1. Terms and Notions

1.1. The August 2021 WCI Clan Rivals tournament (hereinafter, the Tournament) is a competition
held by Wargaming Group Limited among users of the massively multiplayeronline game
World of Tanks (hereinafter, the Game) in the EU according to these Rules from August 6 till
August 29, 2021.

1.2. Tournament Organizer or Organizer—Wargaming Group Limited, with registered office at: 105,
Agion Omologiton Avenue, 1080 Nicosia, Cyprus or another entity organizing the Tournament
(part of the Tournament) according to these Rulesin the EU states on order by Wargaming
Group Limited.

1.3. Regulations, or Rulesfor conductingthe Tournament, or Rules—rules setin this document,
according to which the Tournamentis held.

1.4. Captain or Team Captain—player of a team, who representsinterests of members of theirteam
at the Tournamentand presents required information on the teamto the Organizer.

1.5. Wargaming Group Limited — company that, jointly with its subsidiaries and affiliates, is the
developer, owner, and operator of the Game and holds the Tournament to attract attention of
usersto the Game.

1.6. UserAgreement, Game Rules—documents that stipulate the mainrules and requirements of
the massively multiplayer online game World of Tanks.

1.7. Slot—theright of a teamto participate in the Tournament granted by the Tournament
Organizer.

1.8. Slot on ateam—place onateam that can be taken by a player.

1.9. Player—member of ateam declared for participation in the Tournament.

1.10. Participant—any player, including Captain, who participates in the Tournament.

1.11. Team—group of players headed by a Captain that participatesin the Tournament. All
members of a team that participate in battles within the Tournament must be members of the
same clan.

1.12. Referee or Match Referee —party thatis assigned by the Tournament Organizerand
controls the pursuance of the Rules by players and other participants during the Tournament.

1.13. Game—massively multiplayer online game World of Tanks.

1.14. Match—series of battles, the results of which determine the winner.

1.15. Battle—showdown of teams on one of the maps from the official map list of the

Tournament, the goal of which is to capture the base or destroy all vehicles of the opposing
team within the allocated time.

1.16. Respawn—Ilocation ona map, where vehicles of the two teams are initially placed at
battle start.

1.17. Tie-Breaker—battle between teams that decides the outcome of the match if winner
could not be determined based on the results of previous battles.

1.18. (upper/lower) Bracket —part of the tournament structure, teams startin upperbracket
and getto lower bracket after losing a match. Winner of the upper bracketfaces the winner of
the lower betterin the finals.



2. Changes to the Rules

2.1.

2.2

3.1.

3.2.

3.3.

3.4.

Organizer has the right to change these Rulesin the future at own discretion. In case of
controversies, any additions and/or changes to these Rules will have prevalence overthese
Rules.

If you continue your participation in the Tournament after changestothese Rules, you assume
the obligation to follow the changes made to the Rules, and any such changes are effective and
apply to your participation in the Tournamentsince the start day of the Tournament.

Requirements to Teams

By participating in the Tournament, each player confirms that they accept the conditions of
these Rules, completely agree with them and acknowledges that they will comply with these
Rulesthroughoutthe whole Tournament. If a player disagrees with the Rule s or any changes
thereto, such player must discontinue their participation in the Tournament.

The Tournament provides prizes to winners of the Tournament only on condition that they
comply with the conditions stipulated in these Rules and the requirements stated in this item of
the Rules.

A team must consist of at least 15 players of the main rosterand up to 3 substitute players. The
total number of main and substitute players should not exceed 18. A team consisting of fewer
than 15 playersis notallowed into the Tournament.

This is an EU exclusive event. The team must consist of at least 15 players who live within a
region that belongs to the EU realm. The following countries and territories are included:

Aland Islands, Albania, Algeria, Andorra, Angola, Aruba, Austria, Bahrain, Belgium, Benin, Bosnia
And Herzegovina, Botswana, Bulgaria, Burkina Faso, Burundi, Cameroon, Cape Verde, Central
African Republic, Chad, Comoros, Congo, The Democratic Republic Of The Congo, Cote D'lvoire,
Croatia, Cyprus, Czech Republic, Denmark, Djibouti, Egypt, Equatorial Guinea, Eritrea, Estonia,
Ethiopia, Faroe Islands, Finland, France, Gabon, Gambia, Germany, Ghana, Gibraltar, Greece,
Greenland, Guernsey, Guinea, Guinea-Bissau, Hungary, Iceland, Islamic Republic Of Iran, Iraq,
Ireland, Isle Of Man, Israel, Italy, Jersey, Jordan, Kenya, Kuwait, Latvia, Lebanon, Lesotho,
Liberia, Libya, Liechtenstein, Lithuania, Luxembourg, Republic of North Macedonia, Madagascar,
Malawi, Mali, Malta, Mauritania, Mauritius, Mayotte, Monaco, Montenegro, Morocco,
Mozambique, Namibia, Netherlands, Niger, Nigeria, Norway, Oman, Palestine State Of, Poland,
Portugal, Qatar, Reunion, Romania, Rwanda, Saint Helena Ascension And Tristan Da Cunha, San
Marino, Sao Tome And Principe, Saudi Arabia, Senegal, Serbia, Seychelles, SierraLeone,
Slovakia, Slovenia, Somalia, South Africa, South Sudan, Spain, Sudan, Swaziland, Sweden,
Switzerland, Syrian Arab Republic, United Republic Of Tanzania, Togo, Tunisia, Turkey, Uganda,
United Arab Emirates, United Kingdom, Western Sahara, Yemen, Zambia, Zimbabwe.



A maximum of 3 "Legionnaires” - living in areas outside the above listed places -
can be added to the team.

3.5. One player may only be registered into a single team. All players must be members of the clan,
to which the teamrelates. Once the registration closes, players cannot change teams. In case a
playerleavesthe clan during the tournament, it must be reported to the tournament
organization and the playeris nolonger allowed to play for the team. One or more players
violating this rule may resultin rewards punishment per playeror forthe whole team
depending onthe severity of the rule breaking.

3.6. Teams coming from the qualifier / group stage can change up to 3 playersto build their play-off
stage roster. Those players must not have previously playedin anotherteam (in this
tournament) and had to be part of the clan at the end of registration.

3.7. Team name must conformto Game Rules.

3.8. Team name must be the clan name. In case of multiple teams from the same clan, please
enumerate or add a team name behind the clan tag.

3.9. Teams, the names of which violate game rules, may be denied participationin the tournament
without notice.

3.10. Teamsthat proceedto the second stage of the Tournament must provide a team high
quality logo to Tournament Organizers for broadcasting purposes. The logo size should be at
least 800 x 800 pixels; alternatively, the logo can be providedin the vectorformat. Please
ensure to not violate any copyrights withiit.

3.11. Emblem of the clan represented by the team will be taken as the logo of this team.

3.12. The Organizer has the right to request additional information related to the
Tournament. Team Captain assumes the obligation to provide requested information not later
than the start of the second stage of the Tournament. Otherwise the Organizeris entitled to
refuse the team any additional prizes, if such prizes are included in the prize pool of the
Tournament.

3.13. Sharing accountsis forbidden by the tournamentrules. Any participant found sharing
accounts (giving their own or using someone else’s) will be disqualified. Based on severity, a
playeror the whole clan may be excluded from the tournament.

4. Registration

4.1. Registrationis opento all clans and clans can have more than one team in this tournament
from their clan roster. Ateam can be registered here orhere on the World of Tanks
tournament portal not later than 2 hours before the start. Also, see 3.4.

4.2. Teamsizeis 15 members+ 3 reserves.

4.3. Rosterand name of the teams that are accepted for participation in the Tournament remain
unchanged throughout the whole competition.

All teams must fulfil requirements mentioned in 3. Requirements to clans.


https://worldoftanks.eu/en/tournaments/5000005791/
https://worldoftanks.eu/en/tournaments/5000005792/

5. Prize Pool of the Tournament

5.1. Prize poolis as follows:
In-game*:

1t Place — 500 000 Gold + 100 000 Bonds
2" Place — 250 000 Gold + 75 000 Bonds
3 Place — 200 000 Gold + 50 000 Bonds
4™ Place — 150 000 Gold + 50 000 Bonds
5% Place — 125 000 Gold + 25 000 Bonds
6™ Place — 100 000 Gold + 25 000 Bonds
7" Place — 75 000 Gold + 25 000 Bonds
8" Place — 75 000 Gold + 25 000 Bonds

Other prizes:
15t Place — Invitation to Clan SuperCup EU vs CIS Showmatch
1%t Place — Invitation to the WCI Tournament expected to take place in the first half of 2022
in China**
1°t Place — Monetary prize: 6000€* * *
2" Place - 3000€* * *

* The in-game currencies are credited to the treasury of the clan, the team of which took a prize
place. Itis on the clan’s leadership to decide about how to split the prize.
** . Please check additional conditions of WCI Tournament participation (section 21).

