Gears of War 2 Game Night Season 1 — Q1 2009

Game Play Rules

Welcome to the Gears of War 2 Game Night. Theles (tiGame Play Rule¥) set forth the rules of game play for the
Game Night competition of the Gears of War 2 GarightNthe ‘Game Night') presented by iGames, InciGames)).
iGames is theSponsor”

These Game Play Rules are part of the Official Rldeated at:
https://www.igames.org/laddersites/MiniAboutView.ap?MinilD=199&AssetlD=1430, and are incorporated therein.
Please read the Game Play Rules carefully befdmmisting an entry or participating in the Game Nigh these Game Play
Rules contain important information about the raled format of the Game Night.

1. Definitions

1.1. Alternate Player — Each Team may have alternate Players (eactAltriate”) which must also register for the
Game Night at the Host Location where the Tearagsstered.

1.2. Approved Team -A Team that has been guaranteed a slot by firsecéinst served, based on when registration
for the Team is complete and the Team is approyetiddHost Location.

1.3. Disconnection- When one or more Players are disconnected frivtatah due to system or network connectivity
issues.

1.4. Disputes -A controversy and/or difference of opinion over eihPlayers disagree or debate and present to an
Official for a decision.

1.5. Disqualification - The removal of a Player or Team by the Officiahfi the Game Night (with no refund) for
violation of either the Official Rules or these GaRlay Rules.

1.6. Forfeit - The act of voluntarily admitting a defeat durihg Game Night, thereby surrendering victory of the
Match or Game Night (as applicable) to the oppaositr having a victory or opportunity to play Mateb)
revoked by an Official due to Player violation b&tOfficial Rules or Game Play Rules or inabiliycbnnect to
the Match.

1.7. Handles- A Player pseudonym used for identification ofyels during the Game Night.

1.8. Host Location— A registered LAN center location that serves pkag site for the Game Night.

1.9. Match - A Gears of War 2 Execution session ending whrenTeam defeats the opposing Team by completing the
Game Night map objective.

1.10.0Official - The designated individual(s) presiding over tlea@ Night and responsible for enforcing the Officia
Rules and these Game Play Rules.

1.11.Penalty - A punishment enforced by the Official towardlay@r for violating the Official Rules or Game Play
Rules.

1.12.Player - Any participant who meets the eligibility reqemnents and properly registers for the Game Night (a
outlined in the Official Rules located at:
https://www.igames.org/laddersites/MiniAboutView.ap?MinilD=199&AssetID=1430.

1.13.Primary Player — Each of the main 2 Players on a Team.

1.14. Ranking — Method for listing Teams according to the numdfdPoints awarded for Match play during the Game
Night.

1.15.Team— A Team consists of 2 Primary Players on theerdsine of which is the Team Captain), and an utgitn
number of Alternate players. The team must comipelidatches with exactly 2 players.

1.16.Team Captain—The “leader” of the Team responsible for creatingassword and then providing the password to
the other Team members so they can subsequenityareipdividually for the Team. The Team Captsénves as
the primary contact for the entered Team.

1.17.Warning - A verbal or written indication from an Official oPlayer that continued or subsequent actions could
result in a Penalty.

1.18.Winning Team - A Team that finishes the Game Night with placeti{es described in the Official Rules located
at: https://www.igames.org/laddersites/MiniAboutView.ap?MinilD=199&AssetID=1430), which makes the
Players on the team eligible for a Prize.

2. Game Night Event Structure

2.1. Pre-SeasarPre-Season Pre-Seasof) will occur on Wednesday, January 28, 2009 from PBDto 10:00 PM
EST/EDT. In Pre-Season, Host Locations and Plagendiarize themselves with the process of organgzi



playing, and reporting Game Night Matches with&ig dutcomes counting towards Rankings.

2.2. Reqgular SeasorRegular SeasoriRegular Seasori) will occur on Wednesdays, 7 PM to 10 PM EST/E[OH,
February 4, February 11, February 18, Februarpa@8 March 4. The top 12 Teams at the conclusidregiular
Season will advance to the Playoffs.

