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BANDAI ORGANIZED PLAY

Tournament Rules Manual

The Bandai Organized Play Tournament Rules Mantigd@sthe requirements of all
participants—players, judges, spectators, tournament organizers, etc., at any Bandai
Organized Play event for ti&igimonCardGame

All participants are expected to rdaunderstand and obethe rules contained within this
docurrent to the best of their ability and ask questioofsa tournament officialf anything is
unclear. This ensures smooth operation of events and a satisfying experience for all
participants, regardless of playing experience.

The Tournament Rules Manual aoither associated OP documents help to maintain

fairness and integrity at events, ensuring that Bandai events are consistently run to the
same high standards. Participants will always know what to expect at any Bandai Organized
Play event.

Participants whdbehave in a way that damages the fairness and integrity of an event may
receive penaltie$rom judges or tournament official®r face consequences from Bandai.

If you have any questiomggardingthe Tournament Rules Manual, contact us at
BANDAI_globalop@carddass.com.
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1.0EventParticipants

In this Tournament Rules Manual, players, spectators, judges, organizers, medageetollectively
defined as event participants. All event participants must conduct themselves in a sensible manner
in the event area, venue, and outside the venue. All participants must act so the event can operate
fairly, and work to make the event atidying experience for all involved. Altent participants

must understand and honor these rules.

In the event of a serious offense, the tournament organizer retains the right to eject offender(s)
from the venue.

1.1Players
To participate in official Bandavents, players require a BCC number. If you do not have one, you
can register online at the following locations:

9 North America |https://global.carddass.com/club/bcc/menus
1 Europe |https://global.carddass.com/club/europen/bcc/menus/

Ot her regions have their own specific registrati
organized play partners for more information

1 Lain America | Contact Coqui Hoblwtp://coquihobby.com/
1 Oceania | Contact TAK Ganm#igimon@takgames.com.au

Players may not register for more than 1 BCCrtiishould keep a record of your BCGaldl ensure
the information associated with your BCC ID remains up to date.u ' | | need photo ideil
your BCC ID to register your participation at events.

Players must remain in good standing in order to pgstite in Bandai Organized Play events. To
remain in good standing, you must adhere to all responsibilities outlined in thialbmither official
documents.

Players have the following responsibilities:

1 To understand the rules and standards of player vitra
1 To not engage in unsportsmanlike conduct;
1 To have read and understood

o0 the latest version of the rule manydbcated at

https://world.digimoncard.com/rulef

0 game Q&A documents, located latps://world.digimoncard.com/rulef

o as well as carefully reading and understanding the cards contained within their deck;
1 To legibly complete a deck list form and submit it when required;
To communicate clearkyith opponents, judges and tournament stafinnouncing and
responding to timing and effect activations and reporting their completed match results
immediately after finishing;
To follow the announced starting time and time limits;
To not conduct illegaldcivity;
To notify judges if they witness rule violations;
To caeoperate with judges so that events can be run smoothly;
To call a judge if they areoncerned about a rule or game polioffered a bribe; asked to
bet on a match; asked to forge match résuwor if they see a contradiction in match results.
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Players should not call judges in an attempt to gain an unfair advantage, or to seek penalties
against other players, or to misrepresent the game state.

1.21Ineligible Participants
Any tournament official aciated with or working an event cannot play in that specific event.

This includes, but is not limited to: Tournament Organizers; Store Owners; Judges on staff and
Scorekeepers.

Players who have been suspended from Bandai Organized Play may not playgrjagg as event
staff in official events.

Players who have been banned by Tournament Organizers or stores cannot participate in official
events hosted by that Tournament Organizer or store.

1.3Head Judge

The Head Judge oversees the tournament and the resteoJudge staff. There can only be one

Head Judge for official Bandai Organized Play events. If there is only one Judge on staff for a
tournament, that Judge assumes the role of Head Judge. Otherwise, the Head Judge will be selected
from amongst the avéble Judges by the Tournament Organitieis recommended a Level 2 Judge

is selected as Head Judge for Championkhipl events.

The Head Judge has the right to make final decisions regarding card interpretations, game play
rulings and appeals at event. Fundamentally, a head judge’ s rul
the event.

The Head Judge has the following responsibilities:

9 To familiarize themselves with and properly enforce current and correct rulings;

1 To ensure players take appropriate actiwhen they violate the rules of the game or event,
whether intentionally or not;

1 To deliver the final ruling in all instances, including overruling the decisions of floor judges,
on appealjf necessary;

1 To assign tasks to floor judges as the situatioses:;

9 To be physically present and available during the event to ensure event issues and appeals
are answered promptly.

f To act as a mentor for the event’'s judge st af
and evaluation throughout events to enlatthe judge staff to continue to develop.

1 Inthe event of a disqualification or suspension, the Head Judge is responsible for submitting
an accurate report of the event to Bandai Organized Play and the Tournament Organizer.
This report needs to detail the factors leading to the decision to diffguhke player.

If the Head Judge is unable to execute their duties for a given period, they may temporarily transfer
their responsibilities to another judge. The tournament / event organizer may also act in place of the
Head Judge in situations where rdging so would damage the integrity of the event.

The Head Judge has the authority to disqualify g
smooth operation, and can eject them from the venue with the consent of the tournament / event
organizer.



1.4FloorJudge

Floor Judges are responsible for monitoring the tournament floor, answering rulings questions from
participants, correcting illegal playgsolving player disputes, performing deck chec¢lesdling

pairing sheés and match result slipand anyother tasks the Head Judge or Tournament Organizer
may assign.

Judges are expected to lair, friendlyandfirm while staffing an event, and to abide by the Judge
Code of Conduct at all time3udgesare always expected to encourage good sporting behdxaon
participants While judging, Judges shouié@ professional, and try to avoid excessbeeializingvith
other judges or event participants, and not engagetimer activities that may distract them from
the tournament.Unless answering a Judge caltorrecting a rule or game violation, Judges should
refrain from conversing with players engaged in tournament match play.

Judges may not wear judge shirts when they are not officially rostered on as judge staff for an event.

Judges should adhere todghresponsibilities assigned to them on the floor and as members of a
specialized team such as Decks or Stream. They should be prepared to assist other judges in assigned
tasks.

1 Judges are responsible for staying current with new rulings, policies andands/as they
are released.

1 Judges should constantly observe the event, maintaining the cleanliness and attractiveness
of the tournament area by removing trash, pushing in chairs, straightening tables and
adjusting table numbers.

1 Judges should actively walke tournament floor and observe matches. Judgesratpiired
to step in if they observe rule or game play violations. Judges do not need to wait for
players to call a Judge.

9 Judges are responsible for ensuring players are not disadvantaged due to sinas o
result of providing a judge ruling, completing a deck check, or issuing a penalty. Judges may
issue time extensions of a length appropriate to the time taken to resolve the issue. The
extra time allotted must be clearly communicated to both playemd recorded
immediately by a judge on the match slip.

1 Judges should not coach players or reveal private knowledge when responding to questions.

1 Judges should answer questions, if relevant to the current game state, about:

o Game mechanics;
o Card text;
o Ifcertain plays are legal;

Judges do not need to wait for players to attempt an action in order to answer any of the
above questions, and should not instruct players to play on before answering their question.

=

Judges should not answer in a way that:

Providesplayers with strategic advice;

0 Instructs players on how best to play their cards;

0 Reveals private knowledge;

o Involves discussing cards not part of the current game state.

(@]

When a player requests a Judge, the Judge should:

1 Approach the table
9 Listen to thequestion carefully



Ask for additional information if necessary, discussing with all players involved

Make a decision

Issue the ruling

Give a time extension, if warrantedhich needs to be communicated to the
Scorekeeper

1 Players may appeal a ruling madeebl¢loor Judge. If either player wishes to appeal, the
Floor Judge should notify the Head Judge immediately.
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Unless answering a judge call or reviewing a game in progress, judges should refrain from conversing
with players engaged in a match. This avoidsrdcting players unnecessarily, or creating an
impression of favoritism.

1.5Tournament Organizer
Tournament Organizers (TOs) are the people responsible for arranging and running events.

Tournament Organizers are responsible for the folloviagks

1 Secumga clean and safe venue wigmough space for the event to take place;

9 Ensuring their venue setup abides by current health and safety guidelines set by local
officials;

Announcing the event as early as possible in advaaegactivelypromoting it

Selecting the tournament format and establishing the structure of the tournament;
Gathering enough staff to manage the event;

Supplyinghecessary materiaf®r event organization

1 Reporting the event results to Bandai, with any other requested information.

= =4 =4 =4

TheTournamentOrganizer is responsible for notifying players of the following information:

=

Covid19 safety precautions

Tournament Type (Swiss, Single Elimination, Swiss + Single Elimination Top Cut, etc.)
Tournament Format (Standard, Draft, etc)
Timeallocated per round

Number of Rounds (dependent on player numbers)
End of Round Procedures

Match Slip Submission

Top Cut Details

Prize Distribution

Tournament Staff Introductions

Any breaks scheduled during the event
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This information should be communicatatian appropriate time. The tournament format and type
should be included in the event promotion so players can adequately prepare. The time per round,
number of rounds, end of round procedures, top cut details, staff introductions and break
information $hould be announced prior to the start of the first round in the players meeting.

