fe 2 an i K&
oo

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

BRIEFZRRY A REERS, & NIRAR
TR F G0 B MR A R, FR AR
S REX IR AL KM g T e R & B %I B
DR

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 2 BT A FC A5 ik A 357 RE 71
XA R A, WA T A X L R
HE o U SRR T B0 A R ik 5 2 BERE 2255 — ™
AN RN R IR IZ S B, AR TR I AMER . X
AT T RIS A REAREN TR
e R Ak A T RN B R T, B
BIURIRAT 10 F IR A A AR UE S o IX AR EE
) s o AR R AT BAAE P BRI 5 2 AT R IE A
fiol e —HE, ARFEIAE AT DLAE IR AN 5 22 F R I H ik
WA KL B, IRIREERSHIEER (B4
SR B R BN AR E R, E15+2/+0 EL2 ] & 45
o) HE T, WA, HAERE
A 43 . (HR2, BEE AT UESCHIEZ
AR 00 7 IR AMA o 4 SR 37 LA B B e
B R, AR X MR BRI 1 a1k
XA EVIR 1 &2 2D, B E R 2/3" X
MR AR T

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.

TP E, BRTIE BRI &3
CAEM, EXHFAEWRE T UL BN R
fil 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

WA B AR BT KEBOE TR IR R T
FRIfi A o AT SO VR T AE XS T A A i s s I R 35
UUER. T e 28 ki 1 I S i ~ R B I TRk
TN KRR~ RYES T RARZ » 22 Hoph A i B
Uf BT KA R 12 PR N JE R B AN RO T
PR32 i 52 110 P 3K 850 5 o R T80 2 e A5 Bkt
Tl E S EEFA RSN TR
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opponents beat them; however, they cannot trick
their opponents into missing triggers.

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.

0 SR PSR 0 A i o 55 B A U i e B
P, FEETHRTREZECEH MR AR
RN ER G ERE S, NPT
e T BEAEZ A BRI BRIZE MARR Y B CIVR2Z
FEFERELT, R XMk X7 6.

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.

B Amaranth #42CFE5 (AUED A —4
2/2 HIREIHEAT Wl S ERERHEN T E P P IR,
M HEA R Mk X Be . fEE P 2 e, X
T+ Niles 25 JEXFIZAN AR A FEA (1 4l 78 i 73 HL 7%

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 B WML, B LAGIRE N B bril i =,
758 Amaranth Sicfit k. WA A, fhEE
# Amaranth 1I0FIX Mk, AEYIREENBUEEY)
XS . et igid, Amaranth BI85 A B HHIX S
fd s, AU S T —— Rk, ik 5
— R AEE R SR HEEEH LS. W Niles
MELXFEE RS, g iR BT HEE.

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.

B4 Niles A] LLSG1H] Amaranth & 5H FREEH T
BREIBHE ). IX R ATFHER, Amaranth W20
SEHSERE R R XA . G0 Niles IXFEf, 1%
R PRk S — ko AEAE B AU 2
Amaranth [F]253X A A &5 PR 4

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 until otherwise
indicated.” Niles should be reminded of this by judges
as needed.

remembered

XXFT Niles FTREANEAAF], BN 7] ) RE Bl
1 770] et £ $EERE Amaranth BUfiK . IX 2451 —
ML RFIRIXAFAE. (H2 IPG Ui, “DALER
FIaZac S ik X R BEMIAAAE . "W 3R Niles 75 )
T, AT AR ER A A X — 2

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.

MR P B EANIREIE, HERFTRER
BibARETSWBER MR AR ES RARRT
1%, MXALEFRAT A RAIDAEFER; A4
X — e xR 3 1 B I R Th ~ [F] B A 2 A B
IR~ B R E
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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
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.

X T FEAIE SR BNAE 2 BT ST 2 75 T8t
5T ko, BIASIX B fd R (1) 45 B 2 T UK B R Bl
VERCAA G 20Kk, W12 Anna 5 FH 28 K0
REE, Nolan ff H—MNMEMAT Y EIHAEAS
%o 2 Nolan & HFHF4RS, Anna A /LR <Y
RAEER . W Anna LR IR T, LX)
VES= w31 el

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

FEF AR B T AT I3 1 BUF A 37 AR HE HE W R
AR FB, PABUEXT PRI bR Rk X
.

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.

RANEARZ N L & e iR it 1 infAb B e
— AL RT Y [E1E  Ty— RL R T HRAE  fid  2X S g
KIS . FFa Mo in Ak 5 B8 /R ERF IR A7 .
HHORYE, EEE TR AR, RO
2 1 18] B o g BRORT 20 BRI P SRR AT [ 5 3 A o R
FARDFEHE Sk Pl mead K H 7 2ok A
AR, i 3 R SR R AL R AT T K

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.

7 SCVF R T A X T IAT 2 A i e 2 RE A dst D
I BN 2 SERIERIA M A, B2 PO AR
1T H R EE I, lH A Sf s 0 FshfE. i,
T W 2 MAT S B BN B B, ot
AN TR SR T 75 A AT ] 3 — — S T AT
RN AR i A 55

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

I i A (R 7 BT D T I AR R T S B AT R
JrAIEH, AR 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.

lhn, BT 2R Xt T XA 5 S A T A (1
Ko WA T ARG, IFERAIE TR, s
FAERE T IR Z I il SL BN R 1 i, 34 i A A
B BB -

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

FEXFRIEEH, MR K SREEEMAIEE
EEAOZET (BIINBEAT IR E R iR
S0 R B CINRZIMRFFE, EREMIHEE
B .
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remembered.

This sentence simply further clarifies what has been
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.

XA T A R R T R
AVREAERT T B il R S e, AN RERRDN E BT
CRI 320 BUOARL Rl A 4T sl 1 RaB il % 1)
I IR T3 I . X ek 1R
T BRI 5t o BRI, AR AT T 3 L o
TR A R SRBH LB XS T R e Al A o IX )1 IR
AT IRIARI T REE . RS BEBEE 0 T B0 fih 8

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.

KFFAZHATEIF AR (MTR 28 4.3 )
TRNANER, BRSNS RS 207
AT —RIINMERGHE AR LRSI R,

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.

5 MTR4.3: 1T B AR UERRIEAT — 4% 5 2 e xk
a2, R TFERAT —HaERRHEE, B
FEREULRIRF A2, (H R B E & 52 2 Ja 1
RE I A BB T RIRAS s (R LR AZ 1

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).

FivAT sh A8 L LIRS ISP 04T A1 0 1 46 0 2
EVEAIN, I ELAEATXS T4 ] AR A o] IR 22 5K ji 5
A AT B0 LASSE AL R DUAE 538 FR 8] Wi
N2 CHRIR AN ZER BT 4k ST S B 45 S0 AT (1030
(DR

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 F NP AN fE -3 SO T - T3R5 7] fE
SO ST B RSE 15 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.

REWEA GO, TR B — RIIT3Eh L
JRRIEFA M, HIX R AT — 8 0 ™ # ok
VLA LR A8 58— IR AR R 2 JE A4 = kA TS
AR A A

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

flan, W] LRI I 2L 9 I R (R — AN
Y. fEIR R ERCE —+1/+1 Fa- W) WL
TR (IR BERIEERT, ext A AR E B
FiEMK 3 mliE), EFEE LA +1/+1 $5
A, SRIA BV TTAR 37, AN P8 IR ik A o
AR BT — RV SRAT 1 I LB AE, A B 40 T
o B N B FE LA ME B L 2, 138 A2 4] P
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responses or provide additional information, this
should usually be ruled a legal out-of-order sequence
of actions.

RN EAERIRT AN 2 AT Y -

A player could not, however, remove the last counter
from a Rift Bolt, then draw for the turn, and then say
“I'll 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.

B, MPARMNEEZE (GEZ 1, X HAREY)
BB TFIER 3 FE) BB —MER, R
JEATA Rl R, P B I G 2 T TR AR
Y7o RUALRE T HOEE S AT X LLBh 1, X T
ESRAS S Ut 18, AATS IR IE F& A (8] 5 A R rp 3R A
WHME B2 J5, FRFEm 452 T H A . Xl 78
FI RIS AL IR A A o

ADDITIONAL REMEDY

H—PHMEIE

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.

Rz Rk KRR T XA B HIBIE,
Bk fp e & HgimE MENEAN B GEFR
“FEARARIBEAE..7BRBRIE..), WEEHZ AR
FIBBEPTHBBEIBNE

“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, PRASHIR I B BRI 17 FA, B T
M RHEE T, XA RGN P AT IR RS
TR IR —— X R ) € X U5 BN T 25 1 %
1. Bk b, AR 2 07 BHAGRARE BT 1 ST IR AN 22
T € o B THX A6 /2 IPG Hh i i i 2 T 1) 481
Zo Pl . REGRA. BB AR,

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

TR VRGN I A a5 5

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

Rz Rk X7 e R T = AR A e X4
SER R K RE, MEHZ.

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 ZAtherling
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.

XA e 3 REE HARAT SR X S AR e e, 42
FAEMCIREIE TR B R e L. XSRS REAMY
BRI RT A RREIR fil ke (B AR BE AT 77 LA
RIEE S IR, a2 i
RV RE G Fr a8 A I oG EE R RE. B,
K ZIKE BEARNRR Y I8 TR W2 7 [R] 37 f) S 38 fi
RASERERLE M2 O T b R B AR 2 A R
AR S P IX LAY, IX AR B AFAE . S TR
FRFREMJE 2R P EEABE

We will see in the next description details on how to

LRI Z e R L I CIR A
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“resolve it”.

For these two types of abilities, the opponent
chooses whether to resolve the ability the next time
a player would get priority or when a player would
get priority at the start of the next phase.

X TRXPRRET S, HEERLENFRIE
B BT KA EFPIRENAN 4, REE
T B BTt i =595 P IR B SE B R 45
.

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.

HEFIBRER A, AP IER I 5
S Sie L AL SN S

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.

FEE 7B SRVFIARAE TP B G 38 T4
IRAF PSS R 5l o T AL AR 328 TR T LA ol il
PEMIAE S R BB R R O R RS 50
FAERAT LRI, PO il A BN A0 7,
XA RE X TR B e T R ARAC AR il
PSR

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.

45 55— ANE N AN G BOT 46 N1 A2 43R 18] % 375 F 42
IR AR R, U AR PR E XS T 10 4 D B = 2
TR A, X R] DL R AN E VIR IZ T
HFFEM RS XERERNEY = H MR,
ZE ARSI . 4R, X T A LAk EAE AR ]
BRI BUR — IR TSRS AU 7 Bl 37, 40
At AR AN A A

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?

fJr s JTCWR P A BT BT AR %, 1%
SERE LA A ANVE I HE R X208 1B AN
R B AR R0 L 7 15 E AN AR L B A SR 2 B
fieh e TCIRE HE B, SR i LT L e PR TR FE 1 259 —
SREHAM, XA ?

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

RHRARIOFFENRIASER, EARNE
A N R IR EEIE £ T 2 A, BINHITRIE.

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

FERD, O T REIE 3 A AL “ AR I T Al 2 75 Ui HE
o JXFFALF AR — A Ji DR AR 22 e [X g ) i 3
St REXS TS AR S 1 A2 22 R E LY U SRn
Fou] DU R el A 15 AR RS T ]
FILCKRIEER 17, 45 R ARG R Bk
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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
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.

EROZHE TN S, BT RAEE . B
Berbiid: it U5 ae e T8 W hg,  HHLALHAL
BRI, PRI AN AR BT IS0 A B 1% 2K S RE IS BRIV X
FORHG™ [ RG4S . 7Rk, TS AEH
—LBRFR IS S

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.

AREERE, RIEX LR e M RF AR PRAN 45
T IREA ST TR TR L 7 BE I AFAE « T
XF 106 R IA SRS W SRAE TR X 4 J LA [e]
BB ORFF TR 7E 275 6 0 AT I - R 403X
KPRt — . BMEEMNA B R4 AR, Tl
BEMEIIR = &5

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

PART—ALRE P2 B A R BB BONRR, iRk
AR AR E R LR TR, N4 pEFakee
Ko

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 USRI 17— ElE BLE, B4 5 fE
SN, WASHERE. (HREEE, WA
X HEEE AR, Bkl T2 A, %)

SRNZ IR T HIAT

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

WRE T MR AR A 2 N KRR R B
ZERHEL, WP ARSI -

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.

Blhn, 3B ik O e B BRI PR) 7 el A 2
T ORI R N7, S e B RRE R . @R
ELRNZN PRETH S B R A E A AL, iR
X R BIE RS, ZAaeE g, wA
SIS

Examples: Battlegrace Angel, Colossal Whale, Nivix
Cyclops

. BERE. BES. EKEMIREA

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

Rk X7 REAN R T B TH P BATR 2 R
U e FIEFER TR 2R AR M ER .

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

mRade s, FEMATE LEKEL, BAT
T 50 TS AR TV o

The opponent should be explicitly asked if he or she
would like the ability to go on the stack. Judges should

P L =4 WYt 6 i oF 5 52 75 LR % S e Ui M
o s R Al e AR EEE, SO EAREBOA
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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.

JALT S AR L AN BN A ] ) S5 A

ﬁo

If it is, it’s inserted at the appropriate place on the
stack if possible or on the bottom of the stack.

MRERFEIMAKER, N ZREEAHERTS
HIEANALKALE CGFReanttfE) SRRERE.

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 S BETE N R AS AL 7 B A1 A2 S
Fi— 28 5 LRI e (0 5 e L S HOF AR S
H,

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

FPENZREELEEN, NP RETHRER
7 L figh 2 BB TR AR AR L X 8 2 B

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.

FERE IR PRI ik A TBGAE HE B I, 2 R REA S G 2R 1%
HE B AT B I 0 T RT A BRI 35« R DA Re 57
HE T [0 4 8 I A7 — [R5 AR I 230, AN K AT EAE IR
BRIt 18] A AR 22 7K AW A X 3. PRI, AR (R4S
PR XN 12 AN 2 FE BO0UT T 2 (1]
1.

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.

ZEBIRYL, IR %L T — N EW, Wi
FEF AR T Bh R Be A Bt R 2 I R AN FE B
B BRI,

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.

IR BF o S0 1Ak B R I A i (FERE
AT HI4ERF T AR, 00 & B — NIl TG s
Y0, TR — DK A O, BERZM T
SCHRATSI BUR 1 — Bt DUE A VE = 2, 1T
RGBT, JF HARCH N 2 i [ 2 AR
iRz A NHE S o I R AR WO, 120
T AN AE G5 S R 7 BE IS 308 ST A 3 [l 5 )
RIS

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

T R R AR T B E NN R
FEFAF, MRS

“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

8 N X L R A R AN R i 08 R
DU PR 57 RE X 28 5 REE HINE — 2 1 2R 1k
B AR IE T RN I b, PLEAT P4 . 53— L8 il
A B R B R H TIE B ROIR S K R RE,




Annotated IPG

40

IPG F&fiR

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.

AR A P A — Sl I GIE AT A L ks
I B R 7K AW IE 45 % T+ A g o

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.

Bt DU, AR AT CAFEAS B S AT AT B AR R A5 B0
1L T B RS, KA — 7 Be 2 1 A Il
PN H R LA F)” . Toby Elliott ¥ (FEHHE
B UiBH T an el AT X R S A ik AN
A0, XK SR E IR T 2?2 7 R H X
AN, WA R AR, XA FRE— A
FEAHI FHE.

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.

R b, 78 BT B U R T Ay
AIBAHN o A — BRSO T X AFFE, AR
fEX HAEMATN SR . BRI iEE

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.

FEHIWT e RE PR BRI, ASRLE 18 =4 AT IR, 2
T NEMEKRETTE (Bl MKy HF
/Howling Mine), TIFTARHE = AT 52 LR I R
At RER SR TEFEANNZIAFRE.

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.

= W fioh e X AN I AR IR, FRATTAS
HIEWOIRE . BIESRE A 20 AEir 5 1 1
PR AN B DO o XA DR O] 75 2] R [ — 2
P, MRS T2, I BRI Re &
X P RN A A 7] 14 4 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.

(B, FRATT AT AR S P52 [ AL R P 0o S5 i
R BB 75 A T AN B o A A SR S Al A 2 0 45
fluh e T L RPN A 1. BRI R 2R,
FHRA R F = flA 2. M PR F 2
AV Rp I

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

RFSEREMIB 74T I BiE R ke
b X S ik A S BE AT REX XS LT A2 A A
R, AR AT REXT XU T A AR, (H A 2% 3
AT R A MRS T3 — AT A I
HL, XS0 s BEAERROUMUR IR, A =4 RS
o N, SOER Xl AR (ER
NEHOL IS, BAMTAELTM.) AR
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symmetrical.

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.

$ SF A 30 0 7 0 A e A 0
e, 2475 5 2

2.2 Looking at Extra Cards

2.2 FiShE

Penalty OBl
Warning e

DEFINITION

& X

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

FE B T AT R AR AL AR

This infraction is pretty easy to commit. Any time that
a library is touched, it is possible that a card will be
dropped, or flipped over; or when drawing two cards
may get stuck or picked up together.

XM A S ICH . S URIEAR R R, 1Rh
A RE Rl Gk, BCE BT oKk SRR
PRI T Pk IFB 2 TR — KA

Generally, when we are talking about Looking at Extra
Cards, 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, AR R ANE R, BATRAEU T A
B 7 HCOEMAIE M, B2, R R
FEVEXS T RN B 21 (1 RE L

Be careful not to confuse this infraction with the
Hidden Card Error infraction. In particular, the Hidden
Card Error 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. Does your brain hurt?
Mine does.

L, ANEREXADEM S AEATT KRR
BARKYL, AEATT IR R & 1 AR A R R TH
SRARIAS AL 13 2 R A1 T » £ XX AR 00 AR
FERANE T, (HE A AR SN . Sy ?
P BE LI o

For clarification, dropping a card while shuffling your
own library is not Looking At Extra Cards. Just put the
card back and continue to randomize your deck.

EIE N VIR B SRR I 3 SR 2
BANE AL R R IE 2R 4R SERE AL BT R

Observing the face of a card your opponent dropped
or flipped is also not Looking at Extra Cards. There are
two reasons for this: 1) If a player could drop a card
and get their opponent a Warning, they are going to
messy-shuffle their way into a top 8. 2) MTR 3.12
allows players to reveal hidden information to their
opponent that they are entitled to know.

W52 B ARO6S T4 v B T 10 WL T TR0 AN 2
HEE . TR M AL 1) a0 RRETFE 1] DUk — gk pi
T A 0T T 3R A s, At gl T DASHEL YRR B ik N
8 . 2) MTR3.12 RVFMTF Ex H A& RIRR
A TFHIE.

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

ST RN B ATT K AT, R —
KEBHEREEFEEER. HERALZE
BB EF BRI, MRERE T K. X
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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.

BEPHEMPIFER KRR RRERKEENT
FRZ AT RBLHIRIR .

This sentence defines the boundaries of Looking at
Extra Cards. But it has to be taken within the context
of Hidden Card Error. As mentioned in the section
above, Hidden Card Error claims some of the space
Looking at Extra Cards 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 Hidden Card Error now.

XA LT AONE L T AAH RAT R E 2 18 2
Md AR A TR TR R 1% . B R AR EIR, JEA
TP R G T — LR R T NG LR
PUAE A VR AR TH — Se R AN RN 2 T I, 1K
fEJE T AR A TR R %

For the purpose of Hidden Card Error, once the drawn
cards have significantly left the library as part of a
draw, they can no longer be considered Looking at
Extra Cards.

FE T E BN E BRI R RN, — BT
R RRALE TR L 225 BT 1 % (AN P o
HhE B

Looking at Extra Cards covers when you knock over a
card, drop a card while shuffling, start to draw a card
when you shouldn’t, and 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. Milling and dredging are covered by
Looking at Extra Cards because the cards are being
placed into a public zone, while Dig Through Time is
covered by Hidden Card Error because the cards
never enter a public zone.

WHNE RS TARA AN OBl 7 — 5K Bt B
TR AR RATRERIS ZOOT AR L B T BY
BRAE T RZ M. PINTZIEE SR T 8 sk, & b1
IR AT 1 &5 b 2, A& TSN ER. BERE
ARAR VA LE ARSI R ) Jir R 3K 2 i 5Tt 1
T DX 111 3 42300 VAR TR 2 TR K R DR 2 R DX
SERE MR HEN 2T X35

If you’ve seen the face of a card you aren’t supposed
to, it's Looking at Extra Cards. 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 Looking at Extra Cards.

UERIRE 2 1 ANAZAE B BRI R X R A
B, KM sh E R MER REEE” XA
BOREAFAA A ST “HATRSH R 7 1A
A, RERJFREERE, HUEHINE M.

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

—BEREBEHFY, ZEFRHERESSRBU
B

As mentioned before, there is a big difference — from
an infraction standpoint — between Looking at Extra
Cards and Hidden Card Error. Despite that large
difference, the line between Looking at Extra Cards
and Hidden Card Error is a bit blurry. This sentence is
better read as ‘Once a card has been placed into his
or her hand, the offense cannot be Looking at Extra
Cards. In truth, the infraction stops being Looking at
Extra Cards when the cards significantly leave the top
of the library.

UETSCHIR , BN LS A T K RAR RS AL
W b EEER .. REGZER, BOMEMSIEXTIT
SRR UR Z ALK S BRATSIRAT — SRR AN - IX AT
BRI« — B RUSCEE T oh 2 T AR
ARERBIME L. 7 F b, KR BT
T, AR BOME L T .
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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.

MR PR A T 7 Bl ZMR &,
KEEHTHE TR L (REFH), XHFAH
RABSNE R

Sometimes players put cards on the table face down
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. This statement also
applies to the Hidden Card Error infraction.

A7 IS LT TR RS R T R 1) L e i | DA
HHEBAEINT AT R % . I RBEE IR,
BAWAZITAL BEZRAT - XA I 5 BN E TR
ARG, MFAE IR ZAEREIE, IFHA
AT FUEM AZE K AR FE AR A TSR K 1%
I R N ST TR I — R

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

ER—SEBRFA—RFISEFEFER T —KERH
Th#, BeAbTi B REM—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 AE [F] — A B[R] — &R B xR0
TErRE B0, TA VA A 5K B A AR A
— KT

EXAMPLES

R(EAL]

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

A. RPN FEME BB (%, B
— KA

B. A player pulls up an extra card while drawing from
his deck.

B. MFHREAT S HR | — TR

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

C. PR ERAEXT FLHETINFER T BERH
FLo

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. BMFEICELNPER EWIHE & HFEIR
/Sensei’s Diving Top, FEERFEHEMNZIE T =
(3

Example B, this last update, was the victim of an
unfortunate editing error. Please consider ‘pulls’ up,
as ‘lifts up, but not so much that it could reasonable
be considered separate from the library’. 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.

XRUCHEHIB T B ARSI RS R . 1
R gl By ORI, (B IERINALY
BT R B RS ” Fofl— 264 AR S5 S
MR BEI ZRIOT 1 TR T A B R I AL MR
TE—akm,  IFLZIR B

PHILOSOPHY J )
A player can accidentally look at extra cards easily. | JEFAX G NEFR LRI,

Players touch their decks a lot. They touch to shuffle,
they touch to draw, they touch to search. And every
time a deck is touched, there is the possibility that

PR AT R AT I 2T
RN #R i A B I R TR AR, AT
—EMREBIAZE BRI ETHATNES K
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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.

, BHRIBEZBIE, EEHRAE AL,

Hidden Card Error is a separate Game Play Error and
does handle looking at extra cards in certain
circumstances.

AT TR KRR E T AR BHERAT B RIR, I
SACEI R E BT T BNE B RIR .

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.

ATV FE A [F) T WL, (EZ A AR AT 5 R
HAE G X« AR B 5 421030 5
— AL T AT RE

Players should not use this penalty to get a “free
shuffle” or to attempt to shuffle away cards they
don’t want to draw; doing so may be Unsporting
Conduct — Cheating.

JETF A BLZA AR T R B S B e, SRR A
EIRA BRI SRR Ab %5 kPR %
IEE R EFEE~ER

This point involves judge ability to understand if a
player is lying. Some players know that the additional
fix for Looking at Extra Cards 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 emphasize 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.

WX — s 7 A B A D 52 P T A 15 AR B e Y
REJT. ATEERLTFRITE RSN E LIV AT ME IE A Ve,
FITLMBATTR GE 2% “ A0 ” i B — 7k g LR 3R
FRUER . KRR, JF HIX ol 1 3RAFE AT 0
AMEIERTHE 2 H SRR . R 2K ST,
[ X7 R L e DA T SRR R T AT A H

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

JERF A BLIZORE LA T A3 E BT

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.

e T g TR, iR RE R . AR
BN FA L 25 1B BT A AS 4 SRR AT I TR
o FHERT I AT B DR E R X
BEARERE, (HRIRAEGOR I W RA R I A PR 2
T 1 HARMRBEARA vl BE & T XM G 0L, AR =4 Y
FE T ALEE

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

BT EME TN, BT RN B e
[B] £ HASIE A KK .

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.

BRI T 2 BERIN (47 AR A VR
RS JLKTYESL 35 WA AERE (I
SERRVERE) BERAE T . HH IR AL LR
ek R B

ADDITIONAL REMEDY

H—PHEBIE

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

P LI EE OO TR, SFIE
SeRT AN AIEEA/NOE B
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accidentally seen.

See IPG 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 were previously known (like from Brainstorm)
you don’t have to do this.

KT wBENLILERL, 2L IPG 1.3 1. SR,
iff 7 R P H A O A A R 5V R 1 (4 2 R
N R SFRERTED, I HKG X B85 4 e AT
R TERIAL B, SR 5 R R 5 e b . n SR A4
B ) 1R R B AR 3l A5 Y R T 1K) 51 TR i 038 Pl
FO, ML ML,

2.3 Hidden Card Error

2.3 FFATHREIK KRR

Penalty Kb 5T
Warning ok
DEFINITION %)‘(
An annotation before we even get into the | &4 E XHERr it Se R fE? !

definition?!

This hasn’t happened before. Before we get started,
we need to address that Hidden Card Error is very
much a work in progress and needs refinement. It is a
philosophy driven approach, which means it has a
solid core, but the edges aren’t very smooth. This
policy works in the vast majority of cases, however,
there are lots of players and lots of situations they can
get into which means more chances of running into
situations where the fixes described below don’t
make any sense. In those cases, do not apply the fix
as written. Note, this is not saying don’t apply
because the fix seems harsh; it just means don’t apply
it when it doesn’t make sense. One of the things L5
Toby Elliott wrote when announcing this policy was
that if it feels weird to apply the fix make sure to
discuss the situation with other judges just in case
you’ve missed something, if you have time before
making your ruling, but definitely afterwards.

RS TR AEBATIF ARV — 55 21T
HATRLZ AR 2 IF R 5K R iRk e — N IEE BT
MR, JFHRESEE . XIOEME MR 2ok
HITH, RGBSR S, HRRm EE
AEARATISRARHLRE o X IUT B 7E 46K 22 B i L T A
IEH A S (E 2 JRATTAE SR AR 22 1 R A 451
I, FATT R AU T el 2 HAZ 17 S A S B
Y. WG RIXRE O, ANEN TS
WFRAB IE o IXFFANRE B RN B IEAR ™ 73 BT AAN 22
H, T SRS IEA GBI AR . 7E 5 Zik A
Toby Elliott B A IX HUH ML 5275 (1) 5 ] rpisd, dn 2R
PRAE N IR B IR TR AT I, 175 55 0 55 HoAt )
FHERRIHAIG], BR IR S SILELH Ma.
FAREM R ATA I 8], T8, AR e B
AT

A player commits a Game Play Error that cannot be
corrected by only publicly available information and
does so without his or her opponent’s permission.

FEFAIE T WRRATBIRR, ([HMRIKRIUET A
FRAMEE BLEBIE, HEFPHIITHIBIRIR
HIAT B RAR BN FHIVFA

Most Game Play Errors can be observed by both
players. The window might be small, but it’s visible.
Failing to discard a card, casting a spell for the wrong
mana; these are things you can see. All the
information is out in the open. This isn’t an infraction

YK 2 B AT Bl SR RIS X7 W= #R 2 AT UL o
A7 I R DA R R I AL AT REAR K, (BTSSR A7 AL 7T WL
ML BIATSIC TR . SR VR AR S ItBOT T
Sy R RER BRI (5 R AT, X

HMAE R TR BRI XU IS TR IR
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for those. This is for when an error occurs and at the
point of the error, the opponent has lost the ability to
detect how things went wrong, and has no insight into
how to fix the game.

AR TR R A1 B A A7 T R, B
SRR AT 1L SRS 1 —F K iR o

Now, the second clause of that sentence talks about
the opponent’s permission. In this case, the opponent
is given warning that something is about to go wrong,
and agrees to the action. In this case, we do not want
to overly penalize the player as the error was ‘visible’
to both players. In that case, consider a Game Rule
Violation instead.

XA E A BAR ] 1 TRV BRIV
A], SRR FA NG 0 B S o A, (HADA
BT 7 REAT S FEIXFPE O, 34T
AR AETTRRET, OO AT BL “ 27
KRNI A BRI, FEREIS O T JATN %% 18 1 &
Viivs s WIPITRIVEE| S/APIN L L SR

This infraction only applies when an unknown card
is in a hidden location both before and after the
error.

B A ER TERRIERAE K ST
T B RIIET -

In this case, hidden locations are the hand, the library,
face down cards on the battlefield and face down
cards in exile. Unknown cards are when one or more
of the players don’t know what the cards are. Note
that the identity of the top card of the library is
unknown, but the location of the top card is public,
something that isn’t always obvious.

HATBX U “AEATTALE” SRR T M.
dl 3 bR AR B R DAROIEZ X o T s Y
FL o AR R GK A )2 — N B AT AN RTE X 2
ettt a. ERE R, MET AT 48 TR A
5 /S, (B THURL ) o B A2 XU #RRITE ) o

If cards are placed into a public zone their order is
known and the infraction can be handled as a Game
Rule Violation.

MR R EN AT X e BB, b
MEATHRIR BRI AT L.

If cards are revealed for something like a mill effect,
where both players can see what’s happening, the
Infraction isn’t Hidden Card Error, because the cards
aren’t hidden. For a mill effect, order is not lost. The
information is revealed to everyone and order is
maintained. Sounds like all players have all the
knowledge, and the judge doesn’t have to worry
about one player having information the other
doesn’t. In this case, go to the Game Rule Violation
infraction.

USRI B2 28ON0) - XU PR T
HREE PR AL T4, BB ARAEA T TR R
e, BUNMIAZAEATFR o T BERR RS, R
W5 FT L (5 B R4 1 X057 T IF BN
JEREORRF o ARATTE RIS B2 — R, PRIEHIA
FHEG e — L T 3R15 145 2 5 — LTk
HRAT o EIXFPEOL T, 25 RS S iy xR e 133
R

Order cannot be determined from card faces only
visible to one player unless the zone in question
contains only a single card.

