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1. General Information
cs_summit 8 Online (aka the Tournament, the Event, or the Competition) is an online
Counter-Strike: Global Offensive Tournament. This competition is legally governed by these
rules as they were distributed to each team. This document pertains to the gameplay rules for
the teams and Admin interaction within the competition.

The Administration (aka admin or administration) is comprised of representatives from Beyond
The Summit-appointed competition staff.

The Administration is allowed to ignore or overrule any of the following rules in order to
make the competition as fair as possible. In cases not covered by these rules, The
Administration has sole discretion to make what it deems the fairest possible ruling.

Each team must complete the required paperwork (Team Participation Agreement, Appearance
Release, Conflict of Interest Disclosure, & Payment/Tax forms) in order to compete in the event.

2. Participants
Phase 2 Invites: Extra Salt, Pain Gaming, GODSENT, Bad News Bears
Phase 3 Invites: Evil Geniuses, Team Liquid, FURIA Esports, EXTREMUM

3. Tournament Format
Phase 1 - Open Qualifiers

The first phase of the tournament is an open registration bracket on the ESEA platform. All
matches leading up the Round of 8 will play a Single Elimination Knockout Bracket Best of 1. All
remaining matches will be Best of 3.

Phase 2 - Closed Qualifiers

The second phase of the tournament is an 8 Team Double Elimination Bracket, all matches are
Best of 3. The two Upper Bracket finalists and two Lower Bracket Round 3 teams will advance
to Phase 3. Lower Bracket Round 3, Lower Bracket Finals, UB Finals, and Grand Finals are not
played.

Phase 3 - Groups

The third phase of the tournament will divide eight teams into two groups of four. Groups will
play out in a GSL format bracket, all matches Best of 3. Top 2 from each group will advance to
Phase 4 Upper Bracket. Third place in each group will advance to Phase 4 Lower Bracket.
Fourth place in each group will be eliminated.



Phase 4 - Playoffs

The fourth phase of the tournament is a Double Elimination Best of 3 bracket, with the six teams
that advanced from Phase 3. Four teams start in the Upper Bracket (Top 2 from each group),
while two teams start in the Lower Bracket (3rd place from each group). Grand Finals will be
Best of 5.

Tiebreakers will be played as necessary to determine separate placements and points for the
RMR season (e.g. between 5th/6th for North America).

4. Seeding
Teams will be seeded into each stage of the Tournament based on the following process:

1. Phase 2 (Closed Qualifiers) + Phase 3 (Group Stage)
a. HLTV world rankings (as of May 10)
b. Randomized seed

2. Phase 4 - Playoffs
a. Phase 3 - Group Stage results

5. Decider Match

To determine the prize and RMR point distribution among some of the teams that are eliminated
in the same stage of the tournament, a Best of 3 Decider Match will be played.

The fifth and sixth place teams in Playoff will play a Decider Match to determine their placement
as either fifth or sixth in the region.

6. Schedule
May 1-2: Open Qualifier #1 (Phase 1)
May 8-9: Open Qualifier #2 (Phase 1)
May 14-18: Closed Qualifiers (Phase 2)
May 20-24: Group Stage (Phase 3)
May 26-30: Playoffs (Phase 4)

The match schedule provided to teams follows a “not before” timeline. This means that a team's
matches will not begin before the scheduled time, but may be delayed until 20 minutes after a
preceding match if a particular series runs long.

Teams are expected to enter the match server and join their assigned team 15 minutes before
the scheduled start time. Teams must report any issues related to server connectivity at least 10
minutes prior to the scheduled start time. If a team is not assembled with all of their players
ready to begin 20 minutes after the scheduled start time, they will forfeit the first map of their



match. If a team is not ready 40 minutes after the scheduled start time, they will forfeit the
series.

Teams will have 20 minutes from the end of the previous match to the start of the next to warm
up and ensure their equipment is set up and functioning properly. This break will be increased to
45 minutes for both teams playing in the final. There will be a mandatory 3 minute break at
half-time and a 12 minute break between maps. There will be a mandatory 3 minute break after
second overtime (before OT3). The Administration will force the map to resume when time
expires at halftime. Time limits will be strictly enforced. No warm up games are permitted after
the first map has begun.

In rare cases, these penalties may be waived if the delay is a result of forces outside of the
team’s control.

This schedule is tentative and subject to change at the administration’s discretion. Any changes
to the schedule will be communicated from the administration to the participating teams and
players.

7. Team Names and Rosters
A title sponsor may only be used in the name of one participating team and must be determined
prior to the event. The title sponsor may not switch teams even if the original choice is
eliminated.