The Tournament Organizer is responsible for ensuring the tournament is run according to the rules
and policies provided by Bandai, and must be present at the tournament ivtsleaking place.

Official events are ruonline,at approved Carddass store venues or venues chosen by approved
Premier Tournament Organizers.



Tournament Organizers are permitted to maintain a list of players from previous tournaments and
their BCC IB) provided access to this information is restricted to the Tournament Organizer.

Certain criteria must be met in order to run official Bandai events. Those interested in becoming a
Tournament Organizer should emBiRNDAI_globalop@carddass.com

1.6 Scorekeeper

The Scorekeeper is responsible for creating accurate pairings and providing accurate tournament
information throughout the event.

The Scorekeeper is responsible for understanding TCG Meister, thaladittware utilized by
Bandai for organized play events, as well as all procedures relevant to scorekeeping an event.

1.7 Spectators

Spectating at events is a privilege, not a right. A spectator must remain neutral while observing game
play, and ensure thefgresence does not disrupt the event or other competitors.

1 The Head Judge may limit or restrict spectating of events or feature matches at their
discretion.

Spectators must abide by the following rules:

1 Spectators must not speak to or communicate with playcurrently engaged in official
match play;

1 Comments and guestions regarding matches in progress must be made an appropriate
distance from the match to prevent players from obtaining an advantage from overheard
information or distractions.

9 If aspectator notices a violation of game rules, game state or Tournament Policy, they are
required to alert a Judge immediately.

1 Spectators may be asked to move if their presence is distracting to players or impeding the
smooth operation of an event. If a jgd or tournament official instructs a spectator to
move, they must obey.

Any disruption caused by spectators will result in penalties for the player or players the spectator is
associated with.

1.8 Media

Members of the media who wish to attend Bandai OrgashiPé&y events in order to create written,
photographic, audio, or video content must follow these rules:

1 Contact the Tournament Organizer in advance of the event for permission;

1 Media representatives must be prepared to provide evidence of their assatiaiib a
news outlet in the gaming industry prior to the event starting;

1 Members of the media are responsible for knowing and complying with any applicable laws
concerning privacy of attendees, and must obtain their own written releases from impacted
participants at an event;

1 Members of the media assume liability falt oftheir equipment and employees;

1 Members of the media must abide by the same rules set for spectators, and must obey the
instructions of tournament officials and Bandai employees.
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2.0Playr Requirements

2.1 BudokaiCard Club (BCC) ID Number
The RidokaiCard Club is the official player registration system used by Bandai, and features player
identification and rankings.

To participate in official Bandai events, players require a BCC nuividnar BCC number belongs to
you, and may not be used by anyone else for any purpose. If you do not have one, you can register
online at the following locations:

9 North America |https://global.cardlass.com/club/bcc/menus
1 Europe |https://global.carddass.com/club/europen/bcc/menus/

Ot her regions have their own specific registrati
organized play partners for more information

1 Latin America | Contact Coqui Hobbigp://coquihobby.com/
1 Oceania | Contact TAK Ganm#igimon@takgames.com.au

Players my not register for more than 1 BCC ID. You should keep a record of your BCC ID. Once your
BCC ID has been issued, it is your responsibility to ensure you do not lose or forget the registration
details.

Players under the age of 18 may be registered on the system with parental permission.

Players are responsible for ensuring their contact information is kept up to date, as well as
confirming that event participation details are correct.

2.2Convention Evds
Tournaments held at conventions may require a convention attendee badge in order to participate.
It is the responsibility of the player to ensure they have a valid convention badge.

2.3 Government Identification

Players must provide personal photo idiication if asked to do so by tournament officials. School

ID cards, state ID cards, driver licenses, passports and birth certificates (for players under the age of
18) are acceptable forms of photo identification. Valid photo identification is reqaitedl events

with an age limit or invitational structure.

You may contact the Tournament Organizer ahead of time if you have concerns about providing
identification.

2.4 Tournament Materials
Playeramust bring a tournament legal deck, sleeved in opasjgeves, to constructed events.

A tournament legal deck consists of:

9 amain deck of 50 cards, made up of Digimon, Tamer, and Option Cards;
91 a DigiEgg deck of-8 cards.

No more than four copies of the same card can be included in a deck. No side degg&swted.
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You must also bring a memory gauge and counter. Each player should track memory to avoid the
sharing of materials.

Ensure you bring extra card sleeves, a pen to complete match result slips, aaddiignaldice,
counters or tokens your deak gameplay may require.

In addition to tournament materials, you must bring appropriate entry fees (if any) or proof of pre
registration, your BCC ID nunrbendpersonal identification. You may also be requiregbtovidea
legible, completed deck lisPlayers are expected to abide by all health and safety requirements set
by the tournament organizer, which may include wearing a mask for the duration of the event.

2.4.1 Cards

Only appropriate cards created by Bandai Co., Ltd., or those recognized g Band_td. may be

used at events. Cards that have been marked, signed, painted, stamped or otherwise altered in any
way are forbidden and cannot be used in official events.

Cards should be sleeved in opaque sleeves. Cards that are damaged (creasa)l malgenot be
used if this difference can be felt through a sleeve.

Gameplay information printed on cards cannot be obstructed in any way. Cards must always be
readable to the owner, judges and the opponent.

Players in North America, Latin America, perand Oceania must use English language cards at all
tournament events.

2.4.2 Sleeves

Players must use opaque sleeves to protect their cards during the course of a tournament. All
sleeves irthe Main Deck must be identical in terms of color, wear andglesand all cards must be
placed into sleeves in the same direction and manmae DigiEgg Deck must be also be sleeved in
a way that differentiates those cards from those in the Main DBt&kyers are not allowed to place
any other cards or printethaterials inside sleeves.

1 You may have only one card in each sleeve. You may not have anything but that card in the
sleeve.

1 Players may use up to two sleeves per card to maintain the condition of their cards. If judges
deem the type of sleeves usedcessive, or that the sleeves used allow cards to be
distinguished from one another, a player may be instructed to change sleeves or remove
them.

1 Players are not allowed to use sleeves that obstruct the front of the card.

Sleeves with reflective backs loolographic fronts are not allowed.

1 Sleeves with artwork on the backs, provided all sleeves are identical and are of a non
offensive nature, are allowed.

=

Players are responsible for ensuring that cards and sleeves are indistinguishable from each other for
the duration of the tournament. Cards that can be identified without looking at their face, via
damage, discoloration, wear, or other elements, are considered distinguishable.

Sleeves with excessive wear, noticeable patterns, factory defects or othemmgsikill be
considered marked. Penalties may be applied.



Pl ayers can request a judge check their opponent

use of sleeves or enforce changing sleeves. The head judge has the final authority when making
judgement about whether cards are distinguishable from one another.

Players should bring additional sleeves to replace any sleeves that become damaged, worn or
marked over the course of the tournament.

2.4.3 Pen

Players should bring a pen to complete Matclsieslips at Championship series events. Notes may
not be taken by players.

2.4.4 Supplementary Objects

Players are allowed to use small supplementary objects to track changes to cards, tokens, targets
and other public information. Objects that make ifftiult to tell how many cards are in a given

area, completely cover cards, or otherwise make it difficult to clearly track game state are not
allowed.

Players are not allowed to use their own sleeves, sleeves with designs that resemble card backs, or
face-down cards as supplementary objects. Players may not use custom cards.

Dice must be unweighted, with clear markings. Dice that could damage cards or other tournament
property, or contain offensive text or images may not be used.

Counters and Tokens mus¢ items that cannot be confused with other game elements.

2.45 Playmats

Playmats are not required for tournament play. If you elect to use a playtmatyst fit within the
play space allotted to you. Playmats that contain offensive text or imagesthrrusedPlaymat
images should be appropriate for a faritiendly tournament environment.

2.5 Player Knowledge
Players will have a better tournament experience if they are fully prepared. Prepare by undertaking
the following actions prior to the event

9 Carefully read and understand the cards contained within your deck;

1 Read and understand the latest version of the rule maanal FAQs
(https://world.digimoncard.com/rule);

1 Read and understand all Taxament Policy documents and any event FAQs.

2.6 Player Behavior

The goal of Bandai Organized Play is to build a player community that promotes learning, honesty,
fair play, diversity, equality and general good sporting behavior. All players play a critical role in
making this vision a reality.

