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1– Introduction

This guide is a compendium of knowledge, tips, secrets, and handy information about the Inter-Club Training Event. It covers all the elements an ICTE Tribune should be informed with, from basic rules to advanced spreadsheet management.

ICTE Tribune (T:ICTE)—Much like the Gaming Tribune, the ICTE Tribune commands a position that requires weekly administration of a gaming competition. The Inter-Club Training Event is at the forefront of Brotherhood activity. It is especially important in a view that it is the only regular event conducted between all of the Brotherhood’s allies, and as such, needs dedicated attention and cooperation.

In addition to hosting the weekly competition, the ICTE Tribune is responsible for managing inter-club relations (with the Grand Master and Deputy Grand Master), and promoting gaming throughout the Brotherhood and its allied clubs. It is the job of the ICTE Tribune to ensure the success of the weekly event and communicate the results weekly.  The Tribune must impose a high standard of sportsmanship, uphold the rules at all times, and most importantly, ensure each and every one of the participants enjoys themselves week after week.

This guide is structured into several chapters, each representing a vital section of being an ICTE Tribune. 

2 – ICTE History – Training Event Lore

The Inter-Club Training Event (ICTE) began around May 2003 as a join effort between the Rebel Squadrons, Star Vipers, and the Dark Brotherhood to engender inter-club relations. Many other clubs, including the New Republic Fifth Fleet, were also invited to take part on the fun. The event is an opportunity for members from diverse backgrounds to come together on a common playing field to engage in multi-player combat without the stress of a competitive environment found in events like the Outer Rim Wars or the Wars for the Minos Cluster.

Since its founding, the Inter-Club Training Event has upheld one of its initial charges—to become an event where people can get together and have "something [fun] to do on weekends" as `Mav`, one of the original ICTE founders, eloquently stated. Today, the ICTE is still an event where members gather to blow up their enemies with trip mines, send laser salvos flying through the vacuum of space, and order their squadmates across hostile territory to capture vital command posts. Even today, over three years later, it is not uncommon to get at least 25 participants fighting throughout the event, representing their clubs' activity and continuing interest in the Inter-Club Training Event.

As explained in the abbreviation, ICTE has facilitated the gaming training requirements for many new members, especially from the Brotherhood. Based upon the training schedule in Jedi Academy, members are able to sharpen their skill with the guidance of dedicated trainers, tutored personally or in a class. This has helped countless members develop their gaming skills and establish friendly relationships with other gamers, both within and without the Brotherhood.

3 – The Bot – Event Recorder

What separates ICTE from a regular gaming competition is the IRC Bot. It allows players to sign up to the available games, thus creating a more organized contest and makes cheating virtually impossible.

3.1 Setting up the Bot

To set up the bot:

a. To run the bot, you must copy the file “gamebot.mrc” from the ICTE FTP server (more about the server in the “Updating the website” section) into your mIRC root folder, usually “C:\Program Files\mIRC”. 

b. Restart your client, and go to Tools…  Scripts Editor… and select File  Load… and double click “gamebot.mrc”. 

c. The bot has now been loaded. 

d. To use the bot, simply enter #outerrim (type /join #outerrim), right click in the channel window, and you will have a new menu, Game Bot. 

e. To start ICTE, select Set Channel, and then On. 

f. To add new games so that players can sign up to, select Add Game and type in the name (abbreviation)

Note: the name refers to the abbreviation of the game, not the full name. Players will have to type this to be able to signup. (See list below)

SUPPORTED GAMES 


	ABBREVIATION
	GAME NAME

	XWA
	X-Wing Alliance

	XvT
	X-Wing vs TIE Fighter

	JK
	Jedi Knight

	JO
	Jedi Outcast

	JA
	Jedi Academy

	SWGB
	Galactic Battlegrounds

	GXY
	Galaxies

	RC
	Republic Commando

	Alleg
	Allegiance

	BF
	Battlefront

	BF2
	Battlefront 2

	EaW
	Empire at War

	MERC
	MERC Wars

	Tauntaun
	Tauntaun racing


3.2 How does the bot work?

All official matches must be set-up in the #outerrim channel, using the bot. 