2.3. Playoffs The Playoffs (Playoffs’) will occur on Wednesdays, 7:15 PM to 10 PM ESDIE on March 11, March
18, and March 25. The Playoffs consists of 12 Teeongpeting in a double-elimination bracket for fipkacing in
the Game Night. The top 4 Teams receive a byedmogening round of the Playoffs. The Playoffs beaskvill be
posted on the Mini-Site at:
http://www.igames.org/laddersites/MiniNewsView.aspMinilD=199&AssetID=1428.

Ranking — Teams earn pointsKbints’) for participation in the Game Night on a Matcight (as defined in the
Official Rules), at a Host Location, which then raecto provide the Team a Ranking. For each Re@dason Match
played at a Host Location, the Teams earn Poindessibed below.

The Points for the Game Night are determined I®vallbased structure where the winning Team eapescentage of
the opposing Team'’s Points. The Team’s leveeyel”) is determined by the number of Points the Teas dccrued
during the Game Night. For each Match played,Tis@m earns the following Points based on the diffee in total
Point accumulation Levels.

Level Points Level Points
1 100 11 1250
2 125 12 1500
3 150 13 1750
4 175 14 2000
5 225 15 2500
6 300 16 3000
7 375 17 3500
8 500 18 4000
9 750 19 4500
10 1000 20 5000

Teams earn exactly 5 Points for a loss

0 - 2 Levels Apart - Earn 25% of opponent's Points
3 - 5 Levels Apart - Earn 20% of opponent's Points
6 - 8 Levels Apart - Earn 15% of opponent's Points
9 - 10 Levels Apart - Earn 10% of opponent's Points
11+ Levels Apart - Earn 5% of opponent's Points

In the case of a tie, both Teams earn exactly 25$0

How to Win the Game Night Teams compete in a Game Night over the courseedRtgular Season. Teams
accumulate Points for wins that are the basis ahTRankings. The Rankings are used to seed Teartmef@layoffs.
The top 12 Teams according to the Regular SeasokirRpadvance to the Playoffs.

Teams in the Playoffs will compete in double-eliation for final placing. In double-elimination tie@ams are placed
into a bracket (based on their final Regular Sed¥amking) to play Matches against the other Teadyon losing the
first Match, the Team is moved to the loser’s bedtk play Matches against the other losing Tedine.winning
Teams stay in the winner’s bracket to compete a@yaihmer winning Teams. When a Team has accumulalieskes,
they will be eliminated. When the winner and losexckets are each down to one Team, those Teanyeteno
determine the winner. Having accumulated zero &dbe winner’s bracket Team will have to win onerenMatch,
while the loser’s bracket Team will have to win atighes in a row to be considered the overall win@her final
placings are determined by respective placingeéndibuble-elimination playoff bracket.



The Playoffs brackets will be posted on the MirteSit:
http://www.igames.org/laddersites/MiniNewsView.aspMinilD=199&AssetID=1428.

Game Night Match Scheduling -Each Wednesday during the Regular Season, anggtaesen 7 PM EST/EDT and
10 PM EST/EDT, Host Location staff can join #iGarie®nts on IRC.GameSurge.NET by going to
http://www.gamesurge.net/chatand then typing in /join #iGames-Events, to getdflas setup for their available
Teams. Only Host Location staff should join IRCt players.

In Pre-Season and Week 1 all Teams are eligidbe tcheduled against all other Teams. From Week/2eek 5,
Teams are sorted into a room based on their Raisrtigat they only play against other Teams irstitae Rank range.

Matches and Match host will be designated by arciaffin the #iGames-Events. At the conclusion aéle Match,
either Player must indicate the Match winner toGHfécial. Teams can subsequently stay for add#ldviatches until
10 PM EDT, or leave anytime. Exceptions are madéhi® Playoffs in which Teams will have designataitches and
Match Times (within 7:15 PM EST/EDT and 10:00 PMTESDT) that must be played when indicated. The ¢ffay
brackets will be posted on the Mini-Site at
http://www.igames.org/laddersites/MiniNewsView.aspMinilD=199&AssetID=1428.

Player Handles -Handles containing any of the following will not teerated: profanity, racism, sexism, drug use, or
general vulgarity. Players found with offensive ldias will be contacted by the Official and askeedd their Handle

to something more appropriate. If a Player is fotmde using a Handle that is deemed offensive bh#img asked to
have it changed by an Official, that Player willisgued a Warning. If the rule is violated a sectime, that Player will
be Disqualified from the Game Night and no refurilll e issued. Handle changes are allowed at ang turing the
registration process, but are limited to 1 changkthe Handle cannot be changed once the Playemascan Approved
Player.