1 Players are expected toe respectful and courteous to each othand display good
gamesmanshipDisputes should be handled in a calm manner and directions issued by
tournament staff should be obeyed. Rude language, disruptive or disrespectful behavior,
inappropriate clothing osupplies, unwarranted accusations, and/or disregard for the safety
of others or the condition of the venue will not be toleratdtlayers must abide by the
expected standards of behavior.

1 Players must communicate clearly with judgespperating with dlinstructions and
notifying judges if they witness rule violations.


https://world.digimoncard.com/rule/

1 Players must show up to a tournament and subsequent rounds on amereport results
immediately

1 Players are responsible for checking their win/loss record and standings as paiengs a
posted, and should report any discrepancies immediately to event staff.

1 Players may not wear clothing with overly suggestive, rude or inappropriate messaging, and
may not utilize accessories with rude messages or potentially offensive images.

91 Players my not use electronic devices during a match, including cell phones. Smart watches
or similar items which can send or receive messages must have messaging features disabled
during a match. Players requiring electronic devices for medical reasons shoaldtefibe
Head Judge prior to the start of a tournament.

1 Players may not wear headphones during a match.

Players may not eat or drink at tournament tables, including in between rounds.

1 Wagering or gambling on tournament results by anyone, includingeajournament staff
and spectators, is strictly prohibited.

1 Selling goods or services in a tournament venue without the express permission of the
Tournament Organizer is strictly prohibited.

1 Players must maintain a socially acceptable level of perdomaéne.

=

2.7 Player Communication
Players are responsible for conveying accurate information at all times.

Playersare required to answer completely and honestly all questions that are relevant to
maintaining an accurate game state, or matters of pubtiovidedge.

Players must clearly communicate their actions during game play, and ask questions of your
opponent or a judge if unsure about a ruling or action.

Players are required to immediately notify opponents (and a judge, if necessary) if an oppolsent fai
to follow any game rules, including effects that may be played incorrectly.

Players should not touclin opponent &ards or other items without first asking permission.
Players should request the assistance of a judge at the time an issue occursihathafterwards.

Players should not retract or change moves once committed to them. Committing to a move
includes, but is not limited to, verbally stating or announcing an action, or removing your hand from
a card. If a verbal statement contradicts aniaattaken in the game, and the verbal statement is a
legal action, the verbal statement overrules the action performed.

Failure to follow these rules may result in penalties.

Example: A player uses a card effect to search for a card in their deck. yidresplacts a card and
reveals it to their opponent. The player cannot change their mind and search for something else
instead.

3.0 Tournament Information

3.1 Health and Safety Considerations

The health and welbeing of our playing community is of paraom importance to us. Stores and
tournament organizers should ensure that they are following all relevant advice by health
authorities and government organizations. The following recommendations shoufdgiemented
by tournament organizers:



1 Players mape required to wear masks for the duration of an organized play event;

=

Hand sanitizer should be easily accessible to all players at an organized play event;
1 The usage of plastic table separators should be considered to minimize the risk of aerosol

transmission, and consideration should be given to available air filtration systems

9 Organizers should consider making gloves available to facilitate deck checks and duffling

judges As
and decks.

much as possible, players scardsul

3.2 Tournament Levels
There are three levels of official tournament events within Bandai Organized Play.

1 Level 1-Casuak This includes store organized play events, including constructed, draft, and

pre-release events.

1 Level 2-Competitve¢ This includes Store Championship events and other special events.

1 Level 3-Professionalk; This includes the Championship Organized Play Setésh) may
comprise RegionalsNationalsand World Championshigvents.

Level 1Casuakvents are desiged for casual playgnd provide an environmenfior playerswith a
focus on learning and fun. Rules and tournament pdaiggstill important at this level, and should
be enforced. In addition to enforcing rules and policy, judges and other tournameriatsfshiould
educate players about mistakes so that correct game atdipnscan be learned.

d

Level 2ZCompetitiveand Level3 Professionagkvents are competitive and require the highest level of
ruling and policy enforcement.

3.3 Tournament Formats

There ae a variety of approved tournament formats that Tournament Organizers may select from

when registering a tournament.

Tournament Format

Definition

Constructed Players bring a tournameit¢gal deck to play in a constructed
tournament.

Sealed Players will receive specific event product during the players meeting,
will construct a legal deck from that product only.

Draft Players will receive six booster packs frolmoaster boxand will draft

cards in pods of four. Following the draft, pday will construct their deck
from their drafted card pool.

3.4 Tournament Structure
Tournament organizers may run events using single eliminati@wiss. @iss + single elimination
top cut finalsare used for Level Brofessionaévents.

Tournament Structure

Definition

SingleElimination

Half of the registered players are eliminated after each round
with the losing players dropped from the event. The winners
progress to the next round. This continues until one player
remains, who is declared the erall winner.

Swiss Rounds

Players are paired according to their win / loss records. Playg
are not eliminated when they lose. Instead, they will be paire(

against players with similar win / loss records for the remainir

mi

ni



rounds of the event. Players may choose to drop fi@mss
events at any time by notifying the Scorekeeper prior to pairin
of the following round.

Swiss Rounds + Single Players are paired according to their win / loss recorlayers
Elimination Top Cut Finals are not eliminated when they lose. Instead, they will be paire(
against players with similar win / loss records for the remainir
rounds of the event. Players may choose to drop fi@mss
events at any time by notifying the Scorekeeper prior t@ipg
of the following round.

Depending orthe number of participating playera set number
of players will progress to the Finals once there is only one
player remaining ir8viss with only wins recorded. Players are
paired off in their final ranking oet—1v8,2v7,3v6,4y5
etc.,and proceed to elimination finals play.

3.4.1 SingleElimination

SingleElimination tournaments determine the winner of the event by removing players from the
tournament after they lose one match. The number of playin each round will be hatie number

of players in the preceding round. The tournament ends when one player is undefeated. That player
is the winner of the event.

SingleElimination Events run as follows:

1 Round 1: Players are assigned seeds at ranaiodnpaired uplf players have played
gualifying rounds, their seeding is equal to their final placement in qualifyimgwinner
moves on to the next match, while the losing player is eliminated from the tournament.

If the number of players enrolled the event is not a power of 2, the highesteded players
will receive byes.

1 Subsequent Rounds: Players continue to be paired along brackets, with the winner of a
match moving on and the loser being eliminated. Ultimately, only two players will remain,
with the winner of that Championship match becoming the winner of the tournament.

34.2 Swiss
The objective of the Swiss pairing method is to determine a single winner by pairing players with
similar match records against each other until there is only areteated player.

Swiss Events run as follows:

1 Round 1: Players are paired randomly for the first round of play. Players receive 3 match
points for winning, 1 match point for a draw, and 0 match points for losirigere is an odd
number of players, a player will receive a bija player wins by default, they receive 3
match points.

1 Round 2: Players in the@ (1 win) bracket are randomly paired against each other, while
players in the €L (1 loss) bracket aregpred in the same manner. If there is an odd number
of players, a player in the-@ bracket will be paired down with a random player in th& O
bracket that they have not played beforéthis leaves an odd number of players with O
wins, one player fromHat bracket will be assigned a bye.



1 Subsequent Rounds: Players continue to be paiaadlomly by their widoss record until
the specified number of rounds have concluded, or one undefeated player has been
determined.

3.4.3 Swiss + Single Elimination Cap Finals

This format allows tournament organizers to run a number of Swiss rounds appropriate for the
number of players participating, after which the tognked players are seeded into Single
Elimination Finals brackets and play until only one plagmsrains. That player is the winner of the
tournament.

Tournaments run using Swiss plus Single Elimination Top Cut Finals allow every player to participate
in every round, while giving players without an undefeated record the opportunity to win the event.

3.5 Match Structure

During a tournament, a match will include a set number of games. The playawinbdhe specified
number ofgameswins the matchThe Tournament Organizer may modify the number of game wins
required to win a match. Players should bdified of any changes before the tournament begins.

For Professional level events, Tournament Organizers should use-aftibste game match format
during qualifying rounds and top cut.

For Casual and Competitive level events, Tournament Organizershbage between besbf-one
game or besbf-three game matcheslop Cut matches are not required.

Standard Match Structure
Best-of-one Game Match
Number of game wins necessary: 1
Match Time25 minutes

Extra Time: 5 minutes (for extra turns, etc)

Best-of-three Game Match
Number of game wins necessary: 2
Match Time#45 minutes

Extra Time5 minutes (for extra turns, etc)

Top Cutrinals Match Structure
Best-of-three Game Match
Number of game wins necessary: 2
Match Time55 minutes

Extra Time5 minutes (for extra turns, etc)



ChampionshigMatch Structure
Best-of-three Game Match

Number of game wins necessary: 2

3.6 Number of Rounds

The number of rounds played in Swiss is based on the total number of players registered to play in
the event.Once the number of players who have won all their matches is reduced to 1, the
qualifying rounds end and final player placement is calculated.

Tournament Organizers may not choose to deviate from the Tournament Rules Manual.

