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1.01 COUNTER-STRIKE 1.6 
Electronic Sports World Cup 2008 uses the game Counter-Strike 1.6 (Valve) in 5 versus 
5 in-game players. 

1.02 REGULATION 
The rules and regulations of the Counter-Strike 1.6 discipline are decided and written by 
the Regulation Committee (RC) of the Electronic Sports World Cup. This committee 
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. 
 
1.03 ENFORCEMENT 
The present regulation will be used during Electronic Sports World Cup 2008 national 
preliminaries. 
CHAPTER 2 - MATCH FORMAT 
2.01 MATCH FORMAT 
A “single-game match” is played in one game. The winner of the game is the team that 
has won 16 rounds during regulation play or has won the OT period thereafter.  
 
2.02 TOURNAMENT FORMAT 
The tournament will be a single elimination bracket until the final four, which then will be 
a straight double elimination bracket. 
 
2.03 SCHEDULE 

Registrants  Stage 1  Stage 2  Stage 3  Stage 4  Stage5 Finals  

32 32 --> 16 16 --> 8 8 Team Double Elimination 

One round of single elimination matches will be played each night until eight teams 
remain. The default match time for ALL single elimination matches will be broken down 
into one of a few time-slots depending on the amount of registrants.  Matches will begin 
at 9:00 PM EST but can be re-scheduled if mutually agreed upon by the competitors 
(and approved by an admin) as late as 10:30 pm EST on the scheduled match night.  A 
tournament administrator must be notified of the reschedule or the reschedule will be 
invalid! 

Any matches that are not played by 11:30 pm EST will be ruled as a double forfeit. 

3.01 GAME VERSION 
The competition uses the latest version of Counter-Strike v1.6. 
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3.02 SERVER SETTINGS 
mp_autocrosshair 0  
mp_autokick 0  
mp_autoteambalance 0  
mp_buytime 0.25  
mp_c4timer 35  
mp_chasecam 1  
mp_consistency 1  
mp_fadetoblack 0 
mp_falldamage 0  
mp_flashlight 0  
mp_forcecamera 2  
mp_forcechasecam 2  
mp_fraglimit 0  
mp_freezetime 10  
mp_friendly_grenade_damage 1 
mp_friendlyfire 1  
mp_limitteams 0  
mp_logdetail 3  
mp_logfile 1  
mp_logmessages 1  
mp_maxrounds 15  
mp_playerid 0  
mp_roundtime 1.75  
mp_startmoney 800  

mp_tkpunish 0  
mp_winlimit 0 
sv_airaccelerate 10  
sv_airmove 1 
sv_bounce 1 
sv_allowupload 1  
sv_cheats 0  
sv_clienttrace 1  
sv_clipmode 0  
sv_friction 4.000  
sv_gravity 800 
sv_maxrate 25000 
sv_minrate 2500  
sv_maxspeed 320  
sv_maxupdaterate 101  
sv_stepsize 18  
sv_stopspeed 75.000  
sv_voicequality 5  
sv_voicecodec voice_speex  
pausable 1  
decalfrequency 60  
edgefriction 2  
host_framerate 0  
log on   
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3.03 GAME SETTINGS 
All settings will be enforced by both the anti-cheat client and server side configs as 
detailed in the official rules. Use of the ESEA Client will be mandatory. As such, the 
player’s SteamID must be entered correctly during registration in order to join the server 
and the player’s configuration must be as mandated by ESWC and the ESEA Client. 
 
 
 
 
 
 
 
 
The ESEA anti-cheat client locks the following settings: 
  
 gl_polyoffset, 0.1 
 gl_max_size, 512 
 gl_overbright, 0 
 gl_palette_tex, 1 
 gl_keeptjunctions, 1 
 gl_picmip, 0 
 gl_playermip, 0 
 gl_round_down, 3 
 gl_wateramp, 0.3 
 gl_ztrick, 0 
 gl_alphamin, 0.25 
 gl_affinemodels, 0 
 gl_clear, 0 
 gl_cull, 1 
 gl_zmax, 4096 
 r_dynamic, 1 
 cl_bob, 0.01 
 cl_bobcycle, 0.8 
 cl_bobup, 0.5 

 fakelag, 0 
 fakeloss, 0 
 fastsprites, 0 
 ambient_fade, 100 
 ambient_level, 0.3 
 cl_fixtimerate, 7.5 
 cl_gaitestimation, 1.0 
 cl_solid_players, 1.0 
 d_spriteskip, 0 
 default_fov, 90 
 ex_extrapmax, 1.2 
 lambert, 1.5 
 lightgamma, 2.5 
 max_smokepuffs, 120 
 r_decals, 4096 
 r_drawviewmodel, 1 
 r_glowshellfreq, 2.2 
 r_drawentities, 1 

  
 * interp, command rate, and updaterate are locked to reasonable values 
 
Note: Many additional commands/cvars are locked with sv_cheats set to zero. 
 