WMRNE ML FREE B, FEREMTKIET
FTHEHRE, EHRXEAA KB ELERS .

This sentence is in here to prevent arguments about
which card was the extra card drawn, or what the
third card picked up on a scry 2 was. Unless it was
visible to both players, you have to treat the cards like
they were mixed up. Note, this is different from some
cases of Looking at Extra Cards, where the cards are
still being separated from the library where there is a

XA U FH R BT LEAE AT I SR MR 5K S 229 B
BRI 2 WR BRI =0k, 5%, B3k
R AT AR R #0215 I BATT R 24 A X 5K
PR IRIE . TERE, X 5HUNE T — L1 A
Ao FEMLEIFT, MILEA EaRITE, M
5 th A2 35 B FR) o BN AR 23 T R 2 8] ) 7
BIRAE T R AL AT Iy B e ), DA R 75 PR A A —
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clear order. The line between Looking at Extra Cards
and Hidden Card Error is when the cards leave the
library and the card faces are only visible to one
player.

PEREFHTE £

EXAMPLES

R(eAL]

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

A. JEF K Ancestral Recall Z 537 VU3KJE.

B. A player scries two cards when he should only
have scried one.

B. MPENZG M —KEEELT & b THHK
Jo

C. A player resolves a Dark Confidant trigger, but
forgets to reveal the card before putting it into her
hand.

C. [P L2 7 BiE3E(5 /Dark Confidant Kk,
HEMEKBEANFFZHE T RN,

D. A player has more cards in his hand than can be
accounted for.

D. MFHFEBELENAENHES .

E. A player casts Anticipate and picks up the top four
cards of her library.

E. MFHE TS5 /8 /Anticipate, FFEE T Hp
PETR T DY 5K A«

F. A player draws one card too many while drawing
their opening hand.

F. PSR FRARR ST — 7M.

Some of these examples look like the infraction
Looking at Extra Cards. The important distinction is
that if a player ends up with more cards than they are
supposed to, either in their hand, or in a set of cards
they are performing an action on, then it falls under
the Hidden Card Error infraction. If they’ve only seen
one or more extra cards because the card has been
flipped over or some other dexterity issue that reveals
a card to the player then treat the infraction as
Looking at Extra Cards.

Forp ) — SV G RAR B ASNE R . BRI X A
ET T2 TN E N2 R CRE 2&TF
AT EHATIIER —HERD, B RE R Y2
JEATFRETK IR . I RRF FUR R 7 SEN T
JRZRR S ECE B T —sk ek 2 ik i, & A ME A
PR

Example C only applies if the player remembers the
Dark Confidant trigger and doesn’t reveal the card
before putting the card into their hand. If the player
draws for the turn before remembering, it’s treated
as a missed trigger.

15 ¢ RAERMTACAG SRR AG I A, (H R RS A
JBOE T L B BAT I A& AR 2 I gk R AR -
SRR AR AR 2 BTN T AR RIS BRE, IX R
T A0 Ak

PHILOSOPHY

JE

Though the game state cannot be reversed to the
‘correct’ state, this error can be offset by giving the
opponent sufficient knowledge and ability to correct
the error so that it cannot generate advantage.

BRWTHRRZIE, BH IHERH AR AR B
Z “IEM” BRE, ERRRRBEIRMZIE, B
R FRSERER, MERERBIERR, A
T P TEI% N A

We have lost information here. Information has been
potentially commingled with other cards. Being able

PR A 1) REAE T JE B R o AR5 B T RE TR
AN T AR . GENEE BIURACE BIRIE R IF A
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to see other information you aren’t supposed to and
potentially make decisions or take action on the
information or use those resources (cards) is a big
deal. We can’t fix it. But we can mitigate it. By
allowing the opponent to participate in the fix, we
eliminate any advantage gained from the error, and
still provide a strong incentive not to attempt to
cheat.

A T3 (5 S R A 90 XK R 2 AT Bl A X
LEE (D R KFEF. BARTEIE, (HAT LUK
NERHRIIDIE . RS 521E, ARSI
AERETF MR AR ARAFAEAT R 23, [ P 3 el e et 5
AR AR

Be careful not to apply this infraction in situations
where a publicly-correctable error subsequently
leads to an uncorrectable situation. In these
situations, the root cause should be penalized and
that remedy applied.

ERER, WiEMAERTUTER: KEFLERE
TTEEAFTABERER, )55 Bk
BT RBEZ RREE. FEXRFEF, M
XA RIEI RIR AR A R EHAT AT, FK
WHATBIE,

Look at the root cause. Just because we are now in a
spot where information has been lost doesn’t mean
we started out this way. Consider the case of casting
Elvish Visionary for UU, and then the player draws a
card when the enter the battlefield trigger resolves.
Once that card is drawn, that information is lost, but
the original problem was the casting of the spell
incorrectly and visible to both players.

A H R IRIEARRE . B EE S CAMEE, i
NEWRE N IFHIE AR . I E A uU R T
PGRAGLIPIT, IR BTy H szt 9 1 — 5k
e — EIXGRMIGER, 58 fEMER 1, (HR R
A i R AN IR BT 1 SRS TR A ) LR XN
J7REFAR AT LLE WL

What a player actually remembers is not a
consideration when issuing this infraction, only what
information has been publicly revealed. Hands that
have previously been looked at are not public
information, but cards previously revealed on top of
the library are.

HEHERSRTHEMRN, EHHEBRPERL
LR ARAE, AfTHFELLECATRANE
B RPN R AR T
ATHER, Y REREREETEE T AT EER.

Ah, the old “but what if | Thoughtseized him
previously and know what was in his hand” argument.
Let’'s not rely on people’s memories of what
was/wasn’t in the hand two turns ago, and instead
focus on the actions and what information both
players had access to. Now, cards on top of the library
are a bit of an exception. This is because there really
isn’t a gap between when that card comes off the top
of the library and when the information is “lost”.

BT UL, KB T EEA A
XML R AR 2 R AT NAREE T 1L
[l & B T T LA A A ARSI, TR
BBVE T HRAT A DL T A R RAG IR L5 o (H
T WL TR — AN INEI 1 81 DR e o e o
T SEARESH 2 “MtER” TEE.

ADDITIONAL REMEDY

H—PHMEIE

If a pending ability on the stack would result in a
legal overall outcome (e.g. a draw action that has
been resolved out of order), continue to resolve that
part of the stack to restore the game state.

WMRESR EMHFEENRRELETR)E, RE
RER 2O E M MR (B, RERER BT
SHEPESNE), WIREREE 5B T BIXH 1
WA, REIRRTE.

This sentence sounds confusing but really just means
if there is a sequence of related actions and one of the

AR RS S, AR, WA — &
FUAHSR ISR, HAR T OREEIAT ah 1 o) DB 4
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upcoming actions is going to fix the situation then just
continue to resolve the actions. If a player draws
before discarding for Rummaging Goblin, there was
clearly supposed to be a draw action, even if
technically all the bits that needed to be paid to put it
on the stack aren’t there. This part of the rule says
that tap-draw-discard instead of tap-discard-draw
gets you a Warning and move on. This sentence
explicitly refers to pending actions, but also applies to
completed ones; for example, if you catch the issue
after the discard in the situation above.

IPG K5 it
W, WA gk s FIXEeAT ) . SR T B B
RN REE, JEEFR e 7R, B 6

FCHEHE B I B SCAT S (e T (ROEIA TR T S
B AU RIS E . X2 . TR -
Fr -, 1 B E - PR TR 2 P — A,
FFARSEIE R . X AU RA 5 K 1 oK 52 B Bl
i, EWEH T O seml); flindE Epld, fR3F
UG A4 R DU R, B3R — AN IR R 4k

=<3
4,

Otherwise, the player reveals the complete set of
cards that contains the unrecoverable information
and his or her opponent selects a number of cards
equal to the number of excess or unverified cards.
Those cards are returned to their original zone. If
that zone is the library, they should be shuffled into
the random portion. A simple backup to the point
just after the error may be used if there have been
additional parts of the instruction performed since
the error, 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
or partial instruction (if any) that caused the
infraction. A player may concede or mulligan (if
applicable) to avoid the additional remedy.

ENRTHREER, WZEFRFIEELEBIEZ
B R MM, EELTNAREZKEE
TERAEZ KBS, HETFNPRFEFERIM.
R X LT B R A BT A X35, 30 SR A5 75 [B]
DXIBOVREEE, T ROKE LG B BEALE BB 2 o QnZRAESE
THRRZFEEPAT T HARI S HINBE (Bl
Y037 FELECRE R TR (B L TR D AT 8] 5 1B 5] 22 KW
B FHRIN R —BENHRBIEZ G, MPEAR
BEEPT FBULRIRZ EFFEH 2 3N Sk
CERD. MPTESNERE AR (&M X
BARPATH—FBIE.

Note: Until players get the hang of this, they are going
to appeal a lot. Be sure to explain what the fix is fully
before doing it. This gives them the option to appeal
before we reveal the hand and the player learns his
opponent is going to get a card.

T P ERNXAEIE T 2T, A KER L
VFo THSSAEPATIE IE Z AT 56 58 B R AZ 1R 7 3o
AT DIERERB T2k — ko2 e,
FERAIPAT eon PR AT _EVURIIEFRAL .

The player reveals the set of cards that is involved, if
this is a card drawn into the hand, they reveal their
hand. If this is too many cards picked up to scry or look
at and make a choice with, only those cards get
revealed. If the cards have already been revealed as
part of the effect, re-check whether this is really a
Hidden Card Error.

T RV SOE R — 2. I B EINR T E
SN S RS O B2 R Wl N U v A o
TiIEZ MR, RERIXEER, R A g O &R
ALK e R, T PR OO O R TS A SR R A TR
KRR

If the player has completed other parts of the spell or
ability’s instructions, a simple backup helps to get the
game state back so that the remedy can be
performed.

IR T CL 58 1 TIEER BER ) — F 4R,
A DAPRAT 1] 22 421 [, A3 SRS TR 22 T AT 12
LRI DB AT R IE

The opponent should then choose however many
extra or hidden cards are to be returned to their
original zone.

X IR A RE 2 R KR BAR A T 1 KA
2/, IRJE A RIS [l JEA ) X 35
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Once a card has been returned to the original zone,
they don’t get to repeat the action that was handled
wrongly, this sometimes will mean the player has less
cards than they would have if they had resolved
things correctly, this is OK.

— BB n] 1 JRA R X8, 12T AN 2 R AT
JRARAERIAT B A I X 4 3 O AR 17
LS SRR, IZE TR AR D T IR IR .

The last part allows for a situation when the player
doesn’t want to reveal the set of cards to their
opponent they can either concede that game or if
they are still resolving mulligans, choose to mulligan
before the opponent gets to select a card. In this case,
if they have drawn 7 instead of 6 and choose to
mulligan they will be drawing 5. They will still receive
a Warning for this infraction, they just won’t have to
reveal any cards for the opponent to choose.

B Ja — B T SO VR IR T AE AN IS R s I HE R R 15 D
NS, B R T ATSAE P R AT e P
AR Fade 5K FERH B OL R, anR
FREIN 6 sKMIN T 7 5K, AT LA EEHEES] 5
5K o A ATIIR 2 R I AR AT 2 1, (ELAd AN a0 20
A T i, IR P REAT IR

Examples:

1 -

If 4 cards were drawn from Ancestral Recall, the
player will reveal their hand for the opponent to
choose 1 of those cards to be put back in the library.
The remedy specifies that if the zone is the library the
card should be shuffled into the random portion of
the library.

W R T-45 5 Ancestral Recall IF9N T 4 5K 18, T
IR TR, X IRk IR [RIREE . A2 1E
i H an SR Bk [ 1 X 3 A R 2, 2 R 24 35 R R P
[P BE AL 53

If 2 cards were picked up for scry 1 instead of 1, only
those 2 cards should be revealed, and 1 of those cards
will be shuffled into the random portion of the library.
If the player had already chosen where to put those 2
cards before it was noticed, then a simple backup will
bring the cards back to be revealed.

IRAE S b1 R R T 2 gk, WA E
NI PR KL o XoF T3k % L I SR [l R R BE AL
I3 o WAR PR FAEIE R B R IR AT ik % 17X
SRR PR A AL L, AT PASRAT ] 5 {8 [ R
JRCET AT AR R BRIRZS T

If a player draws 7 cards after mulliganing to 6, they
reveal their hand and the opponent chooses which
card to shuffle back in. The player can then continue
to mulligan once they have seen the 6 cards
remaining. Now, let’s spend a bit more time on this
one. Policy doesn’t explicitly call out when this
‘mulligan’ is supposed to take place, and players
sometimes mulligan out of order, but we can apply a
bit of reasoning we can find a good spot. Since the
player can mulligan, get the players to the pointin the
pre-game procedures where the player committing
the error would get to decided if they are going to
mulligan or not. Then let them decide if they are going
to mulligan, or let their opponent pick a card. Also, be
sure to watch for slow play while the opponent is
searching the hand.

IR T-AEREER] 6 (HINT 7 5k, BN ERT
FAALE S TR SR B Ye [l R I o T R DAAE R B
N 6 SR 2 JE AR S £ AL 15 IR B O BT
AR XA “ FRE” BAE I SAT, 1y B
AT IS S 2 AN U P Gy 7508 52, (ELERATT R L&
B 25 PRI IR) o DRI R T2 T DL 367 R
BE, AERR AR PR B — A A, AR T RIR M
FELTAEIX AN 8] ) AR E A2 15 IR, Rk
TR A 8] FL4REE o R T RT LA IR A e 35 )8
B LR T — SR AR T B T .55
BRI AT L 1 ) 1]

If a player plays Idyllic Tutor, searches their library for
for an enchantment card but fails to reveal it to their

G SRR P P 3, DR P T R A
fi, ECSAC AR R UBCEE T TN R
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opponent and the card is put into their hand. They
reveal their hand and the opponent chooses 1 card to
shuffle back into the random portion of the library.
The card doesn’t have to be an enchantment, the
player does not get to re-do the Idyllic Tutor.

FLFRR, IR Xt T A SRR [l R PR BE AL
MBI o R FA i B FE—IREE TR, %M TR
ANBEELF AT H el I K 2h 1

The next examples definitely come across as corner
cases, but they seem to come up enough to warrant
discussing them.

N LMt SRR AL 1 R LR R
AT, ERRERTHE— T,

If a player sets their hand down on the table, on top
of a face down card (either morph or manifest), then
manages to pick their hand up with the face down
card, we can now resolve this by having the player
reveal their hand and have the opponent choose a
card to be placed face down onto the battlefield. It
doesn’t even need to be a morph or manifest card.

QPSR R TR T Sk R s AR R (g
AR Gy AL, SR A T [ T T ST R
R T, BT AT DA Ron T, kX
TR SR A R B R o XTI
FEAR S R AL

If a player with Sylvan Library somehow mixes up the
cards drawn this turn with their hand, ask the player
how much life they want to pay (or can pay), and if
there are still too many cards, they reveal their hand
and the opponent chooses which cards to put back to
the library.

In SRR AR B P I TR TR 7R 8] T
AL F) TR, 0 1) 2 R P A AR S A 22 A Ay (BlR]
LASZAY 2/ ), ISR AR RTS8 b N AT A
%, Jern Ho M, ALXS T3 20 R R I ml oL 2

If a player shuffles their hand into the library (it
happens surprisingly often), get the players to agree
on how many cards were in their hand, investigate if
need be, then have the opponent choose that
number of cards from the player’s library to have as
their hand.

QPR PR TR E 1R GRS SR 5
KA o AEXUT T 2 T B RZAT Lk
R R 3 DR R e W R I R AW I YN A
T I S 5 R N PR A T (T R

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.

Fr. R G DAAR B R REHE I 2 fE T T B K
PRI P RIALRS AR L REE, WAL
A—#;H MREFF LF ARG RN, TE
H HE 5 BUE A 5K 5 R R Sl T I AT
i, AR R B SRIAEKRIR, WAEHLTSE,
AR B S SR KA

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
ability the opponent cannot verify that the face down
card has morph. For example, playing a Highland
Game thinking it is a Temur Charger is an upgraded
Game Rule Violation.

B 1 R RUE LT S 0 R SR R U T A R R
TR KA T AT A2 X7 T4 75 B i Rk o
BT AARARE R SOAT T FEIER TR AR 7, FAEE W
IARARAEAEY BT 2 e, BREE .
{H A ARAN N O TS — 5K AL 5 S RE B RN,
72 BIE P ORI GRS 15 AT B R BE .
s EREMIEY A MRAR S morph R T
N2 24 T+ 25 R B il s KLU o
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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.

HATIAEARA 1 B0 R L I AT LA XS T4 4
RIETF BAT R TR, JF HAER X 5K 2 5 ik
B AR 2R RSN T o, 3RAT Tl AT LA 25 DA
B, PR PSRRI T A, AR TR

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 Drawing Extra Cards and is
handled there.

FEVLRT, R BA R AL AR, ] dn s i
2O SUBIBR A A RAE, RTINS
W o IX R B R TSI, 4% RAZE R
B I AL B

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.

AN SRR AR AR A RN S0 A B i, RATIHE N
B GRV HITTIN 5 SR AT R AL 313X BT 14
WHRAMWIM. 58—, EFREi R, s szl
AEE R TR . —BORUE, 50K N RS R
I, PeRkA S EE A EIL A B A L KRHE
THI A T IR AE . 35—, IX AR AE 8 G TN
B 2 e I PO TR Sk 51 SR T i
SICERA Y, TSR G 3 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.

e, URAIRAE e LR M dn st At RIAE e ik
JEos, WAL TR .

2.5 Game Rule Violation

2.5 33 IRk

Penalty OBl
Warning B
DEFINITION j=5'4
This infraction covers the majority of game | EFEMRE T KL EBRTHFERAERE, HEK

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.

7 B BT W AR P T R R L .
FSRAN TS RS AN . FLR A& 7E AR B ARAT
B kAR B AL

"Game Rule Violation" does not refer to any particular
type of error. Rather, Game Rule Violations are
specifically defined as errors that aren’t another
infraction. Newer judges will sometimes talk about
how “mis-resolving a spell” is a Game Rule Violation.

RN AR AUE TR e R R . 2R
1117 18 S lios RN B 5 SO T ASRE A SRy HoAtl
SRR . A I 2THE “HRRM A H A
FUIE " 2 15 22 1 Sl R o S b, AN IR
HISE S ICIR T fe o S 801 — il M, R BN E
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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 ONTERE O VRIR S b 20 BBV CGEHE T
NEMBGRTTN T 3 kD) 2.

EXAMPLES

R(eAL]

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

A. FEF AH{ZH A PR 2 5173 /Wrath of
God CIEFAFFA{ZHKEXAD -

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

B. MFEA LR & E UL T BBV RIATH

turns later.

attack each turn. o
C. A player fails to put a creature with lethal damage | C. T B K Z 3B G BRI EYRBEEEY;,
into a graveyard and it is not noticed until several | HEEBANEEZEA K.

A Phyrexian Revoker is on the battlefield that should
have had a card named for it.

JEF 70 75 T W& %K /Phyrexian Revoker ZEdR#% E,
BN — TR AL BRI U

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

E. FATFHEIBUR /7 8% /Brainstorm, H 5 id K HTK
JELRC [E] R T

PHILOSOPHY

JE N

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 R 3 R R T — AR,
ERRIEHE R AT HRAE, X7 ETFEN
BRI T RAERFE . AEENZREBR”
XERR, BREERE: PRRXERRAFRE
Z oM, ST RAE DA

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.

—HMEAE IPG A% RN o DA R (AR P2 tH 5
B Hb i b AR EE B, B X e B A LT
THA R IR . K, FRATTEU ) T Ab # AL 5T
(A S PE o MARAS Bk, XU FEF 48 S AT AR R
IEHRTIHERARES « VE A, AL OAEH A2
OB BE 1B T B R, 10 A2 V8 FR R AR 1 18
IPG HHILE IEIE -

ADDITIONAL REMEDY

H—PHMBIE

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

MR ZEMBET THBEEZ—, MERIETHATE
SBIE, W NHSTI R IE

So right here we are going to have a list of partial fixes.

LAUN R EIER IR . BB R AT,
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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 Head Judge may
authorize the back up. See IPG 1.4 for more
information about back ups.

e SR H LR —2%%. ZIENH, IBA/RT]
DL R A3 o] B 5 OR B U AR AMB IE . (HA2, R
FIRIFE R R (Flan, JA—AEE) Hegdkw i
S ST RARAS, o AT AR AR B . 5¢ T3] [,
Z L 1PG 1.4 7.

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 MRFMFNFEANMERG L2 81 E X7 aeE
HIRR SR AERNAE Y IR A B 1% (BIEAEREE
EEERRIBAE), WHZEFEHEH— DR EU
AR I o

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.

XFNER 2 I A SRR AL T A T YA R e d
g™ e R B U, TR B kA IR R T
Bt 2 SR T PR R o XA AP i DR 5 R ATTIRAT IR
SN R R 25 AN 2 — — 3K 28 A i R Y
WL IR NS, FTEABRAIN 3 22 1E . BEAR
R ik N AR R T SRB BN E
%, EEHRR AT AR, BTBAXUS TR G 2

=z
o

e If a player forgot to draw cards, discard cards, or
return cards from their hand to another zone, that
player does so.

o MAREMFEILIE. FEERECHBENTF L
BEHABXE, NiZEFmE.

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.

FRTF AN SRS T I B T3 AR — A AR e A o v
AL E o JERE, XA ERME L BT I R PR, R
AR B ST AR, BN AT B IE.

e If an object is in an incorrect zone either due to a
required zone change being missed or due to being
put into the wrong zone during a zone change, the
identity of the object was known to all players, and
it can be moved with only minor disruption to the
state of the game, put the object in the correct zone.

o MRAERREYHILEXBHLES, HT#
RERPXBEEREZEANBRXE, RES
Bz AT XA IER, B E
FHTHER, BB AEAXTERIRESE B
Wi, R ZPAF TN IE R X 35K

There is a lot going on in this sentence, so let’s
deconstruct it.-”Object in the incorrect zone due to a
required zone change being missed” : This is for
where a creature was supposed to die and didn’t, or
a card was supposed to be milled and didn’t, Or a
creature that is supposed to be bounced and isnt.

RAJTAR, FAR— R /e . “ T it
FEOR B XA AR L3 BOZ AT B A B XA IR
W7 EANICEBEHBAIEE, B KA
A B A A AT » B — DA AR RS [ |
HBA, A TIXAE DL

-”or due to being put into the wrong zone during a
zone change”: Most commonly this is when a card is
supposed to be put in the graveyard, but is put in
Exile, or vice versa. It technically, doesn’t apply to

“HESCRIEAE P AL XIS I AR L R 2 BN R
X4 7: fe DL DL AE — SRR AR B iZ 2t 50,
EAGE 1 IOR X (B R . PR UL A
TR, BRI — A ik
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mill because of the next sentence.

-"the identity of the object was known to all players”:
Generally this means going from a public zone to
some other zone, but can include cards revealed from
the top of the library, or cards revealed for a duress.
All players have to know what the card was. Not just
where it was, but what it was.

T TR AR 7 I U B A
P IX IR B B HAB XIS, MO T f s it e A
NIE AT FEE 7= PRI R R DL T Ve o i A T 40
DAHTERX KR A, AU EAEDR.

-”and it can be moved with only minor disruption to
the game state”: Things disappearing from the
battlefield tends to be disruptive. Be sure to look at
what decisions have been made based on that card
being on the battlefield. Ifit’s a creature that should
have died tucked in with the lands that should have
died, removing it isn’t very disruptive. Unless it’s a
mana producer and it has been used as a land for a
turn or three.

“Wo BT AN SRl AR I BN 7 T8
W EARVEH K, ma Rl AR AR . 15 55
DR ERIEZIAE S EIXAME R, BT O
THAPGE . IR —DEYARNICE, ARE T —
i FELH, KAt S T BRSO A, BRARIX
N, HOSR e T JLRE 2.

Additionally, this partial fix does NOT include fixing
things that shouldn’t have moved but did. For
example, a 4/4 with 3 damage is put into the
graveyard, and later discovered that it shouldn’t have
been. This partial fix does not include returning it to
the battlefield.

BeAh, XM E IEAE B IE R AR A N
A TG, flin. —4> 4/4a £V%E) T 3
T EEBEN T B, MJE A KILVEARA
BEF o IEXFMEIME IEA SRR E % Bl i3 o

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

o MRARE G B E B EKIKF, X R
MFEEELZ.

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.

A A ek 3 BBEL A R AR A A . 25K
LR, A A B I, BT 0 S B AR AR B 1
WA KR E S HE, RERFFAN TR R4
SO, DA 1 I S R B I T e R
LT Abe W] DAL S S TR (012 o 2 75 B A
H R, Ned FIRERARANREI D HEEH K, 1E
7R Ned Jiliff 7 FeEe i, BHASE KIRF A &
FARKFIE A Friemd . Wik Ned A8 Z—LET] fE
SRR R e AR R R A, AN REMRBON T
SR FH R 02 X At e A R B AR ey o AT STAEAE
FNE S BOHSE O 7 A2 R 22 1 2 JE S PP
et Ao

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

&R THARE R, WA B RHATEIE, BRRES
BHERR S MBIE.

So, we look to see if any of the partial fixes apply, and
if not, we either rewind or dont. Please see IPG 1.4 for
information on if it’s appropriate to back up.

FrbL, AT BB LB H LM — N IEREWIE
I, %A, BT Lk A E . ST i
R ETH4UER, BHS0 IPG 1.4 7,

For most Game Play Errors not caught within a time
that a player could reasonably be expected to notice,

WMRBH B FAETE EER B R RE & ER B
A HIRAT SRR, WETAST TR T T Wk
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opponents receive a Game Play Error — Failure to
Maintain Game State penalty.

TENR R~ REF W RRE" LM -

This is simply the definition of 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.

KR ARLET PRSI Lo e L A2

X7 EFHA TR LY Gk ISR seias

If the judge believes that both players were
responsible for a Game Rule Violation, such as due
to the existence of replacement effects or a player
taking action based on another players instruction,
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.

R EAIN AT TR AR IR 33 S 3R T ik
R IH AL, B a0 2 BT I R 2R MR 3
BOE SRR, B R T R TFARYE 75— DL EF
VLB BATAT 3, R T LT “WRRAT R R ~IE
RUEREHM]” R B, 0 R mxF R A
IR 2 42 /Path to Exile, H.iZ% X 3 4= ¥k
BB, N5 EFIHI T A EH

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.

— QBRI XU T SR ZES IR R R
o MR BESRARM— N BE, MRS 1
AFEHERIRT ? R URE R 1B E I R BB A i R L
WEIEMREE Y Fe b, ATH B MU, XA
IXUTERA SR MR, X2 R E3)
RN A R BT A FERGTE RN S T T N
B YRS 7 P AHERA N SO 1 98, XAV
THEF N BB FEIXAEDLR, FR N H
T A K, TRT N RIS RYES TR A A Ak

1']

2.6 Failure to Maintain Game State

2.6 REFPRRE

Penalty OBl
Warning g A

DEFINITION

& X

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

TR VIR P ) AR R IR T T IHRATBIR
R, HARILZIE HZHHR

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. The only
person that can get Failure to Maintain Game State is
the opponent. A player earns Failure to Maintain

XA SR AL L T N 2 - B e i RO RR
ﬁW%%?mLTzﬁﬁﬁﬁﬁﬁﬁ%*ﬁﬁﬂ&
A BESRAF AR AE I SRS A 1 12 At R T«
?E%kmﬁﬂikﬁﬂWﬁ RAT AR LB U IR
o HAMEER, WRBFLZIFR L 70T 18R
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Game State 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 Failure
to Maintain Game State.

IPG F&fiR
A2 3RS . 40, 10 Abe SZ45F RRRW jiti
T 2 45155, Ned A BEAT LA At ) VR 5l 7. 2
EPTIX A, T4 Ned ARG RYETIRIRE

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.

WMRBANNET R U TR CHHF A, B
R T BB g _E X COJ7 A A MR B SR B
R—REER, TERRE DB FZENT
B, W NERER 2 LB B s EE~ K2 &
Ao

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.

—BORUL, FATAE B g . HOE S
YU 33K 3R B o AEL A, RIS T B T AN P
B AE X R IS A B ) — A AT e R iR
Fltn, Abe BEHUREFHERET 7 HEXT . Ned
H 2R B R O ANEZ 253 . IRYE Ned Xl
KL AT R T DR 1 1S DRI, XA AT g2
i,

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

RIGHIR T2 R
R R A B

ATARR T RYEY i

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.

TX AN T AR DA ZTFE H AR e T P B 3 2% A
— A EE S B AR E DT A . B fe
VPR AE HHS PR & . BRI A2 foiT
1, B ERARE I . EH BRI AR 7> ARG
EZRTP

SR

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. BFHIXTFE T B4t 3 /worldly Tutor
FrigSHpE. B3 7T Ee4RAFERE.

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

B. B F ¥ EE BN F 8 F L H 44K /Armadillo
Cloak &M T A R&FHFIF REERAEY L.

In both of these cases, the player’s opponent
committed a Game Rule Violation, and the player
didn’t notice it right away.

FEIZ PN T r, 2R T O T3 e 1 i R g
ST B LA KB
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PHILOSOPHY

M

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

MARREEFEFRBELREBNB TR
W, X TEE T RWFERRS G FER WD HS

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.

XA RO ORI, AN Sy 3 OK TR
T AL AR AR — A IR

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.

MRRKRFEETE, X FBRWEE, FAbbE
BEERBZRIR

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 O AT, XU T E i AR
Do MR T2 B R, At vl DAAE AR AR (1 5 ™
B UE o« M RAGILSHIF A B E . 15 R
BERE LT — BRI RN, 1T 53— R T
g, AR IR AT ORI 1K EEAT 3l AEXF R DL
N RSB ARA B 7y, A2 S ]2 W
J T FI AR R I R

3.0 Tournament Errors

3.0 LEF_R

Tournament errors are violations of the Magic
Tournament Rules.

BRI (TR ML BRI ) 2 S AT
A

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.

AR RRAT B SR R 20T O - R e SRR U i 3 e
USRS AR S (7 B ELBERE D o R 1T AN
SRR A STWINNERWAE I assi IR

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
potential Unsporting Conduct — Cheating.)

BRFBHANNEFREBERZRIR, WNIZE
S REH B ILE T B EE~ 1R HhE

CSRRTRRA R CEMALETTST) T X HF
RENEBERSREMALETT R ERRE
A, BRT WORETER 24, FRERERE
W 2 Ho i B A AT O R T RE i R A IE B R
B EE~ R KB DLEAT A )

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 — 2 U H 2 T B = e T B R EE 2 i 4
Lo A T 1T RE A2 VE B, (H R T REFEAE 2 IPG
R 1 E I8 1 IS B E A~ VR 1) e o TR R
EZATRIAE—TF IPG 4.8: “25 1iH T i8 BhiE 8 ~1F
B TN 2
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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.