Tournament Organizers may rukents with no Top Cuprovided thatinformation is advertised
before the start of the event.

Number of Participants Expected Number of Swiss Players Qualifying for Top Cut
Rounds (if applicable)

4-8 3 rounds None

9-16 4 rounds Top 2

17-32 5 rounds Top 4

33-64 6 rounds Top 8

65-128 7 rounds Top 8

129-256 8 rounds Top 16

257-512 9 rounds Top 16

513-1024 10 rounds Top 32

Players added to an event after registration closes as late entries will not impact the number of
Swissrounds or top cut calculations.

The number oBwiss rounds is designed, on a besksebasis to have one undefeated player after
the last round has completedhe number of rounds should be announced before the beginning of
the first round; once announced cannot be changed. A variable number of rounds may be
announced instead, with specific criteria provided for ending the event.

Variable Rounds Announcement Exampl€hampionship Levevent has 205 players registered.

The Tournament Organizermay & 2 dzy OS | 4 (GKS &adGF NI 2F GKS S@Syids:s
today, and we expect to pla&sto 8 rounds of qualifying. Qualifying rounds will end once there is one
undefeated player left in the eventjth only wins reported. At that point, qualifig will end and the

¢2LJ mc LXIFT@SNAR LINRPINBaaray3ad (2 CAylta egAff 0SS RS

3.7 Publishing Tournament Information
Tournament Organizers, judges, players and spectators are free to publish details of play and / or
results of a tournament, subject to aligable laws in the region where the event was held.

Player deck lists may be published by the Tournament Organizer at any time once the event has
begun, provided that this information is publicly accessible, that all player data is published at the
same tme, and that publication of this data provides additional value to those attending or watching
the event. Otherwise, this information should be kept confidential throughout the duration of the
tournament.



Tournament Organizers must provide deck listthtw Bandai global organized play team as part of
their event reporting.

Bandai reserves the right to publish tournament information, including but not limited to deck lists,
player reports, transcripts, audio and / or video recordings, awards, penaltesyoother
information related to the tournament.

Attending a Bandai organized play event may | ead
photographed or recorded by or on behalf of Bandai. By entering or remaining at Bandai organized

play events, attadees grant Bandai, its premier tournament organizers, and approved media bodies

to publish their name, image, likeness, deck list, methods of play, and written or oral statements in
connection with any still photograph, live or recorded video displagtleer transmission or

reproduction of the event, in whole or in any part.

3.8 Stream Broadcasts of Match Play

While attending Bandai organized play events, players may be instructed to play a feature match

that will be broadcast to a large audience anat to online viewers. Players must comply with the
Tournament Organizer’s directions regarding matc
equipment, including new card sleeves, the use of standardized play mats, apparel changes, or the

use of nose-cancelling headphones. Players must abide by these considerations.

It is not necessary that the stream casters are qualified judges. If a caster notices a violation of game
rules, game state or Tournament Policy, they are required to notify a judgedimiaéy. It is up to
the judge to determine whether it is appropriate to intervene.

Due to the nature of streamed matches and a desire to not regulate feature matches more
stringently than other matches during qualifyiBgiss rounds, players should be awdhat
penalties earned but not applied during a match may be applied later upon subsequent review.

3.9 Reporting Tournament Results
It is the Tournament Organizer’'s responsibility
Meister within48 hoursof he t ournament’'s compl eti on.

4.0 Tournament Play

4.1 Gamesmanship

Players are expected to behave in a respectful and polite manner towards all tournament attendees.
If you engage in unsporting conduct or behavior that endangers or detracts from the goanpay

be penalized, up to and including disqualification and removal from the venue.

4.2 Tournament Registration
Players need to register in order to participate in events. Check event information or contact the
Tournament Organizer if you need moredmhation on registration times.

To register, you’ || need gover megistration infobmatioy our B CC
or entry fee for the tournament.

Registration forms may also be required. Make sure your registration form is completdt in f
before lining up for registration.



4.3 Special Assistance

Players requiring special assistance at tournament events, including designated seating areas,
accommodations for an aide or service aninaglproval to use electronic devicesg., should spela

to the Head Judge and Tournament Organizer during the registration process. Players may also
contact the Tournament Organizer ahead of time to best ensure needs can be met.

4.4DeckList Submission

Tournament Organizers may require deck lists to be stibchfor local events, but only if the
requirement is advertised prior to the start of the event.

All Championship level events require deck lists. Players may not use decks with cards that differ
from those included in their deck list.

A fully completeddeck list, legibly written or printed, must be submitted in order to compete.

You may not use shorthand terms when writing out your deckMistir deck list must include the
card’ s collector number and its istul I name t

Pl ayers that fail to follow deck |ist rules
to ensure they accurately, clearly, and completely communicate the contents of their deck.

Tournament Organizers should collect Deck Listseastart of the player meeting or before Round
1 commencesOnce a deck list has been submitted, it may not be altered or changed unless
requested by a judge.

The Tournament Organizer and [/ or Head Judg
check”) to determine whether or not they ar
Floor Judges where possib@eck checks should be performed at any time the tournament
progresses from Swiss to single elimination, as well as randomly thoat&viss roundeck

checks should be performed on at least 10 percent of decks over the course of the tournament.

4.5 Shuffling

Decks must be shuffled thoroughliging accepted shuffling methedriffle, pile, Hindu, etcin order
to sufficiently randmnize their contents. Both players must shuffle their decks in a manner that is
visible to their opponentsThis must be done at the start of every match, and whenever a game
mechanic requires you to shuffle your deck.

You cannot check or arrange any candsle shuffling.
You may not presort your deck without thoroughly shuffling afterwards.

After players have shuffled their declitsshould be presented to the opponent &ther cut
(separating the deck into multiple, smaller piles which are then reged to form a single deck
again) or shuffleNo additional randomization may be done to the deck after this.

When you present your deck to your opponent, you agree that you have sufficiently shuffled and
randomized your deck contents, your deck is legad that it matches your submitted deck list
registration form.

Pl ayers are strongly encouleeiBéemfessianalentsuf f | e
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Sometimes, a player may carry out a shuffle
deck has not been sufficiently randomized, you may request a judge carry out a shuffle or observe
your opponent shuffling. The judge will determine the necessary course of action.

All shuffles, searches and acts of adding specific cards from your demlrtbgand must be carried
out in an expedient manneResolving card search and shuffle effects should take no longer than a
minute from the activation of a power to its full resolution.

A judge may penalize a player for the amountiwfe taken to resolve an action if deemed
necessary.

4.6 Determining Starting Player
After players have shuffleoth oftheir decks thoroughly, players should use a random method to
decide which player is the starting player.

Players may roll a die,dlia coin, play RoeRaperScissors, etc.
The winner goes first.

In a bestof-three game matchthe player who loses the preceding game chooses whether to go first
in the next game.

If a game loss has been awarded for the first game of a match, thengtgitiyer of the second
game is determined randomly.

4.7 Game Arehayout
While game mats are not required, players are responsible for placing all cards according to the
layout established by the Game Area Play Sheet.

Specific locations include:

1 DeckArea

DigiEgg Deck Area
Security Stack
BreedingArea
Battle Area

Trash (Discard)

=A =4 =4 =4 4

You may not create your own game area layout. It is possible to modify the layout to accommodate
physical requirements. If you need to modify the game area layout, you mti§ gour opponent
and ensure it is obvious to all tournament officials.

The position of cards must be maintained as they were originally placed on the game area, except
when directed otherwise by a card effect.

Each deck should be oriented in a norttolth direction, with the short sides of the cards facing
each player. Card sleeve openings should face the opponent.

Car ds i nSeaurityStaekyus Ipe’sgaced out in a way that ensures a player, their opponent,
judges and tournament staff can seeaaglance how man$ecurity carda player has remaining.
TheSecurity Stachust be on the opposite si deandtrasht he

n

a

pl ay



Players should always play wibth hands above thetable The cards in a player

show card backs or sleeves clearly visible to the opponent. Players are not allowed to play with their
hands below the table or concealed from an opponent.

Players should not place unused cards in a nearby location (inside clothing, in a deck case, on the
table) during a match. Cards not registered on a deck list should be kept inside a bag or other
inaccessible location during tournament play.

If a card must be rotated to indicate a specific effect, it must be rotated to either 90 or 180 degrees.

Players sbuld not stack cards within theBecurity Stacik a way which obscures how masscurity
cardsthey have left.

Do not move cards between areas unless a card effect directs you to do so.

Avoid placing your hand close to other specified areas.

4.8 Note Taking
Players are not allowed to take notes in official Bandai organized play events. Players should not
have paper or other stationery not used for game purposes nearby during game play.

You may consult a copy of your Deck List between matchesnihetween games) to ensure you
have restored your deck ardigieggdeck to the registered state.

4.9 Game State

Game state refers to all elements of the gameards,security deck hand trash, turns, phase, etc.
Both players are responsible for maaitting the proper game state by clearly communicating with
their opponent.

