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Effective June 20, 2004
Introduction

The Football Champions DCI Floor Rules work in conjunction with the DCI Universal Tournament Rules, the DCI Penalty Guidelines, and the Football Champions trading card game rules. Players (referred to as “managers” in this document), spectators, and tournament officials must follow these documents while participating in DCI-sanctioned Football Champions tournaments. Individuals who violate sections of these documents will be subject to the appropriate provisions of the DCI Penalty Guidelines.

See Appendix A for a list of the changes from previous versions of this document.
See appendix B of the DCI Universal Tournament Rules for definitions of terms in this document.

900.
General Football Champions Tournament Rules

901.
Formats and Ratings Categories

The DCI sanctions a Constructed format, which feeds into the Football Champions Constructed ratings, and a Limited format, which feeds into the Football Champions Limited ratings.

902.

Authorized Cards

All Football Champions cards used in DCI-sanctioned events must be produced by Wizards of the Coast, Inc. In addition, all Action cards must be from the latest available year of Football Champions.

903.
Card Interpretation

During DCI-sanctioned competition, managers must refer to the official game rules and card-text definitions found in the Football Champions rulebook.

904.
New Releases
New Football Champions card sets, including any expansions and promo cards, are allowed in Constructed and Limited play from their retail releases, with the only exception being the Prerelease tournaments, which allow use of cards in new sets before their official releases.

905.
Participation Minimums

A minimum of four people must participate in a Football Champions DCI-sanctioned event (any format). If this minimum is not met, the event is no longer considered DCI-sanctioned, and will not be included in DCI ratings. If participation minimums are not met for any DCI-sanctioned event, the tournament organizer should report the event as cancelled.
910.
Football Champions Tournament Mechanics
911.
Match Structure

Football Champions matches consist of one game per match, with each game divided into two halves.

912.
Match Time Limits

The DCI recommends using a forty-five–minute time limit for each game.

If all matches in a round finish early—and all managers continuing with the event are present—the organizer may begin the next round.

913.
Pregame Procedures

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

1. Managers shuffle their Action-card decks (see Universal Tournament Rules, section 21).

2. Managers present their decks to their opponents for additional shuffling and/or cutting.

3. If an opponent has shuffled a manager’s deck, that manager may make one final cut.

4. Managers reveal their teams to each other.

5. Managers reveal their substitutes to each other.

6. Managers randomly decide who is going to kick off.

7. Managers take turns setting up attackers, one at a time, with the manager who is kicking off going first.

8. Managers take turns setting up defenders, one at a time, with the manager who is kicking off going first.

9. The manager who won the kickoff sets up his midfielders.

10. The manager who lost the kickoff sets up his midfielders.

11. Each manager draws five cards.

12. The manager who won the kickoff puts the ball on a player on his midfield line. 

13. Play begins.

914.
“After the Goal” Procedure

After a goal has been scored, the following occurs:

1. Managers take turns setting up attackers, one at a time, with the manager who allowed the last goal going first.

2. Managers take turns setting up defenders, one at a time, with the manager who allowed the last goal going first.

3. The manager who allowed the last goal sets up his midfielders.

4. The manager who scored the last goal sets up his midfielders.

5. The manager who allowed the last goal puts the ball on a player on his midfield line. 

6. Play begins.

915.
Halftime Procedures

After the first half ends, managers can swap cards in their Action-card decks for cards in their sideboards (see section 918). They can also swap players on the team with substitutes (see section 917). After these swapping opportunities, the following occurs:

1. Managers shuffle their Action-card decks (see Universal Tournament Rules, section 21).

2. Managers present their decks to their opponents for additional shuffling and/or cutting.

3. If an opponent has shuffled a manager’s deck, that manager may make one final cut.

4. Managers reveal their teams to each other.

5. Managers reveal their substitutes to each other.

6. The manager who lost the kickoff in the first half will now kickoff.

7. Managers take turns setting up attackers, one at a time, with the manager who is kicking off going first.

8. Managers take turns setting up defenders, one at a time, with the manager who is kicking off going first.

9. The manager who will kickoff sets up his midfielders.

10. The manager who will not kickoff sets up his midfielders.

11. Each manager draws five cards.

12. The manager who is kicking off puts the ball on a player on his midfield line.

13. Play begins.

916.
End-of-Match Procedure

If the match time limit is reached before a winner is determined, the active manager finishes his current turn and the game ends. The result is then considered to be final.

