
Rules
TEC Con Official Rules:
TEC Con Official Rules, including any updates, amendments or supplements thereto (“Official
Rules”) codify the rules and standards of conduct that will apply as a condition to participation in
TECLeagues. These Official Rules apply to all Teams, Team Managers, Team Staff, and Players
(“Participants”) who are actively participating in TEC Con or any event related to TEC Con, or
plan to participate in any current or future event related to TEC Con. These Official Rules have
been designed and developed to ensure the integrity of all TEC Con competitions and events, to
protect the image and reputation of TEC Con, and to create a consistent and high-quality
experience for community members and the general public that view and watch TEC Con
events.

These Official Rules form a contract between Participants, on the one hand, and TEC Con
administration who are engaged in operating TEC Con competitions and events. These Official
Rules establish the general rules of tournament play, including rules governing player eligibility,
tournament structure, points structure, and player conduct. These Official Rules also contain
limitations of liability, and other legally binding contractual terms and conditions. Each
Participant is required to read, understand, and agree to these Official Rules as a condition of
participation in TEC Con.

TEC Con will designate certain staff members, staff, or other representatives to serve as
“League Administrators” to operate TEC Con competitions and events, implement these
Rules, and serve as the point of contact for Teams and Team Managers.

If a provision of these Rules is or becomes illegal, invalid, or unenforceable in any jurisdiction,
that shall not affect the validity or enforceability in that jurisdiction of any other provision of the
Rules.

1. Acceptance of Official Rules.

1.1. Each Participant must agree to these Rules to participate in TEC Con. You may
accept these Rules by any one of the following methods:

● Registering to participate in TEC Con
● Participating in any TEC Con competitions or events

1.2. Changes to and Enforcement of these Rules. The field of esports leagues
and competitions is still relatively new and rapidly changing, and these Rules will
evolve in real time to keep pace with those changes. Accordingly, in its sole
discretion, TEC Con (a) may update, amend or supplement these Rules from
time to time; and (b) may interpret or apply these Rules by releasing bulletins,
notices, explanatory videos, online postage, e-mail and/or other electronic
communications that provide information, instructions, and guidance to



Participants. TEC Con reserves the right to make any decisions on cases not
specifically covered by these Rules to preserve the spirit of fair competition and
sportsmanship. TEC Con’s authority, responsibility, obligation and consent rights
as expressed herein will be exercised in TEC Con’s sole discretion. Any material
changes to these Rules will be provided to the Participants prior to the next
Convention in which the changed rules will apply. Participation in TEC Con will
constitute acceptance of the changed rules.

2. Eligibility. To be able to compete as a “Player”, in TEC Con you must:

2.1. be over the age of thirteen prior to the date of the first day of competition;

2.2. if, prior to the date of the first day of competition, you are underage the age of
thirteen you will be ineligible to participate in TEC Con Competitions

2.3. not be staff of TEC Con, or any entity which controls, is controlled by, or is under
common control with TEC Con unless TEC Con has been notified of and has
expressly authorized such relationship in writing;

2.4. agree to be bound by these Rules and the decisions of TEC Con and the League
Administrators;

2.5. ensure that your participation in TEC Con is compliant with all the laws of the
jurisdiction in which you are resident, as well as the region you are competing,
and represent the warrant that you will take all the necessary to ensure such
compliance.

3. General Eligibility

3.1. TEC Con shall have, in its sole and absolute discretion, the right to determine the
eligibility of any and all Participants. Players acknowledge that the eligibility
determination of TEC Con is final, and that the eligibility status of any Participant
or player may change at any time.

3.2. Player names. Players must use an acceptable name in TEC Con competitions.
Players may use IGNs or handles during TEC Con. If a Player does not use his
or her legal name, TEC Con Administrators reserve the right to restrict or change
a Player’s tag, handle, or other name in its sole discretion. TEC Con
Administrators reserve the right to revoke the eligibility of any Player whose
name is offensive, toxic, or is deemed to be inappropriate or unacceptable by
TEC Con Administrators, to be determined at the sole discretion of the TEC Com
Administrator.

3.2.1. Player names may not include a sponsor name.



3.2.2. Player names may not include a product name or description.

3.2.3. Player names may not include any words that are purely commercial

3.2.4. Player names must comply with these Rules.

4. Roster Requirements

4.1. Starters. Each Team must designate the required number of players for their
title(s). Declared rosters must comply with all of the provisions of this Section 4.

4.2. Substitutes. Each Team/Title can designate up to two (2) substitute Players.
These Players may be used to replace players during the Season. Teams may
utilize any available substitutes who are present on their Roster. Substitutes may
not change teams during the competitions.