Players are required to divulge any and all information that may be required to maintain a legal and
correct game state.

The game state can be damaged by illegal actions, misgggbts, etg rendering it eithereparable
irreparable oracceptedWhether or not a game state is reparable or irreparable will mean the
difference between a Warning and a Game Loss.

If both players can provide clear information and a judge is abtketermine a way to fix or rewind
the game state, it is reparable. The game should be repaired as far as possible and play should
continue.

Sometimes, even if a game state has been damaged, it has happened too far back to easily and fully
repair, and doesiot create a significant advantage for the player at fault.

In this case, the game state is accepted by both players, and play will continue.

1 A game state can be considered reparable even if not every error can be rewound.

1 A game loss is not an approprigienalty for a reparable game state, unless it is applied as a
penalty for repeated previous infractions.

9 If both players share fault in an irreparable game state that should be awarded a game loss,
determine which player is most at fault and penalize tplatyer with a Game Loss. The
opponent should receive a Warning.

1 Ilrreparable game states should not result in restarting a game or match.



1

If a player has damaged the game state due to an illegal action or missed auto, and
gameplay can be rewound to the poiof that illegal action, it will be rewound even if the
opponent would gain an advantage from information that was previously Private
Knowledge.

4.10Publicknowledge
The following information is considered to be puldibwledge unless a card effectates

otherwise:
T The number of cards in a player’s hand;
T The number of cards i n a pigeggdeck);s deck (this
T The number and namdrashamda cards in a player’'s
1 The number oSecurity cardsemaining;
1 Information printed on apecific card mentioned by name or otherwise clearly described;

T

Which cards have been played during the current turn.

Players must answer questions involving the above topics truthfully. Players may not refuse to
answer guestions about information thatpsiblic. Lying about or refusing to answer questions
about publicknowledgemay result in disqualification.

4.11Private Knowledge
The following information is considered private information, unless a card effect states otherwise:

=A =4 =4 4 =4

The cards ithe main deck odigieggdeck;

What @ardsarein the Security Stachrea;

Which@ardsarei n a pl ayer’s hand;

Which @ardsarei n an opponent’s hand;

Which cards were played or activated during the previous,turiess there is an active
gameplay effect

Players may not answer questions about any game state information considered private knowledge.
Giving false or misleading information about privitewledge, or intentionally revealing
information considered private knowledge, may result in a disguoatibn penalty.

4.12Security StackHand / Deck Verification

With the exception of areamrgetedby a search effect, you may

private knowledge areas, such as hand, deckeourity stackunless you are directed tamdso by a
card effect.

not

Judges may not be asked t o s earseduritystaclare®unlesty y ou
there is evidence your opponent may be cheating or that there may be a valiedrelatid issue.

4.13Appeals

Players have the righio appeal rulings to the Head Judge of the tournament if they disagree with a
floor judge’ s ruling.

Pl ayers may not appeal a floor judge’s ruling u

Players must respectfully inform the floor judge that yheish to appeal the ruling issued. If you

accept the floor judge

The

s ruling, you cannot ask

Head Judge’s ruling is final, and cannot be

r

N



4.14 Conceding a Game or Match

Players may concede a game or match at any timentil the point that the game or match has
concludledOnce a game or match has concluded, you may
opponent. This means once a game or match result has been reached (win, lose, or draw), the result
cannot be changedlayers who change the result of a game or match are guilty of Altering Game /

Match Results and will be penalized appropriately.

Players may not offer or accept any form of compensation in exchange for conceding a game or
match. Players who concede incliange for compensatioare guilty of accepting bribery. Offering
or accepting a bribe is against the Tournament Rules Manual policy and both players will be
disqualified from the event.

4.16 Random Outcome
Players or tournament officials may not randordtermine the outcome of a match by any means.
Failing to observe this rule will result in disqualification from the event.

4.17 Intentional Draws
Pl ayers are not allowed to intentionally decl are

If players are found to have agreed to an intentional draw, or play in a manner that means the
outcome will result in a draw without trying their best to obtain a result, they will be subject to
penalty.

Matches cannot end in a draw, outside End of Round procedures.

5.0 Reporting Match Results

5.1 Reporting the Match Result

Both players are responsible for accurately reporting the result of a match. Levefekssional
events will provide printed matchesult slips for you to report match results. Other events may
require you to verbally confirm the match result with the scorekeeper.

The winner of each round is responsible for ensuring the round result is reported in a timely fashion
following the conclu®n of the match. The winner is responsible for returning the Match Result slip

to the Scorekeeper or verbally reporting the results. Failure to do so in a timely manner may result in
penalties.

Players should consult a Tournament Official if they are niengfithe proper procedure for
reporting match results.

Match results cannot be altered once they have been submitted. Players should verify the match
result slip carefully before submitting it.

5.2 End of Round Procedures
Sometimes a match may not finiphior to time being called for the round. Both players are
responsible for noting who is the active player when time is called.

Players who need assistance with End of Round procedures should raise their hand and call for a
judge. The judge should be rified the game is ongoing and whose turn it is. The judge should
ensure both players understand the End of Round procedures, and may stay to supervise.



If time is called while players are in between games, compare the number of games won by each
player. Ifthey have both won the same number of games, the match is declared a draw. If one
player has won more games than the other, that player is declared the winner of the match.

If time is called while players are in the middle of a game, the current gamehaws a decision of
win, loss, or draw.

To resolve the current game, players follow the following steps:

1. Pl ayers play an additional three turns, wit
turn 0. The second playeol sowednbwitheb®tics
turn 2, and then back to the second player for the third and final turn.

2. If neither player has won at the end of those extra turns, the game is declared a draw.

A time limitof 5 minutesis applied to extra turns to ensure tlmmgoing smooth operation of the
tournament event. A draw will be declared if time expires with no clear winner.

Game play should be monitored by judges during this time. The guidelines for Slow Play should be
strictly observed, and penalties handed oat iny players found to be playing slowly.

Single Elimination Rounds afdp Cufinals
Draws are not permitted during sing&imination rounds, including top cut finals.

If there is a tie due to all players fulfilling loss conditions simultaneoushyculrent turnplayer
loses the game and the opponent is declared the winner.

When time is called while players are in the middle of a game, determine a winner of the match
using the following steps:

1. The player with the most game wins is declared the wiroféhe match.

2. If tied, the current active player plays out their turn. This is considered turn 0. After the
active player is finished, the game continues for a total of 5 more turns, with the second
player’'s turn being ttun?thdturndftdrthatturn3, andaf t er
SO on.

3. If neither player has won at the end of extra turns, the player with the raestirity
cards remainingvins.

4. If players have the same amounts#curity, the player with more cards in their deck
wins.DigiEgg decks do not count.

5. If players have the same number of cards remaining in their deck, the player with more
Di gi mon (Digimon | evel and digivolution car
as Digimon)n their Battle Area wins.

6. If both players have the same number Digimonin their Battle Areathe player who
was last to draw from thei®ecurityArea wins.

The Championship Match

Time limits do not apply for the Championship match of an event. The match is played until there is
a clear winer.

5.3 Match Pairings
After each round is completed, the Tournament Organizer should pair the next round and post the
pairings.



Players must be given a reasonable amount of time to report any errors with their win / loss records
and find their seats.

Orce the round has started, pairings cannot be changed. To aid the accurate and timely reporting of
match results, match result slips must be utilized aLallel 3 Professionalents.

The Tournament Organizer can use their discretion to decide whethestdp re-pair a round if a
player’s win / | oss record is incorrect. The Sco
repai r, or wait unt il the round starts before fib)>
round will be corret

Players should note that win / loss records cannot be altered after a second subsequent round has
been paired. For example, round 2 results cannot be altered after round 4 is paired. Players
therefore have one full round to report any win / loss recerdors to the Scorekeeper or Head

Judge. Match records are noted on the posted pairings and the match result slips. Tournament
Organizers should use both of these tools to remind players to regularly check their win / loss
record.

54 Tie Breakers and Calating Final Placement
Official events use a tibreaker system to determine how players are ranked when both have the
same number of match wins.

Players earn points based on how well they perform during a match.

Match Outcome Points Awarded
Win 3
Bye 3
Draw 1
Loss 0

Players are ranked first on how many points they have accumulated during the course of the event.
In the event of a tie, placement is determined by the process below:

1. Comparing Average Match Win Ratealculate the average match win eadf the 2
players (excluding byes) and divide the value by the number of tournament rounds they
participated in. The player with the higher final value ranks alugliers.

2. Comparing Average Match Wi n-cdkaldtegtteavereey t he P
match win rate for the opponents of each player. The player with the higher final value
ranks above others.

In extremely rare occasions, players may finish a tournament with identichitdakers, leaving
them tied for final standing. If time permitd)e players should play another match to determine a
winner.