*** The prize money will be distributed equally between all players of the main team. Atthe
request of the Captain, reserve players can be included in the prize money distribution. The money
will be sentvia Bank Account Transfer or Paypal payment.

6. Tournament Structure

6.1. The Tournamentis held in three stages:
e Qualification round,
e Group Stage,
e Playoffstage.
6.2. Tournamentdays
e August 18 — Qualifier I; 18:00 CEST, BO5 (firstto win 3) *
e August21 — Qualifier Il; 16:00 CEST, BO5 (first to win 3) *
e August22 — Group Stage; 16:00 CEST, BOS5 (firstto win 3) *
e August28/29— Playoffs (streamed, expected around 16:00 CEST);

Starting times may change, for updates please follow the official tournament page and forums.



*Teams win a Match by winning 3 battles out of a maximum of 5 battles.

7. Tournament Rules

7.1. Match configuration depending onthe Tournament stage.
Qualification round —Single elimination

Group stage — Round

Playoff —Double elimination (bracket link will be available soon)
Battle mode (DURING ALL TOURNAMENT STAGES):

v

v
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Attack/Defense onastandard map* (* —according to the Landing rules on the Global
Map).

Attacking team—the team that starts the battle at base 2. Defendingteam —the team
that starts the battle at base 1. (Exception being Sand River, Ensk, where the sides are
changed)

Draw in a battle is treated as defeat of the attacking team.

Match configuration:

Team composition—15players.

Battle time—10 minutes.

The team that capturesthe base or destroys all vehicles of the opposingteam wins the
battle.

7.2. Picks and Bansfor the Playoff

The coinflip will be used to define who will start the pick and ban phase. Winner of the coin
toss will decide does he wants to ban or pick first. Rest will be done by the system below.
This will be done by the referee and communicated to the teams. For match 8 the team
coming fromthe upper bracket picks A or B.

For Best of 9, we will use the following system
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A picks first map, B picks the starting side

A bansfirst map,

B picks second map, A picks the starting side
B bans second map,

A picks third map, A picks the starting side

B picks fourth map, B picks the starting side
Tie Breakeris played on the remaining map

For Best of 7, we will use the following system
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A bansfirst map,

B bans second map,

A picks first map, B picks the starting side

B picks second map, A picks the starting side

A bans third map,

B picks third map, A picks the starting side,

Tie Breakerbansare A B A (including the 4 mapsthat were not picked now), the
remaining map is played



7.3.

7.4.

7.5.

8.

8.1

8.2.

8.3.

8.4.

8.5.

e ForBestof 5 we will use the following system

A bansfirst map,

B bans second map,

A picks first map, B picks the starting side

B picks second map, A picks the starting side

A bans third map,

B bans fourth map,
7. theremaining map is played as tiebreaker.

Requirementstoroster:

e Teams may comprise vehicles of different nations.

e Vehicle Tier—X.

e |[fateamentersthe lobbyincomplete, and none of the substitute players can take up the
slot on the main team, the team starts the battle with an incomplete roster.
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e Playersuse their personalgame accounts to play in the Tournament.
List of maps for all the stages of the Tournament:

e Prokhorovka,

e Himmelsdorf,

o CIiff,
e Sand River*
e Ensk*

e Live Oaks,
e Murovanka.

*Note:for Sand River, Ensk base 2 will be considered the defending side
All tournament stages will be played on EU2.
The Organizer reservesthe rightto change the game serverafter giving an early notification to
the playersin the Tournamentsection of the official forums, via discord and directly at the
tournament page.

Qualification Round

There will be two qualification tournaments to qualify for the group stage. Teams that failed to
qualify in the first qualifier are allowed to participate at the second qualifier.

Qualification round is held underthe single elimination principle —a team leaves the
Tournament afterlosing a match.

A match consists of upto 5 battles. The teamthat is the first to win 3 battlesis declared the
winner of the match.

Afterevery second game within the match the map changes (each team plays once per side
before the map changes, e.g. Ensk, Ensk, Prokhorovka, Prokhorovka, Cliff), the maps are
changing each round.

Starting sides are assigned by the system (randomly).