For example, if I wanted to set up a 2-player match of X-Wing Alliance, I would type:

!signup XWA

in the #outerrim channel window. I would then see the following text displayed once I type that command:

<Pyralis|ICTE>: Smoke20 signed in for XWA 

This confirms that I have signed up to play XWA. In the case of a 2-player match, once another player signs in to play XWA, the match is formed. When the match is formed, for a game like XvT or XWA, the players then decide who will host, for how long, and which craft will be used (and any other specifics). In the case of a game like JO or JA, the players must agree on a common server, what game-type they'll be playing (full force sabers, no force guns, etc), and how many games they will play, etc. Once a match is formed, you might see the following text:

<Pyralis|ICTE>: JO Team1: Korras VS Team2: Strategos 

Players are not limited to 2-person games! You can also participate in 4-person games, 6-person games, and 8-person games. You can also do 3-person, 5-person, 7-person games, etc if players agree to uneven teams. There is really no limit to what sort of combinations you want to do in the Inter-Club Training Event so long as all the involved players agree to the conditions of the match. If I wanted to set up a 4-person JO match, I might type:

!signup JO 2vs2

Then, when 3 other people sign up, the match is formed. It's that simple. In the case of matches involving more than 2 people, players are free to choose which players are on which teams. However, in the case of dispute, always go with the teams chosen by the bot. 

4 – mIRC Settings – Continuous Observation

The major problem that a Tribune may encounter during an ICTE edition is internet connection-related. Though it is strongly suggested a Tribune should have a reliable and stable link to the web, accidents can happen; there are a few settings that can minimize the damage done should such an event occur.

a. In the menu, select View and click Options.

b. Connect  Options  Reconnect on disconnection (Checked)

c. Connect  Options  Perform…  Enable perform on connect (Checked)

d. Type /join #outerrim in the text box.

e. IRC  Messages  Timestamp Events (Checked)

f. IRC  Logging  Automatically log:  Both.

g. Timestamp logs (Checked)

h. Trim log files to… (Unchecked)

The first option is self explanatory: it will ensure that your client will automatically reconnect to the Undernet server if necessary. The Perform option allows your client to join the #outerrim IRC channel upon reconnecting to the Undernet server. The third option is needed for the Participation Chart in the spreadsheet should you choose to use it. The logs option is perhaps the most important of all, because without it, you risk losing match scores in the event of an accidental closing of the private message window. The logs are stored by default in c:\Program Files\mIRC\logs, but you can also select a different location. Time stamping logs is an equally important detail for the Timetable. The option to trim log files to a certain size is best left unchecked just to be sure that no text will be deleted.

5 – The Spreadsheet – Event Report 

The ICTE spreadsheet is the foundation on which the tournament is based. It stores every detail about each week, and has several advantages over traditional score keeping, including efficient statistics management and relatively easy data input. 

The structure of the sheet is:

· Club: Simply type, or select from the drop down menu the club with which the player is affiliated (DB, GE, RS, SV, or NR5F). The sheet automatically updates the color of the cell for each club.

· PIN: Player one’s PIN

· Name: Player one’s name. Note: It is encouraged that you include the full name, including the rank(if available)

· CF Score: First player’s CF count for the respective game. Note: Different for every game (see CF Table section)

· Game: Name of game played

· Club: Player two’s club

· PIN: Player two’s PIN

· Name: Player two’s name

· CF Count

The steps to generate the score table are :

a. Filling out the primary table is straightforward. Open your scores document, and input the data into the sheet, making sure the winners are on the left side of the table.

b. After the scores are inputted, it is time to do the overall results. The ICTE sheet can calculate the CF count for each player, and as such, only requires you to enter the names, and the CF’s column will be updated. 

c. After all the names have been written, only one step remains, to sort the table by the CF’s count in descending order. To do this, drag a selection box around the score table (see picture below). Then, go to the Data menu, and select Sort… Select Sort by CFs from the drop down menu and check the Descending radio button. Press OK. The score table is now sorted in the correct order.
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To finish off the sheet, a few more sections have to be filled out. 

