GEEX 2011
TrackMania 2 Canyon Tournament Rules and Regulations
Chapter 1 – General Information
Article 1:  TrackMania

GEEX 2011 will use the game TrackMania 2 Canyon.

Article 2: Regulation

The rules and regulations of TrackMania 2 Canyon discipline are decided and written by Jeff Litster, organizer of the TrackMania 2 Canyon tournament for GEEX 2011.  GEEX reserves the right to modify the rules and regulations from time to time without notice.  It is encouraged to review these rules and regulations from time to time in order to be apprised of any changes.

Article 3: Enforcement

The present regulation will be used during GEEX 2011 preliminary and final rounds.
Article 4: Eligibility

This Contest is open to legal Canada and U.S. residents (excluding residents of Rhode Island and residents of Puerto Rico, U.S. Virgin Islands, Guam and other United States territories), who are  thirteen (13) years of age or older at the time of entry. Employees, officers, and directors of Ubisoft, Intel, and each of their affiliated companies, subsidiaries, licensees, franchisees, distributors, dealers, sales representatives, their advertising and promotion agencies, and any and all other companies associated with the Contest (collectively, the “Promotion Entities”), and each of their immediate families (i.e., parents, spouse, siblings, children, grandparents, step parents, stepchildren and step siblings, and their respective spouses, and those living in the same household, whether or not related) are not eligible to participate. All eligibility is subject to all federal, state, provincial and local laws and regulations.

Chapter 2 – Tournament Format

Article 5: Rounds
The tournaments will take place in Rounds mode, with tracks randomly selected from the official pack of tracks. 

Tracks will run until a player surpasses 42 points.  Scoring will be determined by the player's standing at the end of each round and will be tracked by software tied to the TrackMania server.
Scoring is based on the AMA Pro Racing MX official scoring, found in Section 2.20 Championship Points in the 2011 AMA Pro Motocross Rule Book.

http://www.amaproracing.com/competition/index.cfm?cid=20460
Only those that finish the track during the round will be awarded points.
At the end of each round or each track, players awarded tournament points as follows:

1st Place:
25 points

2nd Place:
22 points

3rd Place:
20 points

4th Place:
18 points

5th Place:
16 points

6th Place:
15 points

7th Place:
14 points

8th Place:
13 points


9th Place:
12 points
10th Place:
11 points

11th Place:
10 points

12th Place:
9 points

13th Place:
8 points

14th Place:
7 points

15th Place:
6 points

16th Place:
5 points

17th Place:
4 points

18th Place:
3 points

19th Place:
2 points

20th Place:
1 point

After the preliminary round is completed, the top 10 players with the most points will be advanced to the final round.

In the event of a tie for 10th place, those with equal points that would qualify for 10th place will race a "tie-breaker" track, randomly picked by the official from the official track pack and the 10th place will be determined by the player that takes 1st place on the tie-breaker race.

The same game mode and scoring mechanism will be employed for the final round.  The top 10 players from the preliminary round will play tracks randomly selected by the tournament official from the official pack of tracks.
The winner will be the player with the most points at the end of the final round.  In the event of a tie the players with equal points will race a "tie-breaker" track, randomly chosen by the tournament official.  Players will be placed accordingly from the results of the tie-breaker race.  Tied positions will only be resolved for the top 3, since those are awarded prizes.
Article 6: Hardware for Tournament Rounds

Since the preliminary tournament will take place online, players are required to use their own computers to compete.

The finals round will be played on the GEEX tournament stage; and players will use the provided computers on the stage.  Players are allowed and encouraged to use their controller/gamepad/steering wheel of choice on the tournament computers; and player is obligated to provide drivers for their input device if required.
Chapter 3 – Game Settings

Article 7: Game Version

The competition uses the "TrackMania 2 Canyon" video game and its latest version.

Article 8: Server Settings

The following settings will be used by default for both preliminary and final rounds:

Mode:



Rounds
Point Threshold:

42
Max Players:


200 (prelims), 10 (finals)
Warm-up:


0

Random Map Order:

1
Article 9: Client Settings

Players are free to show or hide opponents as they see fit.  Hiding opponents has both advantages and disadvantages, but allows the player to play with optimal graphical performance.
Since models for cars are only skins and don't change the physics, nor provide player with any added advantages, players are allowed to use custom models for their cars, provided there is nothing considered obscene or offensive.  Players are encouraged, but not required, to paint the default models and mark them with their player alias and team initials if applicable.

Article 10: Tracks List
The official pack is composed of 10 tracks for the preliminary round and 8 tracks for the final round (subject to change.) 
The official packs will be posted when available on the Team FNG news blog at:

http://news.teamfng.net and linked to from the official GEEX website.
Chapter 4 – Match Procedure

Article 11: Match Start

11.1 – Preliminary round
Players are required to be logged into the tournament server 15 minutes prior to the start of the tournament, so they may be present when the tournament official signals (through the in-game chat interface) that the start of the next race will be the start of the tournament.  The tournament official may advance to the first map at any time after giving the signal to begin the tournament.  Players who arrive late to the tournament will still be allowed to play, but will be on their own to join the tournament server and start the competition at zero points.