8.6. Playoff bracketis arranged at random. There will be 3 separate playoffs in Qualifier | and 3
separate playoffsin Qualifier Il. The winner of each playoff will qualify for the main
tournament.

8.7. Ifa teamrosterin battle includes players, who are not members of the clan indicated in the
team name, or players, who do not belongto any clan, the teamis disqualified fromthe
Tournament, their opponents are granted victory.

9. Group Stage

9.1. Atotal of 8 teams participates in the tournament’s group stage.
e 3 teamsfrom qualifier 1
e 3 teamsfrom qualifier 2
e 2teamsinviteddirectly (FAMEand INVIL)

9.2. Seeding—the 2 invitedteams are placed in different groups. There is no seeding for the
remaining teams. Teams from the same clan won’t be placed in the same group (in case of
more teams from the same clan than groupsin total this rule can’t be applied).

9.3. Teamsare distributedinto 2 groups of 4 teams each. The group stage is playedin 3 rounds;
once the first stage ends, points earnedin all rounds are summed up.

9.4. Afterthe round robin, an additional Bo5 between the two 1°tand 2"? placed teams of both
groups are scheduledtoseedthe top 4 teams.

9.5. A match of the group stage consists of up to 5 battles. The team that is the first to win 3 battles
is declared the winner of the match.

9.6. Starting sidesare assigned by the system (randomly).

9.7. If neither of the teams manages to win 3 out of the 5 battlesin a match, match will be
registered asa draw and both teams will receive 1 point.

9.8. If both teams within a match have the same number of victories after5 battles, the match is
considered a draw.

9.9. Amount of points earned in each match:

° for a victory—3 points

° For victory via tie-breaker— 2 points
For defeatviatie-breaker—1 point

° for a defeat—O0points

9.10. If two or more teams have equal total amounts of points, placesin the tournament

bracketare determined as follows:
o followingthe results of all head-to-head matches between the competingteams
e basedon the highest difference between won and lost battles in head-to-head matches
betweenthe competingteams
e basedon the highest numberof won battles in head-to-head matches between the
competingteams
e basedon the highest difference between won and lost battlesin all matches of the first
stage; based on the highest number of won battles in all matches of this stage
* |f a team is disqualified during the Tournament, all points earned by that team, as well as
points of its opponents earned in any battles with that team, will not be counted towards
determination of team positions in the final tournament bracket.



** QOrganizerreservesthe rightto arrange a complete restart of the match betweenthe
disputingteams.

9.11. At the end of the stage, any points earned by a team are summed up. Teams that take
1st to 3rd places in their group proceed to the next stage of the Tournament.

10. Playoff

10.1. A total of 6 teams participates in the tournament’s playoff stage.

e 4teamsplacing 1°t and 2" in group stage (15t — 4 seed)

e 2 teamplacing 3 in group stage (5"/6" seed)

e Seeding— 1% placed team will decide eitherto play against the 3 or 4% placed team from
the group stage in Match 2, the 2" placed team plays against the other3™ / 4™ placed in
Match 3. Place 5 and 6 from the group stage meeteach otherin Match 1 (lowerbracket).

e Thelosing teams of Match 2 and 3 will be assigned to the matches 4 and 5 of the lower
bracket. The better position in the group stage will directly go to match 5.

10.2. The playoff stage is conducted following the playoff format.
e Dayl: Match 1—4 (Bo7 format)
e Day2: Match 5— 8 (Bo7 format, Bo9 for finals)

e Organizerreservesthe right toarrange the broadcasting of matches of the Tournament.
Selection of the broadcast of a specific match is determined by the Organizer. These
matches are conducted in a format equivalent to the format, in which broadcast matches of
the playoff stage are conducted. The Organizeralso reserves the right to arrange both
strictly scheduled and "one-by-one" broadcasts after notifying the teamsin advance.

10.3. Format of the matches of the playoff stage:

e All playoff matches are held via Training Rooms.

e Matchesare held on a standard map according to the rules of the Attack/Defense mode*
(*—accordingto the rules of Landings on the Global Map).

e Attacking team—the teamthat starts the battle at base 2. Defending team —the team that
starts the battle at base 1. (Exception: Sand River, Ensk, where the sides are changed)

e Draw in a battleis treated as defeat of the attacking team.

e Matches1 -7 consist of up to 7 battles (7th battle being the tiebreaker). The team that is
the first to achieve 4 victories in battlesis declared the winner of the match.

e Matches 8 consists of up to 9 battles (9th battle beingthe tiebreaker). The team thatis the
first to achieve 5 victories in battlesis declared the winner of the match.

