Zoid Battle Commission:

The Zoid Battle Commission (ZBC) regulates all sanctioned battles in the current government.  They handle everything including the mainstream bets on competitions.  Although the joined planetary governments donate to the ZBC for continuing operation they earn enough money alone in bets, pay-per-view, and live shows to operate on their own.

The ZBC central is currently located on a Ultrasaurus so that they can move where needed throughout the allowed zones outside of cities.  This transport Zoid has been proven big enough to support any and all Zoid battles and the coordination of all the judge satellites in orbit.  Smaller facilities owned by the ZBC exist throughout the central continent as redundancy, but usually are not needed.

Registering with the ZBC is free of charge.  To keep a proper registration the team must keep all changing information regarding their team up to date with the ZBC and complete all offered battles as required.

Team Classes:

The ZBC operates by splitting Zoid teams into separate classes, starting low in class and working their way up through battles.  The higher the ranking, the better the prize money.

The prize money is split up among the team.  The challenging team is also legally allowed to offer added prize money (to entice the opposing team).

Class C (Starting class, $1,000 per win)

Class B (2nd class, $2,000 per win)

Class A (3rd class, $3,000 per win)

Class S (Special Class, $5,000 per win)

You progress through these classes by defeating a certain number of teams in each class.  Each class varies in its difficulty to surpass and there are rules governing wins, loses, and forfeiture*. 

Class C: Must have 20 wins to proceed to next class.

Class B: Must have 30 wins to proceed to next class.

Class A: Must win The Royal Cup to proceed to next class.

Class S:  No progressing (unless another class is ever created)

*If a battle is lost then one win is taken away from that team.  If a team forfeits a battle then 5 wins are taken away from that team.  Teams can be dropped down in class if they lose or forfeit that number of wins.

Battle requirements:

Class C: Any battle challenge must be accepted, regardless of class of offering team.

Class B-A: Team has a choice of turning down any battle challenges from teams lower in 

                   class than them.  Any challenge from their class or over must be accepted.

Class S: Any battle challenge can either be accepted or turned down.

Point System:

Each individual pilot has a number of points to determine their standing among other pilots.  10 points are given for each opponent a pilot defeats in battle.  These points stay with a pilot throughout their career and regardless of what Zoid they pilot in the battles.

Battle Rules:

Cockpits are a “No target zone”.  This requires that all team members brush up on the specifics of their opposing teams Zoids.  Any time that a cockpit is targeted or hit the battle is immediately cancelled and no prize money is awarded.  Although points are still distributed as earned per each pilot.

Judges and Judge Capsules:
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Judges are androids under the employment of the ZBC.  They orbit Zi in a small fleet of around 20 satellites and are launched down into a battlefield right before a battle starts.  If the opposing team is late then the battle is forfeited to the team that is present.  It’s the judge’s responsibility to scan a battlefield before declaring the fight for anything that might pose a problem (people, vehicles, dangerous weather…).

The judge keeps track of the points distributed in a battle and enforces the rules.  It also broadcasts the battle through the ZBC to television networks around the world.  Intentionally attacking the judge immediately cancels a battle and results in a one-month suspension from Zoid battles (However, there are no written rules protecting the judge capsule).

The Royal Cup:

Every two years there is a major tournament consisting of the entire A Class and two B Class teams (elected in a drawing).  The winner of this tournament progresses to Class S.

The morning of the tournament 20 judges are launched down to a predetermined region with multiple types of terrain, then the teams are released into the area.  When two teams enter a judge’s domain it declares the battle and the winning team can either progress on to another judge/battlefield or stay and wait for another team to wander to them.

After each battle the team is given a piece of a file showing the finish line for the tournament.  It takes five pieces of the file to determine where the finish line is.  Then it’s just a matter of the team making it there first.

The team that wins The Royal Cup keeps all the points earned through the battles but wins no prize money.  The only reward is progressing to Class S.

