Dungeons & Dragons® Miniatures DCI™ Floor Rules

2004-2005 Tournament Season
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Introduction

The Dungeons & Dragons Miniatures DCI Floor Rules and the Dungeons & Dragons Miniatures Game Rules should be read and understood by all players wishing to compete in sanctioned events. Sanctioned events must abide by these rules.

Two other documents—the DCI Universal Tournament Rules and the DCI Penalty Guidelines—are used by organizers or judges who wish to further understand the details of how sanctioned events are to be organized and run, and to understand how judging for DCI events should work. All four documents can be found at www.wizards.com/default.asp?x=dnd/mini/tournaments.

The Dungeons & Dragons Miniatures Errata and FAQ are also available online at www.wizards.com/default.asp?x=dnd/mini/tournaments.

Appendix A: Definition of terms used in this document

Appendix B: Booster Pack Draft Procedures

Appendix C: List of Legal Terrain Tiles

800.
General Dungeons & Dragons Miniatures Tournament Rules
801.
Format and Ratings Categories
The DCI sanctions the following formats.

Constructed Formats
The following four constructed formats are sanctioned:


•
100-Point Assault


•
200-Point Assault


•
100-Point Triad


•
200-Point Triad

Assault: The Assault format should be used for most constructed events. This format uses the Assault scenario exclusively. See section 853 for the Assault scenario rules.

Triad: The Triad format rotates between the following scenarios:

1st round of tournament: Assault (see section 853)

2nd round of tournament: Cave of Pain (see section 854)

3rd round of tournament: Plunder (see section 855)

If a Constructed tournament runs more than three rounds, then this rotation of scenarios is repeated as needed.

The Triad and Assault formats may be sanctioned with a 100-point warband limit or a 200-point warband limit.


Extreme Format

This is the format used for 500-point constructed play, which counts for your Extreme rating rather than your Constructed rating. See section 870 below.

Limited Formats

· Sealed (Assault)

· Booster Pack Draft (Assault)

Each of the Limited formats may be sanctioned with 100- or 200-point warband limits (see section 851). Limited tournaments should always be conducted using the Assault format (see section 853).

802.
Ratings Categories

The DCI uses the following ratings categories:

· Constructed

· Limited

· Extreme

Ratings in each category can be viewed online at www.wizards.com/dci.

803.
Authorized Models and Stat Cards

Dungeons & Dragons Miniatures models released by Wizards of the Coast, Inc. are legal for tournament play (see section 804). Each model must have the official stat card with it in order to play. If you have multiples of the same model, then you need only one copy of the official stat card for those models. A player must make his stat cards available to his opponent upon request.

Specific Wizards of the Coast® Chainmail™ metal models may also be used in lieu of the Dungeons & Dragons Miniatures models (see the Chainmail Conversions document available at http://www.wizards.com/default.asp?x=dnd/mit/20040414cmharbinger). Each Chainmail model must have with it a printed copy of the stat card from the Wizards of the Coast website or the official Dungeons & Dragons Miniatures stat card specific to that model.

Conversions

Conversions (customization of models) are allowed in all Dungeons & Dragons Miniatures leagues and DCI-sanctioned tournaments but must adhere to the following rules:

· The base model (the model being converted) must be a Dungeons & Dragons Miniatures model.

· Base models must remain easily identifiable. A player must be able to tell what each model is on first glance at the battlefield.

· Additional equipment (including weaponry) may not be added to a model if that equipment is not represented on the model’s stat card. For example, a player may not add a crossbow to a model that doesn’t have a ranged attack.

804.
Stat Card Interpretations

Stat cards are interpreted using the official Dungeons & Dragons Miniatures Game Rules and the Official Errata. Errata can be found at: www.wizards.com/default.asp?x=dnd/mini/tournaments.

805.
New Releases

Dungeons & Dragons Miniatures models are allowed in both DCI-sanctioned Constructed and Limited tournaments as soon as they are published in a set. Prerelease models and promo miniatures are not allowed in sanctioned play unless they are a part of a set that has been released. Therefore, the following promo miniatures are not yet legal: Mina, Dark Cleric; Guenhwyvar; Medium Silver Dragon.