In cases where there is no time for an additional game or match, the Head Judge should do the
following:

1. If the players have already played against one another in the tournament event, the
winner of that match will take the higher final standing.

2. If the tied players have not played against one another in the tournament event, the
Head Judge may use a random method such as a die roll, raffle, coin toss, etc to



determine the final standing. Pleagete this is different to randomly determining the
outcome of a match.

Calculating Average Values

1. Player Average Match Win Rate = their match points (excluding match points from byes)
/ participated rounds (excluding byes3

2. Average Match Win RatesfolPal ayer ' s Opponent = the total
values from (1) / number of games the player participated in.

Numbers under 0.33 are treated as 0.33.

5.5 Earning Invitations or Byes
Players who finish in the top percentage of a tournament sometieas the right to progress (an
invitation) to a higheilevel tournament event. This right is noransferable.

Attempting to transfer this right to another player, and / or falsely claiming to have received this
right may result in tournament disqualiéiion.

Invitations do not pass down or transfer in the case of a player already holding an invite.

6.0 Dropping Out

Players who wish to forfeit or drop from the tournament must notify the Scorekeeper prior to the
generation of t henceaarrundlistbas bedn pssteg ariany tinre dpefore a O
match is about to begin, if a player decides to drop, they are considered to have conceded the match
in progress.

Players who drop from the event and fail to correctly notify the Scorekeeper in aytfasion are
ineligible to receive commemorative prizes and other items.

7.0 Tournament Penalties

Policy documents are intended to educate players on expected behavior at tournament events.
Policy documents may not serve as a resource for persons to pttentake advantage byrule-
sharking or otherwise attempting to influence the decisions of judges and tournament officials.
Rule sharking is defined as using rules and policy to attempt to create an advantage, instead of
ensuring fair gameplay.

Incidens or infractions may occur during the course of an event that may require the need to issue a
penalty. Thichapter outlines how to resolvafractions, the types of penalties, how to assign them
appropriately and a guideline for situations that may arteat require an infraction recorded.

If a player violates any rules or regulations, a judge must issue the player with an appropriate
penalty.

7.1 Determining an Infraction
A judge must investigate first, then determine the infraction, and only thenyagplappropriate
penalty, detailed later in this sectiodudges should not reverse engineer penalties.

1 All persons involved should explain what happened, and answer honestly any questions a
judge may have.
9 The judge will explain the situation, and deténa if an infraction occurred.



9 If aninfraction occurred, the judge will explain the infraction and apply the appropriate
penalty.
1 If no infraction occurred, the judge will explain why.

Investigations for more serious infractions should be conductedivaigr.

1 Some severe infractions may also be explained in private to the person committing the
infraction.

T Not every sitwuation that occurs is appropri af
address a situation in private must be respected by othaygis, spectators, uninvolved
judges and tournament officials.

T The Head Judge’'s decision is final

Once an infraction has been identified, the judge will ask the player if they have received any other
penalties for this same type of infraction during tbeurse of the tournament event.

1 Penalties may need to be upgraded if this is a repeated infradfidris a repeat infraction,
the Head Judge should be natified.

91 Players are required to answer this question honestly. Lying to a tournament official is
against tournament policy, and will be penalized.

1 If this is a firstime infraction, the judge will briefly educate the player in regards to the
infraction, why it occurred, and what the penalty is.

Play will continue if applicable.

If the infraction occured during a match and the judge call took longer than 2 minutes, an
appropriate time extension should be noted by the judge on the front of the match result slip.
Judges should always note down the time at which they take a judge call, to ensure anragprop
time extension is provided.

Time extensions are given after the judge call has been fully resolved, including any appeals.
Time extensions are given only for actual time lost during a match.

Time extensions must be reported to the Scorekeeper.

Timeextensions are not given when there is a Game Loss penalty applied.

1 Multiple time extensions may be given to the same match.
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Judges must record the penalty on the Match Result Slip in the following order:

Player’'s Name / BCC ID / Infraction / Penalty Assigned / Reason Why / Name of Judge Who Issued
Penalty

If the infraction did not occur during a match, the judge should provide all the details to the
Scorekeeper so the infraction can be tracked appropriately.

Penalties acquired on Day 1 will carry oveoiDay 2.

7.2 Types of Penalties

Below is a list of penalties in order of severity from lowest to hightstad Judgesannot issue a
penalty other than those listed below. All infractions must be recorded by all judges and
TournamentOrganizes so that acurate assessments on play@ehaviorcan be made

1. Caution:A Cautionis the lowest level of penalty that can be issued to a player. These types
of penalties are designed to let a player know that they have made an error and to help



correct their gameplay for the future. Typicalilginimaleffects on the gamstate may have
occurred which can be easily fixegautions are issued on tlspot andare recorded per
player. If a player repeats the sarimdraction, the Cautionpenaltycan ke upgraded to a
Warning.

Warning:A Warningcan be issued where an obvious error has occurred that has resulted in
anoutcomewhich is favorabldor a player based on the ganséate, or the gameatate may

not be able to be repaired fully to the same extéithe infraction did not occuMVarnings

may also be issued for actions that impede the running of an eVérs.can also be used as
the next step for a continued infraction of the same nature, which may be of a lesser
conseqguence to the overall gameglIf a player repeats the saniefraction, the Warning
penaltycan be upgraded to a Game Loss, Match Loss or Disqualification.

Game LossA Game Loss a higherform of penaltyindicating that a major error in
gameplay has occurredy the regulations of the event have not been m&tich has
resulted typically in an unfair advantage for one player, or caused a direct detriment to
another playerlf the player is currently between gamesmatches, the player loses the
next game theyvere assigned to play.

Match LossA Match Lospenaltyshould be reserved for the most extreme cases where the
game has reached a state where no repair can be made, and the opposing player is at a
severe disadvantage based on the error made. These typically irvslgation where one
playergairs an unfairadvantage over a playeand the situation cannot be rectified through
any other course of actioi\ player issued Blatch Losdoses the current match. If the

player is currently between matches, the player loses the next match they were assigned to
play. If the player is in a match they are clearly aboubge, the judge may choose to apply
theMatchLospenal ty to the player’s next matoch.

DisqualificationA Disqualificatioris one of themost extreme forns of penaliesthat can be
issued, and shodlbe reserved for instances where the tournamantegrity as a whole has
been affected by the actions of the playand / or major examples of unsportsmanlike
conduct Playersvho receive thipenaltyareissued aviatch Losgor the current round (if in
play) and dropped from the remainder of the tournament, with no prizes or rewards to be
issued Players who receive a Disqualification are recorded for future reference and reported
to Bandai.

SuspensionA Suspensiois a penalty issued to players whoveaseriously damaged the
integrity ofaneventor events, or may have received multiple higtherel penalties over a
number of events that indicate thdtehaviorhas not changedsuspensionsan be issued
not only against current players but all participants in an event. Persons who receive a
Suspensioarerecorded for future referenceA person issued &uspensiotoses their
current match (if applicable) and is immediately removed frometent, with no prizes or
rewards to be issueduspensionst a specific length of time specified by Bandai.
Suspended persons cannot enter official Bandai events for the duration &usgensionA
suspended ID]amngeith'the lengtl dheir Suspensionwill be posted on the
official Dragon Ball Super Card Gahwme pagelf a player issued &uspensioshanges
their BCAD, if it is discovered that their original ID was issu&lispensiornthe new ID is
immediately issued a new, lengén Suspension



7.3 Assigning €éhalties
It is advised that all penalties more severe thawarningbe issued only after reportinigfractions
to the Head Judge. The Head Judge should handle assigning peofdiiah Loss or greater

The issuing of peities should occur in a way thatrespectful of involved partie®Vhen issuing a
penalty,the judge must explain thmfractionand how to resolve the situation to all related players.
If the head judge decides to alter this process, they must expghaipénalty andvhy they chose to
alter the standard procedureCareful consideration must be given for any deviation from the
guidelines to ensure the integrity of the event and not bring untoward blame to Judges or the
Tournament Organizers.

Depending orthe infraction, the description of the penalty will provide adeion how to resolve the
infraction. These procedures are designed to prevent judges from being criticized for unfair or
preferential judgementThe issuing of penalties should be accompatigduoting the relevant

policy.

Judges must always consider the current game / game state and who will gain benefit as a result of
carrying out penalty procedures. The procedures
player (even if unintetional) or being careless when considering the game state can result in further
issueslf a single mistake causes multijtdractions, a penalty should be issued for the most severe
infraction.

Judges and Tourname@rganizes are to record any penalguring a tournament to ensure that
there is consistency with regards to how penalties are issued.

Judges must record the penalty on the Match Result Slip in the following order:

Player’'s Name / BCC ID / Infraction / Penalty Assigned / Reason Why / Name of Judge Who Issued
Penalty

Penaltieamaybe issued tgerson(sWwho are not participating in the event. The penalties are
designed to be applied to players, but other event personnel (spectators, staff, judges) can also be
responsible foinfractions. Penales can still be issued toayer even if they have already forfeited
an event.

