D2CL III Regulations

A. General Rules:

1. The League is an organization independent from all clans, hosts, etc.

2. The League is not a clan or an order but it associates members of such organizations.

3. All participants are obliged to subordinate their activity within the League to its management.

4. The League management has the decisive voice in all conflicts or questionable matters.

5. The League associates five-player teams created by the members of one clan.

6. The teams compete with each other in fights conducted according to the 3 vs. 3 system with two substitutes.

7. D2CL matches take place exclusively on the Europe realm (closed battle.net).

8. Dueling takes place in Normal difficulty.

B. Team Squads:

1. The team must be created by the members of one clan.

2. The squad (including the substitutes) cannot contain more than 2 characters of the same class.

3. The first three players listed on the roster of a particular clan are called the base squad.

4. The minimum experience level of a character eligible for the League competition is 70.

5. The team squad declared at the start of the competition remains unchanged (except for point 9).

6. Each clan can select maximum three teams to participate in the League.

7. Eeach player (character) can be a member of only one single team. Multiple characters from the same account are allowed to play in the same team but one account cannot be a part of multiple teams.

8. The use of mercenaries is prohibited.

9. Each team has the right to dismiss one player during the group stage of the competition and call another player to replace him. The new character must be of the same class as the dismissed one, e.g. a Barbarian for a Barbarian. This privilege doesn’t apply to the final stage though. The League management must be notified of the change at least two days before the next group match.
C. The Competition System:

1. Each League season will be divided into two stages:

a) The group stage – played according to the league system,

b) The final stage – also played according to the league system.

2. The League management performs the draw of groups.

3. There can never be two teams from the same clan in one group.

4. The competition fixtures are set by the League management. However, if two teams manage to fix a term AND find official referees who accept this date as well – then the match can be played on the day fixed by the teams.

5. If a team cannot play a match on a particular day, the League management and the opposing team must be notified of this fact at least one day before the fixed date, in order to settle a new date of fight. This can be done only ONCE – all further delays will be penalized with automatic losses.

6. If a team doesn’t appear at the time of fight or appears after a delay of at least 20 minutes in relation to the fixed term, without having notified the above subjects, the game ends with an automatic 0:3 loss.

7. The games are played according to the best of five system.

8. From each group, four teams advance to the finals. Ranks are determined by the number of wins and the total record of fights. If the records are equal, the result of the direct fight determines the advancing team.
D. Refereeing:

1. In the game where a match takes place, there are three members of each team and two referees supervising the fights and their accordance with the rules.

2. There is one referee in the squad of each team.

3. Before the fight, the referees check if there are any items on the map that could be used by any of the teams (arrows, bolts).

4. The referees have the decisive voice in all matters concerning the fight.

5. A referee can command a player to show particular items in order to verify their accordance with the regulations.

E. The Beginning of Combat:

1. Games where the matches are played, can be created by League referees ONLY. If there is a bridge on the map, the game will be created again.

2. Both teams gather around „their” referees, all four players must have the party option activated. Hostiling the member of the own party or leaving the team is forbidden.

3. The referee asks both teams if they are ready (e.g.”FC-1 ready? NOT ready?”). After that, one person from each team answers if the team is ready to fight.

4. If both teams are ready, the referee says „TEST” – at this moment ALL players must type two „dollar” keys ($$) and press ENTER („$$” must be visible on the screen).

5. When $$ symbols of all players appear, the referee says „GO” and the fight begins immediately.

F. Combat:

1. All fights take place in the Bloodmoor, from the town entrance to Flaive.

2. During the fight one of the referees is positioned at the town entrance and the second one next to Flaive.

3. Each team must begin the fight with AT LEAST TWO players from the base squad as starters.

4. In the case of a substitution, the replaced player leaves the game. Such a substitution can be carried out only once per game. The substitute cannot enter the game during combat, he must wait until the end of the current fight and for the whisper from the referee.

5. ATTENTION! If there is already one substitute in the starting team (e.g. the team began the fight with players number 1, 2 and R1), the other substitute (R2) can only replace player R1. In other words, the playing team cannot include two subtitutes at any moment of the game.

