HoloDek Tournament Regulations

General:
Competition Method:

Competition System:
Players Allowed:

3" Party Programs

Agreement Forms

Prizes:

Player Conduct:

Entry Fee:

Game Settings:
Competition Mode

General Rules:

HoloDek Open
Gamers Tour: COD4 Tournament
September 6-7, 2008 at 12:00pm

4vs 4,
Double Elimination Bracket Style Tournament

Xbox 360

Max Teams for this event will be 16 teams of 4 players each.
There must be a minimum of 8 teams for the tournament to proceed.

HoloDek may install third party program and/or join as an observer for
tournament operations purposes, such as verifying match results or
gathering match data.

All participants must submit a signed "Participant Agreement™ form.
Participants born after September 6, 1990 must submit a parental
consent form signed by a parent or legal guardian.

$1500 prize pool (May increase with additional sponsorship)
e 1%-31000
e 2"-$500
e 3'-$250 (if 16 teams)

Competitors will conduct themselves in a reasonable manner,
maintaining a friendly and polite demeanor to spectators, competitors,
members of the press, tournament officials, and to other participants of
the event.

e Early Registration $30/person (Prior to August 1)
e Pre-registration $35/person (August 1* — August 31
e Late Registration $45/person (September 1°' —day of)

Mod Warfare

No leaving the normal boundaries of a Map.

2. No use of Grenade Launchers.

3. No use of Frag x 3 Perk.

4. No removing players on the opposing Team from the private match
once a Game has started.

5Nost arting Games until all/l P
6. Breaking of these rules will result in a Forfeit of the Game.

7. Starting a Game with the wrong Game Type Settings may result in a
Forfeit of the Game.



Search & Destroy

Spectate = Team Only
Friendly Fire = On
Kill Cam =0On

Air Support = Off

Round Length = 3 Minutes
Bomb Timer = 45 Seconds
Plant Timer =7.5

Defuser Timer =7.5

Score Limit =4

Round Switch: Every Round

Maps: Search & Destroy - Downpour
Search & Destroy - Overgrown
Search & Destroy - Pipeline
Search & Destroy - Strike

A The map selection may be changed prior to the tournament.
Players will be informed of any such changes before the tournament.

Disconnections:

Disconnection: Any interruption of the connection between match players
due to System, Network, PC, or Power problems/issues.

Intentional Disconnection: Upon judgment by the referee, any offending player will be
charged with a loss by forfeit .

When any disconnection occurs: 1) If disconnection occurs within 5 minutes of start of
match: match restart.
2) If disconnection occurs after 5 minutes of start of match:

A 1f both players agree to a match restart, the match will be
restarted.

A 1 the players cannot reach an agreement, the winner will be
determined by a referee after the analysis of the match
replay file.

A 1f the winner can not be decided by analyzing the match
replay file, the players must agree to a match restart or
forfeit the match.

Penalty for Unfair Play:

A Unfair Play
1) Use of any map hack program
2) Intentional disconnection



3) Use of any settings exceeding standard and permitted settings

4) Any unnecessary chatting during the match.

5) If referee decides that external conditions (Press, Team Leader, Player, Spectator, etc) give
unfair advantage to a player, the player may be given a warning or lose by default at the
referee’s sole discretion.

A Upon discovery of any player committing any violations regarded as unfair play, that player
will be disqualified from the tournament.

A Two warnings constitute being disqualified from the tournament.

A During the course of any match, the operations staff and/or referee may determine other
actions to be unfair play at any time

These rules are for HoloDek tournaments and are subject to modification in
the following aspects.

AUse of most recent patch/version releas
discretion.

A In-game settings and required factors necessitated by use of most recent patch version/release.
A Cheat Protection Program release and/or cheat protection functions.

A Game settings and/or operations guidelines dictated by differences between online and offline
tournaments.



