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Version 1
Warcraft 3™: The Frozen Throne™: Defense of the Ancients Period Specific Rules


MIND SPORTS SOUTH AFRICA


WARCRAFT 3™: THE FROZEN THRONE™: DEFENSE OF THE ANCIENTS 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 Warcraft 3™: The Frozen Throne™ game.

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

1. The league will use the latest Warcraft 3™: The Frozen Throne™ version.
2. The league will use the latest stable Defense of the Ancients All-Stars map: 6.64
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.
3. It is unnecessary to field a full 5 Player team, however any open slots must be filled with “Computer (Normal)” before the game. This ensures that all players play with the correct starting gold.
Schedule 6, SCHEDULING MATCHES

1. Once the Umpires have informed Teams of the draw, Teams must organize between themselves and their opponents 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. The Game mode to be used is Captain’s Mode (Type –cm in game).

a. Only Team Captains may speak on behalf of the Team.

b. At the start of the Game, the host must type “–cm” for Captain’s Mode.

c. The host may not type “-cm 1” or “-cm 2”, who gets first pick must be randomly assigned by the map.

d. The game may not be paused during the draft.

Schedule 9, GAME OUTCOME CONDITIONS

1. Games will be played until:

a. One Team concedes defeat.

b. One Team is eliminated due to their Ancient being destroyed (Tree of Life or Frozen Throne).

Schedule 10, MATCH OUTCOME CONDITIONS

1. A team wins the match if the team defeats in 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. Players are required to save the game frequently and after major events, such as “first blood” and large battles, when both Team Captains agree to do so.

2. Player Disconnects – The disconnection of a Player will have the following effect during a Game:

a. If a Player drops before first blood or fifteen minutes, whichever occurs first, the droppers Team may choose to remake the Game. A maximum or one remake is allowed per team.

b. If the Game is not remade, either Team can force a reload using the last valid save. A save is considered valid if the Team’s score has not increased by more than 5 points since that save. The Team’s score increases as follows:

i. Hero deaths:
1 point

ii. Towers lost:
2 points

iii. Barracks lost:
3 points

c. Lastly a Team with a Player who disconnects may choose to continue playing or forfeit the Game.

3. Game remakes – If the Game is remade then the Game has to resume as follows: 

a. The Game has to be replayed using the same hero choices and starting items. Players must return to the same lanes they were in initially for the first creep wave contact but can switch after that.

4. 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. Hero Restrictions – There are no hero restrictions.
2. Item Quantity Restrictions:
a. Two Necronomicon

b. One Refresher Orb

c. One Arcane Rings

d. One Euls or two Guinsoos
e. One Khadgard's Pipe

3. Consumable Items – The following items may be given to allies for their own use, but may not be sold by allies:
a. Ancient Tango of Essification

b. Animal Courier

c. Cheese

d. Clarity Potion

e. Flask of Sapphire Water

f. Flying Courier

g. Gem of True Sight

h. Observer Wards

i. Scroll of Town Portal

j. Sentry Wards

k. Dust of Appearance

4. Item Sharing – The following items may be shared with allies, but the same item must be returned to the owner within approximately 5 minutes:

a. Empty Bottle (Regardless of contents)

b. Headdress of Rejuvenation

c. Perseverance

d. Ring of Basilius

e. Ring of Health

f. Ring of Regeneration

g. Sobi Mask

h. Void Stone

5. Divine Rapier – A Player may not deliberately kill his/her hero in order to allow another member of his/her team to acquire his/her Divine Rapier. This restriction does not apply if the hero is killed by an opposing Player.

6. Dropped Items

a. An item becomes dropped when it falls from a killed hero or a unit under hero control.

b. A dropped item may be picked up by anyone. If the item is picked up by a Player of the opposing Team, that Player can claim ownership or transfer ownership between allied Players once. If the item is picked up by an ally then the item must be returned to its original owner within approximately 5 minutes.

c. Dropped items may be destroyed.

7. Creep Blocking

a. Intentional creep blocking may only be performed using a hero's model or the models of units under hero control.

8. Unfair Immobilization

a. No Player may make use of hero/item abilities to intentionally immobilize another Player using geographical features (e.g. gullies, dense forest, plateaus).

9. Hero/Building/Creep Denying

a. Allied heroes/buildings/creeps may be killed to deny opposing Team experience or gold.

10. Backdooring

a. Backdooring does not apply to towers within deny range (less than 10% of max HP).
b. The following backdooring rules apply to Level 1 and Level 2 Towers:
i.  A hero, or units under hero control may only attack enemy towers if uncontrolled allied creeps are within attack range of that tower.

ii. A hero, or units under hero control may continue to attack the tower, even if the uncontrolled allied creeps have been killed. However 10.b.i must be have been satisfied in order to start attacking the tower, and again takes effect after leaving attack range of the tower.

c. The following backdooring rules apply to all base structures, i.e. all structures not covered in 10.b

i. A hero, or units under hero control may only attack enemy base structures in the presence of uncontrolled allied creeps (such creeps must at least be at the bottom of a base’s entrance slope). In this case any part of the base may be attacked, not just the lane in which the uncontrolled allied creeps pushed into the base.

ii. A hero, or units under hero control may continue to attack enemy base structures until they leave (go back down the slope or in the case of Revenants, fly over trees), even if the uncontrolled allied creeps have been killed. However 10.c.i must have been satisfied in order to start attacking the enemy base structures, and again takes effect after leaving the enemy base. Note that allied heroes, or allied units under hero control, may join a hero in attacking enemy base structures provided that hero satisfied 10.c.i.
11. Shared Control

a. Couriers may be shared amongst allies indefinitely; however items purchased by a hero can only be used by that hero unless otherwise specified in 3 or 4.

b. If a Player leaves, and the Game continues without that Player, the hero can be used by the remaining Team, the hero’s items can be Team sold or kept on the hero.

12. 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 can result in a warning. Other team players should only use team chat while in a match.
b. External VoIP communications are allowed.
13. 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.
14. 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.