If the match requires a winner, as in the single-elimination portion of a tournament, and the result after the time limit is a tie, then Golden Goal extra time must be played, as per the rulebook. In case the match is still a tie after the extra time, the final result is determined by a penalty shootout. 

917.
Use of Substitutes

A team can have a maximum of six substitutes. There is no point-value limit for substitutes. Managers may swap a maximum number of three players during a match. Substitutions can be performed at the following times:

· Before a corner kick

· Before a free kick

· Before a penalty kick

· After a goal

· At halftime

Substitutes must be swapped on a one-for-one basis. In Constructed events, whenever a manager substitutes a player, the total point value of the team is reduced by 50.

918.
Sideboard Use

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

Any card exchanges between decks and sideboards must be made on a one-for-one basis to ensure that the sideboard remains at exactly six cards at all times. The only time at which sideboards may be used during games is between the two halves of each match. There are no restrictions on the number of cards a manager may exchange this way as long as one card from the deck is traded for one card from the sideboard.

919.
Player Card Use

No team of Football Champions, including substitutes, may contain more than one copy of cards that feature the same player. Two player cards are considered to feature the same player if they refer to the same living person and have the same name.

930.
Rules for Constructed Tournaments

931.
Action-Card Deck Size Limits and Usage

Action-card decks at Constructed events must contain exactly twenty-five cards.

If a manager wishes to use a sideboard, it must contain exactly six cards.

A manager’s combined Action-card deck and sideboard may not contain more than two of any individual Action card.

932.
Point-Value Cap and Distribution

At any time during a match, the total point value of a Constructed team, excluding substitutes, may not exceed 1,300 points minus the point value of any player of that team who has received a red card during that game, minus 50 points per substituted player. In addition, the value of attackers plus the midfielder and the value of defenders plus the goalie must not exceed 800 points.

940
Rules for Limited tournaments

941
Action-Deck Size Limits and Usage

Action-card decks at Limited events must contain exactly twenty-five cards, all of which must be chosen from the cards provided by the event organizer. Managers may use as many copies of an Action card in their decks as they choose. Whatever Action cards players received in their starter decks and booster packs that are not in their main decks become their sideboards.

942
Point Cap Value

In Limited tournaments, there is no maximum total point value for team building.

943
Rules for Auction Draft Tournaments

In Auction Draft tournaments, after managers are grouped into drafting pods of roughly equal size, each manager receives three booster packs, one deck of Action cards, and five substitutes taken from a starter deck. Each manager has an allowance of 1,300 credits with which to bid in the auction; the manager should have pen and paper to keep track of his spending.

Each manager opens his first booster pack, keeps it face down without looking at the cards in it, shuffles the pack, and puts it face down in a pile in front of him. The first manager (randomly chosen) reveals the top card of his pile to all managers. If it is an Action card, he removes it from the pile and keeps it for himself; he repeats the process until a Player card is revealed. When a Player card is revealed, bidding begins.  The active manager chooses an opening bid; it can be any multiple of 10, up to his current credit allowance.

Bidding then continues counter-clockwise, with managers either passing or bidding in increments of 10, until all managers, except the one who made the last bid, pass. The manager who won the bidding gets to keep the Player card, and his allowance is reduced by his winning bid amount.

The manager on the left of the one who made the opening bid then becomes the active manager, and the process is repeated. The auction continues counter-clockwise until all managers have revealed all cards in their first booster packs. Then all managers open their second packs, and the auction continues clockwise, starting with the manager who started the first booster. The auction then turns counter-clockwise again for the third booster and back to clockwise for the starter reserves pack, always starting from the first manager.

Managers must then fill their team rosters for the tournament with a selection of eleven players plus a maximum of six substitutes chosen from the pile of cards they drafted. If they have no goalkeepers, they must use a standard keeper. The standard keeper has Save 5, Class 5, Penalty 1, and is represented by a Player card face down on the playmat.

Appendix A - Changes from Previous Versions

Changes from September 1, 2003 version


Section 905: Section added (participation minimums)

Appendix A: Section added
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