· The top three players (if available), at the top of the spreadsheet.

· The top three players, again, this time at the bottom, including the CF count for each, and optionally, the number of opponents played by each.

· The date of the tournament in the spreadsheet title, and both secondary tables’ titles.

· The host’s name and e-mail address. 

The Participation Timetable, should you choose to use it, only requires some manual data input, and Excel will take care of the actual graph. If you scroll to the right of the page, away from the actual sheet, you will find a small table with two columns, one for the time interval, and one for percentages. Note that the table can be anywhere in the sheet, but it’s best to keep it out of sight for aesthetics.

Filling out this table requires a little math from your part. The second column refers to how many games were played within the respective interval, and is represented in percents relative to the total number of games. To make things easier, open your log file, or your document where the scores are, take a piece of paper, and write down how many games were played for each interval. Then, add them up to find the total number of games. After that, you need to calculate the percentage for each interval. In case you have forgotten the formula, here it is:

z = (x / y) * 100

z = percentage

y = total number of games

x = games that were played within a given interval

Example

In the interval 4 PM - 5 PM there were played 9 games. Overall there were 87. 

The percentage is 

9 / 87 * 100 = 8.34%

The cell value is 8.34%.

After you input all the values for the time intervals, the graph will be processed and displayed. 

Things to remember in creating reports

1. ALWAYS use the same names throughout the spreadsheet because Excel is case-sensitive. As such, karel does NOT equal Karel. Also, be careful with spaces; one accidental space can make your sheet calculate the scores poorly. Verifying each CF count manually is a pointless task, so be sure you respect the names’ case at all times.

2. Use “,” (comma) or “.” (period), but never both. The formulas may have some trouble calculating if the decimal part is not represented the same throughout the sheet. If a cell ever displays an error such as ####, use the Increase or Decrease Decimal buttons until the number of CF’s is correctly shown or widen the cell.

3. Always backup your work. Backup your document with the score sheet, backup the spreadsheet midway, and always, always save your work periodically. Losing work is always frustrating. An alternative to classic document storing is your e-mail account. Log in to your account, and compose an e-mail, but leave the “To:” section clear. Then copy/paste the logs of the scores (with timestamps if possible) into the e-mail body. The advantages are that it is less likely someone will erase your document after you have finished it, unless you share your account with someone. But even in that case, the mail is stored in the Drafts folder, so it is relatively safe. Furthermore, in the event that you forget to save your classic document and close it, the scores are gone forever. Some e-mail accounts (such as Gmail) automatically save your draft after a few minutes, so even if you accidentally close it, a backup will be available. 

4. The winner of a match is written in the LEFT side of the score table, so he is player one. The loser is player two. The sheet is based on this; it will not work if you switch them, even if the score is logically correct. To be sure of this, always do a visual inspection of the sheet, and make sure the left Score column has higher values than the right one. 

At some point, your sheet will become insufficient in space, and you will have to expand it to fit all the scores. To do so, select the last row from the primary table, right click, and select insert, then press OK. A new cell is added, and the formulas updated. You can select more at once, simply select more cells, right click and insert. 

5. A bit more complex is the expansion of the secondary tables, the number of games and the gaming participation.  Again, select the row and insert a new one, but this time, you have to update the formulas manually. If you click on any one of the cell with the CF score, games played, wins, loss, you will see a formula at the top, under the instrument bar of Excel (see picture below). 
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To change the formulas for each one, follow these instructions:

a. CFs column

If you need to expand your spreadsheet to, say, 160 (after you have already expanded the table by inserting new rows), you have to click on each of the cells in the CFs column and create a formula (by copying an existing one and pasting it in the formula box), and simply modify the last argument in the formula. 