MRBMPERT TEBELFANDY, BXARFE
THIBEMZ 2 X,  NIHA N 28 F U B IE
AR, EARE T,

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.

RAH™ E R e O B REESER Y 115 2
BT R XGOS PUAL EE SR B AR, A
1S LESRPTAE SR IR IS UGN , Bl Ao 3R A5 2.2 10
DL WIS S COF B LSRN 147 A
SR LSRRI AR AR ™ A ST B2, R4 e A
TR, HAR T FATER, JFESET W
Al IERA Y o

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

R PSS RN, BE B, AT
R EH—PHAE.

Although not all
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.

Magic Tournament Rules are

SRR FTATHEIR (7SN (047 90 25
SR, PO T E T BE)
IR SAI0 L TR R, A SRIK R 2, BT A
S AT BT A REBAR LB, 753k 1
RATHA T AU

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

SRR 5 —IREREE 08 T RISRZY I b 38 SRR T
ZAES, WHAEA—&/HA.

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.

FEBRIR RS LEZR 2R I BIA P, DL R R IR Y
e JEE#R L iy T ARAT B R R o PR 5 R 22 IRk
JEN FISRAL A L B AR R 1M 52 2 5, BT oy —
FEA M E S0 N 1 RS RL A LU B AR R R 4 o —
A FATREA S AREETH AL T B 2 HUH BE#%

For multi-day events, the penalty count for these
infractions resets between days.

XTI 2 HELR S, BFERE IS
KT REHHSHE - ROERERZFEE.

As with Game Play Errors, there is more of a chance
that someone might repeat a Tournament Error over
a 15 round Grand Prix than a 5 round Grand Prix Trial,
resetting the penalty count reflects this.

SURAT ARV, (& 15 R KRS LT
TSR IOMEE HE 5 460K S LA I LT
WEATHETIAT.

3.1 Tardiness

3.1 R %

Penalty

Ak
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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.

JEFIHRIE— R LRI dhit AR7E B CHI B AL E,
BRR REFEALRE BB 5] 7Y 58 R 28 B S o

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.

T3 L BE TR AR 22 I 1AL AR SC O E ——20 708
FIRT-XAS, 10 738 HERTIRAS . X EHEST 1
JALT 78 A2 OIS )R 58 SO0 B B A, AN BEF2 I 5¢
JICRE 2 1 4N LU BR R BERE - AR 7 AR A AT
A Je T3 LA U R I o R SR

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.

WMRFERHTTEH E R T i — B R EA RS
RETEHE (BT A FERRE SRR, WE
FEM—ALRB LS RO WG, F 2T
EH BB EM .

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.

XM DUAE 5 5 2010 L BR R AR L, (B R B
HIL: AEXFESEAAT 10 70 BT I A AR SE T B
o IR /IR, £ Rl mE, g
SHATSE T o MATATEARTIFH —HE0E | {H 2 i)
e Z HIE R A E5 PRI ) e — o), WS A I
FEFT 52 L 25 W2 IR B35 008 R R AR AT T 46 & AN D)
PR o PR, BIEARAE — DU+ =0 P s T~ — %8,
FRFAE— 5 L Z AT EDRERASRESLAFAR 2] A AT T ]
KZJ5 » T T35 M LRI T AR I 8] 45 i AT 138 24 1 3E
K], [FF, BRIEAER N IR
REIRE , FERTITUR T — 58 P RETFASRE LB 19 48 I
], (BRI AU BEAMSCE A AT RE TS & I A

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.

WRMFE— R LRI CBREA <H P
1, R ZfbSFRECRE BARE, NARSASER
B, FEHRBHA TS AN

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 long, it is fine to allow this and where
necessary provide some extra time.

A T2 R D98 21— SE i A REAE — R T an I
HES BIE AL o ARE W, Bl anpl F-NIKIE %
Il 53T5¢, AR E LA WER TR
HIEMRER WA — /e, I B E R A,
AT LA VRIS ER , JF H U R 75 R 45
i
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EXAMPLES

R(EAL]

A. A player arrives to her seat 5 minutes after the
round begins.

A. [EFE—RITE 5 08 E 4 B A8 BRAL .

If a player isn’t in his or her seat when the round
starts, he or she is tardy. As we will see below, the
Tournament Organizer/Head Judge may allow some
additional time before this penalty is assessed, but 5
minutes is outside what is reasonable to allow.

IR AR TFAE — BT UR A i R H B AR A
JEAL_E, I AMIRE] T . IE A A T RS, b
LI NBE Tl e 2 5 L0 Bl 451X AT
—Lepley, (H2 5 R CAEH T A VFRTEE.

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

B. MFFERAIBE I AME KN 6] 2 J5 A HE
JREILE.

Again, time limits are in place for a reason. Players are
expected to turn in lists at the appropriate time.
Allowing them additional time to tweak their deck
gives them an advantage.

FRRE H, I R PR R A A2 A SR DR A o BT D%
FEIE I (B N IR AT R o 25 T T M I ],
MM LEHAT T REAE R, K 2 (8 A 1A AT A8

9.

C. A player loses his or her deck and cannot find
replacement cards within the first 10 minutes of the
round.

C. MFBRTHKEM, HUFENRITHZIE
BRI

In addition to being on time for a match, a player is
expected to be on-time, with his or her stuff. You need
to be able to start playing. Both the player and the
deck need to be there in order to start playing. Now
in this case, if a player loses a card or two, and calls us
and informs us at the beginning of the round, there is
a clause in the IPG that allows us to downgrade — if a
“player commits an offense and calls a judge over
immediately and before he or she could potentially
benefit...” This clause is probably going to apply, and
allow the Head Judge to downgrade to a Warning
without it being a deviation. Inform the player that he
or she has 10 minutes to find the cards or replace
them with basic lands (see Deck/Decklist Problem),
otherwise he or she will receive the upgraded
Tardiness (Match Loss) penalty.

FRTFBR T RO AERS AT R LA, IEMZ R E I H
S R ELLE SR IT IR R . v T IHG
XF Ja) 5 WL FH 2 R N 12 v I 337 o FE X A L
UERBET-Z T — 5K, SRR 1E T — R T IR (I fix
Seisf ]y gk, A A A — 2 n] DLLESRAT T B AL 11
126 S0 ——"tn KT RE BAT R BLIRAL, I
HAZZIE B O n] BE MBI 3k a2 B3l A0
XAF TR RERT LLN 5 b 3 5 AT AR A 11
NE S A FAEA T AT [R5 75 RIX A7
FLTFAUA 10 70 B I TR]RF BT Al 358 2% PR R, B0oks
HHONHAM (S B/ EREILRFED, i
i BRI BR IR 52 2T R BT (— /0.

D. A player sits at an incorrect table and plays the
wrong opponent.

D. —frfFAEEE, I BB RHIN FHITR R

While you can try to make an argument that the
player was on time, he or she still wasn’t in the right
place. | can be on time too, if | can be at the
concession stand when time is called.

EIRLT AT AR 1 5 O RS B8, il &
LR 23K IR (7 o ARFT DA BRI 4 3 )R
IEFRFE B T, A An RAE LEFETT A6 R Ak e A 3 157 T8
B BOR I ?

PHILOSOPHY

JE

Players are responsible for being on time and in the

PR SRR IER X RE, CUAERE
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correct seat for their matches, and for completing
registrations in a timely manner.

HI 1E] 3 58 B

We want players to be on time. Players should not be
sitting around waiting for their opponents to show up.
It's unfair to the people who follow the rules. Also,
because matches are 50 minutes, if a player is late, we
give a time extension so that they have 50 minutes.
This means the tournament as a whole can be
delayed. Judges like the trains to run on time, so we
treat Tardiness very seriously. We give it a Game Loss,
so that players treat it seriously as well. If Tardiness
was just a warning, there wouldn't be much incentive
to be in your seat at the start of the round after you
decided to go and get food.

A A BT AT LLST I o T AN B A% AR AE S HIT S5 45
il BRYIE 2% T H B o I T S AU R R T A
e RIS, ROARE R PR A 50 708, WAL
JATFIRR] T, FATEAMT DARAEMATA 50 7 Pt
TR Ry o I RIRAE FEA EEARH T BE WA E . HH)
5 7y B2 FU SR B 51 2R e g 1 i B0k, DRIt 2 AR
RHIR IR 2o B RHGAT 2)— R, XTI
SRR R A RIB R R R E S,
13837 B8 LW AT AT RE 27 A B [l & — s
BF LR

The same logic applies to turning in decklists. Players
respond to incentives. And a Game Loss for not
completing decklist registration is an incentive to be
on time.

TR TR R AR E T B AR AN B — R sy
FRARRFHIBN 7T, AEAATTHER B B AR R

The Tournament Organizer may announce that they
are giving the players some additional time before a
penalty is issued. Otherwise, the penalty is issued as
soon as the round begins.

B3R 3 AT DA B AT B e A b 9B 21 sh I 508
SAERTTR, HFRSRBEFEMR. TN, LRI
WHHI RN RS TR AR .

Occasionally a Tournament Organizer (or Head Judge)
will allow players a bit more time to get to their seats.
This is generally used when there is something odd
with the venue that hinders players moving around
(too many people for the store, pairings in choke
points, having to use a second room, etc.). If thisis the
case, it is announced at the beginning of the event,
and doesn't change. The length of the additional time
is also variable. It used to be set to 3 minutes, but now
Tournament Organizer s have options. However, it is
not recommended you go over 3 minutes. If there was
no “grace period”, the penalty is earned at the
beginning of the round.

PEBE PN (B L) /R4 M T 58 2 1 [
KAKF H O R o IXIE W 2 H LA FE R I A o
) R, 5 BB HE LAE 3 rhoE B I o (L
Ji K 2 7 85 s sk O (A7 B TCVR A
MKZN; LIt 2 A R A EIX
MIEOL T, AR EAE LE SR aR 1w B I A B,
[ I bE B3 AN BE B O AN [B] A E R BLE
T OE « DARRR AN LTS & /& 3 708, AdHlfELL
FTLIPNTT LB AT IR SR SRT, e df ANEGREE 3 70
B WAL LB IR SO XM AR IR U, R4 5
BT IR 218 AL R T A2 IR 21

ADDITIONAL REMEDY

H—PHMEIE

The players are given a time extension
corresponding to the length of the tardiness.

WRIRBIBORE F BRI, 5T T AR HIRE

If the tardy player does show up, give the match an
extension, even if there is a Game Loss. The players
still get the 50 minute match that they paid for. They
probably won't need it, but they still get it.

IR AR RIR TR R T, B a1
A, WA R S REAT AN o X SR ATHAR
A 50 pHRSTERN TR B RATE, HiEE

= I71= W77
IE’f\ é{j\o

A player not in his or her seat 10 minutes into the

MEMFE—RIM 10 B FANE, NG
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round will receive a Match Loss and be dropped from
the tournament unless he or she reports to the Head
Judge or Scorekeeper before the end of the round.

B—RaratTl; BRIFMEZRERZAAE
HERIC D Bk 2], BUHRPNM TR FAL .

At the 10 minutes into the round, the player gets
another Tardiness penalty, with a penalty of a Match
Loss. It's assumed that the player isn't coming back,
so please mark that the player is dropping on the
match slip. It is best practice to let the player who got
the win fill out the slip, with the judge marking “No
Show” for the player who didn't show up in the drop
column, and putting the judges name on the line for
the players signature who didn't show up.

TE—RIFERM 10 77405, BRI FREE 5 —
AR RA ], IR — R FIEEATA] L
IWNIZNFEA R T, U ssisk LB SE
— R ARid . R EEMGE R LIS R T
G sk BT, SRR AR IR B R 40 T i R
FHAES - “No Show” , FRFEZIT-25 4 A2 H
HCOM AT

For more information:
http://blogs.magicjudges.org/articles/2012/06/11/

,f:‘ =|

= IR

= EZ 1 Zz :
http://blogs.magicjudges.org/articles/2012/06/11/

tardiness-kevin-desprez/

tardiness-kevin-desprez/

3.2 Outside Assistance

3.2 4P YrEh

Penalty

Match Loss

DEFINITION

& X

A player, spectator, or other tournament participant
does any of the following:

MF. FUEREIMS 5 LI AHI T idAT
N

® Seeks play advice or hidden information about his
or her match from others once he or she has sat for
his or her match.

o MPECENBERTHENFRZE, FRKT
H EX R Z R WEARATHE B .

As soon as a player has sat for a match, he or she is
not allowed to get instructions or information about
the match from other people. Casual chat is not
forbidden, unless such chats include information
which may benefit the player’s match. This does not
include asking for advice at the pairings board or
dealer booth, or outside while smoking a cigarette.
Players are going to chat about decks they played
against or think they have to play against. We cannot
control what they talk about in the restroom.

AL ERPAEXS R RS S, AT AR HL SR HL
A R R HIAIME B BidE S VR IR AN
Ak PRI, Bl RO P R A AT RE LRI AR SR
R o (N5 2 o SRR — 25 I A BB AE RO R
HIT s AT I A A TG B M e oAt A 3SR 213
RPN i 2 o Y Al F) 25 R B R AR AT T e B R o
PURERL. BAHZHIA 7T T B4

¢ Gives play advice or reveals hidden information to
players who have sat for their match.

s AMFOENBELTENFRZE, STHF
TERBWERATHE B

This scenario often happens to a spectator or a player
who is watching a friend playing after just finishing his
or her own match. Especially for players who are still

X Ol 2 BLAE — AR TT 58 Z R R B &
PRI o AR 9 A 3 7 A7 T A S A L 3 v A B
AT 9 e T AR i HoRE RS — R S A AL
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in the tournament, such behavior should be punished
and the Match Loss should be issued. Keep in mind
we are talking about “play advice.” “Don’t forget to
attack” is play advice; “Quit, so we can go get food” is
not play advice - although both may result in the
game ending.

R RATETHE B PR W, B T i ——
AR PRV “DRELERSE 1 RAT I R I 1 —
—IXANAGE, BRI AT AT R = T U A
Hi‘o

¢ During a game, refers to notes (other than Oracle™
pages) made before the official beginning of the
current match.

o FEWRZF, ST /B ZATFEFN
27 (Oracle F#5K I SCRUR T H BRAM) -

The form notes take can be varied, but is typically on
paper. While looking at these notes between games is
OK, during a game it is not permitted. As an exception,
official Oracle text is allowed to be checked at any
time during the match. Typically players will just call a
judge, but if someone has a printout of all the oracle
text of all the cards in the set, they can use it as long
as they are quick.

ZiLAREZIEN, AR ZICELR L1, £
W i 2 B I SR AT R A SO VRN, SR AL — 2
AT HEGABISN, BT LR EHE T
5K Oracle. — R UL T2 MHFIK ) Oracle,
ESR AR E A NI A T K Oracle §71
EN R, i n] MR, A ZAh REORIE & B
HZRGR

These criteria also apply to any deck construction
and draft portions of a limited tournament.
Additionally, no notes of any kind may be made
during a draft. Some team formats have additional
communication rules that may modify the definition
of this infraction.

3% 7 U th3E P T R 1 3 oo LR R B e e BT
o BEAL, Bedh = A REBUEIAREIEE . Kk
1 BASR R L3R A& T BN RIRZRAN s X AT
Re = BBULE A E X

During a Limited Format event, either sealed events
or drafts, players in the deck construction or draft
portions shall be treated as though they were “in a
match”, and any behavior which fits the definition
above is regarded as “Outside Assistance.” Asking
what to draft, or how many Forests should be played,
or “Did you force White?” are examples. For some
formats, such as Two-Headed Giant and Team
Tournaments, team members can discuss decks and
strategies between themselves, and Outside
Assistance does not apply.

FEPR S B Sy, GHRAC AT, e p a2
Feghd R h AR AL R R, AT A B
T R AL AT A ER A Ay R B B o EEAD:
WRP2, BOZIN 2 DR, B IR E R TN
HA? 7. FERLEIRMT, Fanisk BB BB
LT, BAATLRR B3 22 (8] AT DAY 12 ZH R AT AR, T “4rb
R ARG

Notes made outside the current match may only be
referenced between games, and must have been in
the player’s possession since the beginning of the
match.

FE L HIN R ASM I RS SR BT, R BEEEPIF
RIS, F EICRE I o6 %R e (8 B2 EL
HixEiL.

These notes may be things like strategies for
sideboarding for different matchups. A note taken in
game one can be checked during game two. The
“beginning of the match” is the line because there has
to be one, and there makes the most sense. Players
can’t go online between games and look up sideboard
strategy.

R e A R i T AR ORME B A5
SR FICAE S AT R R LA B . KON R
2k L, BATHER SR LKA TT IR XS R,
DNIRANI [8] KRN B IE « TS BEAE PH R Ak )
ERE RS
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EXAMPLES

R(EAL]

A. During a game, a player references play notes that
were created before the tournament.

A. PR DS FADTE LB Z ATVESF B R E
2.

B. A spectator points out the correct play to a player
who had not solicited the information.

B. W MTFBCAE KRB T uttide Ik
HRAT3).

PHILOSOPHY

RN

Tournaments test the skill of a player, not his or her
ability to follow external advice or directions. Any
strategy advice, play advice, or construction advice
from an external source is considered outside
assistance.

HLEE AR R FHRAR, T IRZBSH R R
TR RHIBETT . AEATR B SNSRI SRS 173
e ANEY 3 AEER = ANE By 2 SN

A game is between two players. Not a player vs.
another and his buddy, or Google, or the
Twitterverse. Outside Assistance can be a word, a
piece of paper or a gesture; it can be a request for
information. If it can be seen to have offered the
player strategic, play or construction advice then it
should be regarded as outside assistance. Keep in
mind though (and this is controversial in some circles)
that asking or telling a player the results of another
match is not Outside Assistance, even if that
information is used to end the game.

»» X RSE AT Z B, AN T Avs T
B At bR AN FEATT, BT /B Mo SRR Bl AT
Pl —ANE, —5k4t, ERE—ATFH WAL
5 R o AR TSR OEEOR | RS 1 K
FAAE 2L 5 T S AT D BB LA SR Bl B o 7 2
TR, IR B YRS SR B R L3R b A X fR (Y
LRI R TA R B OF HIZ s SAED A 80,
B AN B 2 (AT A0 Xk L R

Visual modifications to cards, including brief text,
that provide minor strategic information or hints are
acceptable and not considered notes. Detailed
instructions or complex strategic advice may not be
written on cards. The Head Judge is the final arbiter
on what cards and notes are acceptable for a
tournament.

BT R BRI T, A R AR RS
BHRIREX T, W UEZ EASAEANEL.
AERRERKRBEUANREEM L. FEHRE
H, EHRAE RS EIL T B2 B m AP
#HE

Some players write notes on cards, which may contain
some strategic information. Several words, a mark, or
a picture are tolerable, but sentences may be beyond
the line. Examples include dots on the face of
sideboard cards, or “attack with me” on a Ball
lightning, or a Trinket Mage altered to be examining a
specific artifact (the intended target). If you are not
sure whether such visual modification is acceptable,
ask the Head Judge.

PR S - u e, XA T RS OR S
o W _ERLANA, ARicECE i R PRSI,
(ERAER S AR A BEALANT 1 o B e 2 b
T b LA L S B ) B R B
GERAANER A TR BIEIT W RARATE — 5K
LB BRI o2 5 A A2, S K R

Spectators who commit this infraction may be asked
to leave the venue if they are not enrolled in the
tournament.

BEZELWRNFWEERLTEM, TUE
R

For the players who are still in the tournament,

Xt LU BRI TR, AR B B IX TR = A
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Outside Assistance may be the Sword of Damocles
which prevents them offering advice or seeking
suggestions from others. However, spectators do not
need to worry about the potential punishment
because they do not have a “next match” for a Match
Loss to apply to. In these case, judges should ask the
spectators to leave the venue politely; this provides a
warning to other spectators who can’t help talking
about the current match when they are watching
others.

S TR 38 e BE e 2 8] — R SR M A A AT A 2 R
B N PRI, 55 3 AR BAT IX A BE, (]
XS FABA TR BB LEZE T L — Ry f o XA i
OUT BAIRLZALBTE BT 2370 X0 T HoAl
S5 W R — P E IR, AT S RS

o

Not being enrolled in the tournament doesn't protect
you from this infraction. If a spectator commits this
infraction and is not enrolled in the tournament,
enroll them, assign the infraction, then drop them
from the event.

BAZSIMECFEHARERT 1 B O 32 2 A 3 . Sk —
fr 5 MAE LT TR B, KA LLZE, SRAH]
i, FRRE IR 2R

3.3 Slow Play 3.3 JiExkit ridie
Penalty S Obil
Warning B
DEFINITION xE X

A player takes longer than is reasonably required to
complete game actions.

JELTPAE T SE BRI R B AR BT TR B TR i T A2
IR

Players are required to play at a reasonable pace, but
what is a reasonable pace? It's not really defined
anywhere. There is no explicit number of seconds to
make a decision. If we say “taking longer than 30
seconds to make a decision is slow play,” then players
can legally take 29 seconds to make every decision,
and we have just legalized Stalling. Making a slow play
call as a judge is subjective, therefore judges have to
use their best judgment when making them. Two
methods judges have reported using are:

RO N AZAE 5 B I TR) N AT R s R (ESR AT 4
FEAE ALY X EIFRAA DI AUE, WA
WUE VLB A2 DD 2 LR DR o T SRR T35 S
% 30 b I UL B etk s R 49 2 kAT i 1%, AR
LRI AT EE 29 FPEF R Zfluk e, [RIET
A H A" Erih Al o TR EEAT R 18 A SR k] 1 2
AT, DR 0 25U L BT RE R R I 75 2 T
RREATIE R o AT Rh RGN IE 10 57

e If you have had time to assess the board,
figure out what to do, and then get bored, it's
Slow Play

o RRA I RS EE R, A TX AR
IR R IR BT, BERESITEW T,
IR LTZAN I it - ki AT L 1

¢ |f you start wondering if you should give Slow
Play, you should have already given it.

o HIRIFURH R AR R A TR BEAT IS 18
FITH, AARBUNIZES T

If a judge believes a player is intentionally playing
slowly to take advantage of a time limit, the
infraction is Unsporting Conduct — Stalling.

MAFLAMGEEFREBITIEE, RIS
PR LRSS, kSN 3 IEE T IESE
B~HEIE"
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Players can be playing slowly without realizing it and
unintentionally. If they are playing slowly with the
specific purpose of eating up time on the clock (either
to cement the win, or force a draw, or for other
reasons) then it’s not Slow Play, it's Stalling (i.e.
cheating). Keep in mind they are very difficult to tell
apart.

AT I I LR R R IR IEROE IS 0L B
R W R T ORISR B AT B R A R
AR R CRARILE B SRS # B
ARAT A S R AR A AR i AT RET 18, R 2%
LS FIaghiEm~EiE”, £IERT . HE2FD
(LA S W4T I 18 22 TR AE 73 9 o

It is also slow play if a player continues to execute a
loop without being able to provide an exact number
of iterations and the expected resulting game state.

WMRBFPEERPAT RIISIMER, A REAER i
PR AR R B AT B IR B K B 2% BT A B e IR
&, WEOURE TR TR

This is one of those sentences that whole articles can
be written about. Most loops have a finite ending — |
do X 10 times, but stop early if Y happens. Using the
rules for shortcuts as found in the MTR, you must also
be able to explain the specific end state. There are
many loops out there where they will reach a certain
condition “eventually.” Eventually is not a specific
number. These loops end states are also not specific
enough. You cannot perform the loop “Mill myself
until the last 2 cards in my library are Emrakul”
because you can't specify how many times you will
need to loop to get to that state. You could loop “A
million times!” but there is still a chance it won’t
happen until the million and first. Fine, | loop 2 Million
times! There is still the chance it won't happen. It
doesn't matter how small the chance of failure is; if
it’s there, you can't loop.

XA EIT 1 W LUE Y — KRS S - KER 2 17
WA — A IR —— BT X B E+K, (2
MR AEA T Y FMIEHHR AT IR, EE MTR
SPSE Rk AP WIIE o N GOV Cilia N AU AT
A ACIRES o AT IR Z I AT DL e 27 K i
TGRS o (HARRAIEA R — N HET T
IRARERAT LRI . “BEIRE CHIME, B3
H e B A F P AR S, R ARAS BE R U
i B RO AN G5 R R IRE ARAT Aok —
JIIRNY s AEGEIXFEA LRI T Bl RS o
PR, FER 1 EH TR MEARRE R L AT REE
AEAE . AETIEIE ARSI T RENEA 2/, HE
11, VRASREREAT IX R 3A

EXAMPLES

v f5

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

A. EPEFRREET KELZAFBOLT, M
MR AR T BB o

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

B. JEF7E E ARSI /Thought Hemorrhage 45 &1,
1EBT RN FEE P N LS TR,

C. A player takes an excessive amount of time to
shuffle his deck between games.

C. FERIFRZIA, MFIER T T L KN ERSGE
FLo

D. A player gets up from his seat to look at standings
or goes to the bathroom without permission of an
official.

D. MFEBEITEAERMAS, BRRA T/EAR
HI SC VR TT BT AELE 6 o

Examples A,B,C, and D all are all cases of unnecessary
and excessive actions that do not progress the game.
For Example D, if a player has to leave the game for a
restroom break, he or she should seek permission

%17 A. By C. DARRMTHAT T2 M. A
(K HANHESD I XRBEAT (B4 F - A6 D A, W SRl
T BT RE M ecE K2 — T, Atz
[ R o SEAR EIR A i, 9B s AN o 1B AT,
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from a judge. Upon return, a time extension will be
issued. Keep in mind that you should always let the
player go to the bathroom. The penalty is not because
you went to the bathroom, it's because you left your
opponent and didn't tell a judge.

BHIBLZ SOV T LV T 0PI A R BT
TUET], T PR O R B T R AL T v A

PHILOSOPHY

JEN

All players have the responsibility to play quickly
enough so that their opponents are not at a
significant disadvantage because of the time limit.

PiE BPERA REATIRB TE, Db FA
=B A 18] R 1 T A B B B AN A

In some professional sports taking advantage of the
clock is a legal strategy. In Magic, we want matches to
be determined by actually playing the game, not the
clock. Time is a shared resource between players, and
we do not want one player to consume more time
than is reasonable to complete his/her actions.
Complex combos may require more time to perform
actions because there are more actions to perform,
however wasted time is taking time from the
opponent. Both players are expected to play at a pace
that allows the match to conclude in the allowed
time.

FEIE LT A 35T H AL v, 0] P e ) R AT
FEFF A MM AR o (EREAETT B T, JATAE
EEL AR (145 SRR T 77 8 R, T AN [a] o B
(A 7 XU PR IR = I B FRATIANAR B2 — 7
T o e P B ) I TR R BEAT T xR A - RO
I EBAT R Z N E T B 5 Al RER 22 %
RIS T, AELEXUS 3250 R i 18] il i, TR BRI
T8 591 A MK 32 00 L < BRI T o X005 LT L 1224 R
& B R BT IR, 1k EESEAE A BRI I [A) N 45
Ho

A player may be playing slowly without realizing it.
A comment of “l need you to play faster” is often
appropriate and all that is needed.

JEF I RS ERERTIRLE BT BRA
EREEETHRE— RV EERB T, MUATE
mitAbE . Fit— PRI EMU NS T AT

A player who is deep in thought may not be aware
that he or she has used a lot of time. People are bad
at estimating time and might think it's only been ten
seconds when it’s been fifty. In these cases it’s OK to
step in a give a little nudge to play faster. This nudge
is not a formal penalty or a Warning, it's a ‘caution.” If
the player makes his or her play quickly and continues
at areasonable pace, everythingis fine. It's also worth
noting that some judges don’t start with a caution.
This is also OK.

AR T AR ERARECH T K2
I fa] e AATTHFEAEAC T S 8], AT RER AN 1
10 £, HSLCZes2 50 & 1o AR T R AT B
EHTgE it — AR LA AT A PR 2 XA SRR I
AR A IER AL T B — BSR4
VER" o WA TR T 473, A mah{E Rt
ITRWE R 7 IR, AT 1. AES 1R
A AN LRI, XA B,

Further slow play should be penalized.

Bt — PRt @t LA 43 .

If a player has already been cautioned to make
decisions, and doesn't make a decision in a timely
manner, or the next decision is also slow, then the
next step will be to issue a Warning. If a Warning has
already been issued, then a second resulting Warning
will be upgraded to a Game Loss (with the Head
Judge’s concurrence). When giving a Warning, double
check with the player whether this is the first time a

IR AT DR EORER R RE 1, A
e JE I A BT SR BRE , B RS POE
WORRE, A2 B &S, R a2
SRR EG, WAH AN EERPTIEN
AT (EEHENFEE ). E4 PR ATt
182 B2 5 P £ 2 1T, T IR AL TR B AE AR
PEFR A SRAT AL [ A ) 5
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Slow Play Warning has been issued for today's
tournament.

ADDITIONAL REMEDY

H—PHMEIE

An additional turn is awarded for each player, to be
applied if the match exceeds the time limit.

0 R i TR PR, WO F S SR8 —
MEK [EH

There is no way to quantify how much time has been
lost in the match because of a player playing slowly.
Instead of giving a time extension, the remedy is to
add an additional turn for each player if the match
goes to time.

BT IMERE B — LTI SR AE 7 X =
T Z A TA] o VEANI HIEAR, AMREE it A2 AE LE
I IR Q25 R AP — A

This turn extension occurs before any end-of-match
procedure can begin and after any time extensions
that may have been issued.

HIEKE &2 THNRERAERE, HEED
BTN SR Z S5 4 TR

Those turns have to be put somewhere.

XA [B] B AF A LT

No additional turns are awarded if the match is
already in additional turns, though the Warning still
applies.

EEFTIKE SR RAZES FTEKES,
AEERBELTES

If a game has gone to time after a time extension, and
players are in the five extra turns for end of match
procedures, then no extra turns will be given for slow
play because you aren't “on the clock” anymore.

WHR—-LZERAERHEE T, WAL BT
HITERA TR BEHANRSNI RS, BOAMATE E AT
BT

For further reference on Slow Play, see this article:
http://blogs.magicjudges.org/articles/2012/12/25/

B2 R TR T gmMER, SR CE:
http://blogs.magicjudges.org/articles/2012/12/25/

slow-pla

slow-pla

3.4 Insufficient Shuffling

3.4 RFTVEE

Penalty Ak 3]
Warning g
DEFINITION xE X

A player unintentionally fails to sufficiently shuffle
his or her deck or portion of his or her deck before
presenting it to his or her opponent or fails to
present it to his or her opponent for further
randomization. A deck is not shuffled if the judge
believes a player could know the position or
distribution of one or more cards in his or her deck.

