4.10 TOURNAMENT MATCH RULES

4.10a Game Definitions: Match - A game played with each team playing a half match as Counter-Terrorists and the other half as Terrorists. Half - One 12 round map session. Two halves equal a Match. Round - One 3-minute cycle on a map.

4.10b The following maps may be used for all matches. Each Tournament Round will use one map. Maps will cycle with Tournament Rounds.  The CPL reserves the right to change the map cycle until July 2, 2003

De_Aztec 

De_Cbble 

De_Clan1_Mill 

De_Clan2_Fire 

De_Dust2 

De_Inferno 

De_Nuke 

De_Prodigy 

De_Train 

4.10c Only team leaders are allowed to use public in-game messages (messagemode1, referred to as MM1) within a game. This rule also applies when a team member is dead. Use of MM1 by any member but the leader could result in a forfeit and loss. Other clan members must only use team messages (Messagemode2, referred to as MM2,) while in the game.

4.10d Team members may communicate verbally if they have not been eliminated in the game or if all team members have not been eliminated. When a player has been eliminated, he or she must not speak after his character reaches zero health. This means a player may not verbally communicate with team members while his character is dying.

4.10e In the incident of a tie, two 3-round halves will be played for an overtime. If the score is tied after the first overtime match, a double overtime match ensues with the same rules. In the case of further ties, additional matches of two 3-round halves will be played on new maps that are randomly chosen per each overtime match.

4.10g Reserve players can act as a substitute at the start of each match or during half-time. A maximum of two substitutes will be allowed. Substitutes may not be used before an overtime match.

4.10h The bottom team on the bracket will be the “home” team.  The home team will be Terrorist for the first half of the match. Roles switch in the second half of the match. In the event of an overtime match, a coin toss will decide the sides for each team for the first half of the overtime. Sequential overtime matches will alternate afterwards.

6.00 SERVER SETTINGS

6.00a The following server settings will be used for all matches.

mp_autokick 0 

mp_autocrosshair 0

mp_autoteambalance 0 

mp_buytime .25 

mp_consistency 1

mp_c4timer 35 

mp_fadetoblack 1

mp_falldamage 0

mp_flashlight 1

mp_forcecamera 3

mp_friendlyfire 1 

mp_freezetime 10 

mp_fraglimit 0 

mp_hostagepenalty 0 

mp_limitteams 6

mp_logfile 1

mp_logmessages 1 

mp_logdetail 3

mp_maxrounds 12 

mp_playerid 0

mp_roundtime 3 

mp_startmoney 800

mp_timelimit 999 

mp_tkpunish 0 

mp_winlimit 0

sv_aim 0 

sv_airaccelerate 10

sv_airmove 1

sv_allowdownload 0 

sv_clienttrace 1.0

sv_clipmode 0

sv_allowupload 0

sv_cheats 0

sv_gravity 800 

sv_maxrate 25000

sv_maxspeed 320

sv_maxupdaterate 101

sys_ticrate 10000

decalfrequency 60 

pausable 1 

log on 

decalfrequency 60

edgefriction 2

host_framerate 0

7.00 TOURNAMENT PROCEDURE

7.00h If a tournament server crashes before four rounds have been completed, the server must be restarted and the game's score is reset to 0-0. If the server crashes after the 4th round has completed, the game must be restarted and played with the same score. Furthermore, the maxrounds of the half is changed to equal the remaining rounds left at the point of the server crash.

7.00i If a competitor’s computer crashes before three rounds have been completed, the match will be restarted.   If a competitor’s computer crashes after the 3rd round has been completed, the server will be paused at the conclusion of the present round once notification has been sent to the opposing team and tournament officials. Once the player has rejoined the server and teams are notified, play will resume.

8.00 PLAYER AND SPECTATOR CONDUCT

8.00a Players will conduct themselves in a reasonable manner, maintaining a friendly and polite demeanor to tournament officials and to other participants of the event.

8.00e Players will refrain from the use of vulgar language during the entire competition. Teasing competitors during matches is prohibited. All rules of conduct also apply to chatting through the game console.

8.00f Players are expected to compete in a professional manner. Throwing a match, halting play without cause, or showing a flagrant lack of effort will be construed as a violation of player conduct, and will result in match forfeit and disqualification from the tournament.
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9.00 CHEATING AND RULE VIOLATIONS

9.00a By registering and participating in the MwGL Counter-Strike Tournament, each participant agrees to be bound by the official rules of this document. Breaking any rule listed herein is grounds for tournament disqualification at the discretion of the League Officials.

9.00d Any action in violation of the Player and Spectator Conduct rules as witnessed by a Tournament Official, may result in a warning. Once a warning has been issued, the next violation will result in disqualification of the entire team.

9.00e The Tournament Director reserves the right to cancel or modify the tournament rules if fraud, technical failures or any other factor beyond reasonable control, impairs the integrity of the tournament.

9.00f Any protests or disagreements with tournament rulings must be made directly to the Tournament Director in a reasonable manner at the time of the incident, at which time a prompt decision will be made. The Tournament Director's decisions are final.

9.00g Multiple disqualifications may result in an extended suspension from CPL tournaments and CPL Events, as decided by the League Commissioner.

9.00h Any form of cheating, including but not limited to intentional disconnects, ping flooding, server crashing, etc., will result in immediate disqualification of the player.

9.00i A Tournament Official has the right to disqualify and dismiss any registered player from the tournament, at their discretion, at any stage of the tournament, for any reason, with no prior warning to the player.

9.00k Any player or team attempting to use ANY exploit in a map shall be immediately disqualified and may be removed from the event. If you have a question regarding a particular tactic, ask a tournament official prior to the match.

10.0 LIABILITY AND AGREEMENT

10.0a The Cyberathlete Professional League, NewWorld.com, Inc., and its Sponsors are not liable for any property that is lost, stolen or damaged and for any injury, accidental or intentional, to any participant of the event.

10.0b This entire agreement cannot be altered, replicated, published, copied or quoted in part or in whole, without the written authorization of the Cyberathlete Professional League. 

10.0c This document and all rules are subject to change at the leagues discretion.

This document was last updated on January 23, 2003.