Example:

=COUNTIF (D11:D130; D160) +COUNTIF (J11:J130; D160)

This is the formula for cell F160. The reason why you type D160 is that the formula searches for the name of the player in the list and then calculates his CF count. The name column is under D. Therefore, for each cell in the CFs column, you modify the last argument, and put in the cell coordinates for the name that is on the same row, but in the D column. 

b. Games played column

Same as before, but this time the formula is longer, and the argument you need to change is in a different position

=SUMIF (D11:D130; D160; F11:F130) +SUMIF (J11:J130; D160; L11:L130)

c. Win column

=COUNTIF (D11:D130; D160)

d. Loss column

=COUNTIF (J11:J130; D160)


6 – Weekly Event Result – Awarding System 

In regular Saturday Gaming event of ICTE, the results will be counted in selected points of win or loss, which covers entire members of the DB and Allied clubs. This record will be included and presented in the ICTE results spreadsheet.

Each win in a 1vs1 match will be rewarded points according to the following table:

	 
	1v1

	JA/JO
	1.00
	0.33

	BF/BF2/RC
	2.00
	0.66

	EaW/SWGB
	4.00
	2.00

	Alleg/XvT/XWA
	2.00
	0.66


And each win in a team game match will be counted as follows.

	Game Type
	1v1
	2v2
	3v3
	4v4
	5v5
	2v1
	3v2

	JA/JO
	1.00
	0.33
	2.00
	0.66
	3.00
	1.00
	4.00
	1.30
	5.00
	1.65
	1.50
	0.50
	2.50
	0.83

	BF/BF2/RC
	2.00
	0.66
	4.00
	1.33
	6.00
	1.00
	8.00
	2.66
	10.00
	3.33
	3.00
	1.00
	5.00
	1.66

	EaW/SWGB
	4.00
	2.00
	8.00
	4.00
	12.00
	6.00
	16.00
	8.00
	20.00
	10.00
	6.00
	3.00
	10.00
	5.00

	Alleg/XvT/XWA
	2.00
	0.66
	4.00
	1.33
	6.00
	1.00
	8.00
	1.33
	10.00
	3.33
	3.00
	1.00
	5.00
	1.66

	Game Type
	4v3
	5v4
	

	JA/JO
	3.50
	1.16
	4.50
	1.50
	

	BF/BF2/RC
	7.00
	2.33
	9.00
	3.00
	

	EaW/SWGB
	14.00
	7.00
	18.00
	9.00
	

	Alleg/XvT/XWA
	7.00
	2.33
	9.00
	3.00
	


Specific awards for the Dark Brotherhood Members 

CLUSTER OF FIRE (CF)

a. For every match played, each participant will receive points towards Clusters of Fire (CF). The minimum number of CF points a person can earn is one-third the total number of matches played that day (total_matches * 1/3). If a player earns less than 1 CF point, he will not receive any CFs. The ICTE Tribune will recommend all medals for the MAA's approval. 

b. In a team match involving “x” players, each member of the winning team receives x/2 Clusters of Fire. (For example, in a 5vs4, each winner gets 9/2 CFs = 4.5 CFs).This is also dependent on the game played. Only JA/JO/RC are scored this way, for every other game, a ratio has to be calculated between 1v1 version of the game divided by the JA 1v1 equivalent. Then, the regular CF count for a team game (resulted from the formula above) is multiplied with the ratio. For example, a 3v3 BF2 match will score 3 * (x/2) for the wining side and 4 * (x/6). 3 and 4 are the ratios between BF2 and JA/JO. A JA match scores 1 CFs for a win, while BF2 scores 3. Therefore, the ratio is 3. the same goes for the losses. For more reference, read the team game award table.

c. In a team match involving “x” players, each member of the losing team receives x/6 Clusters of Fire (For example, in a 5vs4, each loser gets 9/6 CFs = 1.5 CFs) 

SECOND LEVEL CRESCENT AND THE ICTE ALL-STAR TITLE

At the end of an ICTE, Dark Brotherhood members who rank with the top three largest Cluster of Fire totals are eligible for third level crescents if they meet the following criteria 

1. They have played *against* at least 7 different people in the ICTE, OR have played against 5 different people and participated in 2 team matches with or against other players than the 1v1 opponents. 