BPERE CHEMTE NP, FERMR
R HEMBREREIER D T LM BURREER H
CHZEMZ SN FRATH— PN, WREHA
AR LT AT DAORSE 22l b e R i ) fr B R 5
B, A YONETFARR S

When players shuffle their decks, the purpose is to
lose track of individual cards in the deck and put the

T A QR EMGEY 1 b EHS BREED LI,
A5 I r R PR 0 AT AR D9 R S o R SRR (5 5 )



http://blogs.magicjudges.org/articles/2012/12/25/slow-play/
http://blogs.magicjudges.org/articles/2012/12/25/slow-play/
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deck into an unknown order. If you believe it is
possible for a player to know the rough position of a
card or cards within a deck (i.e. the player knows
which quarter a particular card is in, or hasn’t shuffled
enough to break up a spell, spell, land order) then the
deck is not shuffled enough. The exact number of
shuffles needed isn’t something we can accurately
specify, as it can change based on the number of cards
to randomize, but if you feel a deck might not have
been shuffled thoroughly enough then it probably fits
this infraction. Once a player has shuffled his or her
deck for any reason, that player is responsible for
presenting the deck to the opponent for further
randomization. Failure to do so falls under this
infraction.

DAJRHTE FL 2 i BB R ) SR 7 B B T i
B SRR B R — BCHL, BB RCA TR B,
B AT TR -SR-S, A AT T
ARG UL R 7870 BRI « BRATT TSI I RE HE R R e R IR
e, PO 2T/ Z R B, (=
e QNRAR DA R A BT (eId, AR4 i R
R R T X MG L — BT DR 9 A fi] S R 3
L, EVERR e R AT TR 2 I E R, KB
I FREAT 2 — DB AR BE At U T ki
ITEmE .

Generally this infraction occurs because the player is
lazy, has bad shuffling habits, or their mind is just
elsewhere while shuffling. However, if you believe the
player intentionally did not shuffle thoroughly,
consider USC—Cheating.

A HE LI A DR T A B e > 13
AN, TRERE BRI E L T . AETERE,
I RARARAE TR SR A TE Ve, A3 % e
“HILFHIs B~ R,

EXAMPLES

T

A. A player forgets to shuffle his library after
searching for a card.

A BEPERIKBZEE T S BIREE.

B. A player searches for a card, then gives the deck a
single riffle-shuffle before presenting the deck to her
opponent.

B. MFHI—7kM, R RIE—RZHE KB
(riffle-shuffle) FURREERZAXTF.

C. A player fails to shuffle the portion of his deck
revealed during the resolution of a cascade ability.

C. FBA R B &5 A B J s B 38 20 i e
FLo

The first example is pretty simple, “Oops, | forgot to
shuffle.” You would think things like this never
happen, but with a lot going on in the game it’s
possible. The second example is probably the more
common one seen among inexperienced players, or
players in a hurry — those who just give the deck a
quick one-two-cut. The third example is just an
extension of the first, where someone doesn’t shuffle
a portion of the deck, or a pile of cards that are
required to be shuffled, either because they forget or
because they don’t think they have to.

MR, “R? BOS T U, "IRATREIA
IR LA BE R AR, (HARA DRk oA T
RZHN, KHSRA TREREM . 5 M7
Z MR MBE L SR I AN 2 T 5 B, BCE TR
RESHIMTo =075 T E
i, TS TP B R, BE S T HE
W, XGRS T B AN AN R L
i

PHILOSOPHY

=N

Players are expected to shuffle their deck thoroughly
when it is required and are expected to have the skill

PR DENGERRN, BDABEMRMARLE
JELBE R BN AT BEALAL B BAR RIS 38 “FEpLAL
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and understanding of randomization to do so.

HIAAT

This is a card game. It requires manipulation of cards.
It is the player's responsibility to be able to randomize
those cards, and it is reasonable to expect this
behavior from them.

JIR R 5 ZEERE R R B S B
BEALAC T H DA, IR T & B 2

However, as the opponent has the opportunity to
shuffle after the player does, the potential for
advantage is lowered if tournament policy is
followed.

BTN PFEZEPERBZEHAISEE, &2
RS W SC B ST LI EL B D7 41, PR BRI 2K
AR TR

It's easy to try and take advantage of insufficient
shuffling, from trying to manipulate the entire deck
and its mana distribution, to just trying to manipulate
one or two cards’ general position in the deck. The
penalty used to be a Game Loss to reflect the
potential for advantage. This meant that many new or
lazy players would get Game Losses because they
didn't know any better/didn't think shuffling was a big
deal. However, now, the opponent is required to
shuffle the library when the deck is presented. This
virtually eliminates the potential for advantage. With
that rule in place, we are comfortable with the
standard penalty now being a Warning.

AN TE 7 Ve BLERA R — R 5 I 1 EL
PR B RTEAR T30 A7, BCE AT — PSR
JE LR E AL E . OV SRA R AT BEMEAR i, 20X
PR — R0 AH R IR R E IR 2 5 T B U
R PR AR 2 — 0, R BRDATTAN RniE /A
WOABE RS PHRE RS . JRmELE, SO
TR T 7 EEAE A e R L R U IR
THER T IRAM AR RN . AEX SN B, FAR
% IR B AN AR AR T AL B T &

Any time cards in a deck could be seen, including
during shuffling, it is no longer shuffled, even if the
player only knows the position of one or two cards.
Players are expected to take care in shuffling not to
reveal cards to themselves, their teammates, or
their opponents.

REWREFENEMAE, GFEEHE, BEEF
RAE—MKEKAE, ZERBEASEREN
o PN BIERAERERR S T,
BARERREXFF

The cards within the deck should not be revealed to
anyone while it’s being randomized, otherwise it’s not
random (even if the majority of the deck is). If you
riffle shuffle ten times, then riffle shuffle one time
face up to bend the cards the other way, it's not
shuffled anymore, and you have to start again. In
Team games, shuffling away from vyourself but
towards your teammate is also bad. Shuffling so your
opponent can see your cards is not a good idea
strategically, but doesn’t receive a penalty.

FEREHLAL BRI RE 2 R R AR AT R AR A BE A JE
AR, BNEXFERAS AR Q2L (RIS
FRRRER 7> BB ARIREEAT s R Ak
i CRIE PN se M 5950, Ba— RSN Dy
IR P R RS R T R s IS4 R ER TR
—FE, ARLATE PTG Ve . FERIRAZE S, BERRm
B B8R I ACE 2 T ARt AT AR
X REE BRI UE R T 2CBERE, MR ERGEIFAS
M ER, HERIFASIEIRZEIH.

A player should shuffle his or her deck using multiple
methods. Patterned pile-shuffling alone is not
sufficient. Any manipulation, weaving, or stacking
prior to randomization is acceptable, as long as the
deck is thoroughly shuffled afterwards.

W RLEF 2507 ABeh; R OAER A IR
LRI . MRZ FHE ROV EM, FMET
HIRIE. R BRER T RN

When shuffling, multiple types of shuffles should be

2Pk, N A 2 A5 2R VR AR LLORAIE R
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used together to ensure randomization. A common
“shuffle” is a pile shuffle. This is not shuffling. It is not
part of shuffling. It doesn't count. This is because if |
know the position of a card before a pile shuffle, | will
know it after the pile shuffle as well. Six to eight riffle
or “mash” shuffles is sufficient to randomize a deck.
Maybe less if just a single card is to be lost in the deck
as the result of Black Sun Zenith resolving.

LA & LI —FhePepdt )y 22 0 HEvE . (HRRXIF
ARV, EHEANREM D, FFAFEL
X RO I R BN IE AL /) HEDe 2 AT — Tk R B
IR FRAE 7 HEYE 2 5 3872 FHIE - 7N B\ IR R P Bl
A% 2 APt 2 0% 1 R BE LA 2R 2N T
SRRt R (Blang SR N 22 i) Al Rg Rl B
DU ILIK

When a player sits down, his or her deck is in some
order. It may be sorted alphabetically, or mana
weaved or had cards placed in specific places in the
deck. While it might raise some concern, all that is
fine, so long as the deck is sufficiently randomized
afterwards. This is because, so long as the deck is
shuffled, any manipulation will be obliterated when
the deck is randomized. This randomization is further
ensured when the opponent also shuffles the deck.
Manipulating a deck prior to sufficient shuffling is
really done just for comfort. Manipulating a deck prior
to insufficient shuffling is a Warning if done

£ I VA BN PN ES A Ame et (78 S ) YA
fFf . AIRERPHE Y, B Casd ",
B A L R S R A X T RE 2 1R A AH
O T, B R BN RAE 2 R AR A 7e
TrEIBENLAL R R o KRN, REL )
Do, ARTSE R BRAH BT 0 BEILAL IR .
XF T HIBERE RE B 3t — D ARIERX M BEN LA . R, 7
T VR Z BT I A REkE 2 B BB RIE A
R 2 JE A TS R IR O, R REES,

B2 LTS B EE A —~ TR e

unintentionally, and USC—Cheating if done
intentionally.
ADDITIONAL REMEDY BE—PHBIE

Shuffle the random portion of the deck thoroughly.

ST R BRI 2 7 23 TehE -

The remedy is simple — have them shuffle the cards.
You should take some time to quickly explain what
kinds of shuffling are necessary and why they’re
necessary, as well as reminding the other player to
shuffle their opponents deck as well. As a general
practice, judges do not perform the shuffle, players
do. This prevents the judges from getting involved if
sleeves become broken during the shuffle, or if a card
falls out. It also prevents the judge from getting
blamed if the player draws poorly following the
shuffle.

AR BAR ] B — — R 1o PR 12 T g PR
FRIPERE — N Wb Ah ey SR AL AR, oAt 2 2 20
(K1, (RIS I g — B T B B AP P X T 1 2
Fio SR, TR T UM, B EPAT R .
IXFERENS B 15 LR BB B R ORI, =i
L B A e R A o [RIRRX B AT AR 1R 3 4
TTHRCH IR e e 2 e AR = 7

Keep in mind that some of the cards might be ordered
within the deck, so their position should be
maintained if they weren’t supposed to be included
within the shuffle. When trying to fix the insufficient
shuffling problem, it's a good idea to take a look at
both player's graveyard as well as the permanents on
the battlefield. Asking questions about the known
cards in the library is also necessary. Try to take that
into consideration whenever you’re dealing with

FER A, AT REAE R 5 i A7 B2 LR
(K1, By AFEAZ LRI % 7 ZER EAN T OREF IR B .
TREAZIEATE VLT, 56 B E AT 150
535 ERTR AR AR H U1 ST A5 o ) i P
TR RIS [RIARE A2 0 B o 2 VR AL PR
I fi, CARR IR R Bt 2.
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shuffling.

3.5 Deck/Decklist Problem

3.5 Bl / BB ERHE

Penalty

Game Loss

DEFINITION

X

A player commits one or more of the following errors
involving deck contents or registration:

BPERET THERERARREILH KK —I
BRE TURR:

Note that “or more” means that if a player is
discovered to have made more than one of these
mistakes at the same time, they should all be treated
as just one instance of this infraction with the player
receiving only a single penalty.

L R A T B 22 T 4R ) 2 SR A R
*h%?%%%ﬁ%%ﬂﬁﬁﬁ?%A%ﬁ%Ms
LA AN — UCOE R AL B, T A =32 3]
#A#J o

The deck or decklist contains an illegal number of
cards for the format.

BB TR Z R TR BUE R IZFEFIE -

The MTR stipulate that decks must contain a
minimum number of cards in both Constructed and
Limited formats — 60 cards for Constructed, and 40
cards for Limited. Playing with fewer can lead to a
deck being statistically more likely to draw a particular
card, which provides an unfair advantage to the
player. This cannot be permitted.

MTR LE , £ A i sk s N IR ——H9 3 60 5K,

BRI 40 5K EREKECE/NT T IR MER TN

ﬁ%m%mniﬁm R AT RIS X
zjlfﬂq:ﬁ/] °

The deck or decklist contains one or more cards that
are illegal for the format.

E R IR _ A E X IR & A SRR

Formats are kept separate for a reason — power-level,
card availability, and diversity's sake are some
concerns that lead to allowing different cards in
different kinds of tournaments. Playing with cards
that are not legal in the format can provide an
advantage. Even when no advantage is being gained
by using illegal cards, the infraction is the same.

Oy R B TR R s L TR DL &
VRIS R, AR B ZE A A AN R B e . {3 H]

ARZEI A B R ORE TR 1 DR FS o B A FR AN
Regs fth i kLSS, IRIAE 2R .

A card listed on a decklist is not identified by its full
name, and could be interpreted as more than one
card. Truncated names of storyline characters
(legendary permanents and Planeswalkers) are
acceptable as long as they are the only
representation of that character in the format and
are treated as referring to that card, even if other
cards begin with the same name.

BiiR LR B IER BB AR, BraE
BIEHEAR—5K. A e (BT KAYBSE
B RBTFHERTERN, REELEFHER
RERBEEFRA RE K. MEXMM RS
MEFMAKIFL, XEMEFMNZEERT
K%K

In the case of storyline figures, it is often easy to see

XA TR O 38 BAT R A 5 e A T
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which card a player means. If a player lists “4
Emrakul”, that player is unlikely to be talking about
Emrakul’s Hatcher, despite it beginning with the same
series of letters. In this case of Legendary Permanents
and Planeswalkers, there is an exception to the
requirement that cards be listed by their full name,
but the card names still need to be uniquely
identifiable.

TRIGEMSKAE . IR — NP AEMER L 5E A
S, B AMBIEAAT RESR K 27 5
BIRF SRR IR — A 2 — R AL AT
I A AN B B, AR B AT S
(MBI — L5 44), HESH4
AR TR B RE O ME— PR H K

Listing “4 Jace” on a Legacy decklist, for example, may
still not be good enough, since there are multiple
representations of “Jace” that are legal in the format.
If judges allowed a player to list “4 Jace” without it
being considered an infraction, a player could take
advantage of the ambiguity by swapping between
Jace, Memory Adept and Jace, the Mind Sculptor as
necessary to gain an advantage without fear of ever
receiving a Game Loss.

Hten, fEFEHERNERTILR LS 4 0
FANI 2 EER U TE B AR 2R h A VF 2 A2
W7o WOERPUONEHA SOVFT 54 AN AN H S
TR 5 87 5 AT AR P XA R0 F s T SR AR
EEHE CEMO L RBIMA I g% K
AN A O SF3 — R A

The contents of the presented deck and sideboard
do not match the decklist registered.

ERUEFNEMNERZ AL, 5EREILRE
P& AR AR

If the deck and decklist are not the same, the player
could potentially modify his or her deck on the fly.
This can normally be caught through the process of
deck checks, and decklists are there so that players
can have a written record of what they intend to play.
If it is inaccurate, there is little point in the decklist
existing at all.

IR LS B RS ILRAR, T4 ) REbE 12
DR Y I A B AR A R T R
L, XA E R T BRI E X e
T RSN R B R 2 A5 D3¢ W R AT
FCVFRRR BB IC I N B A UHER, A R Ak &%
T HAFERE X

Sideboards are considered to be a part of the deck
for the purpose of this infraction. If sideboard cards
are missing, make a note of this, but issue no
penalty.

FEACEIE RN, RSN ERE— 7. i
FUE LA B oAt B FAE BT BT SR i I R A2
KRR, RN RNERARINEHITE
1E. A& OEERE, HiRILHE, BXR
Gy At

If sideboard cards are wrong or inaccurate, a penalty
may be merited due to the potential for advantage.
Conversely, losing sideboard cards cannot provide an
advantage —in fact, it is a disadvantage — so we do not
need to add insult to injury by applying a penalty as
well. Players can’t spend unreasonable amounts of
time searching for replacement sideboard cards, but
“found” sideboard cards after this measure has been
implemented may be added back into the deck.

IR S5 AR EIRS AET, A4 DO 2 Kk
TEAE AR AT RENE, T ABRATT RN %45 7 H150 . A%
(K], FMERIFAREH RIS, FL RN EZES
o FrAMIA B EAATS EINRERIAL T FA
REAE 2 AN G B I (8] K48 3 B S I E A0, B
FEAEH T 22 Rk 8] B O R W] L R AL AR
XL 25 Y

Note that often times in limited events, players trade,
throw away, or file in with the rest of their collections
all cards from their pool that are not in their main
deck. This behavior should not be penalized but
rather handled by the above instructions.

BT RN, ERZET, MPLETE Qb
PAE LM E RN S P sE 2228 H O
R RRA G B o IXRAT IR AS TG B AR T, T %
H B R (175 2R A
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This infraction does not cover errors in registration
made by another participant prior to a sealed pool
swap, which should be corrected at the discretion of
the judge.

Jh 33 A1 O A B At T 2 DL T 3R Mt e
RAERIGICHR, RN AR NASAH NG
THIE.

Sealed pool registration issues, as written, should be
handled at the discretion of the judge. Note that
registration errors committed by the player

n E AR, BT R B 1) T AR B U B
KABIE VFE BB ICA R ST T30 b i i
CEEan & 7 —5k A R, 185 S0 E 213

registering the deck (such as the registration of the | [ [RHIFEIMFE". FEXAMIFH, ZF|X MR
wrong card) should normally be considered a Limited | AN 1% 52 F)iX AN 5 .

Procedure Violation. In such a case, the player who

received the deck should not receive the penalty for

this infraction.

EXAMPLES a5

A. A player has 59 cards in her deck, but 60 listed on
the decklist.

A. JAFERERPE 59 K, EELREZLT
60 FKRE .

B. A player in a Legacy tournament lists Mana Drain
(a banned card) on his decklist.

B. EFEFEH, MFEEMPIZT LR EBILT Mana
Drain (W RZEARE).

C. A player has a 56-card decklist. His actual deck
contains 60 cards, with four Dispels not listed.

C. MFHBILE LA 56 k. ZMFHEMLRRE
A 605K, HA D5k =#/Dispel H Fic.

D. A player has a Pacifism in his deck from a previous
opponent.

D. MFIE_E—RXTFHFITFE X /Pacifism A H
CERS,

E. A player lists ‘Sarkhan’ in a format with both
Sarkhan, the Dragonspeaker and Sarkhan Unbroken.

E. MFEMBIERLEZHET “FEIK”, MixEHI+H R
& K /Sarkhan, the Dragonspeaker F1EIRFTA
HI5= K /Sarkhan Unbroken X P 9K 35 AT {8 FH .

F. A player looking at her sideboard during a game
fails to keep it clearly separate from her deck.

F. PR T RS, EREEEMEEM
L P

PHILOSOPHY

JE

Decklists are used to ensure that decks are not
altered in the course of a tournament.

ERFILREMUHEEMNFRAELRLTRE
H32F,

As explained above, the decklist is a written record of
what the player intends to play throughout the day.
It's important that judges have access to a reliable
record of a player’s deck for investigations.

A E T A RO T R E
WA AT S BT E S . FERGH I A
A SR IC S AR B,

Judges and other Tournament Officials should be
vigilant about reminding players before the
tournament begins of the importance of submitting
a legal decklist and playing with a legal deck. A
player normally receives a Game Loss if his or her
decklist is altered after tournament play has begun.

FAM TN RFELLIRITIAET, NixTZhIRMEM
FARARUEEENERELR, BEUAERNER
RIFATHLSR . WRBEPAE BT IR 2 5 AR
TR, MBERE AL,

Making announcements at the start of a tournament

FE USRI AR I HEAT T 0“5 AR B VR 10 R i R
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can prevent a lot of the errors that could occur in a
tournament; for example, “check your decklists to
ensure that you have at least 60 cards in your main
deck and up to 15 cards in your sideboard”. Decklists
are often a rushed last-minute job, so by providing
extra time during a players meeting to check for last-
minute issues many of these errors can be prevented.

60 FKLL LRI, % 15 KEM” KA,
RENSE O L T8 b T e Y B HOAR 2 B iR . SR B 2
—IABAT « AR R A A S RINAE S, PRIAE R
TP — RN DR LR A S — TR A
fif 3t Y Y BIUAR 22 h )

A player normally receives a Game Loss if his or her
decklist is altered after tournament play has begun.

WMRMFPAELIIRZ G H S IEF R,
EeZB—R/ABZL.

fibiE

This sentence is to reinforce that when parts of this
infraction require that the decklist be changed to
match the deck that is being played the Game Loss
penalty should also be issued. The only time a Game
Loss should not be issued is when the situation
matches a downgrade.

XA SRR, XS B R &
RN IS, B RS TSR, R T
DUE RN, A A TR

Penalties for decklist errors discovered during a deck
check and deck errors are issued immediately. Other
decklist penalties are issued at the start of the next
round to minimize the disruption to the match
currently being played and provide consistency in
case some players have finished playing their match
before the penalty can be administered.

EEREENEET RANEREICRER, DK
EEAGHE RO, MILEIPAT. MEREL
RRR KT, WNEET—RFEA T, X
ik B AT BN R Z Bl R BT, ARk
SRR, RONRLEET ] RerE 2 BIAL
Z TR E SR

If an error is discovered during a deck check, whether
a problem with the deck or the list, the penalty is
issued immediately. At events, judges will also check
lists for legality outside of deck checks. If a problem is
found with a list outside of a deck check, then the
penalty should be assessed at the start of the next
round. This is mostly for consistency. If we check a list
and find a problem with 10 min remaining the the
round, the current match may still be in progress, or
may have finished. If it’s still going, that Game Loss
will likely end the match. This means the penalty can
effectively be harsher based on where in the stack of
decklists the player’s list was. To balance this, we
assess the penalties at the beginning of the next
round. Now, this doesn’t apply if you feel the deck is
illegal; for example, a Modern decklist containing a
Sol Ring.

IR AN AL 7R, EIR R E MRS
FEMERE R, FITTESILRIZE H . TERC TR, A
B 1 LR R A A R A AR o I RAE R
RPRILT W, A TTPRAE T — I Ia I 45
H, X EEGEY T ORFFAITT G — Bk . W R ARAE—
FITIRZ )5 10 Bl I — R R, 843
FEIX — SRR AT REAEREAT, thATRE i IR
Xt REAETEAT , B2 RES I B — S 5 SR A AT
e ELIEAE X — Rk . X EWAE, MR
T FR ™ R R E R T A R AE SRR T AL
BHo N T PHIZ A, BATRIXAHTE G 2T 5
THG IR 2 o H2, IRIREAS T E M
e NEVER), AR DAL 22 ST b, —
HKEE S IR P I T ORFHRA

Ambiguous or unclear names on a decklist may allow
a player to manipulate the contents of his or her
deck up until the point at which they are discovered.
The Head Judge may choose to not issue this penalty
if they believe that what the player wrote on their
decklist is obvious and unambiguous, even if it is not

iR LR REASHABK AR, kP
NSRRI Z TR EIRERE A

B7E X 8 SR FT BE K15 B B # BB X
KERT, REMRPEEREILR LS THER
FARmTk MR A4, T H WA IR AL ]
Fo FERFIFFF, MREPHERMARC T E A
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the full, accurate name of the card. In Limited
events, the Head Judge may choose not to issue this
penalty for incorrectly marked basic land counts if
they believe the correct land count is obvious. This
should be determined solely by what is written on
the decklist, and not based on intent or the actual
contents of the deck; needing to check the deck for
confirmation is a sign that the entry is not obvious.

&, HETEH NN SN LR
BRERT, EHEATIEREALTET. EHE
AT IR R UREE S R EREHNAR
KT, DNESHERRE BB PR R E 5
fisl % 7 B B EERHEATHIN, ERUFTELH
JELA AN A

Writing down ambiguous or incorrect card names can
be a player attempting to cheat. They could be
attempting to give themselves some flexibility to
modify their deck to match the field, while claiming
they just took a shortcut writing down the name.
Checking and confirming the cards in the deck against
the decklist in this situation causes unnecessary work
for the deck check team. These instances must involve
the Head Judge working-out what the card could be,
and then working-out whether or not there are cards
that could be played, confused, or otherwise interfere
with the naming of this card, and then finally looking
at the deck itself. This is a lot of effort for the judges,
while it is not a lot of effort for the player to fill out a
list correctly.

5T REUH 1 BCR P R A PR T T RE U B R T A 1
FIPERE AT AT e RAE X% H G E M —
R RS In], R AAR B O BT S I R AK
FoL A X AR 5K O F 5 R AT N 2 45 B e
LA RAR 2 A E ) TAE & X P52 3
KAWHIZX KR RERA A, RIGFHEREANL RN
A HABRE AT PR, w] LERERIE I, e ik %
BEAT B R BRI o IX N T AR AR R AR
B, 1M AT IR R R T R R AR TR A PR HE

However, some errors are purely clerical and
extremely obvious. In those cases, the Head Judge is
allowed to choose not to issue a penalty. Its not even
a Warning. If the error is obvious, there is truly no
question of what the card is. There is not even a
reason to check. However, not all judges see 'obvious'
the same way. Some tend to be a little too loose and
free with what obvious means. To determine if
obvious is obvious enough, use these guidelines: If
you have to spend time debating if it's obvious, it’s
not obvious. If you have to actually check the deck to
see what they are really playing, it’s not obvious
enough. For example "U/B Shockland" is an obvious
card, so is Temple of B/G. | do not need to look at the
actual deck to know what either of those are. Same
with 'Bob'. ‘Goyf’ is riskier, but the author feels that is
just on the side of ‘OK.

SR, A — LR ) B AR B E R . fEE 3
MG LN, F2 8 a] PLE AL R, 2T AR
A RERKIE, AR N 1Z 2R
R, HEEEMAAN AT 2, AL
AR IR B #E — PR —# Nl fg
XF TR PR E R BEAR T o FSHIBTRR 44 8 75 2 8
“HIE”, PRI PR R X S AR e dn SRR TR S
W IR BYE, AN . iR AR
e A S RROR B IR SR, A AN B
o ZEBISRULHE T B R ek MR A
A LRSI 58, BAN T E LB S s R iE
XREIEA 4 . “Bob” CRRESEAERIIBFR g —
B T HRR"BIA IR AFER 1, (HREFH Ny LL
D5 SEAE W W & A AR — 2K

Now what about a situation where the player writes
down the wrong card name, such as Temple of
Malady in the B/G deck that physically runs Temple of
Malice, and it is caught during a deck check. Is it a
clerical error? Probably. Is it obvious that the meant
Temple of Malice? Not by looking solely at the

FHMA M EE R SA N, e — & R
B B S R TR B, R R AR B B
I L T o IXREIRAT? A AE. (HiERENS ]
BE N ER B E 4 7 AR MR 1E TCVE T
o PIILIXAMEIL FASREFREZAL T
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decklist. So this scenario would not be eligible for a
downgrade.

Toby Elliot wrote a wonderful blog detailing what is
and is not to be considered 'obvious' and it is located
on his blog at:
http://blogs.magicjudges.org/telliott/2014/05/27/

Toby Elliot Ht“WBFP5 BN, MR AHE"S T —
R | O S R < 1R . S

http://blogs.magicjudges.org/telliott/2014/05/27/
of-course-they-do-it-must-be-obvious/

of-course-they-do-it-must-be-obvious/

If the sideboard is not kept sufficiently separate from
the deck during play, it becomes impossible to
determine the legality of the deck. Additionally, if
there are extra cards stored with the sideboard that
could conceivably be played in the player’s deck,
they will be considered a part of the sideboard
unless they are:

MREWR P EEARNERER DX, &
AR R AR BRI SIEN. IAh, mREHIH
JEA % PRI — 2, ELBRRTT MEA T
FHRIEMD, NARLERER AR B — 4
TR B LRS-

* Promotional cards that have been handed out as
part of the tournament.

o FEHSERE PRI DM

* Double-faced cards represented by checklist cards
in the deck.

o FEEH T T FIR AR BN .

e Double-faced cards being used to represent the
‘night’ side of cards in the deck.

o FITRNE A SR LR “ R T XU T o

These cards must not be sleeved in the same way as
cards in the main deck and/or sideboard.

XGRS & T A / B R A5 A A
FIHIEE .

Itis important that the sideboard is kept physically far
enough away that it doesn’t become mixed with the
player's library. Cards in a deckbox that could
conceivably be used in the deck can be suspicious,
and provide an opportunity for the player to cheat by
being added to the deck in between games. We want
to remove this opportunity and so cards in the
deckbox are considered to be part of the sideboard
unless explicitly excepted. It can be a good idea for a
supplementary announcement involving cards in
deckboxes to be issued so that we can curb this
behavior.

g i R 3 X T R AR 2. [, £
A LT A T R AR T BRI, X 45 1 T AR 3R 0
Bz, AT AT LAAE P i o ] 5 (58 10 8 1 4 i e ot
L . BAVREZAL AR m] G 1R, PTLABR T 650
RITE LA, ISR 2 M 5 2 R — 4o A
R AR AN T DA I R S AR RO SR I
RO, ] DA SR A 1 R

Players that present their sideboard by removing it
from their deck box and identifying it to the opponent
at the start of the match should not receive this
penalty, even if there are other cards remaining in the
deck box that don't fit one of the above exceptions.
Players should be encouraged to get into this habit.

G R TR R IT AR K B O 2 S R, JF
RN T3 A2 WL, A Bt At o B A LA A
FALEE AN N 52 81T P 5 P 5 o N A2 S R T TR B
SEQ LR IpEY

Promotional cards that were given out at the
tournament have an exception because otherwise,
we would be Game Lossing players at every deck
check at a Grand Prix. Double Faced cards have an

PO BRI T 7 T B AR A 20 S R B AR O 5 15 D3
IHERIETE EARRE B A4 &0 1 X
HIGIN R R A - - G RAE ] 1 SRR, T2 FikiL g
FEX T A B AR TR ) LW 2
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exception because... where else are you supposed to
keep them if you are using checklist cards?

ADDITIONAL REMEDY

H—PHMEIE

Remove any cards from the deck that are illegal for
the format or violate the maximum number allowed,
fix any failures to de-sideboard, restore any missing
cards if they (or identical replacements) can be
located, then alter the decklist to reflect the
remaining deck.

BEAEANGE. BEERBERKERFIHIE, Z
JEERR&RE, RIRBREIK CERERT %R B2
R E| 5 ZEAR R R ER R, REREILRE
WUBIE )5 ME A AT B .

To fix the error, we want to ensure that the player is
playing what they intended to play — we do not force
the deck to match the decklist; instead we alter the
decklist to reflect the deck. The deck that a player has
presented is more frequently what he or she intended
to play.

N TAB XA 1), AT 75 B R EF I
B RREAT AR ) — — FATAS = HE 8 P e R
B, T A RE R R USRI R o T 2L
AN R DR D2

When restoring missing cards, a “reasonable amount
of time” should be given to the player to attempt to
find replacement copies, however exactly how much
time to give is at the discretion of the head judge. Our
best practices suggest that if the player can find
replacement cards and be back in his seat with a
restored deck and ready to play in under 10 minutes,
we should allow him or her to do so and then provide
the appropriate time extension. If a player requires an
amount of time such that an extension of greater than
10 minutes would be required, this may be too long,
and Tournament Errors - Tardiness penalties may at
that point apply.