 
3.04 GAME SETTINGS IN OVERTIME 
The following game settings will be used specifically for overtime half-times: 

- mp_startmoney 16000 
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- mp_maxrounds 3 
 
3.05 ITEM RESTRICTIONS 

·  The use of riot shields will be forbidden 
 
 
3.06 MAPS LIST 
The following maps may be used for the tournament: 

- de_dust2* (drax version) 
- de_inferno 
- de_nuke* (drax version) 
- de_train* (drax version) 
- de_tuscan* 

 
*These maps are available for download on the ESWC official FTP site: 
- ftp://files.eswc.com/regulations/2008/preliminaries/files/counter-
strike/flashbug_mappack_by_drax.zip 
 
- ftp://files.eswc.com/regulations/2008/preliminaries/files/counter-strike/de_tuscan.zip 
 
Maps will be selected by tournament officials prior to each round of the tournament and 
players will be notified at http://www.eswc-usa.com what those selections are through 
their My Matches  link.  
CHAPTER 4 - MATCH PROCEDURE 
4.01 BEFORE THE MATCH 
1.  During registration you will need to input your Steam ID in order to play on the 
assigned tournament servers.  Below is an instructional guide to finding your Steam ID. 
 
How to find your SteamID 

Step 1:  Join any CS: Source server  
Step 2:  Hit the tilde (~) key to bring up console. 
Step 3:  Type 'status' (not including the quotes) into the console and hit enter. 
Step 4:  Refer to the diagram below on how to identify your SteamID. 
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Step 5:  Put your SteamID (example: 0:0:2097) into the 'SteamID' field during the 
registration process. 

 
2.    Every user must download the ESEA Anti-Cheat Client before their scheduled 
match time.  You can download the ESWC ESEA Client Patch HERE (this will be 
available prior to the start of tournament play. Note that the ESEA Client patches will 
be required for tournament game-play. 
 
3.    You will receive an email reminder from an official tournament admin once 
schedules have been posted.  You will be able to check on your My Matches  page.   
 
4.    At match time, teams must log into the ESEA client by using their ESWC username 
+ password and selecting “ESWC” from the “Service” drop-down menu. 
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5.    Once logged in, players will see a list of available servers.  Teams are to join the 
server named as their official tournament match server (Team A vs. Team B – ESWC 
Online Qualifier). 

 
 
 
6.    Once in the server, each player will need to issue the “ready-up” command by  
typing “.ready” in to public chat and hitting enter.  Once all the players in the server have 
issued the command, the game will begin.  HLTV demos, results, and statistics will be 
recorded automatically.  All players will need to record POV demos and take end-game 
screenshots. 
 
 
4.02 DURING THE MATCH 
If there is a match dispute or if you require assistance at any time, you can contact an 
admin on IRC during scheduled match times at #eswc.usa on the irc.gamesurge.net 
network.  You can open a support ticket at http://register.eswc-
usa.com/?a=support&eventid=1101.  It is required that ALL CS teams have a 
representative in #eswc.usa during their scheduled match time to facilitate 
communication between teams. 
 
In the event of a dispute, it is very important that both teams have their demos and 
screen shots available.  An admin will make a ruling based on the weight of the 
evidence and advance the appropriate team.  All disputes must be filed at the half, or 
within 5 minutes of the game ending.  Once a game has been started, players cannot 
dispute on the grounds of incorrect server settings or incorrect players. 
 
In the event of a server disconnection (at least 30% of clients dropped), the match is 
to be restarted and the remaining rounds will be played out with the score in tact prior to 
the disturbance. 
 
In the event of a player disconnection  during a match, the following round can be 
paused during the buy-time period immediately following the disconnect.  The 
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disconnected player then has a grace period of 2 minutes to rejoin the game after which 
the game must be un-paused. 
 
In the event that you or your opponent cannot make the default match time as listed on 
the bracket, if both players agree, you will be allowed to reschedule pending approval 
by an admin via IRC or support ticket.  The time of the match may be changed, however 
the match must be played on the same day as the originally scheduled match.  Failure 
to adhere to these match rescheduling guidelines may result in a double forfeit loss or a 
denied reschedule request. 
 
To request a reschedule, both players need to simply open a support ticket with your 
team‘s name, your opponent’s name, and the time that your match will be rescheduled 
to. 
 
 
 
 
 
 
4.03 AFTER THE MATCH 
If during match time your opponent does not show up, you will need to report a forfeit 
win on the My Matches  page, or open a support ticket if you require further assistance.  
A mandatory grace period of 15 minutes is required before reporting a forfeit win.   
 
In the event reporting a forfeit win causes a dispute, it will be very important that both 
parties involved have available for review any communication that will help an admin 
determine who was at fault.  These communications may include AIM/MSN logs, chat 
logs, or emails. 
Keep checking your My Matches  page and bracket for your next upcoming match. 
CHAPTER 5 - RULES AND VIOLATIONS 
5.01 WARNINGS AND SANCTIONS 
A team may be cautioned and receive a warning if they commit any of the following 
offences: 

- refusal to follow tournament officials instructions 
- arrive late to a scheduled match 
- show dissent by word or action 
- use insulting language and/or gestures 
- is guilty of unsportsmanlike behavior 

 
A team may be disqualified if they commit any of the following offences: 

- receive more than one warning 
- use any 3rd party programs or cheats 
- mislead or dupe any tournament official 
- is not present at their scheduled match time 
- violates a rule or regulation 
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A disqualified team will automatically lose all their next matches by default and loses all 
rights and prizes that would have been awarded.  
 
After study of the infringement by the competition manager and the tournament director, 
a disqualified team may be subject to additional sanctions such as multiple default loss 
and banishment of next year’s competition. 