The final say on all penalties at events are at the discretion ofigreed Judge

7.4 Examples of Infractions

Infractions can occur in a number of ways, with differing lewedlseverity. Based on the level of
competition, a Judge can increase the level in which a penalty is issued but never reduce. The types
of infractionsthat can occur are

7.4.1 Game Play Error

These can be wrong or inaccurate actions by a player that@reary to the official rules of the

game. It is assumed that errors of this nature are accidental, but a judge may use their discretion to
increase the infraction to a higher punishmenthéy feel the error was deliberate.

1. Failing to Observe Game Rules
An infractionin which a player failed to observe a rule or misinterpreted it. Nbigis
separatefrom errorsresulting from players forgetting to resolve automatic actions.

Penalty:Warning



Resolutionissue aVarningto the playe(s) responsible for the action. Efforts must be made
to reverse the gametate to before the error occurregrovided a considerable amount of
time has not elapsedf this is not possible, reverse as far as possible as to not adversely
affect one player oveanother.Continue the game from this point.

Forgetting to Resolve Automatic Actions

Aninfractionin which a player proceeds with the game after failing to resolve an automatic

effect.

Penalty:Warning

Resolutionissue aVarningto the player/s responsible for resolving the automatic action,

and carry out the effect from the closest chi

However, if the effect was a vol unreathey act i ol
effectas if theplayer chose not to carry out the action
Examples:

1 A player carries out therawPhase andhen plays a Tamer Card. It is assumed the
player has skipped their Breeding Phase.

Looking at Unnecessary Cards
Aninfractionin which a player loakat a card/cards which should not have been visible to
them. Thisalsoincludese | unt ari ly revealing your hand, or
because they revealed thdiland These actiosa make tournament environments less
enjoyable and should ndie encouraged.
Penalty:Warning
Resolutionissue aVarningto the player responsible for thafraction. If the card has only
been revealed to the player who made thgraction, reveal it to their opponent as well. The
judge then confirms which cards ngige being placed in set orders. Cards which can have no
set orders are shuffled together, while cards that must be placed in a set order are returned
to their appropriate locations
Examples:

1 A player accidentally looked at 4 cards when resolvingféed that asked them to

look at the top 3 cards of thedteck
1T A pl asecumity tasdare accidentally turnefaceup.

Invalid Cards in Secret Areas
An infraction m which there is an incorrect number of cards in a Secret Area, or cards in an
invalid stak in a Secret Area.
Penalty:Warning
Resolutionissue aVarningto the playe(s) responsible for the action that caused the
invalid cards to be in a secret area. I f it
incorrectly located in a secrarea, those cards must be returned to their correct area. For a
card from deck, it is returned to the top of the deck. If the card is ftloensecurity stackit
is shuffled back into theecuritya r e a . I'f it is not cleldar (to th
card/s are incorrectly located in a secret area, the Judge is to randomly select the number of
cards incorrectly held, and return them to the appropriate secret area and sufficiently
randompize that area again.
Examples:
1 A player accidentally drew 3 carthstead oP.



1 A player accidentally added a card from their deck to their hand directly when they
should have revealet first.

74.2Event Errors

These are errors which occur when plgig@do not adhere to the Floor Rules as outlined in this
document. If a Judge determines that the error was delibertitey may escalate the infraction
recorded.

1. Tardiness
Aninfractionin which a player was not seated at the beginning of a match or did not
complete a specific action within the given time limit.
Penalty:
Warning—if a player arrives within 5 minutes of match start.
Game loss-if a player is 5 or more minutes late.
Match Loss-if a player is 10 minutes late.
Resolutionissue aVarningif the player is seated and ready to play within 5 minutes of the
round start time.Issue &ame LosH a player is more than 5 minutes latlssue aviatch
Lossf the player is not seated withihi0 minutes of the round start time
Examples:
1 A player is noseated and ready to play until 7 minutes after the start of a match.
1 A player sat in the wrong seat and started a match against the wrong oppdnent.
this case, it may be most appropriate to repair the two matches impacted and give a
warning to the playes.

2. Referring to information outside of the Game
An infractionin which information was given to a player from outside the game or actively
sought by a player using outside sources of information
Penalty:Game LossMatch Loss
Resolutionif the information is received during a match, issudatch Losgo the player
receiving the information if it has been activelyugbt. AGame Losmay be issued if it is
unclear whether a player actively sought the information dssuea Match Losgo the
player/s providing any information to a player who is currently playing a métte person
who gave information is a spectator, a judge may bar that person from spectating for the
duration of the tournamentDuring a match refers to the span aine starting from the
posting of pairings to the actual end outcome is reached in a match. At any other time,
players can receive information from any source.
Examples:
1 A playerasks for, or actively receives advice from another player or spectator
1 A spectator gives advice to a player without their consent.

3. Slow Play
An infractionin which a player unintentionally slows down the pace of a gaettker during
the match or extra timelf a judge confirms a player deliberately sought to delay the game
anduse the time limit to their advantag they may escalate the infraction.
Penalty:Warning— Game Loss
Resolutionissue aVarningto the player responsible for thafraction. A judge will
determine if the appropriate amount of time has been taken to complete an aatiomake
a decision to further the game. If there is continued need for a judge to ensure a player



takes an appropriate amount of time on decisions or actionsndua match, they may
escalate thepenaltyto aGame Loss
Examples:
1 An opponent calls a judge over and asks them to observe slovdp&ato the
opponent taking an unnecessary amount of tisansidering their next action.
1 A player takes an excessive ambahtime to shuffle their deck.
1 Ajudge determinsplayers are takingnunnecessarily longme to further the
gamestate.
91 A player thinks about their next play for more than a minute, slowing the game
down significantly.

4. Deck Error: lllegible Deck Lists
An infraction n whicha decKist submitted cannot be read, or is incomplete in a way that it
makes the task of checking the list during a deck chatiKiault task. However, this should
not be confused with an incorrect or absent number of cards wiicovered under
“I'ncorrect Number of Cards”.
Penalty:Warning
Resolutionissue aVarningto the player with the illegible dedist. The player should be
given sufficient time to complete the detikt in a way that makes it easier for Judge
checkfor errors. If this error is found during the event, players should be asked to complete
the amendments between rounds. If this causes them to be late to their next round, apply

the infraction process for “Late Arrival to
Examples:

1 Aplayer sstcannot be read to determine all cards are included in the deck.

1 Aplayet s | i s tcard neimbers & sard magnes but is otherwise legal.

5. Deck Error: Incorrect number of cards in Deck / Deck List
Aninfractionin which a playéer decklist, or deck contains the incorrect number of cards
either above or below the amount required in the main afigieggdecks.
Penalty:Game Loss
Resolutionissue @&ame Losto the player, and have them correct the error either in the
deck or on their deckst so hat the twoare made valid.
Examples:
T A player’s deck cont ai rcard limivfer themaindeckn der t h
but their decKist contains a valid number of cards
1T A pl ay distcostaind @er br under the required 8&rd limit for themain
deck, but their deck contains a valid number of cards
T A player’s deck and deck |l ist contains on

6. Deck Error: Incorrect cards in deck / deck list
An infractionin which a playér deck does not match the submitted deck list at the tinf@o
deck check.
Penalty:Game Loss
Resolutionissue @&ame Lost the player, and have them correct the error.
Examples:
T An opponent’'s cards are found in a player



7. lllegal cards in deck
Aninfractionin whichthe deckproduced by the player includes cards that are eitinealid
for deck construction, or are contrary to the rules of the Ganee \nofficial cards)
Penalty:Game Loss
Resolutionissue @&ame Losto the player found with incorrect cards within their deck. If
this is found during a match, tt@ame Loss issued for the current game and the player is
given time to correct their error if possible. If the error is found between rounds, the Game
Lossapplies to the next match, and the player must correct the deck before play begins in
the next round. Follow the steps for “Late al
Examples:
1 A playerhas cards that arbot stamped that have not been officially released by Bandai

8. Communication

An infractionin which a lack of communication adversely influences gameplay. Both players
have the responsibility to play the game with a common understanding of the events
occurring within the game. If either player fails to declare theiioas sufficiently, that
player is treated as if they are obstructing the game
Penalty:Warning
Resolutionissue aVarningto the player responsible for the violation. Then, the judge
rewinds the game state back to a point with as few issues as posaftde explaining the
situation to the players, let them continue playing the game from that point on. The judge
may only rewind the game back to a former state if there is no way to correct the current
situation as it is.
Examples:

1 A player realizes theyisunderstood how a card or cards were supposed to be

played earlier in thgame.

