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MIND SPORTS SOUTH AFRICA


CALL OF DUTY 4®: MODERN WARFARE™ PERIOD SPECIFIC RULES FOR MSSA eSPORTS LEAGUES
The Rules and Regulations of MIND SPORTS SOUTH AFRICA (MSSA) shall at all times be read and applied in conjunction with these Regulations. MSSA reserves the right to modify these Rules and Regulations if required to do so.

Schedule 1, DEFINITIONS
1. Definitions are specified in the MSSA Online and LAN eSports League Bylaws.
Schedule 2, GENERAL
1. The Rules and Regulations of MSSA Online and LAN eSports League Bylaws shall at all times be read and applied in conjunction with these Regulations.

2. The original copyright holders End User License Agreement (EULA) applies to the software. Please note that participation in any MSSA events do not imply any transfer of ownership and/or copyright in part or full of the title applicable in any way means or form.
3. Players are expected to familiarize themselves with these Regulations, as well as the Rules and Regulations of MSSA Online and LAN eSports League Bylaws.
Schedule 3, PLAYER ELIGIBILITY

1. In order to take part in the MSSA league Players will need to register with Mind Sports South Africa as registered players.

2. Members will need to have deposited the applicable entry fee for the event.

3. The MSSA Online eSports League will be played over a period of several months; during this time players must make certain that they are available for all of their matches. 

4. Each MSSA LAN eSports Championship will be played over a single day; during this time players must make certain that they are available for all of their matches. 
5. Players will need to have access to an original version of the Call of Duty 4®, Modern Warfare™ game.

6. Players that are taking part in the MSSA Online eSports League must have access to the Internet and League Servers.
Schedule 4, GAME VERSION

1. The league will use the latest stable game version.
Schedule 5, TEAM FORMAT

1. The league will be a 5 player team tournament: 5 player(s) vs. 5 player(s).
2. A team must consist of 5 players plus two optional reserves.
Schedule 6, SCHEDULING MATCHES

1. Once the Umpires have informed Teams of the draw, Teams must organize between themselves and their opponent what time/date is suitable for the match. 

2. A League Umpire will specify which team shall host the match.
3. The hosting team will only commence the match, only once both teams are ready.

Schedule 7, MATCH FORMAT

1. Each match will consist of 1 game(s).
Schedule 8, MATCH SETTINGS

1. Each match will consist of 24 rounds, where the game mode is Search and Destroy.

2. Each match will be played on a single map.

3. Each team will play 12 rounds as defenders and 12 rounds as attackers

4. Before the start of the match, teams shall take part in a knife round using knives only. The winning team chooses whether to start the match as attackers or defenders.

5. The following mods must be used in all matches:

a. Call of Duty 4: Promod LIVE 2.04. 
6. The following maps may be used for a match:
a. CityStreets
b. Crash

c. Strike

d. Backlot

e. Crossfire

7. League umpires will select a map for each match from the list of potential maps.

Schedule 9, GAME OUTCOME CONDITIONS

1. A team will win a game under the following conditions:

a. The team wins a minimum of 13 rounds

b. The opposing team surrenders
2. A team will win a round under the following conditions:

a. If the team is playing as attackers:

i. The team kills all opposing team players
ii. The team plants the bomb and it explodes

b. If the team is playing as defenders
i. The round time runs out before the opposing team plants the bomb

ii. The team kills all opposing team players before the bomb has been planted

iii. The team defuses the bomb after it has been planted

3. If each team wins 12 rounds the match will go into overtime. Overtime consists of 6 rounds, where each team will play 3 rounds as attackers and 3 rounds as defenders. A team will win the match if they win a minimum of 4 rounds or if the opposing team surrenders. In the event that each team wins 3 rounds, a new set of overtime rounds will begin.
Schedule 10, MATCH OUTCOME CONDITIONS

1. A team will win the match if the team defeats the opposing team in the one game.
2. A player shall forfeit the match under one of the following conditions:
a. Player surrenders during the match.

b. Player does not arrive within 20 minutes of the agreed match time

c. Any other situation deemed "forfeitable" by a league umpire.

3. Both Players shall forfeit the match if they have not completed the match before the results submission deadline.
Schedule 11, RESULTS SUBMISSION PROCEDURE

1. The match results must be recorded by one or more screenshots from each game, clearly illustrating the player’s names, all Computer Game specific details, the final score and which player won each game. 
2. A screenshot may be recorded by means of a digital camera.

3. If the Computer Game allows it, a replay must also be recorded from each game.

4. Results must be submitted as per MSSA Online eSports League Bylaws.

Schedule 12, DISCONNECTS AND RESUMES
1. The disconnection of a player will have the following effect during a game:

a. Team Captains must immediately call a timeout. During the timeout, the disconnected player must attempt to rejoin the match. 

b. A single timeout may not exceed 5 minutes.

c. If the disconnected player’s team wishes, they may play with a minimum of 4 players for the rest of the match.

d. If the number of players on a team drops below 4 players, that team forfeits the remaining rounds.

e. In the case of intentional or repeated disconnections, the umpire may decide to end the match with the offending team losing by forfeit.

2. In the case of intentional disconnection, the umpire may decide to end the match with the offending team losing by forfeit.

Schedule 13, RESTRICTIONS AND UNFAIR PLAY

1. In-game Communication Restrictions

a. Only Team captains are allowed to use global in-game chat within a match. Use of global in-game chat by any team player other than the Team captain shall result in a warning. Other team players must only use private team chat while in a match.

b. External VOIP communications are allowed.

2. General Game Restrictions

a. Players may not make use of any Aimbots, Autofire programs, Wallhacks, Happy Flag models, Spiked Models, scripted bunny hopping, non-default player models, non-default weapon skins, non-default HUD, non-default point-of-view programs, non-default sounds or restricted CVAR's that give an unfair advantage.

b. Any other use of map or program bugs can result in a warning at the minimum or loss by default for the offending team after deliberation and decision by the umpires.
3. Third Party Programs and Devices that allow players to execute multiple instructions with one action are not allowed. Devices with these features may be used without making use of these features, e.g. G15 keyboards. These features provide players with an unfair advantage since they bypass the effects of Online gaming, such as latency, and human reaction time.

4. No Third Party Programs may be used to modify the Game in any way. Keys may be remapped using a Third Party Program. Any other Third Party Programs are illegal.