10.6 Organizerreservesthe right to broadcast matches of the second stage. The organizer
reserves the right to select the matchesto be broadcast.



11. Tiebreaker

11.1. If both teams have the same number of victories at match end, the winner of the match is
determinedin a tiebreaker.

11.2. The tie-breakersystemisonly usedto determine the winnerin case of an even number of
victories within a playoff match.

11.3. The home-team of atie-breaker—the teamthat won the fastest battle. (Thisis a play-off
rule!)

11.4. If neitherof the teams achieved the fasted victory in the match, the team with a higher total
cumulative damage in all battles, only for the attackers’ side, during the match will be the home
team. (This is a play-off rule!)

11.4.1 In case of a tie-breaker situation during the group stage or qualification, the fastest victory
while attacking counts, otherwise the highest damage dealt during an attack battle is the deciding
criteria. (This rule will be applied forthe group stage and the qualifiers!)

11.5. In case the teamsare evenin total cumulative damage for the attackers’ side in the match, the
home teamis determined atrandom.

11.6. The home teamselects the respawn onthe tie-breaker map.

11.7. The tie-breaker battle is conducted in accordance with playoff rules (one team attacks and the
otherteam defends ona standard map according to the rules of Landings on the Global Map).
Victory is also awarded according to the standard rulesfor this battle type.

11.8. The winner of the battle conducted under the tie-breakerrulesis concluded the winner of the
match.

12. Game Restarts

12.1. If any technical issues arise on the Game serverside and neither of the teams has a clear
advantage, the battle may be restarted. The decision on the restart is made by the match
referee. The match referee reserves the right to award victory in a specific battle to one of the
teams based on recorded replay of the battle.

12.2. If a technical failure occurs during a battle, the battle is replayed without changing
results of previous battles duringthe match.
12.3. Advantage is understood as including but not limited to the factors below:

e spottedenemyvehicles,
e damagedealt,
e base capture points.

12.4 Players can only request a game restart during the 30s countdown before the match by
writing in the chat and clearly expressinga need fora restart and the reason forthe restart (e.g.
technical issues so multiple players can’t join the battle). This request must be approved and confirmed
by the match referee, otherwise the game is played without a restart. The match referee reserves the
right to count the match a technical defeat, if teams try to use an unjustified restart fortheir advantage.



12.5 Changesin the team setup or individual tank configuration (changing equipment) is prohibited,
if not communicated differently in the individual case.

13. The procedure for conducting broadcast

13.1. Date and time of the match are stated in the schedule onthe Tournamentwebpage. If
no exacttime is posted, teams will be notified about the schedule and approximate times of
their games.

13.2. The match is organized and umpired by the match referee appointed by the
Tournament Organizer.

13.3. Players receive invitations to the Training Room not later than 30 minutes before the
match start. All participants of the match must enterthe Training Room of the match no later
than 20 minutes before the match start. Captain is responsible forinviting and making sure all
players are there on time. Captain is the only person responsible forthe communication with
the Organizer.

13.4. Ifa player/players of a team does not enterthe Training Room for the match or entersit
later than 20 minutes before the match start, the Organizeris entitled to give the teama
technical loss in the battle.

13.5. At match start, the Organizeris entitled to fine (the prize in-game gold) the whole team
for a delay of the match and the broadcast due to a fault of a player/players. The fine is 5,000
in-game gold deducted from the prize earned by the team in the Tournament. Dependingon
severity of rule breaking, the fine can lead even up to disqualification.

13.6. The match referee makes decisions following the provisions of these Rules and
communicates themto the teams. In cases not covered by these Rules, the referee hasthe
right to judge the situation at their own discretion.

13.7. Training Room s created by the referee of the match.

13.8. An intervalbetween battles in a match must notexceed 120 seconds. An interval
between the last map and the tie-breakershould notexceed 120 seconds, The duration of the
interval betweenthe battles may be increased by the referee of the match.

13.9. If one or several players of one of the teams do not confirm their readiness to play
within the indicated interval duration, the Organizeris entitled to give a technical loss to their
team for that specific battle.

13.10. Referee willsignal the countdown of last 30s of the match where he will mention last
30s, then 10s and so on until the start.

13.11. Teams will not send theirtank line ups, instead they will ready up all their tanks before
the counterreaches zero.