9. Marked Cards
An infractionin which cards or sleeves are clearly marked and can be visually distinguished
by looking at thecard backs or fronts. Care should be taken tewi®w these cards could
be seen when in a secret area.
Penalty:Warning— Game Loss
Resolutionissue aVarningif when the cards are examined, one card can be easily
distinguished from the next when in a secret area. However, if there is a pattern to the
marked cards . if they are all the same type, or could be important for gameplay)
higherpenaltyshouldbe given.The player may be required to acquire new sleeves or swap
out damaged sleeves with netamaged sleeves from their side deck or elsewhere.
Consideration for the level gdenaltywill be made by the Head Judge taking all factors into

account. It he Mar ked Cards are intentional, consid
Examples:
1 Some of the sleeves were damaged. The cards in the damaged sleeves appear to be

random.

10. Insufficiently shuffling / non-randomized Deck
An infractionin which a deck waisisufficiently shuffled.
Penalty:Warning



Resolutionissue aVarningto the player responsible for the violation. The judge thoroughly

shuffles the player’s deck. The procedure
multiple times, with different ypes of shuffles
Examples:

91 A player only shuffles their deck once with a Histiuffle.
91 A player shuffles their deck insufficiently with a pile shuffle.
1 A player gives an already shuffled deck to the opponent after sithirvn.

7.4.3 Unsportsmanlik€onduct
These are infractions which occur when players behave in an unsportsmanlike way. Players fail to

behave in the spirit of the game, and negatively impact on the safety, enjoyment and integrity of the
event.

1. Taunts or Inappropriate Behavior
An infraction inwhich playe(s)behave in an inappropriate way or taunts their opponent
other attendees at an event.
Penalty:Warning- Disqualification
ResolutionDetermine the appropriate penalty and issteethe playe(s)responsible for the
behavior This can include bullying and other forms$ehaviorwhich may belittle another
person present at the event.
Examples:
1 A player makesraindefensiblyyrude comment or gesturéo an opponent.
A player asks far penaltyto be issued againsheir opponent
A player trashes the play area after losing.
A player does not comply when the event staff tells them to leave thegrky.
A player makes a remark that could be seen as unpleasant to another player or
judge.
1 A player repeatedly carries out an actithvat is perceived negatively by their
opponent, even after being requested to stop.
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2. Threatening, Aggressive or Discriminating Actions

An infraction in which playés)engage in antsocialbehaviorwhich threatens or demeans
another person in attendanc® the event. This can include, but is not limited to, making
threats or physical violence against another person, or discriminating against a person based
on their sex, age, sexual orientation, gender, sa@gionomic status, intellectual ability, or
disahlity.
Penalty:Disqualification
Resolutionissue a Disqualification to the playgresponsible, and ask that they
immediately leave the event. This may also be escalatedSwspensionpon further
investigation by the durnament Organizeand Bandai
Examples:

1 A player makes insulting or derogatory remarks

1 A player verbally threatens another person

1 A player performs an act which is violent, or can be perceived as violent in nature

which threatens the safety of others
1 Aplayerlosesagameandkickhn opponent’s bag.
1 A player destroys tournamemtguipmentdeliberately.
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3. Theft
An infraction m which a player steals event equipment or the belongings of other plagers.
player should feel safe about their belongings when participating in an eventhisudoes
not mean they are not responsible for their personal items. Plagegexpected to keep
items they brought to the event or received during the event on their peegaall times
Judgesnust provide whatever support they can to prevent suchdanis
Penalty:Suspension
Resolutionissue an immediat&uspensioio the player andremove them from the venue.

Examples:
1 Stealing & player’'s card
f Stealing another person’s belongings

9 Stealing equipment related to the running of the event

4. Collusion, payoffs and bribery
An infraction in viich a player bribes or colludes with their opponent to get them to
concede, drawor otherwise compromise the integrity of match resudsd the tournament
overall Thesénfractionsalso include receiving bribe, orbetting on match results with
other players or spectators during an event
Penalty:Disqualification
Resolutionissue a Disqualification to the playg)responsible.
Examples:
9 Offering an opponent money, or something of valteeconcede anatch.
1 Receiving a card from a player to intentionally draw a match.
1 Offering to split prizing with a player in return for a favorable result
1 2 spectators betting on the outcome of a match.

5. Cheating
An infraction in which a playeknowingly contravenethe rules of the Gamer tournament
policies; makes mistakes intentionally for attempted persona gain; or knowingly cheats
These acts can appear to be unintentional, amast be thoroughly investigated by Judges to
ensure whether the actions were delitze or not.
Penalty:Disqualification / Suspension
Resolutionissue aisqualificatiorto the player/s found to be meeting the definition of this
infraction. Upon further investigation by thedirnament Organizeor Bandai, this infraction
may be upgradedtb a Suspension
Examples:
1 Realizing you accidentally included cairdgour deck that are in violation of the
rules of the Game, but you continue on playing without informing a Judge.
1 Lying about an kgame situatiorto gain a favorable outcome from adije.
f Intentionally ignoring an oppdenefihypd s mi st
most, then reporting it to thgudge.
1 Intentionally performing an action which allows you to gain, or potentially gain,
advantage over an opponent.

6. lllegal or Prohibited Items
An infraction in which a player or attendee brings i{ghto an event which are prohibited
or illegal based on local, state, or federal laws. In addition, any weapons, illegal drugs, and



unlawful items are expressly forbidden and anyomiediing such items to an event will be
subject to higher sanctions.
Penalty:Disqualification / Suspension
Resolutionissue aisqualificatiorto the playe(s)found in possession of these items and
remove them from the venue. If the items are illegal drugs, or weapbesoffending
person shall be issued withSuspensioas determined by Bandai.
Examples:

1 A player brings a weapon in their bag

Players under the influence of drugs or alcohol
An infraction in which a player is determined to be under the influence of drugs, alcohol, or
other substances. This is deemed todi-social behavior and against the spirit of the
Game.
Penalty:Disqualification / Sysension
Resolutionissue aisqualificatiorto the playe(s)who a Judge has determined to be under
the influence of drugs, alcohol, or other substances. This may also be escalated to a
Suspensioif the behavior associated is disturbing or threateningtioer players or staff in
attendance.
Examples:

1 A player is visibly drunk or smells of alcohol

1 A player appears to be under the effects of illegal drugs



8.0 Online Everfbupplement
This policy document is intended to provide guidance to Tournamerdarrers, Stores and players

and help facilitate competitive events online while Celfirestrictions make it difficult to host face
to-face events.

8.1 Online Software
Bandai recommend the usage of these tools to facilitate online events:

9 Discord-to enable physical card play with webcaarsd communication with players and
event officials
1 TCG Meisterto track tournament results with a web interface visible to the players

8.2 Tournament Guidelines

The Tournament Rules Manual should beeylisd for all online events. Given the online nature of
events, and additional technical and communication challenges that may be experienced by players,
we recommend extending standard besft3 match times to allow for additional time.

Best-of-three Game Match
Number of game wins necessary: 2
Match Time: 50 minutes

Extra Time: 5 minutes (for extra turns, etc)

8.3 Deck Registration

Players must submit a photo of their physical deck to the Tournament Organizer, together with a
name and date stamp. The dQimament Organizer should also collect an electronic deck list link.
During the event, Judges should complete random deck checks to ensure the physical deck being
utilized matches the one registered.

8.4 Player Setup
Players must compete using a webcand dimeir real physical cards via the published Discord server.

Technical Requirements

1 Webcam (1080p recommended; 720p minimum)

1 Computer

1 Microphone

91 Dedicated Playing Space (if using a playmat, please use one with darker colors to enable
cards to be moreasily seen by your opponent).

Set Up

1. Set up your dedicated playing space where your cards will be displayed for your opponent.
2. Adjust your webcam' s position so your playin
entire game area, including your Dedrash, Digegg Deck, Security Stack, Breeding Area
and Battle ArealNote: your face does not need to be captured on the webcam stream!
When pairings are posted, join the voice channel that correlates to your assigned table.
4. When you join the voice chat and meet your opponent, there is an option in Discord to begin
video chat. Press it, and your webcam will be enabled so your opponent can see your video
feed.
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5. You must have your microphone enabled so both players can easilygnicate with each

other and with any judges that enter the table channel.

All relevant cards must be kept on the video feed at all times. This includes your hand.

Make sure to keep your hand over the table so that cards do not fall to the flop.

8. All shuffing must take place on camera, otherwise your deck will not be considered
randomizedWhen your opponent would normally cut your deck, you must ask how they
would like it to be cut.
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Examples of Poor Setups

Please note these examples are from recent Dr&ghSuper Card Game online events and will be
updated.

'*!Qr‘-’—r“—’!h ‘o x S B This set up does not show the deck clearl
i’w,r\‘ - N A ¢ within the frame.

This set up shows the hand in frame, but
is being held in a way that shows private
information to the
Playersshould take care to make sure the
angle they are holding their hand at does
not give away secret information.

The hand is obscured, and current life tot
aren’t clear .




Perfect Setup Example

Please note these examples are from recent Dragon Badr £ard Game online events and will be
updated.