2. They have earned 12.00 or more Clusters of Fire.

3. Note, only 1st , or 1st and 2nd , or all 1st , 2nd , and 3rd places may be awarded, depending on the number of top players who qualify for the Cr-1R, Cr-1A, and Cr-1S crescents.

The overall first place winner of the ICTE is dubbed the ICTE ALL-STAR. This is a title that is awarded to the recipient of a Cr-1R at the end of an ICTE. 

7 – Updating the Website

The ICTE has its own web site that can be found at: 

www.icte.starwarsalliance.com
As host, you are expected to update it with the latest results and news. To do so, you need some basic HTML knowledge, or at least know how to work with a visual editor (such as Dreamweaver). You also need a FTP Client; you can even use Internet Explorer, but it lacks functionality. After connecting to the FTP server, go to root directory, then ICTE, and you will find all the files needed. Every week you will upload the latest spreadsheet in the files directory, and update the index.html, allstar.html, and archive.html pages with the program of your choice.

In index.html, the main page, the only updating you can do is post news, or important notes on a future ICTE or just something that you want everyone to immediately find and read.

The all-star.html page is basically a table that comprises the ICTE All-Stars, in order of wins. After an ICTE event, simply create a new row, or update an existing one and increasing the player’s win. Also include the date of their win.

Archive.html contains links to every spreadsheet as well as the all-star from each edition (if available). Select the table, add a new row, and fill it out with the date, host, all-star, and finally, a link to the spreadsheet within the FTP server. 

Additional poll and feedback might be also added to this website.

8 – ICTE Gaming Policy

As mentioned previously in the introduction section the ICTE Tribune must impose a high standard of sportsmanship, uphold the rules at all times, and most importantly, ensure each and every one of the participants enjoys themselves week after week. The members must be introduced to a set of rules for the overall decency with the cooperation of the allied clubs agreement. There has been a world-wide standard in Star Wars gaming procedure; however it needs to be adjusted depending on the conditions and participants.

8.1 Regular Saturday Gaming Event

a. A player may dispute three (3) matches, and only three matches against any one player, regardless of the platform played. One cannot play three games against opponent A in JA, 3 games in JO, and 3 games in BF2. In the event that a player attempts to report such matches, the host must remind him of the stated rules, and agree with the player which scores should remain valid. The others are removed from the spreadsheet.

b. The rules must be promoted at all times, by the cooperative agreements with the allied clubs leaders or appointed emissaries to the members.

8.2 Special Gaming Event

In ICTE there will be special gaming event occurred in certain period, such as Outer Rim War (ORW), Minos Clusters and Celestial Fury. These events will need specific rules and plots set and uphold. The ICTE Tribune has the responsibility to coordinate and promote the participation of these events especially for Dark Jedi Brotherhood environment, and to assist the Grand Master and Deputy Grand Master of the Dark Jedi Brotherhood in those specified circumstances. 

9 – Members Relationship – Training System

The Necessity of Training: A Conditions of Learning

According to R. Gagne (a real-life psychologist), there are five major categories of learning: verbal information, intellectual skills, cognitive strategies, motor skills and attitudes which shape the experience of an individual. Different internal and external conditions are necessary for each type of learning. For example, for cognitive strategies to be learned, there must be a chance to practice developing new solutions to problems; to learn attitudes, the learner must be exposed to a credible role model or persuasive arguments and for motor skills, the learner must be set in specific condition of repetitive practicing models.

9.1 Skill (Motor) Training

There are various types of members who play in the ICTE, from a true beginner to nigh-unbeatable master. By mandate, ICTE will develop a set of gaming training schedules, which will promote good relations between members. Since knowledge (intellectual skills) and cognitive strategies have been developed by the Shadow Academy, ICTE focuses on additional motor skill training, especially in the preferred platform of games. The trainers must uphold the rules and aim to educate the trainees within a fun, jovial atmosphere.

9.2 Emphasizing High-quality Attitude

A person's attitude represents how they feel or their state of mind about something. Many factors can cause a person to have a poor attitude about their contribution and the organization.  Some people feel poorly about themselves, which affects their attitude about their environment. In contrast, some people work hard to keep a positive attitude. 