806.
Necessary Tournament Materials


A player must bring the following items to participate: 

· A battle grid

· The terrain tiles the player intends to use (for a list of legal terrain tiles, see Appendix C)

· A 20-sided die (d20)

· Tokens or pen and paper for clearly tracking damage, victory points, and other effects

· Models and corresponding stat cards (for constructed events)

810. 
Dungeons & Dragons Miniatures Tournament Mechanics

811.
Match Structure

Dungeons & Dragons Miniatures matches consist of one game per match. Match results are reported to the DCI in order to include them in the worldwide ratings.

812.
Match Time Limits

Sixty minutes are recommended for each round of Constructed and Limited tournaments.

In addition, for Limited tournaments, allow 20 minutes for warband registration and construction.

813.
Warband Registration

A player must register his or her warband, recording all the models used in the warband before the start of the tournament. A player must play the registered warband throughout the tournament.

814.
Pregame Procedures and Who Plays First

Before play begins, players determine who will play first as described in the Dungeons & Dragons Miniatures skirmish rules. This may be done any time during the pre-game procedure.

1. The player who won terrain initiative chooses who places his or her assembly tile first.

2. The next player places his or her assembly tile in the corner diagonally opposite the first player’s corner.

3. The player who placed the first tile places a feature tile.

4. The next player places a feature tile.

5. Players alternate placing feature tiles until all have been placed or until there is no room for more feature tiles on the battle grid.

6. The player who placed the first tile sets up his or her warband on his or her own assembly tile.

7. The next player sets up his or her warband on his or her own assembly tile.

815.
Terrain Placement

In addition to the regular terrain placement rules, no tile can be placed so that part of the battlefield is inaccessible. For example, the Treasure Room tile cannot be placed in a corner in such a way that it has no exits.

816.
End-of-Match Procedure

If the match time limit is reached before a winner is determined, then the player who scored the most victory points is the winner. 

If players are tied:

1. The player who has a model closest to the center of the battle grid wins.

2. If more than one model is equally close, the highest-cost model that is closest to the center determines the winner. 

3. If both models are the same cost, each player rolls a d20 and the high roller wins.

This same procedure is used to determine the winner if no creature takes damage, makes an attack roll, or makes a saving throw for 10 complete turns.

817.
Damage Counters and Effects

Damage and effects must be clearly tracked and may be on the stat card, the model, or on paper during the match. Players may use damage counters or dice (they must be distinct from other types of counters or dice used in the game), pen and paper, or mark directly on the stat card itself to keep track of these effects.

818.
Victory Point Scoring Modification

In tournament play, a player now scores full points for eliminating minions and summoned creatures (in addition to the way victory points are normally scored).

850.
Rules for Constructed Tournaments

851.
Warband Point Limit

Constructed tournaments must use one of the sanctioned formats described in section 801. A tournament organizer must announce the choice of format prior to the event.

852.
Warband Construction

Each warband must follow the faction rules as stated in the Dungeons & Dragons Miniatures Game Rules.

At no time can a warband exceed twelve models, regardless of point cost (except as specified by special abilities such as Minions).

No single model can cost more than 70 points in the 100-point Constructed format, or more than 140 points in the 200-point Constructed format.

Huge models are not used in 100 or 200-point constructed play. They are only used in the Extreme format.

853.
Assault Scenario

You must assault enemy territory and maneuver to keep your opponent’s warband out of your territory.

Victory: Victory goes to the first player to score victory points equal to the warband limit: 100 points in a 100-point game or 200 points in a 200-point game. There are two ways to score victory points. 1) Eliminating enemy creatures: As in the standard scenario, you score victory points equal to the cost of each eliminated model. 2) Occupying at least one tile in the enemy’s half of the board: At the end of each round of a 200-point game, if a player has one or more models on a terrain tile that is entirely on the opponent’s half of the board, that player is awarded 10 victory points. Each player can earn up to 10 victory points each round in this way, but never more than 10 in one round. A model that takes up multiple squares is considered to be on a terrain tile if any part of the model is on that tile.

In a 100-point game, the end-of-the round reward for occupying a tile in the opponent’s half of the board is only 5 points, not 10. 
854.
Cave of Pain Scenario

Whispers of agony and death murmur through ancient ruins.

Special Rule—+5 Damage: All melee and ranged attacks deal an additional 5 damage. This damage is of the same type as the base damage for that attack. As with all extra damage, this damage is not doubled on a critical hit.