LT EONE RSB AR I , B4 T
FE B 8] 5 AT TR B R, 1A B
o 1) 5 22 A D ER T HORPRE o R LA — Lt
FHE 10 7082 A BENS I BIIX LU R (] 3837 1
Bl RS LEE, A BATRLZ SCVF XA 45 4tk
AN AN RAR T Z I 10 7380 AR E], R AT
Restid K T, XA RE kA4S B H FE R iR ~ iR
2",

If the remaining deck has too few cards, add basic
lands of the player’s choice to reach the minimum
number; this change may be reverted at a later point
if replacements for lost cards are found.

WMRFTEATTEA RILEM B R SE, NAHE
AT AR TFAER 5 I Bk B T kK
B, U T CAGE 2 A A b R R R
1E.

Sometimes, when judges fix a deck by removing illegal
cards, they cause it to violate the minimum number
of cards required for the format. This does not create
a separate Deck/Decklist Problem! To fix this, judges
can add basic lands of the player’s choice to his or her
deck, so that it becomes playable. This may also
happen if cards have been lost and replacements
cannot be found.

AR, BRI ER A SIEN BRI, &
FHEM SR T HUE K N E MK XA
FAEF A HIRR IR~ B/ BB R !
ZRMEDL R » BOHLEIZ P IE AR B S A I AL
BT, EBEVE. XPHED T DUE T 5
SRl R, IR HRA S EACHI RS DL o

If lost cards are found, it's ok to remove the additional
basic land cards and allow the player to play with the
cards that are supposed to be in their deck.

R JE R B T R RARE, o] LS AR TR bR
ARPH RIS AR, S P A A JHL 2 R v ) 2 o
LIk,
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If the deck and decklist both violate a maximum
cards restriction (usually too many cards in a
sideboard or more than four of a card), remove cards
starting from the bottom of the appropriate section
of the list.

WMREMMEILRIBER T HRAKERSG GBE
R& S 15 KEE R F—FF AR EE
4 5K, WMINBERFAEXS R XIRAT 8 T 7 FH o6
BR AR o

Allowing a player to pick and choose which cards they
want to remove from their deck or decklist, or
especially sideboard, allows them a massively unfair
advantage. It is necessary instead to apply a
consistent approach.

SOV WRTAE RS SR INE R I FERE B 1 R 2 b Af AT T 3R
TS ADNMIIH, Rl 2R BR 2 (128 R I %
R ARG — AT H AL BTV AR D

Downgrade: If a deck is discovered to be missing
cards after the game has begun and the missing
cards can be located, the Head Judge may
downgrade the penalty to a Warning and shuffle
those cards back into the deck.

. WREPAEWRIT G KAEEKE AL,
H BRI Pz f, U 3 8 AT DURR b A 97 [ 4
NES, FRXEpEEREMET .

This covers the times when a player either drops a
card and it’s only noticed once a game has started or
has set aside some cards to indicate exiled but then
forgets to shuffle them back into their library when
the game ends. Normally both of these instances
would result in a Game Loss because the player has
presented a deck that doesn’t match their list. This
downgrade allows the Head Judge to have the player
shuffle the cards back into the library and only issue a
warning instead.

R T T SRR EIE R RO 45 Ja A R L
IR TR — HERUBCE — 55 LR e A 18802 2 78 Ty
KA PRI A 10K L [ R I ) 1 7 o 3 T 5 3K
PG BL o B8, POV T 23 1 5 HEEA
RT3 XA LR, o n] DL T
R e ml g, RGN

Downgrade: If a player, before taking any game
actions, discovers a deck (not a decklist) problem
and calls attention to it at that point, the Head Judge
may issue a Warning, fix the deck, and, if the player
has drawn their opening hand, instruct the player to
mulligan. The player may continue to take further
mulligans if he or she desired.

PR a0 SR FFEREAT I XRAT BT R I R )
(TIFEMBILREE), FrEEERA, NE
HAANES, BRER, ANNRZEFOs
T RFE, NitEFHATHRE. ZEFZERK
SRTT LR BEPIT A

One of the philosophies we have as Magic Judges is
that we can reward, or at least, not punish, players for
calling themselves on mistakes before they can hope
to gain advantage from them. If a player discovers an
error before the point listed (taking a game action),
they can hope to get a downgraded penalty and
forced mulligan instead of the normal Game Loss. This
is because of the idea above — they called it on
themselves before they could potentially gain much
of an advantage (abusing the decklist error, perhaps).
Note that the IPG explicitly states that the Head Judge
must be to the one to do this!

TR R BRI 22 AT 5%, B AT AR ) Bk
2D AR B C AR Z /7 3 3 H)
RIRRT o AR FAE AT R AT AT AL 7 B 2
Riw, MATRT DUIER B CR— i A §1 2 1 B 2k
e bR AR R . PO ATTE A IR W] RETE
CERDnE FH AR AR ATty 1 #h] . (EE s
1 1PG WIHfHE AT EH A BERRALTT ! 754k, 2
IPG $i& S JHF- M HHIS , T2 15 15 VRS FIF kX
TN I AT o Al A7) 228 2 FHAE S B ] R
FITAE . IXIFANE—ANEEFRHER “Heh) 17 PR
iipo R

If a player takes a mulligan and notices a

IR AR PR AR Z R EIRS T A CRRR,
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Deck/Decklist Problem at that point, this should still
be considered a player “drawing an opening hand.”
So, the head judge may still apply this downgrade.

RSNy “BEAT W RAT B AT, i A3 5 A7
SRTT LAZE R 45 T TR

3.6 Limited Procedure Violation

3.6 H R FR#IFHE

Penalty Ab 5]
Warning e
DEFINITION & X

A player commits a technical error during a draft.

EFERMEELFRT TEARERIR.

A technical error in this situation means any error that
is involved with the drafting process. When this
infraction is given out, the scenario is normally, but
not always, a timed draft. This means that we have
some serious time constraints to complete the draft
within. Technical errors like this cause delays, and at
something like Grand Prix Day 2 draft, will cause the
entire room to be held up.

BORAE IR AR TG 02 AR AT LR 5 il R o H A
o XAEMIET & (EIFARIAERD ETI
FeghLL 3R, RERE AT T2 SR e A &
TR RN TED R 1 o SX R A RN SR AR G O
R, BE SN E LA GP I3 K,
RORFLEEEAS P FE A (0 BT AT N R IR TEJ AR 1%

EXAMPLES

R(EAL]

A. A player passes a booster to his left when it is
supposed to go to his right.

A. EFIEZER FIOAR, b T RAR LT,

If a player does this, it can have a cascade effect on
the rest of the draft — either it is caught immediately
by a player either side of the offending player, or the
booster is picked up and used to make picks, further
complicating the problem.

IR TR AWM T IR 2 RIS N FE 2
A A BEIX AR LR AR T R,
B T3 — L T FE R R B 1 T A ik ide
5K, R N R A .

B. A player exceeds the amount of time allotted for
a pick.

B. WFBCATETE /I A P I A

A timed draft is timed so that the draft can be carried
out in an efficient and timely manner, in addition to
the added benefits of coordinating multiple drafts at
once. If a player exceeds the time limit, that player is
again causing a delay to the draft, which is not a thing
that should go un-noticed.

THI AT H AR T4 G, R AR S
2, ] LA 0 2 AR dih . R 1R
I, B AMEEE TR R, XA AT
BIEATHHE

C. A player starts to put a card on top of his pile, then
pulls it back.

C. FHREBE B TR, 25 R ZME
Ep

This is a large concern, as when a player does this, it
can look to other players, spectators, and judges as
though the player has taken more than one card from
the booster pack. This has one of two resolutions —

AR QERA TR AT T, AR
Foo S MBAE K, RO T ATRE N — B
E KR BL AR XA G DU P AR AR BT 3 e
VR AR R T DR B S P IR, B AT T PR I T A
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the player is “allowed” to take these two cards, or the
time of Tournament Officials is taken up by a “non-
issue”. Either of these are bad for the tournament
integrity — they can increase the chance of mixing
cards from the pack with cards that are already
selected. Players are instructed in timed drafts to
select a card at a specific point — not doing this at that
point can fall under issue b) above.

AN 1) R 0 R 5 o X R A 2 f T L 3R
12 IEVE, PRSI 2 B Inde b 7e 4 HE A AN il ki
RIRRTR 22 i) JUA . BT R s R, TR
TLAESE SE (RN 8] 5 22 BTSRRI, A RS T4
AT LA f BT B.

D. A player does not note one of the cards she was
registering before the deck swap.

D. BEFAEHEAT MR AT H AT T R K R S T h
REIL.

In this case, we tell players to mark cards in the
correct spot on the checklist. Errors made while
registering a list are easy to make. If the error is
detected before the swap, judges are to correct the
error and move on; no penalty is needed. However,
after the swap, the effort to correct such errors
increases.

ZAF A, FATN 2 5 YR IR R I EILE O
R . £E S0 R AR 5 B iR o A0 RAE J
AT AR TR IR, BAE IR R IR 2 Jm 4k 4k
AT, ANFRSE I HI . SRS s, 2 IR
I () AR AR KT 2

PHILOSOPHY

JE

Errors in draft are disruptive and may become more
so if they are not caught quickly.

REREP R RRSIER LT DN, BARER
R

During a draft there are many parts that need to be
kept moving in order to have a smooth transition into
swiss rounds. Problems can have a ripple effect and
get larger if not detected and corrected right away.
Such errors can add up among dozens sometimes
even thousands of players in a short time. It is vital
that players pay attention to, and follow instructions
during these critical parts of the event.

e, VT2 PR B LRI IR 2 AT 5e
Ji R PRAEIX 225 A P AT 4 e PRI J5 2 Lt 38
FRINGUA] FEE T o T2 $0 ) HEY BL A 1) R A SRAS AN 21 S I 2%
2 0 AL FHRE 20 T PR B B 7 AR B B R o £
JUH NEZ LT NI ELEE A, 2R )] G R
BURZ . fELLFRAVIX LI P, P REIER
FFIAG TR AR HEM,

Announcements prior to the draft or the specific
tournament rules for the format may specify
additional penalties for Limited Procedure
Violations.

RAATHIBR, BURILIRFIRE E R FRHN, TTRE
=18 U R R SRR B LT .

Format-specific notices may change the way that this
penalty is applied — for example, there may be
supplementary announcements and reminders about
removing tokens and basic land cards. For Modern
Masters drafts, it is possible that the draft is
interrupted by the presence of a foil in each pack. For
draft formats involving Innistrad and Dark Ascension
drafts, the Head Judge may wish to announce a
specific way to handle double-faced cards with
regards to this infraction. It allows some additional
instruction or leeway — based on the decision of the

5 B A SR R AT (8 2 RN X AN 3 R 3E v
o EEAN—N AN T8 20 75 SR B AR T2 A1 DA 56 ol R A3
AT 5 R A AL BLEE R o X T B8 KM il
3%, Al aefesh = IO R 5K I R i P i, £
BEHE R B R IER RS R R 28 b, 8wl
HE HRRE ELAT FH — ANRF IR A D7 2R Ak BOU T R AR A
T RE, I RES T A — LA i A Bl T A
FERn AL E )] . IPG T IR A IR S PR EIR T 1
FIFE L EERIEOL T B EE ZE b e 0 U R
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Head Judge —to be given. This sentence basically gives
the judge the power required to make a draft occur in
a specific way if needed.

3.7 Communication Policy | 3.7 iE A J& U]
Violation
Penalty S OSiil
Warning B
DEFINITION & X

A player violates the Player Communication policy
detailed in section 4.1 of the Magic Tournament
Rules. This infraction only applies to violations of
that policy and not to general communication
confusion.

MFEBERT T CFEMEREAN ) 258 4.1 TR
KPR . B OCEN THER T iR
Mo, —IEO T REEAEHAEH LS
o

If there was an award for the most incorrectly given
infraction, Communication Policy Violation would
have a shelf in its living room cluttered with them. It
is a common misconception that any time there is a
between players it's a
Communication Policy Violation. It was so commonly
misunderstood that in Feb 2013 the infraction was
renamed from “Player Communication Violation” to
“Communication Policy Violation” to help drive home
the point that we are talking a specific policy violation
and not general problems with player
communication. This infraction covers violations of
the Communication Policy in the Magic Tournament
Rules (section 4.1) which is summarized in the
philosophy section below.

miscommunication

WHR IPG HA I 2 R A 018, 13 I A8 i SR 45
[P BAR e BE 3 — P28 — AN LR e H
BT 2 R A2 B T IR AR 4 A 3 S A i
JAI o IXAMRBESEAER T W T, AR TE 2013 4F
2 HiX 4 MR AC i L B 44 o it A T R
W7, SXFEREE T B H B A — 2R BT I 2
—ZKRFRE IR, AN A — M AR R [R) 3 97 1) A
XU FESE Tl MTR 4.1 T (9 38 i Ji )
HIAT N, X EEAT N S EEE T B T SR R U 56 4>
W,

EXAMPLE

R(EAL]

A. A player is asked how many cards he has in his
hand and answers “Three.” A few moments later, he
realizes that he has four.

A. BEFR R RFEE LK, EE=".
flt RBLRLZ A UK

ARG,

B. A player claims she hasn’t played her land for the
turn, but it is determined that she had and forgot.

B. T 3k M A E &3 B fFE AT X A Al A A
H, HERZHAEREMEEH COHERTE.

In the first example, we have a situation where a
player was incorrect about derived information. In the
second example, we have the player being incorrect
about free information. These two types of examples

TR — A5, AT TR HEWTE R . 2
AT, TR T B AR AT E T
1:SepS e e > SNBSS T = S R U S
T AR IE O : — AL 70 Tt — 22 2R
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are the most common. Note that neither of these
examples involves a situation where one player
thought he heard his opponent say something else, or
confusion about what step or phase they are in.

P B ANRIE B CARETEAN I Beaob B

PHILOSOPHY

JE

Clear communication is essential when playing
Magic. Though many offenses will be intentional, it
is possible for a player to make a genuine mistake
and these should not be penalized harshly.

AT PRI G R IR AT T R R ER . B
RXFFMENER, EIETRERFLETHE
Tz 5 FERXMRET, EAZST™E K
R

We all agree that playing magic face to face is quite
different from playing Magic Online on a computer.
Clear communication should help players express
their thoughts and ensure that the game can be
played. We want players to talk to each other. We
want them to communicate. But players are human,
and they will make mistakes. For those wrong
answers which you believe are unintentional, the
player should be given a Warning. We don't want a
more severe penalty, because we don't want players
scared to communicate with each other for fear of
getting a penalty.

FRATER J0 38 T X T Be 7 R R ER AR AE A b B
Magic Online ;& AR KA K. {ERHA AR AT
DL B AT T A R AR At AT T AR LA ) e Xk Bsh A 5 1k
TERRIA AT o AT A BB LT (R e 8 FHAE 5 3T
e HRRKHZN, MR X TR AR
FHEATCOZ R RIE RS R, BZes T 25
[PIAL ST o FRATTARE 2 BB ™ 5 AR T, REAFRATA AR
R BB Az 210 40 5 TR T ER N A8 I

Refer to section 4.1 of the Magic Tournament Rules
for a full explanation of the policy. It can be
summarized as:

KA FZRIREN 2 e B, HSR (TR
FHNY 258 4175, HENTHERIT:

¢ Players must answer all questions asked of them
by a judge completely and honestly, regardless of
the type of information requested. Players may
request to do so away from the match.

o MFLIMTEEE. RS H [B] B3 A AT B BT
B R, TR 1 BRENA . P AE
SRE 128 180 %5 5 [X 35y 4 7 [ 285 i

e Players may not represent derived or free
information incorrectly.

o EFABXHEWE BB hEBHETHIRE
Ho

¢ Players must answer completely and honestly any
specific questions pertaining to free information.

o MFLATE. WELMEIEFRTHHEEK
B4 ]

The policy is a bit more complicated than the
summary above, so | urge you to read it. In short, the
Communication Policy in the MTR governs what
information players must provide their opponents
with. A player can withhold some information from
his or her opponent, but not from a judge. Judges
expect (and can require) players to answer their
questions. If you answer a question/or make a
statement about free or derived information, it must
be correct. If a player is asked about free information,
he or she must answer completely and truthfully. If

XA R SR b bR A AR — R, T AR
SREVEARZE B — T MTR HRAHOGHER 4 IR
Yl MTR AR LE T MRS A5 B2 T
IREGRPLLE X T (1 T T LLOR B — 22 (5 B AT R
X, ERAGEA T IRECH . A GFH AL
FER) T RENS [B1 2 AR Y 1 i) L SRR [ 25
T ARE R B S S R S BUR T
JBHEE, AR RIEIR U 2 IR . IR
—ALEFH B T E RS, AR A 2 e B
RIBIEE o QRS 1] O HERT S S, 84 BETF5 0
IRICIESSAR R - & S R NI EIE g <o JiT 8
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asked about derived information, the player is only
required to be truthful to the opponent, but does not
have to answer completely.

ADDITIONAL REMEDY

H—FHMBIE

A backup may be considered in cases where a player
has clearly acted upon incorrect information
provided to him or her by his or her opponent. The
backup should be to the point of the action, not the
erroneous communication.

R B R TR FPREN PR KR E BRI
ATBIRIETE, W25 R BB . ) 15 i R 8) [ AT
SRR R, TIPSR TR I

Sometimes a Communication Policy Violation doesn’t
matter. Sometimes it does. Typically you, as judge, will
only get calls “when it matters,” and will need to
consider a rewind. If | ask you what the
power/toughness of your creature is, and you say
“2/3,” | can feel safe attacking with my 3/3. But if we
discover during declare blockers that it’s a 3/4, well, |
would have done things differently had you answered
correctly. | based my decision on information you
provided me, since | should be able to expect honest
answers about certain things. This wasn’t a case
where | made a play mistake or a strategic error. In the
the case where it is clear that a player took actions
based on the incorrect data, then a rewind, as
outlined in IPG 1.4 Backing Up, can be considered.

A e R ASHUE U AT N FEA 2 5200 J5 T, H A2 )
—Uegs  EHER UL, BH R SRS ) A 2 R )R
T RIS A S gl L et 25 o 3 I 3 5 % e 15 15
o] o W VR IEAN W2 UL, Ri“2/3”, 3R
Ja ARG 3/3 NETL T o (A1 B A P E
I BRATTR I, XA ISR 3/4 1), A0 RAR
IERRIZER ISR A ST T « N ERA N
EE YRS T— L S I [R5 AR ST, (R e R i
FEFETIRE H S B - X 53R BT sl R R Bk
FAR T AR RN i RBT 14T 3) B4R
Fe T4 R BAE I, HBA AT DR HE
IPG [ 1.4 [N A EATEIE] .

3.8 Marked Cards

3.8 HiC S

Penalty

Ak

Warning with Potential Upgrade

g
of

T

an)
[aYay

Caf

DEFINITION

& X

The cards in a player’s deck are marked or oriented
in a way that could potentially give an advantage to
that player.

BPEERFRE EFIL SRS, MHXEES
KR ILZEFHISB RN .

A card should be identifiable only from its front face.
Being able to identify what a card is, or what card type
itis, from anything other than its front face is an issue.
This applies to physical markings, such as scratches,
dings, and scuffs, as well as to physical orientation —
for example, if all of a player’s lands are turned upside
down in his deck. If a single card can be identified
side-on (i.e., while mash shuffling), this is also a

—SRBNL % A BEIE IR R AN E AT A IR
AE AN I T RAAM R 3L 5 4 Bl e 2 MR ket B
A FERIHE AN RE S VF 1Y o 1 5 2 w5 V) AR )
ROl BIHUR, IR KBRS, RS
[ —— T, T R BT SR Y PR O R
JBURR) o QTR SR RLLE J3f e P IR 8 NI TET A HE R
HARAMTI, 7 ZER AR TR B P st . TRTE
=, XA AT A BT A B AT e . A
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problem that needs to be fixed by replacing the card,
or sleeve, depending on the issue. Please note, this
infraction only addresses issues with potential abuse.
If we feel there is actual abuse, then we are now
considering Cheating.

RARIESE T DA
SRR

X RRERA, B2 AT

We only issue this infraction if the marked cards are
in a player’s deck, not the sideboard. If the cards in
the sideboard have different markings or the sleeves
appear newer we should only issue this infraction
after sideboarding the marked cards into the deck. If
the sideboard cards are noticed during a deck check
the player should be made aware of this and
suggested to use the main deck sleeves when
sideboarding.

A HHILS AR T2, AR, 4
HFMLIAE R IR PR A LS . SR ER
ALK SR, FA S 2 7 I AT bR i 1 R 45t 2
ZJaA BEFIAER AN R I RAE B RS AN I
ol L, BRATTRE 24 FR R AT, UL A S % I P
TRIRE

EXAMPLES

v f5

A. A player has small marks on a few of his sleeves.
The markings are on a Mountain, a Loxodon
Hierarch, and a Lightning Helix.

A EFRIKBELE/MES. FiESHERE—
g1l Bk — Ik R R K E#/Loxodon Hierarch Fl—5k
[N B3 BZ i€ /Lightning Helix.

There is not a great argument for a land, a creature,
and an instant being a pattern of marked cards.
However, cards that are individually marked in this
fashion are still an issue. If the player notices these
markings, that player can make an assumption that
“this card in my 60 card deck is a mountain, a Loxodon
Hierarch, or a Lightning Helix,” giving the player
undue knowledge about what that card might be.

5K, —ANEYIA AR, XAME R IEA
FEZNEA TS M ST, KRR KA IE S
RS IH A A A L G R T ROR B TR, AR
A BIX AL 5 R A8 X 5K A AT BE A2
K/ BRIER LB N IR, X4 1 T A AN N R0 TE
iR)E JEREPSE

B. A player without sleeves has several foil cards that
stand out significantly from the rest of her deck.

B. E—RIBAAMENERS, 7SR
HEFHF.

Foils have a tendency to bend inwards. It is possible,
and with bad handling, for these cards to be warped
in such a way that they are noticeable. Again, knowing
which foils the player has in his or her deck, that
player can make a more accurate assumption about
what the bent card is. It should be noted that not all
foils are marked, and not all bent cards are foils. Let's
be very clear here, the fact that your deck contains
foils in a specific pattern (all lands, for example) does
not mean the deck is marked; the markings arise from
the bends (if they exist).

N HE . WERAZBRE, XSl
ARG ™ BRI R REE HOR AR L . BT
HH OB A RSKAER N, Al S T A A
JEfE . ERGHEERIFAZIAN-RHGZE M,
WIFARPA S RAZ N 256K, SERE
FAL PP R RE B0 AR DAL C L s AT R TR 3D
A EREIREM AT LT 1, Rl 5 1 R

RS o

PHILOSOPHY

=N

Sleeves and cards often become worn over the
course of a tournament, and, as long as the player is

BEEMANREIBETLEFESREER, JH, R
BREFPIHMELELRBNS, BERRERER
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not attempting to take advantage of this, addressing
the situation is sufficient in most cases. Note that
almost all sleeves can be considered marked in some
way; judges should keep this in mind when
determining penalties.

BA AR ECL®. HER, JLFIHREEER
AT RELESE TR E TR AR LT BAREE
HAL T FAERATE

Tournaments are long, with many larger tournaments
involving over 8 hours of actual Magic gameplay.
Playing Magic — especially shuffling cards — over an
8 hour period will cause sleeve splits, and it will cause
dings, dents, and scuffs. As long as these markings do
not make a card identifiable, it is simple enough just
to point out this error, give the penalty and get the
player to replace the sleeves. Be careful, though — if
you stare long enough, you can probably find
markings on all but the newest sleeves. This does not
mean they are marked.

EEZE IR AR A, 1R 2 K BE R AR S Bn A2 Do it A I )
oL 8 /N o Dot OUHEZVERD 8 M4
W IE R E IR, B EME L AR, R
FORAEIE A A5 — 5K AT BRI, 4 R
FHR RN, g5 1A, AT S R AT
1o W R, MR A0S —E M, R
] RE 2 LR N R UM BT i AR
TR, (HRRXFFARTHRE XL Z LT M.

In cases of marked cards, educating players to
shuffle their cards and sleeves before sleeving the
cards is very important.

BE|HRROA, EHFHEFELBEZH5Y
B

It's always important to explain why players are
getting a particular penalty, but with Marked Cards,
you need to explain how to prevent further
Typically the players won't know
anything is wrong until you tell them.

occurrences.

[A] LT UL B AR A A 245 BT AN 1 2 AR
(K], (ERAEA LS RIS, R R R 75 2 R
TR 1k gk S BT AN FT o — BORBEVRAN UL
TR AN R ] T E

Additionally, there are some additional steps the
players should take when sleeving up their deck. For
example, players should shuffle their sleeves as well
as their decks prior to sleeving, in case some sleeves
are slightly shorter than others (this can happen with
sleeves from different packs, even if they're sold as
identical). If the player shuffles the sleeves first, there
may be marked cards, necessitating changes, but it is
unlikely to be serious. If the player does not shuffle
the sleeves first, it could be that the deck is in one size
of sleeves and the sideboard in a different size — a
much bigger problem (see below).

FEBLZ Ah, T2 B WL RS I R A — LS A
I L, AT R A% 0 At g h A AT —
T~ BOVE I IR E K E A 257 (XA e
DR EERREE B A F AR, R PR R 2 [
D WA TR B 2 AT B AT
W2IXAE LS BT BEAN A TIIR ™ H . 2R
B, Al RE S RN A A R 2 R A X
A XHARADKFE T R3O,

ADDITIONAL REMEDY

H—PHMEIE

The player needs to replace the card(s) or sleeve(s)
with an unmarked version or, if no sleeves are being
used, use sleeves that conceal the markings.

P BIURA LT R BB ERE; HRIFR
MAEE, W EEERERILS.

In the event that a player’s cards or sleeves are
marked, they need to become unmarked. There are
often traders at larger tournaments such as Pro Tour

R DU 0 S R, 7 EAR T NE
XI5 . PTQ DL KR 3R Bl o A
FRRIPERL, 10 GPT S HAh S84 ¢ L3R — R A2 AE
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Qualifiers, and smaller Grand Prix Trials and other
Competitive REL events are often held in a store,
where sleeves may be purchased cheaply and quickly.
If we are only talking about a few cards, most packs of
sleeves come with a few extra, or perhaps the player
can swap marked sleeves with unmarked sleeves from
the sideboard. This is especially important in events
where a player has not sleeved their decks — with the
frequency that a deck of Magic cards must be
shuffled, unsleeved cards get marked quickly.

FELE N 2RAT , X5 O REAR T (K K B .
KRG EAT R, — RS — B B 5e &
R T LK E, B T SRR A ie 5
IR IR A Bl S B e N R T 38T
IR T 5 & LSRR B —— 3§
I DERR R AL BT B R BT il .

If the cards themselves have become marked
through play in the tournament, the Head Judge may
decide to issue a proxy.

R RAE B R RS BRI A 1D
5, WIEHPAHE S TR .

If someone trips over and spills water over a player’s
deck, we don’t want it to be the end of that player’s
tournament because he or she can’t play with his or
her cards. Cards damaged or marked in the
tournament — as well as misprinted limited product
— can have proxies issued at the Head Judge’s
discretion, as outlined in MTR 3.4.

W NFR T —BAR G HEKIE TRRF R L, 3
ATIAS 25 B8 IR A3 5k R IC v 4k 2525 FH) T 52 i 28] Pt
Ja T LE 3R o 78 DU FE rp DR 3 e i AT HE B 105 B
INPIRER CRLFE BRI o 8 BR 1l 2877 ) ] DLEE 3=
AR SR, (MTR3.4)

If the player is unable to find replacement cards, he
or she may replace those cards with basic lands; this
change may be reverted at a later point if
replacements for marked cards are found.

BRINEFEIEB R ME R, AL R
TREIBT B, Al AT ZE AR EUX 2585 n2R
JEPEMERBIRE] TR ERERIE, RhE

If a player can no longer play with certain cards due
to them being illegal (for example, the player's four
foil Huntmasters of the Fells were bowed, and so can’t
be used, so the player now has a 56-card deck), the
player may replace those cards with other copies of
the same card, or with basic land. If the player opt to
find replacement cards, please ask them to hurry, and
give them 10 minutes before assessing a Tardiness
Penalty. If the player adds basic lands instead, the
decklist should be changed to reflect what the player
is actually now playing, so that they do not receive
subsequent Deck/Decklist Problem penalties later in
the tournament.

G SRS B R A R RN BEAE 4R ORIV L3R R
T CLElnA DUSKINEEE RIS 1, EEA15
B JEEMARRN T 56 7K., HRALET AT LUE H [F]
AR AT, B AR A 2R AhAT]
JUE BB, T ESRMATR PR AT 10 73
b, RIS BR AT AT REAS 2R B 1R o an R AL
LT E N JUBRIEA -, TS Al 1 8 B 0 R
EAZAHH B FAE B IXAEAATT A 2 2 Ja T L 3§
52 BB/ U AL R R AL T

Upgrade: If the Head Judge believes that a deck's
owner noticing the pattern of markings would be
able to take advantage of this knowledge, the
penalty is a Game Loss.

Ft%: MREHFHEEMNAEE CLERT

SHBER, BRI IARE BRI, ki h—&
i

~

A marking of cards that is a distinguishable pattern is
normally more of a problem than the odd scuffed
corner. For example, in a case where a player’s sleeves
are not opaque, double-faced cards such as

AT AU 10 5 R R DL R 2 LG I
BEARE BN Z . e, — AT R RS AR
S AR, 76 T TS AT AR ) H R B A B
Iiie DR At B F B 2 T ] LKA 4 0 A
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Huntmaster of the Fells can be seen through the back
of them. Because all of the player’s Huntmasters of
the Fells are marked in this way, it is possible to utilize
the upgrade path on this. Other examples include: 11
cards have markings in the corner and 10 of them are
land; all reanimation targets in a deck are slightly
bent; in a post sideboard deck, sideboard cards are
noticeably less scuffed.

K, BTCART LA 8 T 2o oA PR 4] 5 B4 «
11 ML MEEA 10 5k2H:; —EMEIAH
JHECH AR AR S i T s AR R BT A R
BT L,

4.0 Unsporting Conduct

4.0 2 LB HIZZERE

Unsporting conduct is disruptive behavior that may
affect the safety, competitiveness, enjoyment, or
integrity of an event in a significantly negative
fashion.

RIEHEEIEELRTRENTAN, TR
R R & Tk, BRATF A ™ E RS
R .

This is a general definition of what constitutes
“Unsporting Conduct”, and it’s pretty broad. Some of
you might think it covers a lot more stuff than you
would have expected - but bear in mind that all these
things are vital in to the provision of a good
tournament experience. As judges we need to be
watchful for things that can create negative
experiences for players, and deal with them as
appropriate.

