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Introduction 
The BattleTech DCI Floor Rules work in conjunction with the DCI Universal Tournament Rules, DCI Penalty Guidelines, and BattleTech game rules. Players, spectators, and tournament officials must follow these documents while involved with DCI-sanctioned BattleTech tournaments. Individuals who violate sections of these documents will be subject to the appropriate provisions of the DCI Penalty Guidelines.
Note: Please see Appendix B of the DCI Universal Tournament Rules for definitions of terms in this document.

500. General BattleTech Tournament Rules 
501. Format and Rating Categories 

The DCI sanctions the following formats. 

Constructed Formats:

· Standard 

Limited Formats:

· Sealed Deck 
· Booster Draft 
· Rochester Draft 

The DCI produces the following ratings categories.

· Standard (includes Standard format) 
· Limited (includes all Limited formats) 

502. Authorized Cards 

All BattleTech cards published by Wizards of the Coast are permitted in sanctioned tournaments.

503. Card Interpretation 

All cards are interpreted using the appropriate card ruling section of the BattleTech Players' Guide reference and the Playing with Older Card Printings section of the BattleTech rulebook. During sanctioned competition, players must refer to this version of a card to settle disputes concerning the interpretation of a card's wording or powers.

504. New Releases 

New BattleTech card sets (new expansions or new editions of the basic set) released during the first fifteen days of a month are allowed in Constructed tournament play on the first day of the month following their retail release date. Card sets released after the first fifteen days of a month are allowed in Constructed tournament play on the first day of the second month following their release date. Therefore, card sets always enter Constructed tournament play two to five weeks after their retail release date, on the first day of the month. DCI announcements confirm the exact date that each new card set enters tournament play before the set is released. 

New card sets are allowed in Limited tournament play immediately, including before the retail release date in the case of a Prerelease tournament. 

Example: The retail release date for the Commander's Edition™ card set was July 30, 1998; the expansion rotated into the Constructed tournament environments on September 1, 1998, the first day of the second month following its retail release. If the Commander's Edition card set had been released on July 15 (or earlier), it would have entered the Constructed tournament environments on August 1, 1999. 

510. BattleTech Tournament Mechanics 
511. Match Structure 

Two games is the default number of games in a BattleTech match, and tournament organizers must allow for a minimum of two games per match. If a tournament organizer chooses to run matches consisting of more than two games, he or she must announce this before the tournament begins. Match results--not individual game results--are reported to the DCI for the purpose of inclusion in the worldwide ratings and rankings. Drawn games (games that do not have a victor) still count toward one of the two games in a match.

512. Match Time Limits 

The following time limits are recommended for each round of a tournament:
· Constructed and Limited tournaments--sixty minutes 
· Single-elimination quarterfinal or semifinal matches--ninety minutes 
· Single-elimination final matches--no time limit 

In addition, the following time limits are recommended for Limited tournaments:

· Sealed Deck--twenty minutes for deck registration 
· Sealed Deck--thirty minutes for deck construction 
· Draft--thirty minutes for deck registration and construction 

513. Who Plays First 

The winner of a coin toss (or other random method) decides who plays first in each game. The selected player must make this choice before viewing his or her hand.

After each game in a match, the loser of that game (even if the game loss was due to a penalty) decides whether to play first in the next game. If the game was a draw (so there was no victor or loser), the player who decided to play or draw for that game chooses for the next game. 

514. Pre-game Procedure 

The following steps must be performed, in order, before each game begins.

1. Players may exchange cards in their decks for cards in their sideboards (only after the first game of the match).
2. Players determine who chooses to play or draw first (see section 513).
3. Selected player chooses to play first or to have his or her opponent do so. 
4. Players shuffle their decks (see the Universal Tournament Rules, section 21).
5. Players present their decks to their opponents for additional shuffling and cutting.
6. If the opponent has shuffled the player's deck, that player may make one final cut.
7. Each player draws five cards.
8. Players resolve any Mulligans (see section 515).
Once any Mulligans are resolved, the game begins.

515. Mulligan Rule 

Before each game begins, a player may, for any reason, reshuffle and redraw his or her hand, drawing one fewer card. This may be repeated as often as the player wishes until he or she has no cards left in his or her hand.