Victory: Score victory points equal to the warband limit by eliminating enemy models.

855.
Plunder Scenario

Warlords vie for strategically valuable locations.
Victory: Victory goes to the first player to score victory points equal to the warband limit: 100 points in a 100-point game or 200 points in a 200-point game. There are two ways to score victory points. 1) Eliminating enemy creatures: As in the standard scenario, you score victory points equal to the cost of each eliminated model. 2) Occupying one or more tiles in the opponent’s half of the board: At the end of each round, if a player has a model on a terrain tile that is entirely on the opponent’s half of the board then that player is awarded 10 victory point for each such tile. For example, if a player has models on three different tiles that are entirely on the opponent’s half of the board, that player would score 30 victory points at the end of the round. A model that takes up multiple squares is considered to be on a terrain tile if any part of the model is on that tile.

In a 100-point game, the end-of-the round reward for occupying each tile in the opponent’s half of the board is only 5 victory points, not 10.
860. Rules for Limited Tournaments 

Limited tournaments consist of two play types: sealed or booster pack draft. See the rules for sealed tournaments and the rules for booster pack draft tournaments below for details.

861.
Limited Tournament Format Warband Point Limits

Each Dungeons & Dragons Miniatures expansion is best suited for a specific warband limit (100 points or 200 points) in Limited play (whether Sealed or Booster Pack Draft). Regardless of which format is played, use the following warband limits based on which sets are used in Limited play.

100-Point Limited Play Sets

· Harbinger™

· Dragoneye™

· Aberrations™


200-Point Limited Play Sets

· Archfiends™ 

· Giants of Legend™ (excluding the Huge models)

· Deathknell™

· Set 7: Name To Be Announced
862.
Limited Tournament Scenario

All Limited tournaments are played using the Assault scenario. See section 853 for details.

863.
Commander 0 Rule

The “Commander 0” rule addresses the possibility that a player might not receive or draft a commander in Limited play. This rule may be used only in Limited play events (not Constructed).

If a player does not have a commander in his or her warband, he or she may spend 5 points of the warband construction limit to make the lowest-cost non-Difficult, non-Wild model in his or her warband a commander with a Commander rating of 0. In the event of a tie for lowest cost, the owner of the warband may select which model to designate as commander. Creatures with the Requires Commander special ability cannot become commanders using this rule. This rule may not be used if the warband contains any model with a printed Commander rating. A player using this option must clearly mark and announce to his or her opponent before the start of a match which model is the commander.

A player may choose to waive this option and not include a commander in his or her warband.

864.
Limited Warband Construction

The point total of a Limited warband must not exceed 100 or 200 points (depending on the announced format) unless otherwise specified. At no time can a warband constructed for Limited play exceed twelve models regardless of point cost (except as specified by special abilities such as Minions).

In a Limited warband, use the faction of the individual model for purposes of special abilities such as Smite Evil. If a model can belong to two factions, it counts as both. For example, a model that is Lawful Good and Chaotic Good is affected by anything that affects lawful, good, or chaotic models. Models that could belong to any faction count as having no faction and are not subject to effects that depend on faction.

In limited play a single model may cost up to the full 100 points if you are playing with 100-point warbands and up to 200 points if you are playing with 200-point warbands.

865.
Rules for Sealed Tournaments

Each player should be given one Dungeons & Dragons Miniatures Starter Set or two Booster Packs with which to construct his or her warband. (It’s advised that you play Aberrations with two boosters, but Aberrations can be played in sealed with only one booster.)

866.
Sealed Warband Construction

Warband faction restrictions are removed in the Sealed format. You may combine models from any faction in your warband.

867.
Rules for Booster Pack Draft Tournaments

Each player should be given two Dungeons & Dragons Miniatures Booster Packs for drafting purposes. See Appendix B for rules on how a draft is conducted.