Xt At I BB T IS AIE R 10— UE o XN E A
A2 AN RES N EE & T IRZ AR fEA
P B BRI, ERE L IX L5 I AFAE
Xt TR FF R UF I EE SRR G0 R e L . AR ok
H, FAT R B E AR I L AT REXT T A T AR
B, IFE e,

Being enrolled in the tournament is not a
requirement to receive an Unsporting Conduct
penalty. Although these guidelines refer to players,
other people in the venue, such as spectators, staff,
or judges are held to the same standard of behavior.

HERBSREFA RSB EEILETIZZNE
ERALTT . BeAETIT S BAR AR KT, BRFES
P FABA, BIEnWAR . TAEN R BB A thHf 2
WYRAE R AR AE AT AT .

The main purpose of this sentence is to explicitly
answer the question, “What do | do if a person not
enrolled in my event is doing these things?” There are
no distinctions made between tournament attendees
when it comes to Unsporting Conduct penalties. If
you commit any of these infractions and are not
enrolled in the event, you will be added to the event
in the Reporter Software and given the appropriate
penalty. If a spectator is giving Outside Assistance,
then that is a serious infraction that needs to be
tracked. If a spectator is acting aggressively, then that
is something that needs to be tracked. You can do
something ban-worthy at an event you aren’t
enrolled in.

XA U R R EE H AR T B[R] 2 A ) ——
“WIER —AIFAES TR T I NAEBGE 1 EE TR ik
TR, JiZEA? "B RIESIEER
FITIXRF A L3RS 5 1 S 2 808 DO . AR
AL T IXISEMHHIFAS TR T, FPI N =
R EE TN 2] WER [RIREA R, IR Tia
FIT o S5 2 T AR B — A 7 E IR BRI ™
EM. 55 A B MRS IR R TR BB R A
BB FRIFARE L — S AR 7 BT AR R SR

The next question is, “How do | get their DCI number

BRI SR AR AR S R EME AR, #
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if they won’t give it to me?” Ask around. Someone will
know who the offender is. Be sure to include their
unwillingness to provide their DCI number in the
infraction notes when you enter the penalty into the
system.

FIZATIRAHARATH) DO S5 ? "5 WEIIART
%oﬁkéﬂkkﬂ%m%1ofikﬁﬁﬁ,ﬂ
FHAE UL AR b i S I AN S 1 0L

Unsporting behavior is not the same as a lack of
sporting behavior. There is a wide middle ground of
“competitive” behavior that is certainly neither
“nice” nor “sporting” but still doesn't qualify as
“unsporting.”

2 IEBE B ESEEMRZ B E FRM A
“TEHRATNARSKRGHE, BIIHEAR
R, AR B Esh R, (A RRE R A
IEFEEZER".

It’s important to make this clarification. If a player is
not being nice to you, that doesn’t necessarily mean
he or she is being unsporting. For example, you are
not required to say “Good game” after getting
crushed, you don’t have to shake hands, your
opponent doesn’t have to tell you exactly what a card
does, etc. None of these things constitute Unsporting
Conduct. A player is allowed to have his or her “game
face” on.

PRI — R L R — AT I R I
R, RIFA—E RS T IZSEE . 2861k
Y, ATARETE M TG T 528 5 U Fs %
IELgE”, BFMAR LA, XT3 0 B
YRR IR REMAT 4, 5555, IXEEIFHLAT A 24
1B IB B IERE . AT 2 Fo VPRl T2 L3R i |
fib R 353 T £L -

The Head Judge is the final arbiter on what
constitutes unsporting conduct.

FEHRA R IR ERIEEE B hEE K &
BE .

A Floor Judge can decide to issue an Unsporting
Conduct penalty, but players may appeal this ruling.
Just as with many other sections of this document,
the Head Judge is the final authority when it comes to
determining whether something is Unsporting
Conduct. It is also necessary to get the Head Judge’s
agreement/approval prior to giving any infraction
with a penalty of Game Loss or higher, and if it’s a
Disqualification, the Head Judge should be the one
giving it.

837 H T AR E 45 HH— A28 S T s shiE R
FITT, AHRMTF AT BL B 510 SO VE 2 HioAth
> ARIR], 2 A D E R 2R IR W IS SE A
IR A BUR o SR LS TAETIE R — 0 CE
7 R AR ST I, FRAS 2 B R 35 AN B ]
R o T T B AR )0 D0 25y 2 2

Judges should inform the player how his or her
conduct is disruptive. The player is expected to
correct the situation and behavior immediately.
However, while making sure that the player
understands the severity of his or her actions is
important, judges should focus first on calming a
situation, and deal with infractions and penalties
afterwards.

A BIE FIZ T, FE IRl AR
T ZEFBIALZBIERENITA. HE, £

EZEFETHEITARTELRZ FN, #H
PRIz RIRARANES, ZE4ZHAEENS
JRTi 8

Sometimes players do not notice that their behavior
is being disruptive to the event. They are wrapped up
in their own concerns, so the judges have to let them
know that what they are doing is causing a problem.
After being told, the player should immediately
correct his or her actions. However, in order to

A7 I LT IR B T R BBATT A AT R L3R & A
T AIRIERE e e T B ORI, frid
AN 2 LE T R A/ A 1A A FE ST
Ao FERCT FH e, BTN L Z A I A/ AT 9
SRJE N T BRI, BOH B S B R

RIS o BEAS ERAE, USRS Z45 F— MR
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prevent situations from escalating, the primary focus
of judges should be to get the situation under control.
Basically, if you have a player who is angry, giving him
or her a penalty at that moment will probably make
things worse. Get control of the situation, and then
worry about infractions.

FHIPRAT AT e LIRS A . Jedzfhil 35,
IR 25 FEE AT N

4.1 Minor 4.1 B
Penalty Ab 5
Warning ok
DEFINITION & X

A player takes action that is disruptive to the
tournament or its participants.

BFRINNT AN LR ERS EE LT R,

Actions can be “disruptive” in multiple ways. We can’t
write an exhaustive list of everything disruptive
because every place in the world where Magic is
played has its own rules for civil life. Note that we said
“disruptive”, not “offensive”, although offensive
statements are almost always disruptive. The IPG
makes no effort to determine if a player is “offended”
as that leads to inconsistent rulings and opens up the
potential for players to “game the system” by
pretending to be more offended than they really are.

TIAT N AT RERE 2 b 2 FE A BATTTEIR A H — AN
w1 TE TIAT NI 5 ROyt AR s —MT
LRI HT A AT B SR SO L R, TI0RE
B, REBRNE® - RBLTINER. 1P6 &
BEHAE DT REHEEN, HOVX & 2ECH R
A2, sy TR U A s8], (B
B AU AR EE B S B ™ EER A ) AR AS )31

The IPG is applied in the same way for all problems of
this type, but each judge must determine what is
acceptable or not from their own experience and
judgment.

IPG X T FirAT SR [ B LR R 05 3@ - (E A2
AN A ZRURR AR5 A AT ) 28 36 55 R Wk ok E A4 02
DRI, A AANRE

Participants have the responsibility to not ruin the
enjoyable atmosphere of the tournament, so as
judges we must take care to educate players. If Magic
is to be a game where people have fun with each
other, we must prevent behaviors that damage this.
Our goal is to educate the players to be respectful in
the tournament and to signal that certain behaviors
are not acceptable. While “minor” may be in the title
of the infraction, it is still a formal infraction and has
an upgrade path. Do not confuse “minor” with how
seriously we are to treat the issue.

Z 5 HAEE A TUEA B HIR LR RS i B
PRI AT OB BT o W R BATAELE T 3 j
JEA A NATTAT LS5 At N R 46 A e ek AT T
573 1A 475 35 AT D FATTHT H AR R T
FELLZE R R EAR N, JF ARSI EAT N A%
. RESMIIAREHEE R, X8R
B, I HARETHH . A sl
FRAT LR PN M 55 B S A

A player failing to follow a judge's direct instruction is
also disruptive; perhaps to the tournament or to the
judges themselves. When a judge tells a player to do

BT M) 0 ELBE AR R R4 . 5T
R ASHCSRRO IR, LT REREATEA 0. 24— (L8
HI VR SRR IS, BN T WSROI 2%
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something, it is for the good of the event or to enforce
a specific policy concern or tournament rule. We
don't tell players to change their behavior for the fun
of it, or to exercise our authority. Keep in mind there
is a reasonable limit to what you can instruct a player
to do. We don't tell them “Go stand in the rain for 20
min”, but we will tell them “Quit shuffling in your lap.”

IPG A it
FEPAT AT EF B ELZER . FRATA 2= HON TR
+ B AT B YRR T RSO ARATI AT N T

= AT A RSB R TR LR, XA

ANEBRAIRRA . B, FATARE S FMT LR
1;5 20 o, AHFAT = BRI ZAERR B

can’t have personal knowledge of all participants in
the venue; it is not important to find out if there
actually is a person that is actually being disturbed by
the disruptive action for the penalty to apply, and we
don’t have to look for such a person. However, the
converse is actually true as well. Some people can be
offended or upset by items below a reasonable

Finally, if the disruptive behavior is neither | &/J&, R THIAT NEEAGE TS R 1LiE Y IE25)E
Unsporting Conduct — Major nor Aggressive ?ﬁNFEE @T%E RNBETHEAT A, A EHE
Behavior, then it is Unsporting Conduct—Minor. 25 1135 a8 B E 18~ R

It may affect the comfort level of those around the iiﬁfﬁ'é LPREZ NAEREFESR, FIEE
individual, but determining whether this is the case | & R IiFSHIEH & B b B &,

is not required.

This sentence is included in the IPG because judges | IPG & iX f)i% /& KA FIA 0] GEIN IR EL FE i i) A3

—Z 5% AR THWEE NS T AT

NS RFEM I A, JF H I 3AT b B LK
BN 1 H, RIS R DA RN, —

B8N AT RE 2 AN 2 DUHDE N I MUK S BT iE 38
BUREIA I 280K, £ BT3RS, AT
HE 23 PR hyoxe -4 FH PR B 443 ek 3 5Kt 1 Ji o v J
FIAIE, (B I I AR A ISR T B A5 2

threshold for this infraction. For example, in a sealed | —/M&45, Bl A 20 58 Huix gk JEt
event, a player may be upset by the unaltered artwork

on Triumph of Ferocity; this does not mean the player

using the card should get a warning, or even have to

change the card.

EXAMPLES e 45

A. A player uses excessively vulgar and profane
language.

A. EFERTEHBAARNSIE.

B. A player inappropriately demands to a judge that
her opponent receive a penalty.

B. T M B RFA EAE T HXF

C. A player appeals to the Head Judge before waiting
for the floor judge to issue a ruling.

C. MPERIGHEANE AT Z st ERE X

D. A player throws his deck on the ground after
losing a game.

D. AR il X5 R 2 LR [ AL T

E. A player leaves excessive trash in the play area
after leaving the table.

E. FETFRETT BRALA R I 25 Hhr 3 BEAE W X X 45K o

F. A player fails to follow the request of a
tournament official, such as being asked to leave the
play area.

Fo P REMNERTEANRBER, HIaERL
FX

These examples give a view of what types of behavior
are unacceptable. However, remember that the line

REEBI T4 BA ML T — P, mﬁﬁ:ﬂ]%ﬁiﬁ
NN (H, ZEILERIZEs)iE
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between Unsporting Conduct — Minor and normal
competitive behavior is understandably gray, as
regional customs and standards of behavior vary
widely. Additionally, as discussed in section 4.0, a lack
of sporting behavior is not the same thing as
unsporting behavior. There are a wide range of
behaviors that, while not sporting, do not fall under
this infraction. For example, refusing to shake an
opponent’s hand after a match does not fall under
this infraction. When evaluating a situation for
Unsporting Conduct — Minor, go back to the
definition: did the player take an action that is
disruptive?

18 ~ B YONTIE 5 10 58 40 47 D 22 8] ) 5 FR A2 RH)
(K1, BN IXIE ST S AT PR Z R K. EAh,
N ERATIAE 4.0 FTh i g i), SRZ BB
HIEEHBEEEIF AN R AIRZITNE
RBAT A BB FHAEHA] 5, A& TR A S
W. 40, fE38)a R4 50 TR T IHA R T X 0iE
Mo HBATPHEZEA B O B8 T2 LR isshiE
TE~, BN E SC: T RIAT N2
AT

PHILOSOPHY

JE

All participants should expect a safe and enjoyable
environment at a tournament, and a participant
needs to be made aware if his or her behavior is
unacceptable so that this environment may be
maintained.

FAESREMZER N LEHLFENRSH
56, MFAEME AR Z KT AN MES T 401,
LUl AR SRS

Unfortunately, not everyone you meet at a
tournament is going to have an understanding of
basic respect and courtesy. Judges, by stepping in and
giving a penalty, are showing the players that certain
behaviors are not acceptable. When issuing this
penalty, be sure to explain the correct behavior.
Education is the most important factor here. The
warning is to reinforce the lesson, and to provide
documentation if the infraction needs to be
upgraded.

AN, FFAER—MRAE EE R B B N H R
BN EREAAL .. HHEINNIFS T H
il RENS A LT R HAT R AR 2N 45T Ik
FITIIS, 155 DR ARG AT N . HE R R
HE BT INRAE I, ST A
BT SR AU TR

Wearing offensive clothing does not generally fall
under this infraction. Wearing clothing is a passive
activity, and as such only the most extreme lapses in
judgement should be considered for this infraction.
Unsporting Conduct — Minor applies either for
specific actions or for the failure to perform specific
actions. When an article of clothing is deemed
reasonably offensive, simply ask the player to remove
the shirt/cover it up/turn it inside out, and issue no
penalty. Apply the infraction only if the player fails to
comply with your directions.

7 R ME I AR B A i T RV o ke
—ARMENAT N, I H A Bl R R A S
JEIE FH A 1] o 28 1 1 IS BB 1~ AR fud Y
BEAT N BE ANPAT FEEAT o IERAR VN T 5 1
FEAFAA) L LUK B AU, V75 17 R 1 SR LT i 25 41
R/B /MR e, g A, AAMT
ANTEMAHHVIRITE 2 I 4 2 e 2 HYVE 5 A

With regard to the directed instructions, judges have
a lot of authority in an event. When a judge directly
instructs a player to perform an action, this infraction
gives the judge the authority to enforce compliance.

B R, BHIE IO U . S
B — BT AT SEA BN, B T4
SRR < 33 3R etk 4T LA FRV R
3. ST BRI, XA T L TER
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This doesn’t mean judges can abuse this authority;
when judges give direct instructions, it must be for
the benefit of the tournament.

ADDITIONAL REMEDY

H—FHMBIE

The player must correct the problem immediately.

RPN AL BN R IE 5] R

A player who commits unsporting conduct must be
educated that his or her behavior is not acceptable.
Regardless of whether or not the player understands
how the behavior is unacceptable, he or she is
expected to stop.

2 LS B BEE M T L AR 2 HE ——A /A
TR SZ [ ANE A1 75 BEE AR N 4 At
MIRAT AL, FRATTHEARA T A E 4R S I FE
i

Subsequent Unsporting Conduct — Minor
infractions, even for different offenses, will result in
a Game Loss.

BRUTREFESHEE~BM, SR
Fi; BIERA ARBHELE—F.

Subsequent Unsporting Conduct — Minor infractions
are penalized with a game loss. This is to reinforce the
importance of maintaining an open and welcoming
environment. Note that this infraction is upgraded
even if the second infraction is unrelated to the
previous infraction. Keep in mind this is also relevant
for direct instructions. If a judge gives a player a direct
instruction to not perform an action, and the player
still does, the player will get a warning for Unsporting
Conduct — Minor. Continuing to do so after the first
infraction will result in a game loss.

JR SR IR I8 shIE S~ R ek AR B A
Tl o X 1 SR ORfe— PO A3 A B 2
Bk R, RIESE UCEMZ R — I AT
EMERKFER, X HRER2THR. ERX
RN RS R BRI WERARSS — T
BTN, BRI Z O AT 0, Bfbid 2
i1, 28 IR s shiE fE ~ e 21—
NES . INRABRGEX A0, FATTH A

If a Game Loss is issued for repeated infractions, and
it occurs at the end of a game, it is acceptable for the
judge to apply the penalty to the next game instead.

WMREAREMES F—RA, BREREE R
WRREE RIS, AT ABCAE T —&A ik E
o

The reason for this difference in philosophy is simple.
Unlike most other infractions, it’s possible for a player
to commit Unsporting Conduct- Minor after a match
has already ended, but before the players have left
the table. If a player has already recorded a match loss
through the normal course of play, but still manages
to commit this error during that same round, applying
the Game Loss immediately may fail to have the
intended impact on the player, and probably won’t
help illustrate that his or her
unacceptable.

actions were

SXAF AR S U L S A B o 5 R 22 AU At A
A, WP RE AL Rk ai ]2 Ja, EX05 T
BRI R A AT L F 22 S W isshiE s ~ &
e IR X — /By IEH SR O a s 1, A
PHEX —3J0 N TIRRAEM, LRSS T T
ARETCIALE AT B BRAVEZ I ROR, 5 T H 1%
WP HAT A AN A B TE P B

If you want a deeper knowledge about Unsporting
Conduct you can read this Unsporting Conduct
Article:

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

WSRAIR TR EE IR T 28 1S 18 384, JRm]
/S 171 & S N TR S T
http://www.wizards.com/magic/magazine/article.a
spx?x=judge/article/20090810a

spx?x=judge/article/20090810a



http://www.wizards.com/magic/magazine/article.aspx?x=judge/article/20090810a
http://www.wizards.com/magic/magazine/article.aspx?x=judge/article/20090810a
http://www.wizards.com/magic/magazine/article.aspx?x=judge/article/20090810a
http://www.wizards.com/magic/magazine/article.aspx?x=judge/article/20090810a

Annotated IPG

95

IPG F&fiR

4.2 Major

4.2 JE

Penalty

Match Loss

DEFINITION

& X

A player takes action towards one or more
individuals that could reasonably be expected to
create a feeling of being harassed, threatened,
bullied, or stalked.

FRF I — NBRE A 5 (X T = A R I B
B B BRERZEIARTN.

In stark contrast to previous revisions of this
infraction, Unsporting Conduct — Major is no longer
defined by its examples. Whereas in the past, a player
needed to take one of a very specific set of actions to
be considered committing Unsporting Conduct —
Major, this is no longer the case. This infraction has
been expanded to include a wider category of
unacceptable behavior.

5 AT AR B R A A, 25108
BEEME~ M E AT RE L L, —
AT R AT R E 0 — 24T N A R HON E A
IbE RSB~ A A B
Sy R, DUAGN— S TR AR AT N

For the purposes of identifying this infraction, it is
important to consider whether or not a player’s
conduct toward others might reasonably be expected
to cause any of the above-listed feelings, and not
necessarily that anybody has been actually made to
feel any of those ways. For further illustration of this
point, please see Sean Catanese’s excellent recent

blog article.

RS HIX — R, JEH B R B E— LT
(Rt N B AT R He B A B LRI v &t ak B
OF A LR R NS A IR Iz It
RN ER ., AT H—DUHIX—5, 1§FE Sean
Catanese T & HIX R LTS FIHT L E -

Note that it is possible for a player to commit this
infraction by potentially causing these feelings in
individuals other than his or her opponent.
Participants in other matches, spectators, or
tournament officials are all potential recipients of the
harmful effects of a player’s misconduct. The Match
Loss penalty should be applied to the offending player
even if the person potentially harmed by his or her
actions is not his or her current round opponent.

THER, P R0 T BUAN AR N 2R |
WISz, MU TR, HARX RS . 550
B B ELZR AR 53 #0847 n] B2 v 12 1O AN RS20 52
FE . R RIT N = N AR B R Al N BT
[, RIS AT e IR AR Al 2 AT IX — 5 (X
Fo

Finally, it should be pointed out that actual incidents
of Unsporting Conduct — Major are pretty rare. Local
Magic communities tend to be very self-correcting
even without the presence of judges. Basic social
contract theory applies here; Magic players are
humans, first. Most players already refrain from
acting in ways that violate the communal agreements
of society at large, so instances of this infraction are

BeJrs BGTRH, SERRR2E IR s s E A~
71 FEL R AH 220 L) o A L PR 1 R R AR B A 5 A
FITE S — 2 B A IE i L PR 9 75 8 T —
SEANIE, Pl BLE AN SRR, K
2R T D2 S A0 S AN R AT,
FIT L3 PR SR 481 2 EE AN TR 11



http://blogs.magicjudges.org/seacat/updating-unsporting-conduct-major/
http://blogs.magicjudges.org/seacat/updating-unsporting-conduct-major/
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likewise unusual.

This may include insults based on race, color,
religion, national origin, age, gender, disability, or
sexual orientation.

XAEGEMNNF R, RB HEE. Fi#.
PR FRARERA LR ) .

A harassing comment or threatening slur directed at
a person that meets the criteria above is
unacceptable. Even if a comment is intended to be
humorous, it may still be reasonably expected to
create one or more feelings of being harassed,
threatened, bullied, or stalked. Other players do not
deserve to be spoken to in this way and judges are
responsible for enforcing the standards Wizards of
the Coast has put forth. It doesn't matter if a
particular judge personally feels this type of insult
doesn’t merit a Match Loss, he or she should consider
only how others might be expected to react to it.

Pi & EIRBRERT XA N IR 5 R B B 5 R
e A2 B o BVE IR T 0 1% 5 e ) H R R
B BV RE S IE A N BRI fak . iR
ferelE R« HAR BT AN AR R F W e X, 1M
B DL AT BB P IR HE - AT R P I 5
RN T — R AR AN E, A /4 N
% L8 AN 250 AT AT S

Furthermore, the infraction doesn’t depend on
whether or not anybody was actually made to feel any
of these ways. The IPG has no way to measure or
normalize how offended a person is. We, as judges,
also do not want a player’s level of offense dictating
the severity of a penalty as offense is highly
subjective.

BEAh, R T AN SR BB R B I
fig. RREIF LRI, PG JoiZf sl driil — 4
NI BRI E - BATME A AR —
ANRET 32 B AR IIRREERAR B HI (7 AR AL, R
W B IR A v L o

Similarly, a generic comment that merely annoys or
offends another person is not necessarily sufficient
for Unsporting Conduct — Major. Again, what'’s
important here is whether or not the action could
reasonably create feelings of being harassed,
threatened, bullied, or stalked. Here, too, judges must
take care to make sure that their own personal
likelihood to be offended doesn’t preclude their
treating players fairly. Judges should be be mindful to
neither over- nor under-penalize for Unsporting
Conduct based on their own personal biases.

AN, AU RN RBEGE B IR A —
W REIE A P28 1 B 5 i2 shiE 8- B I A R
prifE. BLE —dm, EERRATVRGA RN
AR BN . RRERERSZ . R D
ALy, ARELE B St B IR N FIT 5 g A 1
FERE T 21 o PN 2 B R BE R B A
N A oK 5 B ) s s AR AT

Threats of physical violence should be treated as
Unsporting Conduct — Aggressive Behavior.

JR AR R TP N AR R 28 1L B R B il ~ B i
21" HEAT AL

Threats of violence, be they explicit or implied,
represent an even more serious category of problems
that should be dealt with even more severely.
Unsporting Conduct — Major does not cover these.

F kil , AMEHIENECE SEN, ARy R
R TR, DA 7 24 B D P A AR B . 2% RIS IE 3l
T~ 7 E AN A R

It is possible for an offender to commit this
infraction without intending malice or harm to the
subject of the harassment.

BRELAE I RAT A MR F IR A W LB R R B
1hERBENE, T sesE T ikiEM.

Realistically, most incidents of Unsporting Conduct —

SCbr b, K2 HE IR B shiE 1 ~ ™ 5 1 S I
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Major will have come about without malicious intent.
Whether or not a player simply used a poorly-chosen
word or made an instantly-regretted remark doesn’t
matter in determining whether or not the infraction
has been committed. If a player does or says
something that could reasonably create feelings of
being harassed, threatened, bullied, or stalked, even
without meaning to, then the damage has potentially
already been done and the player should still receive
the penalty.

3 s S A R T R B — AR TR A R T B
5k P 1R PR 1) 1 B0 S 0 B s R R T A
EHAR AL N ERI A H L AR — P T R
YL CARFTRE AR DE . B Wi, R
2, RME T AR A B, UE A T hE
LG T, BTUAEF TR = 52 2RI

In fact, if a player committing Unsporting Conduct —
Major does so with malicious intent, meaning he has
acted with the specific intention of creating a toxic
environment for others, then the penalty for this
infraction should be upgraded to a Disqualification as
explained below.

b, R T AU R 18 3 E A~ R
RO E, R A B B o N\ i A R 36
55, o HEE AT R N VEIR TR

EXAMPLES

v f5

A. A player uses a racial slur against his opponent.

A. EFURESTFHINF.

B. A player takes inappropriate photos of another
player without express permission.

B. MRFAERAEANS J7 B3 F R E 18 O T 4a S At
TR TERR

C. A player asks a spectator for a date, is denied, and
continues to press the issue.

C. BMFEREASFEAFNE, BAEEERKRA
WA

D. A player purposefully obstructs another player
with the intent of inducing physical contact.

D. P EHEIMMT, BEIBGE.

E. A spectator uses social media to bully another
player.

E. FEFFI R AR AT

To help establish the difference between this
infraction and some other similarly-seeming, yet
fundamentally different errors, here are a few “anti-
examples” of behavior that should usually not be
considered USC — Major. It may be helpful to refer
back to these after reading through some other
sections of this annotation.

N T X - IS Al B EORSRAUMEAR A AN
B, R vl E - IEEAE &
NI IE BB~ ™ E AT N o 38 58 ML RE
AR 0 2 P R B L8 AT 2 1

ANTI-EXAMPLES

&8

Z. After losing a game, a player physically threatens
his opponent using a racial slur and saying he’ll see
him in the parking lot.

Z. fgs 3R a, LT AR B E R
At R0 TR ZE RN FAEAR LI L 2R

While it is true that this certainly could be expected
to cause feelings of harassment and threat, this is not
Unsporting Conduct — Major because it more
appropriately meets the definition of Aggressive
Behavior. Threatening violence is a more serious

BIR FIRAT S AR SRR B RS, 1K TF AN
WIS B~ ", ROV AT & Bl A
ke BT S R, AR S5 8
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concern and so takes precedence.

Y. After losing his or her match, a player throws his
chair in anger at a group of spectators, but doesn’t
actually hit any of them.

Y. T T R E SR R U T R T 3 R
R ABSERR BB D BTN

Again, this is not Unsporting Conduct — Major.
Violence directed toward someone is more properly
categorized as Aggressive behavior.

B EAREBEIEETIEEE ~ ™ E, HiE
XA IR 28 AT ) 0 Bt 28 1k

X. A player refuses to shake her opponent’s hand after
losing a close game. The opponent, with no reason to
believe otherwise, assumes that the refusal is due to
her gender.

X, —A T E s Sk E 4 S
X TR T o At KR T DA AT T 45 466 1 e — 5 2 2 g
e R It R A1

This is not Unsporting Conduct — Major or any other
infraction, really. As said in the introduction to
Unsporting Conduct, unsporting behavior is not the
same as a lack of sporting behavior. Refusing a
friendly handshake might not be very nice, but it isn’t
actually against the rules.

FL b, XA 112 3 E 1~ ™ H e AR ]
HARE . Wn2s ki1 IsshEE M A A i,
HIZENEE KT N S Z 8 s AT N AN E
(1 R R UFIIHR T A BE AR A E, ERZXIFA
sSSS I R

W. A player opens his sealed pool and exclaims to
himself in disgust, “These cards are gay!”

W, LT A BT R T BOBR I E IR X
R RS 1

Once again, this is not Unsporting Conduct — Major,
but does sound like it may be Unsporting Conduct —
Minor. While statements like this are sure to offend
some people, they are a lot less likely to cause feelings
of being harassed, threatened, bullied, or stalked, as
they are not specifically directed at anybody. Merely
offending others is not sufficient for meeting the
criteria for this infraction; in order for something to
be considered Unsporting Conduct — Major, it must
reasonably potentially cause one or more of these
feelings. Note that in issuing the Unsporting Conduct
— Minor infraction, the player should still be talked to
about this behavior and told to knock it off.

RWARRIEEFISaEE~ ) E, X RS
21 T I BB~ R R 5E S BMEXAE = ik
AR B 2N, EAKA S 3B
B B RRERERSZ . BOYIXE F IR A B
FEXRHMEAT o U B AR N TF AN 2 B
T KA — MT N ERBYPON R A IS T isahiE
8~ B A] e IE U AN — A s A BB A
R . R, il bE R EshEE ~ R ieE M
Ja, NAEE BT BTN, FFESREA
IR,

V. A player in a losing position repeatedly shouts
expletives to himself during his match and is issued a
Warning for Unsporting Conduct — Minor. During the
next round, that player continues to use the same
expletives.

V. PR E ST RN AW B iR,
PSRl SN S BN TIbER It R T C LIk = P N i = S
T, PR BIAT N

Similarly, this is not Unsporting Conduct — Major.
Repeated infractions of Unsporting Conduct — Minor
do not automatically upgrade the infraction to
Unsporting Conduct — Major. Please refer to the
Unsporting Conduct — Minor infraction in the IPG for
guidance on dealing with recurrences of that error.

FAU, IXAEZE L IEshEE ~ ., EEE
HIEH R IESEE~ RS I A B3
TN B sl TE S ~ ™ . 5 IRYE IPG 1ok
THILE R IZNTEE ~ R TR SR A B 20
EMAT A
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PHILOSOPHY

JE

A safe environment is a basic expectation of any
tournament attendee. Harassment undermines the
safety and integrity of a tournament.

ZERURAER TGS RERELNTH. X
B ABATER B LRI ZEE A IE,

This should pretty much go without saying. Magic
tournaments are supposed to be safe,
threatening, family-friendly affairs.

non-

XAREAT HUIR. TR M IEN R w A BE
K. EEFESHEN.

Players who purposefully create harmful or
unwelcoming situations in an event are expected to
immediately correct the behavior and demonstrate
remorse or be removed.

EREPHE TR EE KM F N LB SIEHFIE
W, BUNESPZEH R

Note that there is a distinction between purposefully
creating a harmful and/or unwelcoming situation and
doing so “with malicious intent.” A player who
intentionally takes a harmful action- such as making a
harassing off-color remark- might not necessarily
have expected any offense by it. It’s possible, for
example, for a player to use a particular ethnic slur
without knowing its definition or being aware of its
vulgar nature. Again, if a player did actually mean
specific and longer-lasting harm with his words or
actions, the penalty for the infraction should be
upgraded to Disqualification as explained later.