When registering a roster for the event, teams who already have RMR points may change up to
two members of their prior roster at a cost of 20% of the team’s points, per player. Replacing
three or more players between events will result in an RMR points reset.

E.g., if a team registers for the summer RMR competition with 3/5 of their May roster, their RMR
points will be reduced by 40%.

Only players officially registered with The Administration prior to the tournament deadline are
permitted to connect to the match server. Eligible players include the five starting players and
one optional substitute player (see below for substitution rules).



At any time during the event, a team can sub the reserve player in at a cost of 20% penalty to
RMR points earned at the event, and can sub the reserve player out for the original player at no
additional cost.

Each time the team chooses to sub a reserve player in, they incur an additional 20% penalty to
points earned at the event.

E.g., a team that fields a reserve player will receive 80% of the points earned at the event. If the
original player returns to the lineup during the event, they will incur no further penalty for that
event. They can choose to field the reserve player again later in the event, however they would
incur an additional 20% penalty (i.e., they would earn 64% of the points for the event).

8. Prize Pool
The base prize pool for the cs_summit 8 Online event is $50,000. The event’s prize pool
allocation is as follows:

Placement Prize Money RMR Points

1st $17,000 1600

2nd $10,000 1500

3rd $7,000 1400

4th $5,000 1300

5th $4,000 1200

6th $3,000 1100

7th/8th $2,000 950

Prizing will be paid within 90 days of the tournament’s conclusion and reception of the
corresponding team’s invoice, assuming that all required tax forms and documentation have
been provided to The Administration.

9. Official Broadcasts
All Tournament matches, excluding the Phase 1 Open Qualifiers, will be played LIVE, with live
broadcasts by official Tournament streaming partners providing coverage in a variety of
languages to a global audience.

Only those commentators that are announced as official have the right to broadcast matches. All
other broadcasts are considered as illegitimate and must be closed.

Spectators directly connected to the server reside there only at the referee’s permission.
Managers and other teams’ players are not allowed to be in the lobby.



Live broadcasts will be made available on the official Tournament site as well as partners’ sites.

Using rude lexis and insulting opponents / organizers during official Tournament matches is
strictly prohibited.

Neither teams nor players competing in the Tournament may organize or publish their own
livestreams of official Tournament matches. Teams / players are required to promote only the
official tournament broadcasts.

10. Player and Team Responsibilities
Each player (or their parent / legal guardian for players who are minors) will be required to read,
accept, fill out, and sign the following official paperwork before being permitted to compete in the
tournament:

● Conflict of Interest Disclosure
● Appearance Release
● Team Participation Agreement
● Player/Team Intake form

Prizes will not be paid out before the following paperwork has been fully completed by players
and submitted to the tournament administration:

● Tax Forms (e.g. W-8 BEN/ W-8 BENE / W-9)
● Payment Authorization Form

The Administration reserves the right to invite one player from each team to a pre/post-game
interview for each match during the Tournament. Teams are required to make a player available
for each requested interview.

The use of in-game changing scripts, aim-assisting tools, or hacks is strictly prohibited, with the
exception of buy, toggle, demo, and jumpthrow binds. Players may not use third party
applications or programs.

11. Refereeing
Match referees will remain in the server during matches and are responsible for organizing and
judging every single match. The Administration will make all decisions in accordance with the
provisions of these regulations and will bring them to the attention of the teams.

Only the team manager or captain should communicate directly with the match referee for
matches, map drafts, and controversial situations.



Official channels of communication during the Tournament should primarily be through the
tournament Discord server or direct message.

In case of dispute, the match referee and the Administration will be responsible for making a
decision. Decisions on all disputes are final and not open to further appeal.

12. Coaches, Staff, & Others
During a match, only the five players on each team’s active roster may connect to the game
server.

Coaches, staff, and others may not be present or in communication with players from the start of
a map until it is concluded.

This includes all technical timeouts, tactical pauses, and the halftime break.

Coaches, staff, and others MAY:
● Participate in the map selection / veto process prior to a match
● Communicate with the players before a match, between maps while a match is ongoing,

and after a match is concluded
● Observe the official livestreams (which will be 5 minutes delayed from the live gameplay)

Coaches, inactive players, staff, and others MAY NOT:
● Connect to the game server as a spectator in their team’s coach slot
● Connect to one of the GOTV relays as a spectator
● Be present physically with the players from the start of a map until it is concluded
● Communicate with the players from the start of a map until it is concluded
● Observe the match gameplay audio or video in any manner besides via the official

livestreams (such as physically by watching player monitors through a window or
listening to speakers through a door, or digitally via screen share/monitor
duplication/local livestream/etc)

● Observe (listen-in) on player communications from the start of a map until it is concluded
(even without communicating back)

13. Pauses and Disconnects

Each team will be allowed a 30-second tactical timeout up to 4 times per map. The server will
control the time limit for tactical timeouts by default.