13.12. In case of disconnects, captain must notify referee immediately after which referee will
give some additional time to the team in orderto replace the player who has connectionissues.
The player who lost the connection will not be waited for.

13.13. The referee records the result of the match and communicates it to the teams.



13.14. Any player of a team can participate in battles in any vehicles allowed by these Rules
and indicatedin the vehicle lineup presented forthe match. A substitute player may replace a

main player in any battle and in any vehicle indicated in the vehicle lineup presented for the
match.

13.15. A countdown of 30 seconds will be announced in the training room chat; during this
time, the teams must pick their vehicles.

13.16. After 30 seconds, the battle starts.

13.17. Ifa player/players does not confirm readiness of their vehicle, the team starts the battle
without such player/players.

14. Battle Records

14.1. All participants of broadcast matches must record all battles of the Tournamentvia the
default game recording functionality embedded into the game.

14.2. Before the battle start, all players should check that they have the battle recording
option enabled as of the match start.

14.3. The Organizer reserves the right to request battle recordings to create media materials
dedicated to the Tournament.

14.4. The Tournament Organizer has the right to use and make the battle recordings publicly

available without any additional approval with Team Captains as well as to transfer such rights
to third parties related to Organization of the Tournament.

14.5. Starting from the Semi-Finals of the Qualifier, everyteam isrequired to submit at least
1 functional and complete (entire battle) replay of everybattle played to the tournament
administration, not doing so leads to exclusion from the event. For the Play-Off stage of the
event, every player must provide theirreplays of every battle.

14.6. Organizerreserves the right to broadcast matches of the second stage. The Organizer
reserves the right to select the matchesto be broadcast.

15. Match Broadcasts

15.1. All rights to audio and video recordings of the matches of the Tournament (hereinafter,
the Videos) are owned by the Tournament Organizer. Tournament Organizer can transferthe
rights to broadcast all or some Videos tothird parties, including the teams. The format of Video
usage by third parties should be approved by the Tournament Organizer before the match
recorded in the respective Video.

15.2. The teams, matches of which will be recorded in the Video made publicly available,
must be ready and at their stations not later than 30 minutes before the official start of the
match. If a team is not ready by the indicated time, it may be viewed as an intended delay, for
which the team may be held responsible according to these Rules.

15.3. To preventany opportunities for unfair play, the matches are broadcast to the public
with a 10-minute delay from the real time of the matches; the above relates to live-mode
broadcasts as well.



15.4. During any stage of the Tournament, the Organizer provides for the option of
broadcasting. The Organizerreservesthe right to add observers to the matches that will be
broadcast.

15.5. Streamers may be invited to the Training Room togetherwith the players. The broadcast
will have a delay of 10 minutes. Accounts of observers may be added to the team. The
automatic tournament system may have a special slot fora streamer. The use of this slot by any
personotherthanthe streamer will be considered a severe violation of these Rules, and the
violating team will be disqualified.

15.6. Any participant who plans on streaming the tournament, is obliged to communicate
their stream link to the Organizer and to add 10m delay on their stream.
15.7. Tournament Organizer reserves the right to add representatives of the referee

committee torecord voice chat of the teams. Subsequently, recorded voice chat materials may
be used to prepare video materials.

15.8. All players must have the Spectator World of Tanks modification of the game client (also
known as Spectator Mod) installed in the mods folder of the game client for the whole duration
of playoff matches. Responsibility for continuous operation of Spectator Mod is borne by all
players; if needed, they may remove any other modifications of the World of Tanks game client
that may hinder normal operation of Spectator Mod. The Spectator Mod versionto be usedin
the Tournament will be sent by the Tournament Organizer to Representatives or Captains of
the teamsvia e-mail or discord.

Failing to install this mod by one or more players may result in rewards punishment per player
or for the whole team depending on the severity of the rule breaking. The team captain is
responsible to organize the mandatory mod testfor his/her team.

16. Player Behavior

Players of the teams that participate in the Tournament must keep to the accepted standards of
conduct. Violation of the conduct rules indicated below results in disqualification of the team.

16.1. Insults
All insults occurring in connection with the players, teams, Tournament Organizerand its
employees, Wargaming Group Limited and its employees, orits partner companies are
prohibited.

16.2. Explicit Language
The use of explicit language in any form during broadcasts of all matched held by the
Tournament Organizerand featuring the teams is prohibited.