TR HUS I IEAT 3 B5E A SO 5 OL5 AR
EHLX PR A XA . SR A AT,
FLAnBR AR NI R S &, AT R TS B R AR
No BEURYL, RRFAEH T RREALATE, B
AIREFFANREZARNC I 3, B0 RR B e A
PERT o FE—RUH, WA B 515
BT NSl NI B AR B2 2
n & SCRUR T 29 O 5%

Determining whether or not a player has
demonstrated remorse requires at least a basic level
of attentiveness and empathy. Statements such as
“I'm sorry,” and “l shouldn’t have done that,” are
good indications that a player regrets his actions and
won’t repeat them. Conversely, statements like “it
was just a joke,” or “this is ridiculous,” are potential
red flags indicating that a player doesn’t yet
understand the harmful implications of his or his or
her behavior, or is simply not well-conditioned for
participation in a non-threatening environment.
Special care should be used by judges to ensure that
infracting players disagreeing with or being upset
over a Match Loss penalty are still separately given a
chance to show remorse for their actions.

FIEM TR EGIEHFE ENTENEREL. 5
W 0 AR LA AN FAS BLAZ XA A& LB Y
MR, R P I RIAT MRS JEH, A IR,
MBI, 5 B Al R A TP Bu S B IR — € &
R AR R, RUEFIEEATER
B/t AT D3E AT F R, B AT ER
SIFAE G AT BT T AR EE 2 58 A N 2y
Sl N AL BRI, CRUEASLE PR g AN [ 3 — Ry
17 5 DR D 3 0 i AS 3R R S AR AE e
AHLEXT H CHEAT R .

A player not demonstrating sincere remorse should
be informed that continuing to not do so will result in
his or her Disqualification. An ultimatum like “If you
want to continue playing today, you’ll need to
convince me that this isn’t going to be a problem
again,” may be enough to prompt the regret and

RO AT AR TR A IR, e I 2 T R
T WERVIAHEATIE WK 3 B0t /1 4 DU BEA%
N ARAR A R AR SE L3, IR ZAERARTE
PRAS 2 P A 3 IR A S F 1) i i JEL IR ] A2 DA Aot
HERS RN M TR S E . R, &,
ANFEAR, (BB 1E7 3 — A AT AR A2 R SO o
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humility necessary for the player to be allowed to stay
in the event. Note that, “l don’t agree with you, but
I’ll stop,” should be an acceptable response.

Because of the confrontational nature of this
infraction, judges need to end any match in progress
and separate the players.

BT B B ER T P SR AR
L, AL L IEERATRILLSR, IR EUT
FaIt

Some judicious teamwork may be a useful approach,
here. For example, the attending judge might ask to
speak to the offending player privately. After he has
been escorted from the playing area, another
assisting judge might then inform the opponent that
she will be receiving a win for the current match,
assist her with gathering her belongings, and then ask
her to leave the table. Then, after the attending judge
has finished explaining the infraction and penalty to
the offending player (see below for more on this
topic), that judge would be able to escort him back to
the playing area to retrieve his belongings without
risk of further confrontation.

e ECH I B s DL T REBIA S E AT e =+ 0
o IR, 25 A TR AT LR 54 B
AT AT R T AR FEHT H EEIRIX IS, )
— A i Bl B AT LA RIS T, Aok 45 22 5 x
JR BRREA, I EL o Wl bty i 2 1) 400 i O B T R
F£2 5 4 A [ ' ABAT 9 R T AR 5
ERAHFT 2 Jm (UL R A E 20T IS N,
A RT DLt 5] 21 bE 3R DS B [ At P 420 i o SR
AT LA IRE G 3t — 2D 0 B A KU

Care should be taken not to escalate the situation if
at all possible. The offender will be removed from
the area to receive the penalty, and education about
why the behavior is unacceptable regardless of
excuse.

Rl BT S EAT 28k, PREESABITE . HHAM
KU T M P B LR X, AT, I
HEMFAEEINM, MANZETIRITA.

Handling aggressive behavior with more aggressive
behavior is a poor way to approach a situation, as it
tends to make things worse. When dealing with an
unruly player, keeping cool yet remaining firm is
usually the best approach. Judges should remove the
player from the situation by, for example, asking him
or her to step away from the playing area or to come
outside to talk. This has the effect of giving the player
time to cool off, while providing an opportunity for
the judge to talk with him, let him vent, and do
whatever else is needed to calm the offending player
down.

P BE AT Bl PR (AT R A B VAT 2 — A
LN 5, ExREURIARRE 2. HI Ay
FUAE RTINS ORFF v i T e S 5 A e R 7 3K
BN LR T AN (5, lis 5 3
/o BT L BR XIE] — 55 kR, iEthIEIE 2K
MK, SRR EBOE L TR T R,

It is important for judges to remember to themselves
remain calm. When dealing with Unsporting Conduct
— Major, a judge’s first priority is to de-escalate the
situation, which will be difficult or impossible if that
judge is angry, upset, or visibly nervous. Assessing the
penalty should only be done once everything else is
under control.

XEF PR, e E AR E E R IR
KE PR 1 T IB B TE A8 ~ P I, JOH S — 255
AL WEREH A R BTRS AREEAS
25K, AURMEE EATTRER NS RAMHE
BEANTTIEHIVEE A Z )5, FRE A

They may need a few moments to cool down
afterwards.

B T R R E— BRI R .
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Judges should take their time dealing with all players
involved in Unsporting Conduct — Major- not just the
offender. Other players made to feel harassed,
threatened, bullied, or stalked may also require some
brief counseling and/or an explanation of the
corrective action being applied to the match and
opponent.

P NLZAE I A AL BT AT 9 e B 28 1L R i2 518
(o~ EELF T, AR R SR . HoAh
B SZIRIT B i B B 1 R T AT REAR 7R 22
— S ] R I O/ BRI T LA A
BIEAT A BARCA TR R IR T3 s

Because the penalty for this infraction is a Match Loss,
it is unlikely that issuing it will result in much delay to
the entire event, even when significant time is
needed to help the players cool down. Since the
match is already over, an extension will usually not be
required.

PR D e R AR ) 51— SR L, 4 R — AN &
X B FR S IE BOR 2 A AE , RIAELE AT 3 R
KA EALTRADI ] BT R CassH], W2
AN ELIE I

Apologizing is encouraged, but the desire of the
other individuals to not interact with their harasser
must be respected.

ERNAREI T 7, EEXBERTREHAE
BEERTEMAORE, BN TURE,

One of the main reasons why the penalty for
Unsporting Conduct — Major is a Match Loss is that
assessing it immediately disengages the offending
player from his or her opponent. It would be
unreasonable to expect the female opponent of a
player who uses, for example, misogynistic language
to continue the match after a judge has intervened. If
such an opponent doesn’t want any further contact,
this request should be honored. After the penalty is
issued, the match is automatically ended, so there’s
no need for any further interaction.

2 1E IS B TEE ~ ™ R R A — A
FEFRRE, ERe RIS EE 5/ iR T
IrIT R ZEBURL, i B PR TR T P
TV E IR JGIE Ak SR LS R—ANE PRI, RO A
XA RAT BT 1T WX P AR RS 5 E
WHEHE L, X —FRN 2, R
iz a, MR BEIEH, BT BAU; B b B
L HH,

However, a player eager to apologize is a good
indication that he or she is demonstrating enough
remorse to be allowed to continue playing after
receiving his or her penalty. This is true even if he or
she is not given the chance to deliver it.

SR, — A PRI TEROR — A RIFHIZER . A
3 T AL AR R AT DA Fo VR AE 52 B A 2
JEARSLETE . BN P AE RS2 S0 2 Atk .

Officials must investigate these matters as soon as
they are brought to their attention.

SHENRBEAT AR TEANRERN, THEAR
RLR RIS B R i T R E -

Note that because the penalty for this infraction is a
Match Loss (or Disqualification), as with all penalties
greater than a Warning, the Head Judge should be
made aware before it is issued. However, the first
priority when dealing with potential Unsporting
Conduct — Major is de-escalation of the situation
through separation of the players and calming of the
people involved. Judges should make sure this goal is
met before taking further action.

R, BUOYBEMEHT 2 — R (B BOE 5
1%, S B E ERARE, E
FEZe T B 2 0w o SRT, AR PR AT RE R 26 1R
HIBENEE ~ " EAFEAEN, 5 SRR MH
&, PIFRRTF IR KBRS T oK. #HI
AR BT ORI — A

If they determine that the infraction does not meet

BN e A REMAF & 2 LB BB 3ERE~™
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the criteria for Unsporting Conduct — Major, it is still
recommended that the players be talked to to avoid
future misunderstandings.

H'RES , EWAXUT P EHATERE, Uam
ERE

It is expected that players will sometimes become
offended or be made otherwise uncomfortable by
another player’s actions without those actions being
considered to reasonably cause feelings of being
harassed, threatened, bullied, or stalked. In such a
circumstance, the more appropriate infraction may
be, but is not necessarily, Unsporting Conduct —
Minor. Judges should refer to that infraction to make
sure that the player’s behavior matches up to what'’s
described therein.

A RERE — PG O, BT A I R AR T 4T 08
B JLEUREIAE , MK LLAT AR 5 NS
R B AR . ERXAELLY, i
M EMATRE R (EA ) BILERIEZ)IE
8~ TR Ao B N 2 25 25 123 B 0 2% SC LU 52 W T
HIAT N BT & 2B IR R o

Fostering a safe, non-threatening, family-friendly
environment by talking to players about their
unfriendly conduct is highly encouraged. Judges do
not need to wait until a player actually commits an
infraction before getting involved. Pro-activity on the
part of judges- by listening for and intervening in
intensifying situations- is always a good idea.
Furthermore, players should usually be talked to
about their own offensive behavior even if they are
not receiving a penalty.

P B w5 0% T H AR AT AT IR,
RIGFR— A LA B & & XK ES S
o BT EERMPLBREM 7 Z a4 AN
A LSBT HF N N IEAETHR R FHE L2
RT3t —kiE, M T BT,
B B 32 2IA 9T, G H B R 52 0 - IXMAT N Y

Wik

ADDITIONAL REMEDY

H—FHMBIE

The player must correct the behavior immediately.

JEFUFOLABIERAT A

The outward display of remorse and a tacit
agreement to not repeat the unacceptable behavior
is generally all that’s necessary for correction, here.
As described above, apologies should be encouraged,
but they are not usually required.

HIE LTI L MR DA S BN AS P B R AN T 32 (AT
DNIEH L UADAEIE T a0 SRR, TEMRAE
iy, B AR T 20

If the offense occurs at the end of a match, it is
acceptable for the judge to apply the penalty to the
next match instead.

WMREBHR R AETE—RWFRG R, A A
RFET—RA A4

As a rule of thumb, if a player committing Unsporting
Conduct — Major has already won (or has not yet lost)
the current match, the penalty should be applied to
that round, with the judge updating match results as
necessary. Conversely, if the player committing the
infraction has already lost the current match, the
penalty should be deferred to the next round, instead.

AR R T il A0 2 1R B B TE 1~ ™ N 22
AR (BE I BATHD, HITT N 2N HIEIX
—He, IFHAT L E TR N 2 T O R A R A
SR, AP 2B 1T R, R
AT B BONE T — R A

Note that this represents a very different philosophy
from that of most other infractions found in the IPG.
With most other errors, it is usually appropriate to

AR, XK T —5 PG HAhE B4 AL A F
IR I o S5 R 2 HOHAR AR R T =, 38 H S )
FE2MHTR R, U AR R, A E R T
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apply the penalty to the game in which the mistake
has been made regardless of either player’s board
position or game record. For example, if a player
commits a third Game Rule Violation, that player
should almost always be assessed a Game Loss for the
current game even if that player happens to be very
far behind on resources, is facing lethal combat
damage, or is otherwise about to lose. However, this
is not true for Unsporting Conduct — Major.

ST B RS . ot 45— T =K
A8 B SR, 3R i UL ML i 4
fr, B R T K IR LTRSS, IE
G E A5, SR b3 T . AT AE
P T2 11398 2 B~ 7

The reason for this difference in philosophy is simple.
Unlike most other infractions, it’s possible for a player
to commit Unsporting Conduct — Major after a match
has already ended, but before the players have left
the table. If a player has already recorded a Match
Loss through the normal course of play, but still
manages to commit this error during that same
round, applying the Match Loss immediately may fail
to have the intended impact on the player, and
probably won’t help illustrate that his or her actions
were unacceptable. Some additional dispensation-
being able to delay the penalty one round- is
necessary to properly deliver justice in this case.
Significant errors bear significant penalties.

JEU B AT AN TR B AR o 5 A AN,
LT AR I s s Bt~ " ] RE e AE £
HBRSE R 2 5 BT SRR 2 il & — LT D e
N IE I R AT — TR b, (BTSSR AE R — e L 3%
Hf it I B B shE s~ N R A
R RETCVRIE B A3 12 T s i, i HoAT n] RE
ToEAE FANR B AT AN TR S 1 o — L5
AT HE —— T — R Ak A T AR R —— X T AT
WIAET & AR . B IR M52 21 ™ 7 P51

Upgrade: If the offense was committed with
malicious intent, the player displays no remorse, or
the offense is repeated at a later time, the penalty is
Disqualification and removal from the venue.

F&: WRBEFIEHERITANEREAE, B
ZERAERZE, BRMERKERE, NiLiih
BUH B IR TR -

This is an admittedly tricky section of the policy, as the
term “malicious intent” isn’t especially well-defined.
However, what this is getting at is that judges need to
use some careful discernment to investigate the
intent behind Unsporting Conduct — Major infractions
in order to determine the appropriate penalty. Players
that simply had a temporary lapse in social decorum,
were caught up in the heat of the moment, or just
miscalculated the implications of their own actions
probably haven’t committed this error maliciously.

AR K — A S5 A, DA SRR
PR S AT, ) O R 5 ) SR R 72
TR, HIOEF et 4 . R
AR SALBOTT R, B b, R
B AL T AR A OB, R 243 5

B

On the other hand, and to quote Sean Catanese, “A
player who intends to intimidate or involuntarily
control someone else with their actions, yet stops
short of being outright aggressive or threatening
(Aggressive Behavior), is still actively choosing to
harm someone. That player does not belong in a
Magic event.” Players fitting this profile should be
disqualified and removed from the venue.

YH—J5T, 5| H Sean Catanese )i, “fiT =K H
SEERAT RN By e Al N, BT IX ATy AN E 4
B ECE B R (BIXcE RS ), 9R =2
I FMN . KPR F AR AR T R 2R
W7 FFAIXIUE UK B 24 4 B SR R IER H
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A player taking inappropriate photos of another
player because he or she thinks it’s funny is probably
not acting with malicious intent. A player taking these
photos for the purpose of using them to publicly mock
the subject probably is. A player continuously asking
another player for a date because he thinks he can
convince her to change her mind is probably not
acting with malicious intent. A player continuing to
ask because he knows it makes her feel
uncomfortable probably is. A player using a racial slur
because he is frustrated and angry is probably not
acting with malicious intent. A player using a racial
slur that is directed and targeted as an insult probably
is.

FELT R DN B A9 T 4 T EL Atk R B AN HE R T
REANE — R EAT N TR N IR A RN T 2
0 S N D S AT g o — LR AN W 835
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T, RAREA R —FERAT . T A W g
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The necessity to handle these two types of cases
differently stems from the fact that penalties have
their natural limits. Among other things, penalties
serve to educate, and a Match Loss is supposed to
help teach the lesson of proper social conduct.
However, it’s likely that basic education will not be
enough to correct a player who has chosen to commit
Unsporting Conduct — Major maliciously; there may
be deeper issues with him or her than simple
ignorance. Sometimes Disqualification is the only
suitable option.

AAN [ (10 Ak B X b SR AL 5 L AT 46 B2, SRR T
FITIAS B 1) Ry IR o AE AR S T, T B AEHE
— R A T AE R REERAE AT,
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LSBT BB TERE ~ M E AT . A/ 4 B e AT fiE
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The same can be said about players that neither show
remorse nor refrain from repeating the same harmful
behavior. Further education will probably not be
effective for these players, either, so they should be
disqualified, too.

FIRER, TPl e, P HESMRNE F
AT ARG A AR b o BE— 2L H0E AT e XX LT
AR TR, Pl DAARATI R =4 5 U BEA%

For more information, read these articles:

INARAR B0 TR, TR LL R SR

e http://blogs.magicjudges.org/telliott/2014/

http://blogs.magicjudges.org/telliott/2014/07/14/

07/14/m15-policy-changes/

m15-policy-changes/

¢ http://blogs.magicjudges.org/seacat/2014/

http://blogs.magicjudges.org/seacat/2014/07/14/u

07/14/updating-unsporting-conduct-major/

pdating-unsporting-conduct-major/

4.3 Improperly Determining a| 4.3 AY4ERT
Winner
Penalty S Obil
Disqualification B 7%
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A player uses or offers to use a method that is not
part of the current game (including actions not legal
in the current game) to determine the outcome of a
game or match.

PR AR EAS R T AR TE (B
BOWERR P AEYERIATEN), Rk s S WERREIExT
RRIZR.

As judges, we want players actually playing Magic at
our tournaments. This is not only because the point
of a Magic tournament is to actually play Magic, but
also to uphold Magic’s reputation and position as a
game of skill, not chance. This is important for
ensuring that Magic isn't associated with gambling. In
addition, game actions that could not be taken legally
to come to an agreement about the outcome of the
game are not permitted - see example F below.

VESyE A, FATVE B BT S SEAEfE e LU R R 4T
IR . XA R A T B LR 1 H 2 TR,
Wt N T AR U E N — DI LB 2
FIHIAL, TAS RIS S o HPR TR AT B 82
WEBN . A, FEHEARAERERAT SRk e
2825 R IAT AR A R I——Z W R I
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As a result, even just offering to use an outside-the-
game-method (or an illegal action within the game)
falls into this infraction. Moreover, unlike Unsporting
Conduct-Cheating, a player can receive this infraction
even if they did not know they were doing anything
wrong. Again, this high standard is necessary to
ensure that Magic’s global reputation doesn’t
become tarnished. (The Investigations Committee
that handles suspensions will often be understanding
of players who unknowingly violate this section — but
thatis not the job for the judge who actually responds
to the issue at an event!)

PRl RIEESR Bt —NLUFRSN 1% (BERERITARAT
) SRE M R AU R . jEAh, ASFET
PEBE, R T ik S0 s o OIS T E AN RSB AR T8 1
Ho HE I, XTI ARER T ORE T B 4
IR EAPEETG R LR . (ATTAEPRZETRH M A
72 ol R BENS B G S AU L I R R T, 1E
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What are actions that are “not part of the current
game”? The IPG provides some helpful examples:

M2 AT AN TR — #8737 IPG 45 | — 1k
A 55

EXAMPLES

R(EAL]

A. As time is called, two players about to draw roll a
die to determine the winner.

A. LUSRISFRIGREY, 252 F PRI ALE T DLIRE
R A .

B. A player offers to flip a coin to determine the
winner of a match.

B. PRI ABRHIBOR SE X R HI T o

C. Two players arm wrestle to determine the winner
of the match.

C. PILLREF LU 7R P rE St R BB o

D. Two players play rock-paper-scissors to decide if
they should play the match or draw.

D. MAIMFIERRE R T BEHEITHRERE LN,

E. Two players compare the converted mana costs of
the top cards of their libraries to determine the
winner of a game at the end of extra turns.

E. FEXERE S SRS, XU7 T RS B BETR
FELE VAR 7 B P SR R S Tk A T

F. Two players reveal cards from the top of their
libraries to see “who would win” after extra turns.

PR E T, REEKEAZ
B EER

While using a random method like a die roll or coin

HARIRCH LI LR Ah R A FHREAL T 3, 1 a0 98
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toss is the most common example of an outside-the-
game method, employing any method that isn’t the
requisite game of Magic fits into this category. It
doesn’t matter if the method is completely random
(like a coin or die), has a physical component (arm
wrestling), or is even another game entirely (like Tic-
Tac-Toe or Yu-Gi-Oh). Another more controversial
decision is for players to use “future cards” to
determine who would win. At the end of a match, it is
fine for players to use current board position to make
a case of who should concede to whom; however,
they must make a decision based on what they see.
Players may reveal cards that they are legally entitled
to see, such as their hands. They may not reveal cards
that they are not entitled to see within the game, such
as cards in libraries. It is not allowed to make an offer
like “If | drew another land | would win. If my next card
is a land, you scoop to me, else, I’ll scoop to you.”

BT B 1, (B P AR AT LU 3R BT 75 SR T2k
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PHILOSOPHY

JEN

Using an outside-the-game method to determine a
winner compromises the integrity of the
tournament.

2R R Z SN T AR R E TS, =963 PR
AT

As stated earlier, the results of Magic tournaments
should be reached only through playing actual games
of Magic. Doing otherwise compromises the integrity
of the tournament. What does “compromise the
integrity of the tournament” mean? It means we have
games of Magic that are being determined by some
method other than the Magic games the players are
supposed to play, and that impacts the results of that
match and the tournament as a whole. It affects other
matches and other players' standings in the event.
Rolling a dice to determine the winner is playing the
system, not playing the game.

IEANZ FTFTIR , 73 %8 R B B ) 5 2R B AR SE B )
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So why a Disqualification? There are a few reasons.
One is that Wizards of the Coast wants to impose a
hard line on anything that makes Magic resemble
gambling. Some countries/venues have very strict
laws about gambling, and might not allow a Magic
event. But why a Disqualification? Why not a Match
Loss or a Warning? Let's look at a player's motivation.
Two players are tied at the end of the round and are
playing in a match where a draw knocks both of them
out of Top 8 (or Day 2). If one of them wins, he or she
is in. In that case, if they draw or lose, their day is

AT ABERCHBAEIE? A JLAS . — SRt
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T AR N AR BUH B ? Attt a A2 — R/
B —ANES? AERANTEE — T TFREIHL. AL
TP AE —FE LU R S5 AN T 1 1 R 2 S0y
HSIAS T )\ 5l IR R B 28 — R EE3E . AR
H— N3k, /b BERS BB . RABATIET 1Bk
g, AT LLSRAETR T o B AR A 8™ g [
HT e s B R AR IR a9 55 5 )\ e
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done. So only the most severe penalties will
discourage the last ditch effort to make Top 8.

Matches that result in a draw due to time are
expected to be reported as such and are not
excluded from this penalty if the players use an
illegal method to determine the outcome.

DR s [R] i DA e B 5 SR st i R Sk el 4, DA
AT ARE RERIETF, AMBHC e it
R

Draws are a valid result for a Magic game. Trying to
avoid a draw doesn't give players an excuse to use an
outside-the-game method to determine a winner.

PR A R R R B R R« ik e e T R A A2
RT3 Y LU BR A0 T Bk SE i IO o

That said, if a player asks his or her opponent to
concede because he or she has an overwhelming
board position when time is called, that is not
Improperly Determining a Winner, because nothing
outside the game has actually been introduced into
the scenario. Of course, the opponent has every right
to refuse, and in that case the match result will simply
be determined normally.

BEARNE, A — AT AERT JR I TR 45 A R DAt/
S 18 R JR B o 5K I 35 v v 35 A/t x4
b, A B T A RE T« BT 5H 16
EEFRAM T SR TR B o 2498, XA AR 4,
XFME DL L FREE R ELEAR I B LS e

In most cases this penalty will be issued to both
players, unless the other player calls over a judge as
soon as an inappropriate suggestion to determine
the winner is made.

ERBTHERT, tatfiass FI058F; Bk
71— BLREFAEXT 7 AR H 3R W BAA 2575 Kk e 5
i, BRALZEEHAIER.

Players are always expected to call violations of the
rules to the attention of a judge. This applies to
Unsporting Conduct penalties just as much as it does
to Game Play Errors.

FANT e YT B A T S R ) 155 DL I 2 )
WP ) o 3K — s TE X Tl AT B R RG22 45 1k
EHISAIEEHAGE R .

The IPG doesn't distinguish between the player that
offered to use an illegal method and the player who
accepted the proposal. Both have committed
essentially the same infraction, and they receive the
same penalty. Although the two situations may be
handled differently by the Investigations Committee,
both players have crossed the threshold of
compromising the event, and consequently both
must receive Disqualifications.

IPG ANX 0 A5 B2 th AR 7 AU e R A s e i
BURIRET o ARATIA BT B80T 1 AR AO3E A, JF H.
AT 52 B0AH 5] 040 5 o R T A 2R Ll A
DL AL BRI REE T AN, (EXUT PG 1
%, DA Z O B 4%

But why? Doesn’t it seem harsh that the player
hearing the offer gets the same penalty as the one
making the offer? It does, until you realize that not
enforcing the requirement to immediately call a judge
leads to the possibility that a player can be seriously
considering the offer, or even accept it — perhaps
with just a nod or some other signal — then claim that
they were going to refuse when a judge is called.

BRI ZAZN BRI T E 52 21 )
FIFITTE SRR T 17 BOREERGEIXFRE, E R
PRI AR BUASEE R T 06 ZHNL ZI W U i), Rt 25
FHRER N A ZRAERETT P28 R
%8 ——n AR 2 Sk ECE B AR T N —— R R
FEARFAE I SIS P AR A AT T 8 FE 4 521

As with any Disqualification, you need to collect
statements from the players.

AT BT B2 A £ 310 AT i 22 S T I FRIE
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4.4 Bribery and Wagering

4.4 TE%k 58

Penalty

Ak

Disqualification

I A%

DEFINITION

& X

A player offers an incentive to entice an opponent
into conceding, drawing, or changing the results of a
match, or accepts such an offer. Refer to section 5.2
of the Magic Tournament Rules for a more detailed
description of what constitutes bribery.

TR IR F IR LA, BB/
iR, BT ERX TR HBHREA . H A
EWEFEE L EHRER, TSR (T8
FHMY 5 5.2 FHFHEASR

Where the IPG says “refer to the Magic Tournament
Rules,” it means “everything on the subject of Bribery
and Wagering besides the penalty is in the MTR.” So
let's summarize the key points here (please refer to
the MTR for full details on the subject). Full articles
have been written on what is/is not legal. We are only
summarizing here.

IPG $22l “IH S (R MLZEFN) F HIR6AR 7,
FR “CBRATIAN, ATART IE TG 1 5 T 19 1) Py 2 R A
MTR H17, AT GG — T X L AUAR A (1) B 56 4

(B EZ R MTR IR TO . KT 426G
ER A AR EER, WA T T T EHAT AR .
X LR AT ) B kb S A

Dropping, conceding, or agreeing to an intentional
draw must not be done in exchange for any sort of
reward or incentive. Statements like “I'll scoop to you
if | get your FNM promo,” or, “Hey, If | make it into the
Top 8, I'll be in the money, and | can be pretty
generous” are unacceptable. “Hey, I'm hungry, let's
intentionally draw so we can go get some food before
the next round” is not an offer or an incentive, and as
such is acceptable.

TR AR B B 2O M A e DA A8 20 2 7%
PR A e o SRLFEARI FNM N R4 3R, h#ss
PR el iR, ARIAT AN\ o, Ptk 7, JAl
PATRTRMBEME | 71 S IR AR R AN n] 352 1. B, JRIK
1 FATLANE, XFERA TR B T — R ITRHIZ
FIRPE AR A, BT LA A2 I

If a player is offered a bribe, the player must report
the offer to a judge immediately, or they will receive
the same penalty as the player who made the offer.
This may seem draconian, but there are several
reasons for this. One of the largest is that it increases
the risk to the player making the offer if the other
player must turn them in.

AR AR S PR T PR Ox T AR s At/ BT 06 20
SEZIR RG], 75 W AT 2 52 3 5 75 P A 1)
AT . XA AR AT REL T, (HIX R A IR
25 SR IR FR) o e r i T2 A0 L DR il A2 XA A 1 42
4 % (147 LT P RS — — 55 AR ) g = 3 o 45 3k
Hlo

Players can agree to split prizes before or during a
match, so long as doing so isn't conditional on a match
result.

HBEANTE I LSS Bl R mons Ja 46 51, BT AT LAAE
Xt R T U A 8O R EAT P R R 0 O 2 i o

In the Finals, there is an exception to the Bribery rules
that allow players to divide prizes as they wish, so long
as it does not include incentives outside of the prize
pool. If the final has a prize that is not divisible, like a
Pro Tour Invite, then the player who does not receive

FERFEF, FUNA —MIISN SRR, FovF T Ht AT
HIR R B2, R BRI R B2 d it 2 A1 22
Jille GREROIEAT AR BRI S, Bl PT &I
IR, WIS 15 B2l i) R T AR B8 —— A 2
Edl SNIP S CE
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the “award” prize must drop from the tournament -
not concede, but drop.

Players can use information regarding the results of
another match to determine if they want to offer to
intentionally draw. However, they cannot consult
those other matches, or reach an agreement with
them.

FALT AT DR B R 45 SOk e AT 2 75 24
Ao AERABATT A BERS HoAthoxd Jm 38 th i, B 55
A3 S5 PR RT3 T P o

In some events, during the single elimination, the
players may decide to split all the prizes evenly. This
requires the Tournament Organizer’s agreement, and
must be unanimous amongst the players.

FESCLE LR R, B FR Y BUM T 0] LR SE R T 22
oy e XSS R LE B AP NI FE, I HAA
R PTA T RS

Wagering occurs when a player or spectator at a
tournament places or offers to place a bet on the
outcome of a tournament, match or any portion of a
tournament or match. The wager does not need to
be monetary, nor is it relevant if a player is not
betting on his or her own match.

T T 1 B 2 LR B P BR R WA KT LRI 45 R
it R B BRI R BN AR TR 0 R THERRR T
E. BEA— REREHNR, BAREF THER
RERBCHME.

Wagering is easier to understand. If you wager on
anything in the event, you are gambling, and that is
not allowed in sanctioned events. Once people wager
anything on the outcome of the games within the
event, if judges don’t act upon that by removing the
players from the event then they run the risk of
damaging the image of Magic as a whole, beyond that
single event. There have been cases where events like
FNM were shut down by local law enforcement
because they felt it was breaking gambling laws. This
is the kind of thing Wizards of the Coast doesn’t want
people to think of when they think of their game, so
this is why there is such a zero-tolerance policy.

Wi T PR U S — 28 1 o R AR FR AT A
FHONETE, URHUEAEE T, X2 DELLZEPT A fo
VR o — ENATT A A 2R U A50%E , ORI LE 3% poxs
JEHIEE R, PR TR L3, (A R hel
FE BRI SR, AN 5L 3E. B
A FNM 05 PIEER T = TR B, R A T
W0 T R T AR o B AN RN TR T B
MBI I, B DO AR AT A3 — A B
Ho

EXAMPLES

BRG]

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

A. BFERTRENRZH, R4t 100 Rekik
Xt F N

This is an example of buying a win, and is not allowed.
It’s an unfair advantage that basically would allow the
person with the biggest wallet the ability to buy
victories.