If a technical malfunction inhibits a player’s ability to play the game, the game will be paused
between rounds until the problem is fixed. The affected team is required to announce the reason
before or immediately after pausing the match (within 10 seconds of the pause).



In the case of a severe technical malfunction or player disconnect, if less than 1 minute has
elapsed in the round, no damage has been dealt by an opposing team, and no bomb has been
planted, the round will be reset until the issue is resolved. If any of those conditions are false,
the round will continue, and a reconnecting player will be considered dead for the rest of the
round.

If there is any bug related to round resets, such as improper money values, it is the affected
player’s responsibility to notify the server admin before damage is dealt, bomb plant, or one
minute elapses in the round so the bug can be fixed. Failure to notify the referee before the
round can be reset may result in disciplinary action and it is at The Administration’s discretion
how to proceed.

After 10 minutes of technical pause time have elapsed (per map, per team), the game must be
unpaused. If the player is still unable to connect to the game server, the affected team has three
options:

1. Forfeit the map
2. Continue playing the map with less than five players
3. Substitute their sixth player in (incurring the 20% RMR points penalty as detailed in

Section 7)

If a player reconnects to the game after the technical pause has concluded, they will only have
access to the default pistol and starting money ($800). If a player is substituted in at any time,
they will enter play under the same default conditions.

In all cases, the tournament administration has ultimate discretion as to how to address a
game/round that has crashed or needs to be restarted.

14. Cheating or Using Unauthorized Programs
Teams found to be engaging in cheating, unethical behavior, obtaining any form of unfair
competitive advantage, or otherwise using unauthorized programs will forfeit all affected
matches.

The Administration will have total discretion and final say over what counts as cheating,
including but not limited to:

● Clipping. A player will be considered to be clipping if they boost their character through a
solid object or manipulate their character in order to see over, under, and/or through a
solid object.

● Pixel walking. A player will be considered to be pixel walking if they manipulate their
character into sitting or standing on invisible map edges.

● Planting the bomb in a location where it cannot be defused, in a location where it is not
touching a solid object, or in a location where it is not making the normal “beeping”
noise.



● Using objects to cover a bomb in such a way that it cannot be defused.
● Defusing a bomb through a solid object.
● Boosting into locations on the map where the player can see/shoot opponents without

vulnerability.
● Manipulating a teammate’s peripherals during a round.
● Bug abuse which can give an unfair edge or advantage comparable to cheating.

If a team is not certain if a particular script or map position is allowed or not, the team must
contact the League administration before using it in the competition. In extreme cases, and at
the sole discretion of the Administration, cheating may result in a team being immediately
disqualified from the Tournament or even barred from future BTS Tournaments.

15. Ineligible Players and Teams

Any player with a “Valve Anti-Cheat” (“VAC”) ban in CS:GO received less than 5 years prior to
May 14, 2020 will NOT be permitted to compete in the event at any stage. Additionally, any
player with a VAC ban in CS:GO received at any time after their first participation in a
Valve-sponsored event will NOT be permitted to compete in the event at any stage.

All violations of this rule will result in immediate disqualification from the Tournament.

Any player who is ineligible to participate in Valve-sponsored events for other reasons (e.g.
match fixing, coach sanctions from ESIC, etc) will not be allowed to participate in the
Tournament.

Any team on which a banned player has played during the tournament will be immediately
disqualified, along with all of its players. Any Tournament winnings earned by a banned player
or such disqualified team will be forfeit.

No player from a disqualified team will be eligible to compete in the Tournament with any other
team.

15. Stream Viewing
Players are expressly prohibited from viewing broadcasts of their games during an ongoing
match. This rule takes effect from the moment players begin to load into the game, includes any
pauses in the midst of gameplay, and extends until the game officially ends and the game end
score screen is displayed.

Broadcasts as defined for our purposes include live video streams, GOTV feeds, stream chat
rooms (including but not limited to Twitch chat), and text-based live report threads.



Players must log out of all unapproved social media / messaging applications during a match
(including but not limited to Steam, Facebook, Twitter, Skype, etc).

While we recognize that players may not have intention of cheating when viewing streams,
there is absolutely no way for an administrator to determine definitively what a player’s
intentions were when viewing a broadcast of an ongoing game. Therefore, any players found in
violation of this rule will be punished; the severity of the punishment will be up to the
administration’s discretion.

15. Betting / Gambling
Players, managers, and other affiliates of participating teams are expressly prohibited from
making bets of any kind that are in any way related to the event, including virtual item bets
(including but not limited to csgolounge) or real money bets (including but not limited to eBettle,
eGamingBets, Pinnacle, GGbet, EGB, Betway, Unikrn, etc).