4.3. Roster Changes. All roster changes must be communicated to and approved by
TEC Con Administration.

4.4. Roster Locking. Rosters will have Roster Locking periods, where rosters will be
unable to be altered to upcoming matches within the competition. After the
competition begins, rosters will not be available for alteration. League
Administration may overrule this due to unforeseen circumstances in its sole
discretion.

4.4.1. Roster Submissions. Rosters must be submitted online before the start
of the competition. As part of the roster submission process. New players
that were not on rosters before the start of the competitions cannot play,
unless TEC Con Administrations overrule this in their sole discretion.

4.4.2. Substitute additions. Substitutes must also be added before the start of
the competitions to be eligible for use during play.

4.4.3. Exceptional Circumstances. TEC Con Administration, in its sole
discretion, may consider an exception to a Roster in extraordinary
circumstances. The Team may communicate to League Administration
such a request.

4.5. Adding players to a Roster. The following outlines the process for submitting a
roster addition (and subsequent roster changes) to TEC Con Administration.

4.5.1. Required Information. The following is a list of required information for
Players. This will need to be provided for every Roster submission and



change.

4.5.1.1. Full Name.

4.5.1.2. Player In-Game Name (IGN) - Example : JohnDoe37#0000 (This
is case sensitive and other game titles vary). If a Player makes a
change to his/her IGN, the change must be done prior to the start
of the competition. Teams must inform TEC Con Administration of
any Players on the Roster that have changed their IGN.

4.5.1.3. Player Socials (Optional)

5. Scheduling

5.1. Schedule Documents. Unique scheduling documents will be provided to the
start of the Competition. This document will include all scheduled matches for the
competition. Schedule will be updated live.

5.2. Scheduling Changes. TEC Con Administration reserves the right to reorder
the schedule of matches within a given day and/or change the date of the match
to a different date, or otherwise modify the schedule of matches.

5.3. Participant Availability. Although the match schedule is produced prior to the
the start of the competitions, Teams must be available to play at any time on a
day that their match is scheduled. For example, if a Team is scheduled to play at
7:00 PM EST on May 21st, they must be available to play on May 21st either
earlier or later that day, as necessary and directed by TEC Con Administration.

6. Match Settings

6.1. Pause Time. Pauses are only available to teams in extreme circumstances,
such as technical or network issues. TEC Con Administration should be notified
of reasons for the pause and will determine the proper actions forward to resolve
paused matches.

6.1.1. If a player is to disconnect, they will be provided 5 minutes to reenter the
match, or else the team will be required to use a sub or forfeit the map

6.1.1.1. In the issue is to occur multiple times, the entire match is to be
forfeited

6.2. Substitutions. Teams may utilize any available substitute who is present on
the roster following Roster submission.



6.2.1. Substitutes may only be utilized in between maps during a match, and the
substitution must be made without any delay of the match itself.

6.2.1.1. Please refer to the rules provided for your specific games when it
comes to substitution guidelines.

6.2.2. Substitution requests must be made aware of to TEC Con Administration
staff at the end of each map.

6.2.3. It is the team’s responsibility to have a substitute ready at all times during
league matches.

6.3. Match Continuation. Teams will be required to be prepared to immediately
begin the next map once a match has begun (i.e. the next map may begin
immediately following the conclusion of the previous map)

6.3.1. If a Team requests time to resolve technical issues, this must be
communicated to TEC Con Administration.

6.3.2. Teams may not request the delay of the next map due to personnel
breaks.

6.4. Map Restarts. The decision of what circumstances merit a map restart are
solely at the discretion of TEC Administration. Restart protocol will be decided by
TEC Con Administration and communicated to Teams before being executed.

6.4.1. Restart Instances. Maps may need a restart in the following examples:

6.4.1.1. Incorrect map is selected and loaded.

6.4.1.2. Game settings are not correct.

6.4.1.3. The lobby needs to be remade (in situations where Players have
trouble connecting to the map from lobby start).

6.5. Post-Match Process.

6.5.1. Results. Teams will be responsible for confirming and recording all map
and match results to TEC Con Administration.

6.5.2. Break Time. In cases where breaks or delays between matches and
maps are necessary, TEC Con Administration will inform Teams as soon
as feasible. Updates will also be provided to Teams as soon as available.



6.6. Technical Issues. Teams are responsible for any of their own technical issues,
including hardware, software, or internet issues.

6.7. Forfeitures. If after 10 minutes the game is still not started, the team causing
the delay will forfeit the game. Teams may restart this process for up to 2 games
per Match before forfeiting the Match as a whole.