868.
Booster Pack Draft Warband Construction

In Booster Pack Draft tournaments, you may field a warband consisting of models that share one faction component in common: lawful, chaotic, good, or evil. This means your warband might consist of models from the following faction pairings:

Lawful: Lawful Good + Lawful Evil 

Chaotic: Chaotic Good + Chaotic Evil

Good: Lawful Good + Chaotic Good
Evil: Lawful Evil + Chaotic Evil

As always, a model whose faction is listed as “Any” may be used in any warband. A model that can belong to two factions (such as Lawful Good and Chaotic Good) can be part of a draft warband as long as one component of one of its factions matches that of your warband. For example, a Lawful Good and Chaotic Good model can be part of a Lawful Good + Lawful Evil warband because lawful is a component of one of its factions. It could also be part of a Lawful Good + Chaotic Good warband (matching with good) or a Chaotic Good + Chaotic Evil warband (matching with chaotic).

870.
Extreme Format

Each player uses the following construction rules:

•
500-point warband limit

•
You may play with Huge miniatures.

•
You have a maximum of 8 minis in your warband instead of 12.

•
There is no single-model point limit in the Extreme format.

•
If everyone is provided with one, you may play on a Huge-model compliant preset map such as the Dragon’s Hoard map available from DRAGON #322 or the Lost Temple map available at www.wizards.com/default.asp?x=dnd/mini/tournaments.

•
Alternatively, you may use tiles. Play them face down. They count as impassible terrain. Leave a minimum of 3 spaces between each tile. A tile can either touch the edge of the battle grid or be 3 or more spaces away from the edge of the battle grid.

•
Extreme tournaments are played using the Standard format, as described in the Dungeons & Dragons Miniatures rulebook, or using the scenario rules for a specific map such as Dragon’s Hoard.

The results of sanctioned Extreme format tournaments will be recorded under the Extreme rating.

880.
Tournament Play Procedures

Players must follow certain procedures and etiquette during play.

Marked Start Location: When a player is counting out movement for a miniature, he should leave the miniature in its place until he is done moving it or mark the original location of the miniature with a token.

Model Activation: Players must track which models have activated in one of three ways:

1. Turn the stat card of each activated model 90 degrees.

2. Place a token or bead on stats cards of models that have activated.

3. Turn the miniature of a model that has activated to face the opposite direction.

Legal Dice: Dice must not be especially large or small. They should be regular die size (about 1 inch across). Dice cannot be “spin-down,” meaning that they cannot have all of the high numbers in a cluster together. Manipulation of die rolls is cause for ejection and banning from future events.

Destroyed Creatures: Destroyed creatures and their stat cards should be set out of the way so as not to cause confusion.

Appendix A—Definition of Terms

Assault Scenario: See section 853.
Cave of Pain Scenario: See section 854.
Constructed: A tournament in which players bring their own warbands. Warbands are built from a large pool of miniatures, depending on the exact format.

DCI: Organization dedicated to developing and maintaining tournament structures for trading card and miniatures games. Formerly an acronym for Duelists’ Convocation International, the name is now simply the DCI.

Judge: Someone making sure the tournament is run fairly and efficiently.

Limited: A tournament in which players build their warbands at the tournament from miniatures they have drafted or opened from packs. 

Match: A game or series of games between two players or teams that determines a winner. In Dungeons & Dragons Miniatures, each match is one game. See the appropriate game’s DCI Floor Rules for more specific details.

Organizer: The person responsible for where and when the tournament happens. This person is also responsible for sending the results to the DCI so that ratings are updated appropriately.
Plunder Scenario: See section 855.

Rating: A numeric value published by the DCI that indicates a player’s past performance in sanctioned tournaments.

Round: The period during which game play takes place.

Single Elimination: A competition structure that eliminates players after one match loss. It may be necessary to award byes in the first round to create a situation in which there will be only two undefeated participants playing off in the last round of the event.

Swiss Rounds: Competition structure that allows players to participate in every round of the tournament. Single-elimination final rounds may follow Swiss rounds in some tournaments.

Appendix B—Booster Pack Draft Procedure

Dungeons & Dragons Miniatures Booster Pack Draft Procedure

A. Player Distribution 

Players are assembled randomly into drafting circles (called pods) of roughly equal size at the discretion of the judge. All pods should preferably contain four players. A judge then distributes two Booster Packs to each player.

Players may not talk or communicate with others during a draft.