To maintain and emphasize high-quality attitude, the ICTE Tribune be an example to the members and encourage the members to follow his lead. A positive approach to the trainee and the players involved is the best way to endorse and promote these attitudes in gaming.

10 – Tribune Management and Assistances

10.1 Tribune Management

The Tribune is a manager, the one who has a set of activities and a group of people, involved in four general functions: planning, organizing, leading and coordinating activities. The ICTE Tribune should develop those general functions properly while remembering the specific ICTE Tribune duties.

Specific ICTE Tribune Duties 

· Develops and maintains policies and procedure related to the Inter-club Training Event 

· Works with other clubs to ensure an appropriate venue and that a set of rules is established 

· Ensures that each training event is advertised and that members have a chance to attend 

· Assists other clubs in advertising the training event to their members 

· Ensures that each training event is properly hosted and that results are properly recorded 

· Publishes training event results in weekly reports to the Brotherhood 

· Assists other clubs in obtaining their results for the training event 

· Works to establish new participants in the training event by inviting other clubs to join 

· Develops and maintains the Inter-club Training Event website 

· Regularly comes up with new and interesting ways to encourage involvement in the event 

10.2 Tribune Assistants

On occasion, the ICTE Tribune may be unable to perform all of his assigned duties. To ensure that all ICTE Tribune duties are completed, assistants are employed. 

a. Judge

For specific gaming event such as racing, team games, etc, there is a need for an independent person to judge the result of those events. Due to the observed rising interest in those platforms, an ICTE Judge will help the Tribune to perform this task.

b. Other Staff
The Tribune may appoint people to help in training schedules, back up records, maintaining the performance of the website, or related work. All assistants must be approved by the Grand Master.

11 – Conclusion

ICTE Tribune (T:ICTE) commands a position that requires weekly administration of a gaming competition, yet has wider scope of responsibility. It is necessary not only for hosting the Saturday weekly competition, but also for managing inter-club relations, promoting gaming throughout the Dark Brotherhood and other clubs, improving the quality of gaming via training, encouraging and promoting good sportsmanship, and engendering a positive, fun atmosphere so that everyone—newbie and veteran—can enjoy the excitement.

11 – Appendix
	Gaming: Rites of Combat

The Rites of Combat are guidelines to be enforced throughout the Brotherhood for all major competitions and weekly MP nights to provide a sense of fair play and consistency to how we deal with combat. If you choose not to follow these rules, you will be accused of cheating as cheating is defined as violating accepted standards or rules. Cheating is dealt with by the Chamber of Justice.

Of course, not all members who play will know these rules. New members especially will not be used to having rules enforced on them. If you encounter a person who isn’t following the rules explain it to them and point them towards the Rites of Combat. It would also be good practice for Quaestors and Aediles to point new members to the RoC when they first join a House.

All competitions will follow the rules of the Rites of Combat unless the person(s) running the competition specifically opt to not use certain parts. Any alterations must be made clear prior to the start of any such competition and enforced throughout the entirety of the event.


Rules:

To be able to participate in a competition you must be in the channel that the competition is being hosted from. No hiding in clan or other channels to exclude people from getting matches. If you are not present in the channel but are reporting matches they will be discounted. The current channel for competition is #DBGaming. (The current channel for ICTE is #outerrim)

To refuse a challenge you must have a good reason, which you will have to verify with the person in charge of the competition in question. If you’re playing during a competition but deny certain people matches you will be disqualified from said competition and the Chamber of Justice will have a talk with you about sportsmanship.

All MP matches in the DB will follow a basic "Soft Cap" ruling. We will allow 6 games maximum per person you play but normally we would like it to remain around 3 games. At times you may find that not everyone is up for 6 games, so this rule will not come into play. Feel free to play as much as you like, but only the first 6 submitted games will gain you credit. We prefer the rules to be flexible in the Brotherhood to allow everyone to enjoy there time here and have fun; not be hampered by rules and regulations.