6.7.1. If both teams are late and have no shows to their match, both teams will
receive a loss.

6.8. Streaming Streaming is not allowed by the players or teams during TEC Con.

6.8.1. TEC Con will stream matches at their discretion.

6.9. Server Location All matches will be played on NA East servers (unless both
teams agree to a neutral host). Production Streams will ALWAYS be played on
NA East for the performance of Production itself.

6.10. Reservation of Rights. League Administration reserves the right to cancel,
suspend and/or modify the TEC Con competition, or any part of it, if any fraud,
technical failures, human error or any other factor within or outside of TEC Con
Administration’s control impairs the integrity or proper functioning of the TEC
Con, as determined by TEC Con Administration. If TEC CON competition is so
terminated, TEC Con Administration reserves the right to determine the winners
of said competition from among all non-suspect, eligible Participants.

7. Announcements and Contact

7.1. Announcements. Large announcements, general information, and rulesets
can be found on the website at www.tecconvention.com. This website will serve
as an information hub for both teams and spectators.

7.1.1. Game schedules can be found on TEC Con website.

8. Code of Conduct

8.1. Behavior.

8.1.1. All Participants must at all times observe the highest standards of
personal integrity and good sportsmanship and act in a manner consistent
with the best interest of TEC Con, in each case as determined by TEC
Con Administration. Participants are required to behave in a professional
and sportsmanlike manner in their interactions with other Participants and
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members of the TEC Con Administration, the media, sponsors and fans.

8.1.2. Participants may not use obscene or offensive gestures or profanity in
their tags, player handles, game chat, live play communications, lobby
chat, shoulder content, interviews, or other public-facing communications
of any kind. This rule applies to English and all other languages and
includes abbreviations and/or obscure references.

8.1.3. Participants are expected to settle their differences in a respectful manner
and without resort to violence, threats, or intimidation (physical or
non-physical). Violence is never permitted at any time or place, or against
any person including Participants, fans, referees and officials.

8.1.4. The obligation to behave in a professional and sportsmanlike manner
includes an obligation on the part of Participants to arrive on time and
ready to compete for all games, matches and tournaments in the TEC
Con Schedule. It also prohibits forfeiting a game or match without
reasonable cause.

8.1.5. TEC Con is a place for all players from around the world, from different
cultures, and from different backgrounds, to come together to compete
and share their passion for Esports. Participants in TEC Con should be
focused on bringing the world together through groundbreaking
entertainment, celebrating all titles, players, and fans, and building
diverse and inclusive communities. Participants must refrain from
disruptive or divisive behavior, commentary, or other forms of expression
during official TEC Con Schedule or Tournaments (including without
limitation any Match) or any official TEC Con channels (e.g., Match
broadcasts,  shows, and official TEC Con branded websites and social
medias and/or channels). Throughout the period on match day that a
Participant is visible to TEC Con’s live and camera audience(s), they may
not wear, display or otherwise convey personal messages without the
express approval from TEC Con Administration, which approval shall not
be granted for political messages.

8.2. Cheating and Game Integrity.

8.2.1. Participants must compete to the best of their skill and ability at all times.
Any form of cheating by any Participant will not be tolerated. All
Participants are prohibited from influencing or manipulating any Game
Match (whether a TEC Con match or otherwise) with the intent that any
aspect of the match is determined by anything other than the competitive
merits. Examples of cheating or behavior impacting game integrity are not



exhaustive, and include without limitation:

8.2.1.1. Collusion, match fixing or any other action to intentionally alter, or
attempt to alter, the result of any game, match or tournament (or
any components thereof);

8.2.1.2. Attempts to interfere with another player’s connection to the game
service through Distributed Denial of Service (DDoS) or any other
means;

8.2.1.3. Allowing an individual who is not the registered owner of a said
game title account (ex. Activision account) to play on that account
registered to someone else.

8.2.1.3.1. Any form of account sharing or loaning will result in a
disqualification of the team for the season as well as a ban
for the direct players sharing.

8.2.1.4. Bot use, spot timing (e.g., not throwing the game, just timing a
shot so bettors win), wintrading drophacking queue snipping and
soft play on the ladder, ghosting (i.e., a game spectator illegally
provides information about an opponent’s positions and/or
movements), including another Participant to lose a match, and
receiving leaked scrim footage and/or confidential or proprietary
information of another Team;

8.2.1.4.1. Misuse or hacking of game servers;

8.2.1.4.2. Violent, threatening or harassing behavior in any League
Matches/Tournaments setting;

8.2.1.4.3. Possession of a weapon at any TEC Con facility or any
other setting

8.2.1.4.4. Inappropriate use of TEC Con equipment; and

8.2.1.4.5. Any other actions of conduct that threaten to undermine
the integrity of TEC Con.

8.2.2. Participants must at all times follow all said Game title User License
Agreement, whether during a Game match or otherwise. Participants are
prohibited from violating any User License Agreement for personnel or
reputational gain, or for any other reason. Participants are not permitted
to raise the Rank or skill rating of any account that does not belong to



such Participant. VIolations of this section 8.2.2, whether during the
course of a TEC Con, or prior to such Participant’s entrance into TEC Con
may result in disciplinary action determined in the discretion of TEC Con
Administration.