6. Lag is not a reason to repeat a fight.

7. Timing out of one of the players is equal to his death. The opposing team is obliged to wait for his return for five minutes before the next fight. If this time span proves insufficient, the susbstitute enters the game or the following fight begins with an incomplete team squad.

8. During the game it is forbidden to:

a) use any potions and shrines,

b) escape to town or outside the Moor during combat on any purpose,

c) drop any items for players staying on the battle field,

d) leave any items on the map before the fight (e.g. arrows),

e) use the Town Portal spell.

9. A killed player is not allowed to leave the town until the end of fight. Only when one of the teams wins, killed players can retrieve their corpses.

10. After leaving town before the fight, it is allowed to return to town only to heal at Akara (e.g. teams with a Barbarian using Battle Orders). However, it is not allowed to change equipped items to items stored in the stash. In other words – we use only what we have on our character, in our own inventory.

G. Item restrictions:

1. During the fight, it is forbidden to use items with the following properties:

a) run/walk slowdown (SLOWS TARGET, e.g. Blackhorn’s Face headgear),

b) skill charges (CHARGED ITEMS, e.g. Boneslayer which has Level 20 Holy Bolt: 200 Charges); items having a chance to cast a spell on attack are allowed though (e.g. 5% Chance of casting slvl 10 Chain Lightning on Striking),

c) any amount of Poison Damage; the use of poison is limited to skills only (e.g. Necromancer’s Poison Nova).

2. The following specific items are forbidden:

a) Saracen’s Chance amulet v1.08 (and any other items with chance to cast Amplify Damage), 

b) Rising Sun amulet (any version),

c) Constricting Ring (any version),

d) bugged, hacked and deruned items (including uniques with stats of other items, e.g. Buriza Armor as well as so-called Ith items)

e) all LoD version 1.08 elite items.

3. Absorb rules:

a) in order to make it more clear, we distinguish two kinds of absorb: „point” absorb (e.g. Thundergod’s Vigor belt) and „percent” absorb (e.g. Lightsabre).

b) Each character can have only one kind of absorb per element (it is not allowed to combine e.g. point and percent cold absorb; however, it is allowed to wear e.g. two Dwarf Stars, Lightsabre and Blackoak Shield because this set does not include different kinds of absorb per element).
H. Penalties and Restrictions:

1. During the game it is forbidden to insult the players of the opposing team in a vulgar way. On account of such behavior the referee can give a warning to the player. Three warnings during a game mean disqualification of the player and suspension for the next game.

2. Breaking the D2CL regulations by one of the teams causes an interruption of the game ruled by the referees and concludes the game with a 0:3 result; in the case of  recurrence of such incidents, the particular team will be expelled from the League.

3. It is forbidden to avoid or delay the beginning of a fight. If after more than 10 minutes a particular team doesn’t initiate combat, the game ends with an automatic loss. If both teams don’t initiate combat – they will be both issued penalty points (-1 to total win count) and the match will be ended automatically. If the players clearly avoid combat during the fight or are unable to find their opponents on the map for a long time, the referee is entitled to set new borders and narrow the battle field.

4. It is forbidden to have any potions in the belt. If a killed character drops potions, his team will lose the game automatically.

I. Anticheating/-hacking security measures:

1. The referee has the right to stop the match any time, saying „STOP THE FIGHT”. From this moment on, all players are to obey the following instructions:

· complete silence is ordered, it is not allowed to talk or whisper to anyone,

· all players must activate the message log (M key by default),

· everyone must type $$ (TWO dollar symbols) and press ENTER („$$” must be visible on the screen),

· each player takes a screenshot (PRINT SCREEN) which must be sent to the organizers (to both e-mail addresses cmarian3@wp.pl and soft@pf.pl) immediately after the game.

2. Not obeying the above procedures will be severely penalized.

3. The fight interrupted that way will be replayed.

4. IT IS PROHIBITED TO USE ANY CHEATS OR HACKS FACILITATING THE GAMEPLAY IN ANY WAY. DETECTING A PROGRAM LIKE THIS USED BY A PLAYER RESULTS IN AN IMMEDIATE, PERMANENT EXCLUSION OF THE WHOLE CLAN FROM THE D2CL COMPETITION!