Indirect methods of betting (such as players / managers / other team affiliates who knowingly
consort with 3rd parties to arrange bets on matches) will be treated the same way by the
Administration as the direct methods outlined above.

At the sole discretion of the Administration, illegal betting may result in a team being
immediately disqualified from the Tournament or even in the team being barred from future
events.

16. Map Selection
The Tournament will use the Valve official versions of the Maps in the Active Duty map group
comprised of Vertigo, Dust 2, Inferno, Mirage, Nuke, Overpass, and Train.

Teams will start the map selection process 40 minutes before the scheduled match start time in
the official tournament Discord server. In cases where matches are played consecutively, teams
will be required to begin the map selection process immediately after the preceding match
concludes.

Map selection for Best of 3 matches will start with a coin flip. The winner of the flip may decide if
they are Team A or B. For open qualifiers the higher seed will select Team A or B.

Team A Vetoes
Team B Vetoes
Team A Picks Map 1
Team B Picks Starting Side for Map 1
Team B Picks Map 2
Team A Picks Starting Side for Map 2
Team A Vetoes
Team B Vetoes



The remaining map is Map 3
A knife round is used to determine starting sides (winner chooses)

For Best of 5, the team that made Grand Finals through Upper Bracket decides if they are either
Team A or Team B. Team A starts the process and the order of the ban / pick is as follows:

Team A removes one map.
Team B removes one map.
Team A picks one map.
Team B picks one map.
Team A picks one map.
Team B picks one map.
The remaining map is played as a decider, if required.
Every team decides sides on the map choice of their opponent. The sides on the last

map are determined by a knife round.

17. CS:GO Gameplay Rules
Tournament matches will be played on the servers provided by ESEA and controlled by The
Administration. The tournament will use the latest available version of the game client.

The ESEA Pro Client is mandatory for all players to use for the full duration of all matches
played online. Players are responsible for having their login credentials available to them at the
time of the competition. During Phase 1 (Open Qualifiers) players will use the standard ESEA
client.

Custom character skins are forbidden for use during tournament play.

Game settings:

● Round-time = 1:55 minutes
● Freeze-time = 20 seconds
● Buy-time = 20 seconds
● C4 timer = 40 seconds
● Overtime Money = $10,000
● Overtime Rounds = 3 rounds per half

Each map will consist of 2 halves of 15 rounds each. A map will end if a team reaches 16 round
wins. If the score is tied after 30 rounds, overtime will be played. Overtime consists of 2 halves
of 3 rounds each. Players will start each overtime half with $10,000. Overtime will end if a team
reaches 4-round wins in the same overtime cycle. If the score of an overtime is tied after six
rounds, another overtime cycle will be played. Overtime will be played immediately with no
breaks before or during the Overtime cycle.



18. Prohibited Content and Subject Matters
As a condition of participating in the Tournament, all participating teams and their member
players agree not to promote any content / subject matters prohibited in the list below:

● Advertisements for religious programming, political matters
● X-rated material
● Habit-forming drugs, drug related paraphernalia
● Herbal remedies or “miracle cure” products
● Tobacco products
● Any adult-oriented products or services (including adult-oriented pay per view programs

and male enhancement products)
● Salacious products or services or other material which would generally be considered

obscene or indecent
● Content that a reasonable person would deem objectionable, indecent, vulgar or

offensive
● Content which promotes discrimination, hate, violence, the use of illegal substances,

illegal activity, mail fraud, pyramid schemes, or investment opportunities or advice not
permitted by applicable law

● Content which is unlawful, pornographic, libelous, defamatory, or violates a third party’s
privacy or publicity rights

● Content which constitutes hate speech
● Content which discriminates, ridicules, advocates against, harasses, or attacks an

individual or group on the basis of age, color, national origin, race, religion, sex, sexual
orientation, gender identity, or disability

● Any other activity that contravenes any applicable laws or regulations (including lotteries,
illegal gambling products or other illegal wagering activity).

19. Integrity procedures
TeamSpeak

Teams are required to share their TeamSpeak server details with the Administration. The
Administration will be recording all voice communication on the provided TeamSpeak server.
Only five players are allowed to be present in the voice communication channel during the
match.

Web Cameras

Players are required to provide live webcam video feeds with the Administration. The
Administration will be recording all webcam video feeds. Only the competing players are
allowed to be present in the room from the start of a map until it is concluded.



POV Demos

All match participants are required to record their own in-game POV demos for the full duration
of the series. All first person demos have to be uploaded to the provided FTP server within 2
hours after the match completion.

Good luck, have fun.