General Rules of Multi-Player Combat (JO, JA)

* For Vendetta purposes, only servers that are PURE may be used to play matches. All other types of servers are restricted to "for fun" gaming only.
* One vs. One matches are played to five (5) points
* Team matches are played to ten (10) or more points based on how many people are participating
* CTF matches are played to five (5) or ten (10) captures, or to a specific time-limit (Example: a 30 minute match)
* For Vendetta purposes, only standard maps and settings will be played unless maps are specifically made for a Vendetta event (Example: SP Missions), or if both fighters can agree on a different map. (note: inform those organizing the Vendetta of such an event)
* Unless all parties agree to it beforehand, there will be no creating of new rules for a match. (Example: JK – "We can play No Force guns but you aren’t allowed to use the concussion rifle.")
* Lightsaber duels are to be played with 100/100 in JA and 100/25 in JO unless otherwise decided by both participants
* You may not use bacta tanks during a lightsaber duel
* You may not attack your opponent in a duel until you are both prepared (No attacking right off the start with thrusts or DFA’s)
* You may not attack a player who has fallen to the ground in a saber duel
* You may not attack another player who has the chat box active, though the player should make some effort to distance themselves from combat
* Dropping out of a match because you are losing results in an automatic win to your opponent and can result in being suspended from gaming nights
* If you and your opponent can’t decide on settings you will each get to choose one (Example: One person chooses Force the other weaponry)
* Swaying, and/or Laming will not be tolerated, this will be judged on a case by case situation. With a warning first, and then proceeding to further measures if continued. Going as far as a ban from Gaming Nights, or a Visit with the Council of Justice 


General Rules of Multi-Player Combat (JK)

* In a Lightsaber match, changing to fists constitutes a "peace" Do not attack a person when they have fists out
* For Vendetta purposes the following settings can be used: BGJ NF, BGJ FF, CO FF, JiO/CO NF unless maps are specifically made for a Vendetta event (Example: SP Missions)
* In a No Force Guns match, you may not pick up your opponents backpack when they die. Until that player respawns and picks up his/her backpack you cannot attack them
* You may not grab items, weapons, etc until you’ve picked up your backpack and your opponent can again start attacking
* If you and your opponent can’t decide on settings you will each get to choose one (Example: One person chooses Force the other weaponry)
* Kill/Capture limit can be decided by players before the start of the match
* There will be no use of COGs or other hacks to enhance or alter the gameplay. If you’re worried someone may try using hacks request that you play with an Anti-Hack Patch 


General Rules of Multi-Player Combat (XWA, XvT)

* Matches will be hosted by each player for a minimum of five (5) minutes
* Kills for each host are added up to determine a winner in One vs. One matches
* Craft type and shield/warhead usage must be decided prior to the match and used for both hosts (No changing from Interceptors to Defenders on different hosts, etc)
* Starting distance of two to three kilometers
* Running to recharge shields constitutes automatic forfeiture
* Use of hyperspace is forbidden
* If ship type can’t be agreed upon the default is TIE Interceptor
* You may not use the "W-trick" to increase your rate of fire 


General Rules of Multi-Player Combat (BF 1 & 2, SWGB and EaW)

* Tech level and game settings must be decided on by all players prior to the start of the match
* Hosting for each game should be decided before they’re played.
* Game Type (Space or Ground) should be decided before playing


Game Reporting Through the Database

* All Battle Front 1&2, Galactic Battlegrounds and Empire at War scores should be reported as 1-0 this is for each game you play.
* All JA – JO – RC games should be reported as single matches 5-0, 5-1, and 5-3 would be a good example of three games submitted through the database. Please remember that if you submit the score as 15-5, the database will not break this up and you will be awarded for a Single game.
* All XWA and XvT scores are the total kills per person not the points total.
* Winners of the total games played is the one that submits to the Database.
* To submit to the database, you need to log on to the DJB.com site. Under you’re Administration page, there are a link that says “Submit Gaming Scores” and go through the normal procedures for submitting. If you do not know you’re opponents dossier or “pin” number just simply ask them.  