Sportsmanship -All Players will be required to uphold and obseaveniversal level of sportsmanship. Any
unsportsmanlike action, which includes but is imatted to: racism, profanity, rude acts, vulgarsaeicts of belligerence,
and disrespect of an Official, may be reviewed igrgitounds for Player and/or Team Disqualificatogran Official.

7.1. Rulings on unsportsmanlike actions are subject tahe Official’s interpretation. If a Player and/or Team is
found in violation of this rule the following actions may happen:

7.1.1.1. Minor infractions as judged by an Official: Warning
7.1.1.2. Major infractions as judged by an Official: Forfeita Match
7.1.1.3. Severe infractions as judged by an Official: Ferflee Game Night

7.2. Any accusations of unsportsmanlike conduct by gdPland/or Team must be brought to the attentiaghef
Official immediately following the Match in whiclné alleged action has occurred for investigatioprgiding
Official.

Play Location - All individuals competing MUST be playing from th#®st Location where they are registered. Host
Location IP addresses may be used to verify a Ptalgeation. Players that attempt to participaten a different Host
Location than where they registered will be Foe@ifrom the Game Night by the Official.

Connection Issues

9.1. Disconnections If a Player unintentionally Disconnects theayplill be stopped. The score must be noted by the
players. The Match will resume from the same sedren everyone can reconnect. In other words if TAanas
winning 32-13 when a Disconnect happened, theydveehost and play only until a Team reaches thectibp
recalling that 32-13 is the starting score.

9.2. Failure to Connect

In the case of a Regular Season Match, if Teamsraable to connect to a Match, the Official will kaebest
attempt to determine the source of the connectisme and provide a further course of action thihtadlow for
connection and the Match to take place. If stiterabest effort, a Team still cannot connect ®Regular Season
Match, the Official cancel the Match and no Poinils be awarded.



10.

11.

12.

In the case of a Playoffs Match, if Teams are un#tolconnect to a Match, the Official will make toadempt to
determine the source of the connection issue andder a further course of action that will allow fmonnection
and the Match to take place. A neutral host is agrtbe potential solutions that may be attemptethdf
connection issue is temporary, the Match may b&paogd to a reasonable later time or date. If stiter best
effort, a Team still cannot connect to a Playofiatth, the Official will be forced to Forfeit one looth teams
based on an assessment of who is at fault foragheection problem.

Game Time— Once a Regular Season Match has been designated@ifficial, all Players on the assigned Teanls wi
be expected to connect immediately. If Teams da@awobhect promptly, the Match will be cancelled byGifficial at the
request of either Team.

Once a Playoffs Match has been designated Teameslttaminutes from the set Start Time to connectteniceady to
play. After 15 minutes has passed, a Team whorugedito delay may be issued a Forfeit, dependirthen
circumstances. Exceptions will be made if a Plag@xperiencing connection issues that are brotagthie attention of
an Official.

Game Environment Requirements -The ‘Game Environment’ is defined as any and all files used to contrgblay
the game. All Players are required to use the die@ame Environment of the most current versiothefgame.

Game Settings & Match Formats

Format: 2 vs. 2 Team Ladder
Execution Rules

Game Type: Execution
Friendly Fire: On

Round Time: 4 minutes
Rounds to Win: 5 rounds
Bleed out time: 10 seconds
Weapon Swaps: Custom
Starting Rifle: Hammer Burst

Maps: Blood Drive, Pavilion, River

King of the Hill Rules

Game Type: King of the Hill
Friendly Fire: On

Poaints for Victory: 90
Rounds to Win: 2

Bleed out time: 10 seconds
Weapon Swaps: Custom
Starting Rifle: Hammer Burst

Maps: Avalanche, Jacinto

Weapon Swap€or both modes)

Boltok Pistol --> Boltok Pistol
Boomshot --> Boomshot

Frag Grenade --> Ink Grenade
Gorgon Pistol ---> Boltok Pistol
Hammer of Dawn --> Disabled
Ink Grenade --> Ink Grenade
Longshot --> Longshot

Mortar --> Disabled

Mulcher --> Torque Bow
Scorcher --> Boomshot



13.