B. Booster Pack Draft—Active Player Rotation

The player drafting first from the stat cards presented on the table is called the active player. The first active player is the participant in the first seat, designated by the judge. All players in each drafting pod serve as the active player once for each Booster Pack group (see Section C: Booster Pack Draft Table Preparation), with the active player moving between players as follows:

· In a clockwise direction for the first Booster Pack group (beginning with the first active player)

· In a counterclockwise direction for the second Booster Pack group (starting with the last active player in the first group)

C. Booster Pack Draft Table Preparation

As preparation, each active player lays out the contents of one Booster Pack face up on the table, with the stat cards facing him or her and the models in a pile to the side of the cards. Players are given 30 seconds to review the cards before drafting begins.

D. Booster Pack Draft Rules

Once a player has indicated his or her drafting selection by touching a stat card, he or she may not select a different card.

Before the tournament begins, the organizer must announce how much time each player has to select a card. For Dungeons & Dragons Miniatures Booster Pack Drafts, this is 10 seconds. If a player fails to select a card in that time, the pod judge issues that player the highest-cost card still remaining from the booster pack. 

The organizer must also announce the warband point limit (100 or 200 points) before the tournament begins. See section 861 for guidelines on point limits.

During a Booster Pack Draft, players must always display all stat cards they drafted face up. After each booster is drafted, players should collect the models that match the stat cards they drafted.

E. Booster Pack Draft Order

The draft order moves in a horseshoe pattern, beginning with the active player and continuing around the table to the last participant in the group who has not yet drafted a stat card. The last player in the group selects two stat cards (instead of one) before drafting continues in reverse order, moving back to the player who began the drafting (the first person who drafted from the pack).

Example: Four players are seated around a table. They are numbered 1-2-3-4 in a clockwise order. The active player is Player 1. The first Booster Pack for Player 1 is opened, and the stat cards are placed face up in two rows in front of Player 1. After the 30-second review period has expired, the draft order is as follows:

Player 1 drafts a stat card

Player 2 drafts a stat card

Player 3 drafts a stat card

Player 4 drafts two stat cards

Player 3 drafts a stat card

Player 2 drafts a stat card

Player 1 drafts the final stat card

The next Booster Pack opened is Player 2’s first Booster Pack.

F. Warband Construction

Once drafting is complete, players have 20 minutes to build their warbands from the stat cards and models they selected. Players are limited to 100- or 200-point warbands (see section 861) depending on the announced format and are subject to the Booster Pack Draft warband construction rules (see section 868).

G. Suggested Tournament Round Procedures

Normally in Booster Pack Draft tournaments, players can play only other people from their own pods. Due to the cost of materials, it is sometimes necessary to set up matches between people from different pods with the warbands built from the first draft. In this case, the organizer need not conduct a second draft.

Appendix C—Terrain Tiles

The following Terrain Tiles are legal in sanctioned events:

1) All 8 terrain tiles from the Harbinger Starter Set.

Assembly Tile (Statue)

Assembly Tile (Rubble)

Shrine

Treasure Room

Statue Room

Abattoir

Rubble Room

Corridor

2) All 8 terrain tiles from the Aberrations Starter Set.

Assembly Tile 3

Assembly Tile 4

Burial Chamber

Torture Chamber

Aftermath

Ancient Temple

Spike Stones Cave

Blood Rock Cave

3) All terrain tiles released through Organized Play.

These terrain tiles will also be released on the Web shortly after being released by Organized Play. They can be found at www.wizards.com/default.asp?x=dnd/mi/20040318a.

The sanctioned Organized Play tiles are as follows: 

Shrine of Justice

Mushroom Tangle

Shrine of Slaughter

Intersection

Broken Wall

Medusa’s Chamber

Audience Chamber

Assembly Tile 5

Assembly Tile 6

Creeping Tangle

4) Terrain tiles found in the back of the terrain series of books.

Frostburn
The four tiles in Frostburn are not legal for Organized Play.

Not Legal: Crevasse, Ebony Lake, Razor Drifts, Ice Palace.

Sandstorm
The four tiles in Sandstorm are legal.

Legal: Mummy’s Crypt, Jagged Wasteland, Sun Temple, Oasis.

Wizards of the Coast, Chainmail, DCI, Dungeons & Dragons, Frostburn, Sandstorm, and their respective logos are trademarks of Wizards of the Coast, Inc. All trademarks, including character names and their distinctive likenesses, are property of Wizards of the Coast, Inc., a subsidiary of Hasbro, Inc. ©2004 Wizards.