8.3. Illegal and/or Detrimental Conduct.

8.3.1. Participants are required to comply with all applicable laws at all times.

8.3.2. A Participant may not engage in any activity or practice which (i) brings
him or her into public disrepute, scandal or ridicule, or shocks or offends a
portion or group of the public, or derogates from his or her public image,
or (ii) is, or could reasonably be expected to be, detrimental to the image
or reputation of, or result in public criticism of or reflect badly on, TEC
Con, TEC Con Administration, or any other their respective
Representatives, Sponsors or members, the Game Title(s) or any other
product or service of TEC Con. For the avoidance of doubt, Participant
affiliation with individuals, entities or brands that are detrimental to the
image or reputation of TEC Con, TEC Con Administration, or any other
their respective Representatives, Sponsors or members, the Game
Title(s) or any other product or service of TEC Con, as determined by
TEC Con Administration, will be deemed as a violation of this provision
and these Official Rules. A non-exhaustive list of such type of misconduct
are as follows:

8.3.3. Each Participant acknowledges that TEC Administration and the Teams
may have an obligation under applicable law to report illegal activities to
local law enforcement authorities or respond to formal inquiries from law
enforcement or judicial authorities in jurisdictions where suspected
violations of law have taken place.

8.3.3.1. Actual or threatened violence toward a person, including domestic
violence, partner violence, dating violence and child abuse;

8.3.3.2. Actual or threatened violence toward a person, including domestic
violence, partner violence, dating violence and child abuse;

8.3.3.3. Sexual assault and other types of sexual offenses;

8.3.3.4. Illegal possession or distribution of a weapon;

8.3.3.5. Possession, use or distribution of performance-enhancing
substances;



8.3.3.6. Conduct that poses a danger to the safety of another person;

8.3.3.7. Animal cruelty;

8.3.3.8. Theft and other property crimes; and

8.3.3.9. Crimes involving dishonesty.

8.3.4. Each Participant acknowledges that TEC Con Administration and the
Teams may have an obligation under applicable law to report illegal
activities to local law enforcement authorities or respond to formal
inquiries from law enforcement or judicial authorities in jurisdictions where
suspected violations of law have taken place.

8.4. Anti-Harassment.

8.4.1. TEC Con Administration is committed to providing a competitive gaming
environment that is free of harassment and discrimination. In furtherance
of this commitment, Participants are prohibited from engaging in any form
of harassment or discrimination (either in-Game or outside the Game),
including without limitation that which is based on race, color, religion,
gender, national origin, age, disability, sexual orientation, gender identity,
or any other class of characteristic.

8.5. Gambling.

8.5.1. Gambling on the outcome of Game games, matches or tournaments
(including any components thereof) can pose a serious threat to the
integrity of, and public confidence in TEC Con. Participants as well as
employees of TEC Con are not allowed to (i) place, or attempt to place,
bets on any games, matches or tournaments (or any components thereof)
involving the Game, (ii) associate with high volume gamblers, or deliver
information to others that might influence their bets, or (iii) offer or accept
any gift or reward to or from anyone for services promised, rendered, or to
be rendered in connection with any Game match, including services
related to defeating or attempting to defeat competing Team or services
designed to throw, fix or otherwise influence the outcome of any Game
match, TEC Con event or otherwise.

8.5.2. This rule also prohibits Participants from participating in anyone else’s
betting activities, asking anyone to place bets involving the Game
(including without limitation TEC CON Games, matches or tournaments,
or any components thereof) on a Participant’s behalf, or encouraging
anyone else to bet involving the Game (including without limitation TEC



Con games, matches or tournaments, or any components thereof).

8.5.3. Participants likewise are prohibited from engaging in any fantasy esports
league or games involving the Game in which the participant pays any
form of entry fee in exchange for an opportunity to win a cash prize or
other thing of value.

8.6. Alcohol and Drugs.

8.6.1. The use, possession, distribution or sale of illegal drugs is strictly
prohibited. Participants are prohibited from being under the influence of
any substance of abuse, including alcohol or marijuana, while the
Participant is engaged in TEC Con Events or on premises that are owned
by or leased to TEC Con.