XA KT T B XA V. fOTE
AN K BIPERGEA 2T o

B. A player offers his opponent a card in exchange for
a draw.

B. MPRESNF—IKME, HUZE#TF.

This is an example of an incentive determining the
outcome of the results. It’s not exactly as enticing as
that one hundred dollar bill above, but it’s still not fair
to everyone else that someone can use something

KA R h v EEBRES R B o X BT EA
17 [ 100 SR AH FHRST, H R LR PERZ
SR L IRAIIR AT
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else to influence the outcome of their matches.

C. A player asks for a concession in exchange for a
prize split.

C. JEFERT 7L HRITHINF

Remember that players can agree to divide prizes —
perhaps because they’re friends, or they feel bad
about what happened to someone else in the event
— but not if the split or exchange is contingent upon
any kind of match result. Saying you will concede for
a prize split is illegal. However, a legal scenario is: you
offer a prize split, then, once it's accepted, you ask
your opponent to concede or you concede. In this
scenario, the prize split was not dependent on a
concession, despite the fact that once the prize split
was agreed, one player no longer wanted to play.

TCAE T AT PARN R 73 BO K i o X BV A2 R At AT 12
IR, B ATt R S e . (E P20
BIAE 0 2 T e MR A AT AT L 8 25 SR Sk s 1) T AR
7o P UL/ A= 0y 1o 2 A e 2 AR o
SR, —EVERIE LS, IR 2T, 2R)a,
X PR VRIS VR T e s IR i b . 12
RAE A, Kl P AR AR E R, R
B EXUT RIS AT LR, — AT A 4k
BT

D. Two players agree that the winner of the match
will be able to choose a rare card out of the other
person’s deck after the match.

D. PIRLAERT R BN & I AT AR i e o
SR — TR R

Even something like “a soda for the draw” or “a foot
rub at home later” is something that’s now affecting
the decisions of the players, regardless of the intent
of that offer. It could be a “joke” between two players,
but we’ll never know if that’s true or not.

BV SRABL — IR T K W20 AN B iR 1] S B i
TG EE” 1) — LSRR M BT I P, ANE BRI
) Bl e o 3R] e T 2 TR AE T B s, (EAT
AFHIEIX e F IR o

E. Two spectators place a bet on the number of
games that will be needed to decide a match.

E. PO T, BEXNREITILELF SE K.

This is a great example of wagering that you might not
have immediately thought of.

X MREF AR T R IEE R B3 o AR B AS 2 5L
ZI8EE.

PHILOSOPHY

JR

Bribery and wagering disrupt the integrity of the
tournament and are strictly forbidden.

VA A & T I E S AP Ak, AU ER L

By offering any incentive for the results of a match, or
placing incentive on the outcome of the match,
players have tainted the integrity of the event, and
created an unfair play environment where results are
decided by nothings other than games of Magic.
Because this can be so damaging and difficult to
catch, it’s penalized with a Disqualification, and even
the act of not reporting this could result in a penalty
if a player were offered a bribe. It doesn’t matter if
they had no intention of ever accepting the offer, if
the offer wasn’t serious, or if the person making the
offer is the player's friend. Once the offer is out there,
there’s no way to tell if it was or wasn’t influencing
the player's decision. And there’s no way to know if

N T HEERE R R AR TR 5 I, BE iR Y
PUBREIR T LR R, BT 1 LE3RM
NIEYE, JFHAE T — DA P ER A —— L
TR ARG T3 R S SR 22 AN R 2R P R RE ) o
DI AAT A7 T AR I HLE LA A I, B A
HOH B, JF HASCRI SR R T B0A SL 2 AT
B FBULHITT . P RAEEZNEE. R
AFRINELGEH 0 B SR N R AN LR T A
I, BB R TR B EN o — B TAR 1 IX Rl 2,
FATTCIERTE N A 75 2 At R AR S A 1R £
UL
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that person will or won’t make that same offer again
to someone else.

4.5 Aggressive Behavior

4.5 k24 1k

Penalty

Ak

Disqualification

I A%

DEFINITION

X

A player acts in a threatening way towards others or
their property.

FELTF X A N BR At N B 3 AT B B AT
3o

Unsporting Conduct — Aggressive Behavior is pretty
clear cut. Unlike Unsporting Conduct Minor and
Major, where we issue infractions based on people
being made uncomfortable or hurtful/insulting
language (in addition to other things), Aggressive
Behavior is based on physical actions or language
used to suggest an intent to cause physical harm.

2T I BB~ B VRS IR AR 5 BRI
XFF LB IE s E M~ R S B S, FAR
38 T e N AN AT O 30405 3 1 / £ B A 1)

RS — S LA ST ) RA e IX 2 AR T e
A7, Bode PR bR 2 AR sh (el O F A &
(LR

EXAMPLES

T

A. A player threatens to hit another player who
won’t concede to him.

A. JEF BT NN BIX P

B. A player pulls a chair out from under another
player, causing her to fall to the ground.

B. MFRHI KBTI B ThT, T
EHL L.

C. A player makes threats against a judge after
receiving a ruling.

C. EFERIIMNARREZ 5 BREA -

D. A player tears up a card belonging to another
player.

D. FEFHBAMARA KK

E. A player intentionally turns over a table.

E. MPHEMBET.

These examples make it pretty clear what Aggressive
Behavior might be. It also includes subtle threats,
such as “I'll be waiting for you in the parking lot when
you leave tonight”. You don't need to get too hung up
on specific words — you know a threat when you see
one. It's also important to note that if a player
damages their own property, while possibly
intimidating, it most likely doesn’t fall under
Aggressive Behavior and rather falls under Unsporting
Conduct — Minor — unless they are doing it in a way
that constitutes a threat.

X T R R BRATIAT 42 2R LS W is B iE
fe~Yrd Rt k. e AR, BlaneS
HEPRES T BT, BATME I I "7 b 2R
TE R E BT —— VR B B U R B R
RE B AR, AR AP
ITE e, REATRERERITMbA, X —BA
et LB s ~ B 28 1k, AT AR A
1B IE a8~ R, BRARE G Al A R
T B
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PHILOSOPHY

JE

The safety of all people at a tournament is of
paramount importance. There will be no tolerance
of physical abuse or intimidation.

RGNFEANZERBREENER. LEXNARE
B ok LRI ERBAE

The reason we issue a Disqualification for this type of
infraction is because everyone should feel safe at any
sanctioned event, and allowing someone to continue
in an event after such behavior would discourage
players from ever wanting to participate in an event
again.

FRATORF IS 3 R0 A 357 HCT BEA% 1) S PR A A R
PEAZAEIE P BE AP KR 2 4 R Fe VP S L
AL TR HA R T A B F S N L3

ADDITIONAL REMEDY

H—FHBIE

The offender should be asked to leave the venue by
the organizer.

L3R 2 N RERIZETF RIS .

Keep in mind that your first priority is to defuse the
situation. How to do this depends on the situation.
However, you are not a police officer, and are not
obligated to get involved physically. When this
infraction occurs, that player's day at the event is over.
He or she will be disqualified. Be sure to collect a
statement for the Investigation Committee if the
player is willing to give one, and be sure to write your
own. It’s also advised that the Tournament Organizer
ask the player to leave the venue as soon as possible.
An important distinction here is that the Tournament
Organizer should be the one to actually make this
decision. We can encourage the Tournament
Organizer to make this decision based, but our
jurisdiction does not reach beyond the scope of the
event. Once the player is no longer involved with the
event, they're no longer someone we, as judges,
should be dealing with.

THER R BARS 2 T DS Wfa/fi ) ) =5 22
WRAE ARG DL E o 210, BHIAZEE, JFHE
A XSGR BN RN, ST
FIEEZEMLAE A 1 o At/ WS DO BEA% . 1045 23K
POz FHpRE Rz FEENE, JFHS
IR E CHIRE, fHHAER A . 2R
2 RIS T BT L SR . — > EE R X))
s, PRI S B 2 f SEBR AR HY b ks BN o AT
A Ll LU BRI AR H HOE , (HBATH)E FEBUR]
AU LI EZ /M FE . - BRFELIBH
LR, AT AN BATTRH F EE AT I o

4.6 Theft of Tournament Materials

4.6 57X L3R H

Penalty

Ak

Disqualification

I A%

DEFINITION

& X

A player steals material from the event, such as cards
or tournament equipment.

EFAELEYE, BIInEEE LR .
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Whether you derive your moral system from the laws
of your local jurisdiction, the Ten Commandments, or
the Code of Hammurabi, you probably already know
that stealing is unacceptable behavior. This type of
conduct is just as intolerable at Magic tournaments as
it is among society at large. There is a clear line here;
in order to receive this penalty, the theft must be of
materials from the event. Theft of an enrolled player’s
EDH deck from his backpack is not Theft of
Tournament Material. It is still unacceptable though.
Stealing is wrong. Didn’t your mom ever teach you
that?

AERKR B, ST, i An T, fe
AR AT AT N o 1K — AT NAE T B R EL 28 o
AN B, IEMERE M2 —FE. 45
S 0 B 2 A S R0 W A 20 L3R Y iy o A
FERLT 1T B B At 95 B EOT A 2 A LE
FEH it (EIMX AT N R AR 2D . fired 2
ERIIAT N, MEIEVRE WS HGS R A ?

EXAMPLES

v

A. A player in a limited tournament pockets a foil
rare that he opened in the sealed pool he is
registering.

A. SRS KIEPESICITT R, K5t
Tk ARH FRE.

Example A demonstrates that there is a careful line to
walk. The MTR was somewhat recently updated to
make it clear that players are now allowed to drop
before the swap of sealed deck tournament. If a
player cracks something really good that he or she just
can’t bear to give away, that player always has the
option of “retiring early” with the goodies. The trade-
off, of course, is that the player won’t be able to play.

Bl A BB T — AR EE RGN, MTR I 15
U e B TR T A A BT R AT IR 5% 4
—(LRRTFIT B G (R, 1/ i A B R A e
%, BT EREABARATIRTE . LR 1%
T ANRES TN EL3E

Pocketing a valuable foil rare without dropping, on
the other hand, could perhaps be thought of as an
attempt by a player to “have his cake, and eat it too.”
If a player decides to keep the cards he or she
registered, then that player must drop. If the player
wants to play, then that player must pass his or her
registered pool. Anything else is stealing.

FJr Y, K skE O E A A E T A IR 38, X
VeI Tl B 1 5 R AR AT T e
DR B A/t B AR, T AT . 1%
AT AR SR LT, U T A0 & /1 B0 Y
AL 2o B MR AR PU AT A BT o

B. A player steals cards from the sideboard of his
opponent.

B. FTfirSExT T4 R L E R

C. A player steals the table number from a table.

C. JEFMELR T

If a table number is missing, odds are it’s number 69
or 420.

MRARSET, WAEENZ 695 (RN
B 420 5 (BRmgHb R RHRD o

D. A player realizes she has a previous opponent’s
card, but she hides it instead of telling a tournament
official.

D. P RIMRE T A —MLFFHIME, MNEHE
VFHLFR AR R R .

Example D makes it clear that players who did not
intentionally set out to steal something may still end
up committing this infraction through later inaction.
A phenomenon that’s as old as Magic is players

B17 D WL RIEAS & Wos 2 A B3 A AN it
I REIAAE N T AEE R B TR R i A B
oK, e & H BT R A AT P A R AR 4
FEREYIEZE X T, M RANOTEAN H QI EMIX




Annotated IPG

114

IPG F&fiR

forgetting to give their opponents back a creature
they took with Control Magic, and instead
accidentally scooping and shuffling it in. Doing this is
not a problem in and of itself, provided that the player
gives the card back or otherwise calls a judge as soon
as he or she notices the issue. However, a player
noticing that she still accidentally has her last round
opponent’s Thragtusk in her deck and choosing to
stay quiet about it is a big problem, and still meets the
definition of this infraction. Think of it as a form of
“passive theft.”

PR IR BT L) LA R 0] 25 B I
MU R, EIFANEA AL ST R T0E T 2 A
BEANSRAG T B TR BRI £ IR
B e — K, WAFE ISR E . X
RPN R — s far 63

PHILOSOPHY

JEN

Players enter a tournament expecting that their
materials will be protected.

RPN, IR RN %2 2R .

As the saying goes, your rights end where others’
begin. Players have a right to their own stuff, and thus
you have no right to take it. We shouldn’t actually
need the IPG to tell us this much.

WATRLFERE A4 T IRA R E
E—HRER 7R ST, E &L, T
XHEATTII A i AT ARG, AR N TR AE » BT
ATEE PG R YFRATIX —

This does not absolve the players from their
responsibility to keep an eye on their possessions,
but they should expect to be able to retain the
product they began with or were given for the
tournament.

RHAANRLBEETFERBRYWETE; BT
R REH R T IR B A, BRR At ATT LS
K1 o

Thievery is an ever-present concern, and keeping an
eye on one’s own stuff is important. Despite constant
reminders from judges, Tournament Organizers, and
here even the IPG itself, it’s rare to get through a large
event without at least a few players’ weekends
getting ruined by stolen bags. While judges should
remain vigilant for thieves, players are ultimately
responsible for their own possessions.

B 03 n) UGG 24 N VR, BB I H SR R IR
L. REFAMELIRALE FHIRE, 2 PG
W], RIFFVIIR LR A SR P A S ef
RVU o ROEHA N AR FFR MRS, (REHC
Pt s E A FUE R T A 2

Other instances of theft not involving tournament
materials are the responsibility of the Tournament
Organizer, though judges are encouraged to help in
any way possible.

At REZW LERY MM 5, ER RASAK
THiE, BAMBERERMHE.

This sentence is a little tricky. What happens if a
player steals a bag of trade binders, but not a player’s
deck? Technically, this is not actually Theft of
Tournament Materials, although the outcome (the
removal of the player from your event) has more-or-
less the same consequences. If theft is brought to a
judge’s attention, the judge should involve the
Tournament Organizer. They will deal with removing

XA LR AR A 1 R A
L, B EPRX R SEA R B UL SR AL, RE AR
CRRz P IR 3837 JLF MR QA E
BRI OIAT N, M RIEEIRA L . 1S 5T
Refan o3 & AR 388, BCE TR BIETT v N o AEIX AR
Ve AR LA VA E LR EPSS b s PR R R RN R e
TR S AR 02 AR TR A H #2 4
2o MRV AIAT U HR N 2 42 B SR R AL B
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the individual from the store, or handling police
involvement. In such a case, this information still
really ought to be reported to the Investigation
Committee through that handy-dandy
“Investigations” tab in the Judge Center. For all intents
and purposes, a player stealing a bag should be
handled in the same way as one who has committed
this infraction.

Furthermore, judges are not law enforcement - the
term “any way possible” should not include detaining
the offender, tarring-and-feathering him, or leaving
him tied up in the parking lot of the Gotham City
Policy Department. Let’s leave the vigilante justice to
the superheroes.

BeAh, B FIEET, AR A AR A
R eI, PP Al s R IR DO R A
BUE R T E R R E 43 1L BT 2 L 55h
AR S S 4 R I HEAT T

ADDITIONAL REMEDY

H—PHMBIE

The offender should be asked to leave the venue by
the organizer.

L3R 2 ML B R IZEF BTG .«

Do not pass go. Do not collect $200. Buh-bye. You get
nothing. Make like a tree and split. | may be mixing my
metaphors.

WA T, TEAATEI L. i !

4.7 Stalling

4.7 ¥EZE

Penalty

Ak

Disqualification

I B A%

DEFINITION

& 3

A player intentionally plays slowly in order to take
advantage of the time limit.

TR T REIN F R _ ERRS, SESe T
i

This infraction describes situations in which a player
is fully aware of the time remaining in the round and
he or she attempts to run the clock out in order to win
or deny the opponent the time needed to play. For
example, a player may count or look through his or
her sideboard or graveyard for no strategic reason.
Alternatively, the player may act as if he or she is
looking for tokens, emblems, or dice, and take an
unusual amount of time in doing so.

b AR S R AR — AL T e A T R L R
PR A s 8] S LA/ X P 9 P o ot = B T 5 22
RIS TR) o 2R, FRTFR] BE I AR B ROR S R 2R 4T
AR ECEE RS . B, TR IR
FEFIRATEY) . Budeide T, IF HAT LI AR R0E %
ANTEAE D (IR 1]

If the slow play is not intentional, please refer to
Tournament Error — Slow Play instead.

MRBTIEHAEER, FSRUBERIR~PR
BAT SR

Not all players who take a long time to play the game

I AR T AT TS FE LB (RIS R] SR 4T R LT U
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are necessarily doing so intentionally. Magic is a
complex game with many factors to be considered.
Large cash prizes, invites, Grand Prix byes, etc., may
provide players with incentive to take their time when
thinking about their actions. If it is determined that
the player did not have intent to run out the clock,
then the infraction is not Stalling.

BOX A IR A — IR 2R (T RK, 75 B 18
IR ERIRZ . KA e FFFBIG . KRR
S AR AR 2 SR R T AE I TR A SO B Al A T 4T
& o AR R T AR MO B FEE I 1], 82 At
AFEHEIE

The key thing to look for when issuing a penalty for
Stalling is intent. If there wasn’t intent on the part of
the player, then the appropriate infraction is Slow
Play.

A 8 A 10 D B A A TR T PR R R T A 2
AEM, EH RS TR LR

EXAMPLES

R(EAL]

A. A player has two lands in his hand, no options
available to significantly affect the game, and spends
excessive time “thinking” about what to do to eat up
time on the clock.

A. BFEF ERAPKMAE, BEEMEEREH
BHFEIINFRR, AL AR B 5% B A M CATH#E
i Al

A player encounters a situation where he or she
realizes that there’s no significant play available, but
knows the opponent has no way of verifying this. The
player intentionally acts as though he or she has
difficult options to consider in an effort to use up
time. Here there is a difference between “bluffing”
and Stalling. In the case of bluffing, the motivation is
not to eat up clock time. However, excessive time
‘thinking’ in order to bluff is slow play.

T ROR Bt/ T TEVE S A SR RRAT B
(Bt /1t S0 T 6 T35 IME R BX — R TR
et/ o il — SR AER R IR EIE S, HIE
THAERIS ] VR, fEEMERAS (bluff) AT
A HETKA S5 1 H AL AR ] 2RI AER
25 I 18] B J8. 2% R R 5K 7 343 I - Tl xRz AT 1L 1

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

B. MFHIBRABIITENF, HURBIRBHRD
ORIV ACIEE - B

A player wins the first game and realizes that instead
of winning a second game, he could waste the time
that the opponent would need to catch up by
intentionally playing slowly.

LT IRAG T — B, IR ROR Bl ) DL
EAT IR MR 9% 30t T T 5 B F SRAE i I 18],
AN 3R 26 A M EA

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

C. PPRRHEAT I 18 K TP At 52 B e 5 A R
B L 4 BUE 2 I TRDSRABLERE

A player tries to take advantage of a tournament’s
appeals process in order to steal some extra time to
think. For example, with only two minutes left in a
match and facing a tough decision, a player appeals a
minor ruling knowing that doing so will provide at
least five minutes of thinking before the Head Judge
can respond to the call. The player knows that his
match will afterward receive at least a five-minute

— AL LT A L BRI B RAR e RS A SR
AT 2 . BRBORUL, — RELIE AR 2 0Bl 1
FARTF TR — SR ) SR e — LT 9 T — AN NA
T IR, DR At/ R R il A 2 B [ L ey
ZRIIRAFE D 5 BRI T R AR X R
DPAFED 5 RIS, Br DAl 8 B R B
EVRRE AR N ERAGI 18] R T B
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extension, so he thinks he can abuse the appeals
process as a means of buying time.

Protip - judges can help prevent players from
committing this infraction with a little pre-emptive
care! Often, a wily player out to commit the above-
described infraction will do so by appealing the
Warning he’s receiving for committing the infraction
Slow Play itself. So, if you give a Slow Play warning to
a player that he or she then appeals, you should
instruct the players to continue playing while you get
the Head Judge. By telling the players to continue to
play, you’ll prevent any possibility of a player getting
away with this kind of clock manipulation. And ask
another judge to watch to make sure they follow the
instructions.

PR ——H A — mN N B TS T BOAT DL G
T Al M. B, Al B T 20
DR 3R AT I MR 15 B R B T AT B VR BTEL, R
TRAR I xR AT IS 4 T8, A/ b
VR, ARR TR T AREBATI, IR LRI
I T YRR T AR ST R, R AT DAIRE AT o — oz
T IR T A I AL AT REAE « OF HABH 53— AL
A IS R LU DR R W B 7

D. A player intentionally mulligans slowly before the
third game in an attempt to make it harder for his
opponent to win in time.

D. EFE=RITIHZHI, BEFERUREGHKEEHE
ATHRE, SFbxh o DR R AR

After splitting the match 1-1, a player who is playing
for a draw against an opponent who needs the win
may decide to take his time sideboarding, shuffling,
and mulliganing to eat up time in an effort to force the
match to a draw.

XUTAERS SR AT, — B A8 & R T e B —
7 7 EEARME IR T I, W] RE & pRoE SE AR L Uk
FA B T R T AR I (8], AR R AP R 45

E. A player losing a game starts slowing down the
pace of play in an attempt to run out the clock.

E. FEWF R ok B3 i) B I SR TR IR ik 25 1
TEHEIE R ] 52

A player knows that he or she is about to lose the
current game, but realizes it is possible to draw the
match if the opponent is unable to “finish him off” in
time. Knowing that a draw is better than a loss, that
player begins to slow his or her rate of play to below
a reasonable pace to deny the opponent the time
needed.

(LR TE AR R S AT, (HRORE,
AR AR FAE R SE I [] N e el W, EE SRR 2 2
Jyo ROMHITE & bt S 4T, 2T T i AN & 2
HOTRCI TR 522, g Xt T2 W R [a] o

4.8 Cheating

4.8 VEBK

Penalty

4]

Disqualification

I A%

DEFINITION

&

A person breaks a rule defined by the tournament
documents, lies to a Tournament Official, or notices
an offense committed in his or her (or a teammate's)
match and does not call attention to it.

FNERT B KRN, 1A H SR AR
AR, BREEERIE SR (EANRZXR)
FRAETEMBFENEL TAAEIRBER.
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This sentence is an exhaustive list of the situations
that can be considered Cheating. If the basic situation
does not match one of these three categories, it is not
Cheating. Moreover, all intentional violations of the
tournament rules fall under the provision of Cheating
(except for Slow Play, which is Stalling), and should
not be treated simply as upgraded versions of other
infractions.

RANE U] 1 P AT DA e R BRI Bl o A 22
BIEART & LIk =R M —3, EA)ET1F
Hig o BLAb, AR AR S EE BN B AT R T
ik (B kAT i AL, MOkt frid e e 1
fBIED, AN AARE L TS AT A2

The phrases “breaking a rule” and “notices an
offense” include violations of the Comprehensive
Rules and of the Magic Tournament Rules. Players are
required to call a judge when they make an error.
Additionally, because both players are responsible for
the game state, players are also expected to call a
judge when they notice their opponent commit an
offense.

i e R A T B 3 R B A 3 e e R R U
(CR) FIELFERM (MTR) . FRATE SR T AEARAT]
JUARI RERY ] BEAN, T XU T 4R
KRS I BT, Tt S0 2 AR AR 13 R B T 0
ey I 554

The IPG stipulates that, in team formats, players are
also responsible for pointing out offenses in their
teammates’ matches. This is because each team
advances in the tournament and earns prizes as a
group. Accordingly, members of a team are
accountable for calling attention to mistakes they
notice in their teammates’ matches as well as their
own.

IPG Mg, EHIBNLEZEF, Pt SHER T A
FRIXT = PRI o X R B BT BA K 51 A2 — S 2
BRI SRAF AL . BRI, (Rl 3 SRR )R, HBA

BB AT €A DA A O 22 e
.

Additionally, the offense must meet the following
criteria for it to be considered Cheating:

B, AAAE R R FIIERKFELT, 46
LRHEIUT AN AEBE” .

¢ The player must be attempting to gain advantage
from his or her action.

o ZMPHLEEFH B B AT ARIKIALS -

¢ The player must be aware that he or she is doing
something illegal.

o ZMTHILIEH CZAENBEMTHN, B
HRIE WA .

In Magic, cheating is always a deliberate action, or
conscious lack of action. There is no such thing as
“accidental cheating”. Accidental errors should be
handled by the appropriate infractions found
elsewhere in the IPG.

FEIR A, PR —RilE AT N, BB R
AER AR TR AMERR” . AN R DK I 1PG
HoAtLER 73 Ab

Additionally, if a player is not attempting to gain
advantage from his or her action, then the offense is
not Cheating. This bullet is sort of weird, generally you
think of someone trying to gain an advantage when
they cheat, which is exactly the point. If there is no
advantage, there is no cheating. For example: Abe,
who is at 6 life, attacks with a creature the turn it was
summoned. Ned notices, but just takes the damage
because he is holding 2 Lightning Bolts in his hand,

BeAt, A AR AS R R A RIAT TR,
WSROI FARESK . X — s sarde, — ok, IR
B NAR Bt s/ i A G SRA o an KB RA
WA VR . 280G, Abe KA Ar{E N 6, H—
AN SRR BRI Ned RS TiX— 5L, H
b3z 71, ROUM A PSRN f A2 T Al AR LE
Abe Z§T— sl i), XKML H CEE 2 )5 dil
Abe I, X7 AN BIRFHIMESZ » IXAE LT, Ned
A EM. TR, BTN AI, T
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and wants to let Abe get in a hit so it doesn’t feel so
crushed when Ned kills him on his untap. In this case,
Ned is not committing an infraction. Be aware though,
that because this rule is published where players can
see it, some may be tempted to craft stories where it
seems like they were just trying to be a ‘nice guy.’ It is
your responsibility to determine as much of the truth
as possible.

#ATAE 2, 7 28 N ] e 221l i i R B
H oA RZREAACERN . BH TR E
MR S SRR E

A third thing that is not on this list, but is stated in the
definition, the player actually has to be breaking a
rule. If a player misunderstands a rule, thinks they are
doing something illegal for an advantage, but what
they are doing is actually legal; That’s not Cheating.

SE SRR BRSO 7235 5 51 B R 27 = i e
FHASEER TR 35— OLRRTF AR TR, AN
AT 7 ARAI 7 2 ARVE I FAE , (B S Pr AR
P2 SR, WA AR

The IPG used to define Cheating as a separate
category of infractions, including Cheating — Fraud,
Cheating — Hidden Information Violation, and
Cheating — Manipulation of Game Materials. In
January 2013, the IPG was updated to rule these
various infractions into a single, streamlined
infraction called Unsporting Conduct — Cheating.
This makes it easier for judges to determine whether
a certain action is Cheating, as the criteria for
Cheating are now the same for all types of offenses.

IPG &Rl e SUN— BT 1280, BFEIE~
RVE . B~ FRomi(E 55 MR Bk~ E2 N LL 38
e 2013 5 1 H, IPG BB E KX e il & I N —
ARSI, FRoNZSIEE T IE sl iE s~ R R, X1k
HA R G E — MT AR SRS, R AP
TAEIERIETE, VR RI PR HEER & — 2 .

If all criteria are not met, the offense is not Cheating
and should be handled by a different infraction.

RSB FFEE AT AER, WT
B BT A8, BB RIB A2 S5 BT
4433,

The IPG clearly specifies the criteria that must be met
for an offense to be Cheating so that judges can more
easily identify situations where Cheating has actually
occurred. If one or more of the criteria for Cheating is
not met, the judge should consider whether a
different infraction applies, if any. Do not apply your
own definition.

IPG TR KA 1 ARBRAT NI ZEER, it ARCH AT A
B2 5 A R MR 5 15 DU S A2 AR B, I SRIEAME
AR — D MERR N E R, FOPIN I 82
R 3E ) — M. ANEH O U AR

Cheating will often appear on the surface as a Game
Play Error or Tournament Error, and must be
investigated by the judge to make a determination
of intent and awareness.

1R BOX I8 MR T L5 R IE R R AN R AT )
RIREAHFERR, BALFLTRES B UL
SEMFPE G2 BB RN T RRERE.

The ability to conduct investigations is highly prized
by the judge community; it is one of the qualities of
Regional Judges, and one that all judges should strive
to cultivate. The IPG does not require definite proof
of the intent to cheat, but rather expects officials to
exercise their best judgment to determine if a player
is deliberately breaking a rule to gain an advantage.
This sentence is a reminder to remain vigilante and

HA B AR R E R, KK (340
BRI BB AL ), AR BT BN 58 ) B 7
9. 1PG RELR (EHe & BB VIS, (A7 K
Bl P B LT K 52— T A2 5 O BT
USR] . 3 AR ZEEE ol i 3
(R R R ST RO R, R e —
AN RE RN AR R R . 2 00 F S
W7
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ask questions. This particular skill is a hard one to
develop as each potential situation is unique. See:

e http://wiki.magicjudges.org/en/w/Basics o
f Investigations

e http://wiki.magicjudges.org/en/w/Basics o
f Investigations

o http://wiki.magicjudges.org/en/w/Investiga
tions _(Seminar)

o http://wiki.magicjudges.org/en/w/Investiga
tions _(Seminar)

e http://judgecast.com/?p=408

e http://judgecast.com/?p=408

for some initial pointers. Please note, each of these
sources were created before Cheating infractions
were consolidated.

R TR AN TR BEE, X583
AR R G — AT QR .

EXAMPLES

RG]

A. A player alters the results of a match after the
match is over.

A. BEFIEX RS R )E EESUE RN REISER -

B. A player lies to a tournament official about what
happened in a game to make his case stronger.

B. MFRWF R K EMFF M HEFEITIEANRR
e, PAERERC T IRR A E .

C. A player allows her opponent to put a creature
into the graveyard even though the creature has not
been dealt lethal damage.

C. EREVMRZBBaGERBLT, BFPEIIR
WHHNFRZEMENBEY

D. A player notices that his opponent resolved only
half of the triggered ability of Sword of Feast and
Famine and decides not to call attention to the error.

D. BFERAENFIGH G H 7 FEES|/Sword
of Feast and Famine il R X\ 788, HARESE
TFRBRILRIR

E. A player peeks at another player’s picks during the
draft.

E. FEFFER AR BT FCA T 2] B

F. A player adds cards to his Sealed Deck pool.

F. Z0ILIT 3R B0 RTINS B R 2tk i i

G. A player realizes he has accidentally drawn an
extra card, then fails to call a judge in order to avoid
a penalty.

G. MFRIE SAMEBSMIN T —7Kp, EATE
B, FRARMEA

All of these are examples of a player intentionally
violating game rules, tournament rules, or lying.
While this is not an exhaustive list, it covers many of
the most common cases. One thing that is noticeably
absent: not pointing out your opponents Missed
Trigger. This is never cheating, even if you point out
the Missed Trigger at a point in time that is beneficial
to you.

TX A5~ T O 3 S T R B SR
BE T . R IX L 1 TR i P AT AR A
Ol e TR E KA. EE, 7R
ANJE AR BAT 1R o R Ak . IX K IZAS
e A, B RLE S8 A TR (I 18] 448 H 6 T2
B, g
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