16.3. Spam
Excessive posting of meaningless or aggressive messages is prohibited.
16.4. Unsportsmanlike Conduct

Players mustfollow the principles of fair play and sportsmanlike spirit of the competition. Any
actions of a playerthat violate this principle are considered unsportsmanlike conduct.



16.5. Violations of Game Rules
Violations of the Game Rules are prohibited.

16.6. Deception
Any attemptto provide knowingly false information to the Tournament Organizer or other
playersis prohibited.

16.7. Unfair Play
Any techniques associated with unfair play are prohibited.
16.8. Use of a Non-Owned Account

Participation in matches with the use of an account belongingto another player is prohibited.
16.9. Modifications of the Game Client
Modifications of the game Client are only allowed if approved by the Tournament Organizer.
Use of forbidden modifications of the game Client is prohibited.
16.10. Complicity
Any agreements between the players and/orteams forthe purpose of obtaining an in-game
advantage are prohibited. Complicity pertains, but is not limited, to acts suchas:
e anagreementorany form of negotiations regarding the result or score of a match;
e intentional passive play to achieve a desired match result or intended sabotage of team
actions to achieve a desired match result.
16.11. Game Flaws
Intended use of any errors (bugs) or glitches in the Game operation to obtainan in-game
advantage is prohibited.
16.12. Acceptable Behavior
Players should demonstrate a high level of professionalism when communicating with players
from otherteams, viewers, staff, and Tournament Organizer.
Tournament Organizer reserves the right to disqualify players who demonstrate inappropriate
behavior or excessive aggression.
16.13. Disqualification and Period of Limitations
Violations indicated above are evaluated by the Tournament Organizer. The Tournament
Organizer has theright to disqualify any player or teamfora violation of these Rules of the
Tournament.
Disqualification or any other punishments may be applied at any moment, even if aviolation of
the Rules was revealed much later than it occurred.

17. Protests and Appeals

17.1. Protests or appeals regarding any situation or violation of these Rules not directly
related to the Game Rules must be submitted to the Tournament Organizer by posting a
complaint in a dedicated topic on the official forum or approaching the Organizer via Discord
(thePhilX#6172) — this can be done exclusively by the team captain. All protests communicated
to the Tournament Organizer via other channels or submitted by third parties will not be
processed.



17.2. Protestregardingthe same issue can only be submitted once to the Tournament
Organizer exceptforthe cases of newly discovered evidence. A continuous submission of
protests (two or more times) regarding the same issue may be considered an attempt to obtain
an advantage andinfluence the decision of the Tournament Organizer on the matter of
argument, which violates the principles of fair play stated in these Rules.

17.3. Decision made by the Tournament Organizeris final and not subject to revision.
Repeated protests and appeals will not be processed.

18. Information Submitted Within the
Tournament

18.1. Any personalinformation that you will presentto the Organizer as part of participation
in the Tournament (Personal Information) willbe used for purposes of your participation in the
Tournament, including acquisition of the prize, if you win the Tournament, and abidance to
these Rules. You also consentthat your Personal Information may be disclosed to third parties,
if this is required to transfer the prize (prizes), and when such disclosure if required in
accordance with applicable legislation. You acknowledge that you will not provide the
Organizer with your Personal Information or Personal Information of third parties (including
their full name, copies of documents that prove theiridentity and identification number)
without a special request by the Organizer. Any Personal Information provided by you at your
owndiscretion will be deleted by the Organizer automatically.

18.2. Tournament Organizer has the right to disqualify any player who presentsfalse or
incomplete information.

19. Limitation of Liability of Tournament
Organizer and other General Provisions

19.1. Tournament Organizeris not liable for any actions of third parties.

19.2. Tournament Organizer provides a compensation to Tournament Participants only for
any direct losses caused by guilty acts of the Tournament Organizer.

19.3. Tournament Organizer shall not be held liable for non-fulfilment orimproper fulfilment
of its liabilities if such fulfilment was made impossible due to force majeure circumstances.

19.4. Tournamentis subjectto these Rulesand is governed by the laws of the Republic of
Cyprus.

20. Delivery Conditions



20.1. The members of the willing team need to provide to the Organizerthe information
necessary for Prizes provision within 2 weeks from the end of the Tournament. For monetary
prizes this is the winner’s name and bank account details (for payout via wire transfer) or
PayPal wallet (for payout via PayPal).