8.6.2. The unauthorized use or possession of prescription drugs by a Participant
is prohibited. Prescription drugs may be used only by the person to whom
they are prescribed and in the manner, combination and quantity as
prescribed. Prescription drugs may only be used to treat the condition for
which they are prescribed and may not be used to enhance performance
in a game, match or tournament.

8.7. Non-Disagreement.

8.7.1. Participants have the right to express their opinions in a professional and
sportsmanlike manner ; provided, however, that Participants may not
make public statements that call into question the integrity or competence
of TEC Con or its Administration.

8.7.2. Participants may not at any time make, post, publish or communicate to
any person or entity or in any public forum any false, defamatory, libelous,
or slanderous remarks, comments or statements concerning any member
of TEC Con and its Administration, any of their respective
Representatives, Teams, Sponsors or members, the Game or any other
product or service of TEC Con. In addition, Participants may not
encourage members of the public to engage in any activities that are
prohibited by this Section 8.7.

8.7.3. This Section 8.7 does not, in any way, restrict or impede a Participant
from complying with any applicable law or a valid order of a court
competent jurisdiction or an authorized government agency, provided
such compliance does not exceed that required by the law or order.



8.8. Software and Hardware.

8.8.1. Any intentional use, or attempted use, by a Participant of any bugs or
exploits in the Game is strictly prohibited. TEC Con Administration will
determine the bugs and exploits prohibited by this rule and whether a
Participant has taken advantage of a bug or exploit in violation of this rule.

8.8.2. Participants must consult with TEC Con Administration before bringing
electronic storage devices to any TEC Con Events and are not allowed to
use any mobile or external communication equipment during a match,
including mobile phones.

8.8.3. Participants are prohibited from installing third-party software of any kind
on any competition hardware or machines.

8.9. Confidentiality.

8.9.1. Participants must keep confidential and not disclose to any third party
confidential and proprietary information concerning the Game, TEC Con,
TEC Con Administration, or any other Team.

8.9.2. This Section 8.9 does not, in any way, restrict or impede a Participant
from complying with any applicable law or a valid order of a court of
competent jurisdiction or an authorized government agency, provided that
such compliance does not exceed that required by the law or order.

8.10. Reporting.

8.10.1. Upon becoming aware of any conduct prohibited by this Section 8,
Participants are required to immediately report the details to TEC Con
Administration. Failure to comply with this requirement is an independent
violation of these Official Rules.

9. Collection of Personal Data

9.1.1. TEC Con will collect, store and use information collected in connection
with TEC Con Events (including information collected at live events).

Anyone caught breaking any of the rules listed above will be escorted out of TEC Con. If you
are competing, then your matches will be forfeited.



Game Rules:
Rocket League Rules

Platform: PC

3v3 format

Win Condition: Best of Three (3) games
Finals win condition: Best of Five (5) games

Game Settings:

Game Mode: Soccar

Arena: DFH Stadium

Team Size: 3v3

Bot Difficulty: No bots

Mutators: None

Region: US-East

The team listed as the higher seed on the schedule will be considered the “Home” team.
The home team will be responsible for creating the match lobby and will choose which
side (Blue or Orange) they would like to be on for the duration of the match. The Home
team will also be responsible for sending the match name and password to the opposing
team.

Team Colors

Players may use any of the designated blue/green or orange/red/yellow
color combinations for their respective side.

Competitive ranked chromas/skins (bronze/silver/gold/etc.) and Esport
Decals are not permitted.

Subs: each team may have up to 2 subs listed on their roster. These must be added BEFORE
the start of the tournament. Subs may NOT be added mid tournament (pending extreme
circumstances)

Match Delays: Teams may not delay the start of a match beyond its scheduled start time
without the approval of a tournament admin. Teams may delay a match between games for up
to 5 minutes. After 5 minutes, if the delaying team does not have the minimum required players
(at least 2 players), they will forfeit the match (subject to an admin’s final decision).



Disconnects: If a player disconnects within the first 30 seconds or before the first goal, the
game should be ended. If a player disconnects after the first 30 seconds or the first goal, the
game must be continued and the missing player should be reinvited to the lobby.

No Shows: The No Show grace period time is 10 minutes after the match’s original start time.
Use Discord to contact a tournament admin to report a No Show team. No show or very late
teams will be subject to forfeiting that match (subject to an admin’s final decision).

Match Results: We require that at least one member of each team should take a video or
screenshot of each game’s results in case proof is needed for a dispute.

*TEC Con admins have the right to enforce or update any rules and no notice to the
participants.


