Update to the Tournament Floor Rules

By Barron Vangor Toth, Jason Griffey, and Christopher “Creed” Pate

There has been much discussion on the official Yahoo board as well as some of the fan sites regarding double pin falls and time limit draws and how they could be better handled. We have heard your feedback and even polled the Yahoo board as to what its 3000+ members want. The option that got the most votes will be implemented on a probationary basis, effective immediately.

In the second phase of the tournament—the single elimination rounds—with there being no time limit, that is not an issue, but there are situations that can transpire to create a double pin fall (for example: via “Suicide Strike”). The person who would play the winner needs an opponent—a “bye” would create an unfair ascent to the championship, not to mention if it happened in the final four, there would end up being no finals, not to mention there is a potential problem for collusion—so having both outright eliminated is out of the question. 

However, how do you determine who advances? Folks have said random determinations are just that—too random—and replaying the match has a barrage of negatives that simply cannot be overcome, so an elegant solution was presented on the Yahoo boards: have the person with the best record advance. Perfect! If Player A and Player B have a double loss in the swiss rounds, look towards the record (and then points, and then strength of schedule) just as is done to determine who advances to the single elimination round from the Swiss rounds. Whoever has done best up to that point is rewarded for their excellence with advancement. 

This still leaves a situation in the single elimination rounds with time limit draws as well as double losses. The reason why a double loss hasn’t been enforced in the past is because it isn’t practical. Perhaps not at the grassroots level with hobby shops having single and double-figured attendance, but when talking about the big qualifiers (Gen Con, Origins, Wizard Philly, the Northeast Championship) which all get triple figures, oftentimes when time is called there may be quite a few matches without a winner—sometimes more than there are event organizers. 

However, impracticality aside, with most qualifiers (including the upcoming Northeast Championship at Neutral Ground) having 40 minute rounds, the following routine will be followed (and should be done likewise at other events throughout the world):

At 30 minutes… a 10 minute warning is issued.

At 35 minutes… a 5 minute warning is issued.

At 37 minutes… a 3 minute warning is issued and event organizers (as well as volunteers) will be dispatched to physically watch each and every match still in progress. 

Warnings will be ticked off at the 2 minute and 1 minute mark as well. Then, when time is called, the turn in progress is to be completed. If there is no winner at that point, it is a double loss, period. During this time period, a reversal of a previous ruling will be in effect, as concessions will no longer be allowed (as it could indicate a dice was rolled previously to allow one to randomly advance, or that some type of transaction occurred) nor will players be allowed to engage in any sort of behavior to indicate that one has or will be taken place. The legitimate actual winner will be the winner—or both will lose. 