20.2 If the requested information is timely provided the prizes will be transferred notlaterthan 26
September2021.

20.3 Monetary prizes can be paid out to the winners’ Bank accounts or PayPal accounts. If the
PayPal accountis not nominatedin EUR, PayPal will convertthe amountat its internal rate. If
the Bank account is not nominated in EUR, the banks performingthe transfer will convert the
amount at the rate determined by the banks.

20.4 All taxes, fees and surcharges on the prize are the sole responsibility of the prize winner.

21. Conditions of WCI Tournament
Participation

General Conditions

Each player of the team that based on the results of this Tournament qualifies for participation in the
WCI Tournament acknowledges that for participation in the WCI Tournament this player has to:

1. beable to travel to China on during the respective tournament period, which, among other
things, means:
e  having the documents necessary fortravelling abroad and obtaining the Chinese visa;
e not beingsubjecttoany specific restrictions that would prevent departure fromthe
country of residence orarrival in China
e  havingto provide travel document details and personal data necessary forarranging the
travel to the organizer of the WCl Tournament at its request;
e having to follow the required steps to obtain a Chinese visain the respective Chinese
embassy and fully cooperate on that matter with the organizer of the WCl Tournament;
e  bearingcertain visa expenses that will be compensated later by the organizer of the WCI
Tournament upon provision of payment documents (which have to be kept by the player)
2. bereadyto comply with all COVID-related restrictions in China, which, among otherthings,
means:
e uponarrival in China, beingtransferredtoa hotelwhere the playerwould have to spend
a legally mandated period under quarantine on the conditions specified below in this
section;
e having to undergo COVIDtesting as required by the then applicable Chinese regulation
or (if necessary) by the organizer of the WCl Tournament.

Only players aged 18 or olderare allowed to participate.

Mandatory quarantine



The period of the quarantine will be as required by applicable law at the time of the player’s arrival in
China.

During the mandatory quarantine:

e each playerwill be accommodatedin an individual hotel room;

e theplayer cannotleave his/herhotel room or have guests, including other his/her
teammates;

e each playerwill be provided with three meals a day according to their dietary
restrictions;

e alocal WoT accountand a VPN service access will be provided to the playerupon
request by the organizer of the WCI Tournament.

Costs covered by the WCIl Tournament organizer
As part of a player’s participation in the WCl Tournament, its organizer will coverthe costs of:

o thefeeforissuance of the Chinese visa to the player;

e thetravel fromthe country of the player’s residence to the city where the WCI Tournament will
take place and back. The airport of departure in the player’s country of residence willbe chosen
by WCI Tournament organizerin its discretion, but taking into consideration the convenience of
the player and flight ticket availability;

e accommodationin Chinaboth for the mandatory quarantine stay and then for the duration of
the WCI Tournament, including mealsin the hotel;

e travel from place of accommodation to the location where the WCI Tournament will take place.

Expenses not listed above may have to be borne by the player.
COVID-19risk acknowledgement

Each player of the team that based on the results of this Tournament qualifies for participation in the
WCI Tournament:

e acknowledgesthe existence of potential risk of becominginfected with COVID-19during
the WCI Tournament (including the travelto/from China) due to the current
epidemiological situation, despite the preventative measurestaken, and

e agreesthat neitherthe Organizer of this Tournament notthe organizer of the WCI
Tournamentshall be in any way liable in the eventthat player becomesinfected with
COVID-19.

All Participants acknowledge that due to the epidemiological and otherexternalfactors the WCI
Tournament can be postponed, moved to adifferentlocation or canceled by its organizer and neitherits
organizer, not the Organizer of this Tournamentshall be liable forany such postponement, change or
cancelation.

The right to invite additional teams

The players acknowledge that the organizer of the WCI tournament may invite more than one team
froma specificregion due to inability of any otherteamto participate or otherreasons in the organizers
discretion.



Terms of participation

Players that are not agree with any of the conditions listed in this section “CONDITIONS OF WCI
TOURNAMENT PARTICIPATION” cannot participate in the WCI Tournamentand should inform their
team managerabout this as soon as possible. Team manager needs to replace such players with
substitutes. Inany event, the team roster must have at least 15 and not more than 16 playersincluding
the team manager. Itis a requirement of participation that at least 8 players chosen for the WClI
Tournamentteam roster mustalso be in the teamroster of the present Tournament.

Players acknowledge that to participate in the WCI Tournament, in addition to the conditions specified
above, they would have to accept the official rules of the WCI Tournament that will be made available
by its organizerat a later date.