11.2 – Final round

Players are required to be on the tournament stage 30 minutes prior to the start of the tournament.  Players will need to ensure their gamepad/steering wheel/controller are installed and working properly before the tournament starts.
The tournament announcer will signal the start of the tournament.  Players will need to be ready within a minute of the start of the first official race.  Scoring will begin at the end of the first official race.  

Players who arrive after the tournament has started will be ineligible to play in the final round and will forfeit any prizes they might have earned.
Article 12: Communication

During an official match, players may not communicate with people not involved in the match even when there are pauses in the game.  People involved in the match are the players and the tournament officials.

Players may not communicate with other players during a race; but may use civil/friendly communication (IE: congratulating players on fast lap times, high tournament points, etc.) during the race results period in-between races using the in-game chat interface (only during preliminary round).
Article 13: Match Stopped
Players are not expected to leave an official game in progress unless it is authorized by the match format or it has been expressly authorized by the tournament officials. 

Players are allowed to leave the game during the preliminary round and rejoin if they wish, realizing they are jeopardizing their position during such races while they are missing from the game.

Players may not leave during the final round unless emergency conditions require such, in which case the player will communicate to the tournament official by raising their hand during the first race of the first track of the competition.  Rules for "Match Interrupted" may apply for these scenarios and will be evaluated on a case-by-case basis.

Article 14: Match Interrupted

If a game is involuntary interrupted (player crash, server crash, network cuts, etc.) the tournament officials may decide to replay the game according to the following rules that apply to both Preliminary and Final rounds unless otherwise noted:

· If a player's computer crashed before the end of the first round of the first track, the whole match will be replayed.
· (Preliminary) If a player's computer crashes after the end of the first round of the first track, the player must rejoin the game as soon as possible and the match will not be interrupted.

· (Final round) If a player's computer crashes after the end of the first round of the first track, the player will notify the tournament officials by raising their hand.  The tournament will be interrupted and restarted if possible when the player's machine is restarted; being handled on a case-by-case basis.  If multiple crashes occur on the same machine, the player will be assigned to a different machine, if available.  If another isn't available, tournament officials will decide how to proceed; which may include eliminating the player in the lowest place to allow for reallocation of available working machines.

In the event of player/server crash, network cuts, etc. the match will resume on the track where the problem occurred, the track being restarted with the full time allotted.  

· Tournament officials reserve the right to prematurely end the match to honor time constraints should problems force such action during the competition.  If such action is required, current standings will dictate the winners of the tournament.
Article 15: During the Match

TrackMania 2 Canyon has its own built-in mechanism for determining a successful lap; that is, a player must pass through all required checkpoints and go through the finish gate to count as a successful lap.  However a player wishes to go through said checkpoints and get through the finish is up to them.

The tracks chosen in the official track pack have been picked with the intent of trying to represent all types of tracks one might find in the online multiplayer experience of TrackMania, testing all kinds of player skills; tech, wallrides, transition jumps/air control, etc.
Shortcuts are allowed and encouraged, as they are sometimes placed purposely on a track and usually require extra skill to execute.  Again, the game determines if a lap is successful if all checkpoints and the finish gate have been passed through.  If a shortcut still allows this, it's legal.  
Spectating is also allowed and encouraged; especially if a player sees another player's time significantly lower than their own; realizing of course this jeopardizes the player's own time to finish the track with a similar/better time.  Watching the best player will allow a player to learn a new line/shortcut they weren't previously aware of; and the player will have to decide if it's worth trying to learn the new line.
Players are not allowed to use other programs that might interact with the game and cause an unfair advantage; should such programs exist.  Using such programs will be considered cheating and a player will forfeit their participation in the tournament, as well as any prizes they may have otherwise been awarded.  See "Investigation Request" section for details on what to do if a player is suspected of cheating in this manner.

Article 16: Investigation Request

When a player believes they are a victim of rules violations during a match, they are compelled to properly finish the match.  Once the match is over, the player may officially ask for an investigation by tournament officials.  It is strongly advised to provide valuable information that may help the tournament director in their investigation.  Unjustified and repetitive use of this right may be sanctioned.
Article 17: Score Validation

A tournament scoring application will be communicating with the server to record race results and tally the scores.  This will constitute the official scores for the tournament.

Chapter 5 – Rules and Violations

Article 18: Warnings
A player may be cautioned and receive a warning if they commit any of the following offenses:

· Refuses to follow tournament officials' instructions

· Shows dissent by word or action

· Uses insulting language and/or gestures

· Is guilty of unsporting behavior

Article 19: Sanctions (Penalties)
A player may be cautioned and removed from the tournament (resulting in immediate disqualification and forfeit of any prizes they may have been awarded otherwise) if they commit any of the following offenses:

· Receives more than one warning

· Is guilty of violent conduct

· Uses any unlawful of unfair proceedings

· Mislead or dupe any tournament official

· Is not present for the match

· Is late for the match (finals only)

· Violates a rule of this regulation

A player removed from the tournament loses their standing by default loss and is immediately disqualified.

After study of the infringement by the competition manager and tournament director, a removed player may be subject to additional sanctions such as banishment from future tournaments.

A disqualified participant loses all rights and prizes that would have been awarded.

Chapter 6 – Lodging and Transportation

Article 20: Lodging and Transportation

All travel and/or housing required by a player to attend and participate in the GEEX 2011 TrackMania 2 Canyon tournament are the sole responsibility of the player.