The decision of whether to Mulligan passes between players following the order established by rule 513--Who Plays First. After the participant who plays first Mulligans as often as he or she likes, the decision of whether to Mulligan passes to the other player. Once a player passes the opportunity to Mulligan, that player may not change his or her mind.

516. End of Match Procedure 

If the match time limit is reached before a winner is determined, the current player finishes his or her turn and the game ends.

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

517. Determining a Match Winner 

In Swiss-style rounds, the winner of a match is the player with the most game wins in the match. If both players have equal game wins, then the match is a draw.

In single-elimination rounds, matches may not end in a draw. If both players in a single-elimination tournament have equal game wins when the normal match time is up, the player with the most cards remaining in his or her Stockpile is the winner of the current game in progress; otherwise, the game in progress is considered a draw. In the event the players have equal cards remaining in their Stockpiles (or are between games), the game/match should continue until the first life total change.

520. Rules for Constructed Deck Tournaments 

521. Deck-Size Limits 

Constructed decks must contain a maximum of sixty cards. There is no minimum deck size. If a player wishes to use a sideboard, it must contain exactly eight cards.

With the exception of basic resources (Assembly, Logistics, Munitions, Politics, and Tactics), a player's deck and sideboard combined may not contain more than six of any individual card, counted by its English card title equivalent.

522. Sideboard Use 

Before each game begins, players must allow their opponents to count the number of cards in their sideboards (face down), if requested. Players may not look at their sideboards during a game. The sideboard must be clearly identified and separated from all other cards in the play area.

The deck and sideboard must each be returned to their original compositions before the first game of each match. Thus, cards transferred from a player's deck to his or her sideboard, and vice versa, must be returned before the player begins a new match. If a penalty causes a player to forfeit the first game in a match before that game began, follow the steps in section 514 ("Pre-game Procedure") as if the forfeited game never took place. For example, if a player forfeits the first game, neither player may use cards from his or her sideboard for the second game.

Before the beginning of the second or subsequent game in a match, players may change the composition of their decks by exchanging cards from their decks for cards in their sideboards. Any card exchanges between decks and sideboards must be made on a one-for-one basis to ensure that the sideboard remains at exactly eight cards at all times. There are no restrictions on the number of cards a player may exchange this way as long as one card from the deck is traded for one in the sideboard.

525. Standard Format Deck Construction 

· The following card sets are permitted in Standard tournaments:

· Limited Edition™ 
· Unlimited Edition™ 
· Counterstrike™ 
· Mercenaries™ 
· MechWarrior® 
· Arsenal™ 
· Commander's Edition™ 
· Crusade™ 
The following cards are banned in Standard tournaments:

· Dasher D Firemoth 
· Disguised Coordinates 
· Effective Groundwork 
· Elite MechWarrior 
· Nightsky ngs-4s 

530. Rules for Limited Tournaments 

531. Deck-Size Limits 

Constructed decks must contain a maximum of sixty cards. There is no minimum deck size. All of the cards a player is not using in his or her main deck become the sideboard.

Players are not restricted to six of any one card in Limited tournament play.

532. Sideboard Use 

Any drafted or opened cards not used in a player's Limited-environment deck function as his or her sideboard. Players may not look at their sideboards during a game.

Before the beginning of the second or subsequent game in a match, players may change the composition of their decks by exchanging cards from their decks for cards in their sideboards. There are no restrictions on the number of cards a player may exchange this way as long as the play deck contains a maximum of sixty cards. Cards need not be exchanged on a one-for-one basis.

533. Materials Provided 

Tournament organizers and/or the head judge may choose to provide basic resources for players to use during the tournament. If the organizer provides basic resources, he or she must make available the same amount of Resource cards to each player. Organizers must announce before and during event registration whether they will provide players with access to basic resources. Organizers may require players to return the Resource cards when they leave the tournament.

534. Rules for Sealed-Deck Tournaments 

In Sealed-Deck tournaments, players may exchange up to five basic resources from the cards they receive in the sealed product for basic resources of their choice, provided by the tournament organizer. This card exchange should take place before the deck-construction period is completed.

535. Rules for Draft Tournaments 

Players may add as many basic resources to their decks as desired; no maximum is imposed. Extra resources are allowed for sideboards, and players may add basic resources to their sideboards any time between games.
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