14.

15.

16.

17.

Torque Bow --> Torque Bow
Boomshield --> Ink Grenades

Overtime
In the case of a Tie match during the Regular SeasMatch will be recorded as a draw.

In the case of a Tie during the Post Season PlyafiMatch will be replayed over again in full batwinning Team is
determined.

Schedule & Map Rotation —

We will be using standard default maps only (notified maps of any kind).
Pre-Season (Wednesday January 28): King of the ANlalanche

Regular Season Week 1 (Wednesday February 4): BaeciBlood Drive
Regular Season Week 2 (Wednesday February 11): dfitige Hill - Jacinto
Regular Season Week 3 (Wednesday February 18)uEaec Pavilion
Regular Season Week 4 (Wednesday February 25): dfitige Hill - Avalanche
Regular Season Week 5 (Wednesday March 4): Execuiiver

Playoffs Week 1 (Wednesday March 11)

Playoffs Week 2 (Wednesday March 18)

Playoffs Week 3 (Wednesday March 25)

Game Play

14.1 Match Start:A Match will start/launch once all Players aremected to the Match and indicate they are ready to
begin.

14.2 Match Reporting At the completion of the Match both Teams megiort the Match winner to the Official on
GameSurge IRC. Players caught reporting Matclaesltiently will be issued a Forfeit loss.

14.3.Message Modesin game chat, while frowned upon, is not illegallong as it is done in a positive nature. All in
game chat must be kept to a minimum and may naidecny profane or derogatory comments. In garaé ch
violations fall under unsportsmanlike conduct arad/rhe disputed, resulting in an Official enforcem@enalty.

14.4 Recording: Players should ensure that replays of all mateheskept in the Halo 3 forge. iGames reservesidjne
to request replays to be sent to an Admin to resaldispute.

Match Media Coverage Guidelines Sponsors reserve the right to utilize Match broatiicg.
Game Exploits and Violations- It is illegal to intentionally utilize any ganexploits or program bugs. For any exploits

used that are not explicitly covered, Officials daliscretion to determine the intention, exterthefviolation and
Penalty.

16.1.0utside ApplicationsThe use of outside applications and programsftodgnce or manipulate the Game
Environment is strictly prohibited. Any such sitieaits will be regarded as a cheating violation aflbresult in a
possible Disqualification from the Game Night.

16.2.Use of Map Hack Progranif a Player is found by the Official to have usethap hack program the Player found
in violation of the rule will Forfeit the Match ara® Disqualified from the Game Night.

Dispute Rights, Requirements, and GuidelinesbBisputes are a serious issue and to ensure th&ahe Night is run
in a just and fair manner, all Disputes are talaiossly and ruled upon within a week.

17.1.Dispute ProcessAll Disputes must be filed within 15 minuteslfking the completion of the Match with the
presiding Official. A Match must be reported redesd of whether a Dispute is being filed. If a Dispis filed



later than 15 minutes after the Match, the Dispogg be disregarded. A ruling will be made withireameek. At
that time, the Official will contact the Playersénes involved in the Dispute and present those Pdalyeams with
the details of the ruling.

17.2 Dispute Submission Detailf a Player and/or Team is suspected of cheatiregPlayer and/or Team filing the
Dispute will need to list exactly where the chegtitcurred in the Match. The Player and/or Tedingfthe
Dispute should supply as much detail as possibpedeide the Official with the most accurate infation.

17.3.Discussion of DisputesDisputes should only be handled in private betwthe Officials and those Players
directly involved. Raising a Dispute as a publidt@afor the purpose of appealing, criticizing,complaining
about the verdict may result in Disqualificatiordfor Match Forfeit, depending on severity and malis intent as
determined by the Official.

18. Contacting Officials - All contact with Game Night Officials should berflemed through the specified IRC channel on
irc.GameSurge.net, #iGames-Events, or through étmaventsadmin@igames.org

19. Exploitation of Rules - If a Player attempts to manipulate or exploit h€ame Play Rules in any way other than for its
intended use, Officials reserve the right to makeal ruling on the rule in question for the givistatch and\or Dispute.