General Rules of Multi-Player Combat (Allegiance)

* (Conquest Mode) Drydock *may* be built for Speed GA, but cap ships are not to be used unless both commanders clearly agree to their use before the match begins (Commanders: please use common sense, cap ships don't scale well with small teams. If in doubt, don't suggest it). Disabling the drydock is recommended if you want to remove that particular tempation.
* (Conquest Mode) Money settings shall be Starting Money: Medium, Total Money: Medium, Resources: Scarce+ unless commanders can agree to different settings.
* (Conquest Mode) Do not place probes inside enemy stations.
* Allow Defections must stay off. Similarily, you may not purposely harm your team during the match.
* Do not initiate a mutiny against your commander unless there is a specific reson for doing so. Be prepared to back up your reason.
* Unless all parties agree to it beforehand, there will be no creating of new rules for a match.
* When playing on the public servers, be sure to follow the additional guidelines posted on their site Guidelines and Guidelines. 



Multiplayer Gaming Forfeitures: All Gaming Platforms

What is forfeiting: When the opponent has or is experiencing technically difficulties or has other items that have come up, causing him to leave early in the game.

What is not forfeiting: When your opponent quits because he is losing, a forfeit will probably be granted, but you may not submit the forfeit on your own. These are conduct issues that must be documented and addressed by the Event Organizer. You will most likely be awarded the forfeiture, but the event organizer needs to be the one to give it to you, since it was due to a blatant rules violation. See below.

Submitting/Requesting forfeiture: If you are in the middle of the game, and the other person has the issues, you gain the win. Submit that Game only as a Forfeiture.

If you have agreed to more games with the person, give them time to come back later on. If you leave the event early then the subsequent non-played matches will not be considered forfeits since both parties did not return or they missed each other. If you are around for the entire event, and the other person doesn’t show back up, you are allowed to submit the rest of the games as forfeits, up to 3 games max

In cases of people wishing to quit the game early for unsportsmanlike like conditions, you will need to ask the event organizer and or his staff. The decision could range from allowing no forfeitures, to allowing three forfeiture matches, to a recommendation to the CoJ for misconduct.


General rules of Conduct
Conduct in Gaming Nights and Other Events

In all Dark Jedi Brotherhood events, members are expected to give their best behavior. Complaints will arise from time to time, but it is important to keeping order and good sportsmanship to keep those issues out of the public channels. If you have a complaint, please send a private message or email to the Tribune of the event. The leader will work to end the issue and give out warnings to members. If the issue persists, members will be kicked from the channel or server. Continued violations will result in members involved on both sides of the issue will be banned from the event until there is a resolution to the problem. Keep in mind that both parties involved with laming, cheating, or any other activity deemed as a problem will receive the same punishment since both parties are equally guilty. If you have been attacked during a match, or had your matches interfered with, inform the Tribune for the event and the issue will be handled as soon as all possible.

Acting out on your own in any form will land you the same punishment as the original offender.

Laming: Laming is usually spamming the same move time after time to gain an advantage over you're opponents. It can also be abusing the Force powers in a non-force match. With laming each person has there own definition, but it boils down to how you treat the other opponent, and vice versa. Random attacks by people running by will not be tolerated and will be treated as Laming. If you are messing around on the server, please keep away from those that are involved with personal matches.

Cheating: Cheating is a big offense. It includes using any kind of alternate program allowing an advantage. This can be aiming bots, or Hacks. Cheating complaints will be dealt with in the strictest fashion. If you feel that you have an opponent cheating with any of these issues, bring it to the Tribune, Justicar, Grand Master, and Deputy Grand Master's attention with your reason. Please supply proof.


Punishments for infractions of the rules

We usually try to avoid being harsh or too strict. However, if you have continuously disregarded the rules you’re punishment can range from being kicked from the Server or Channel, to being banned from the Server or Channel. Furthermore if the actions continue you will receive a trip to the Justicar and his hands of justice. There decisions are final and which can lead to being banned from Gaming Nights, Sunday Invitational Tournaments, and Vendettas all together. So please remember that we try to give everyone a chance, but those that choose to not listen will be dealt with on a firm basis.




