General

No changes are able to be made to any tournament rosters (players , usernames, etc.) after registration has been
completed. By registering for this tournament, players acknowledge that they have read, understand, and agree to
abide by all of the rules. Breaking any rule may result in a Forfeit of a Game, Match, or Tournament.
Exceptionally , it’s possible the rules are subject to change at any time. Exceptionally the tournament prize & (and)
size is subject to change based on the number of total teams registered at the end of the registration period.

In case of problem between two players, the voice of the General Referee GigaGames is the only reference.

PRO EVOLUTION SOCCER 2010™

GigaGames Caribbean Cyber Sport Cup 2010 Grand Fin  al — Baie-Mahault , GUADELOUPE

Game Version: PRO EVOLUTION SOCCER 2010™ for PS3 _
Official RULES and REGULATIONS GigaGames2010

Model of Monitor in GigaGames2010 : 22" or 24” W  ide LCD Full HD

Giga’Games recommends all players to bring their own PS3 controller(s) , to simulate
their own best playing environment (' no turbo and programmable controllers ).

Giga’Games will not be responsible for performance issues related to peripherals.
General provisions

Competition Method: 1 vs. 1

Game Mode : KICK-OFF ( Exhibition Match )

Team selection: only Club teams

Stadium Setting

Stadium : Random Weather : Night Summer

Game Settings

Difficulty Level : Professional Match Time : 10 minutes

Health : Moral : D = Good orange arrow - Moral : E = Good orange arrow

Ball : Default WE-PES 2010 Number of replacement:3 Time/Score Display = ON
Radar = ON Camera setting : Default Normal Long

Injuries : On




Arriving late for a scheduled match may result in a forfeit at the discretion of the Chief Referee.

At the end of each match, the 2 players must remain seated, remain at the victory/defeat screen
and await a referee to record the results and save the replay. Closing the victory/defeat screen without
the replay being saved by a referee may result in a default loss.

Player changes and strategy changes are limited to 3 times during the game. (The changes before
the start of first and second half are not included in this count.)

Group stage

The Official PES2010 Group Stage of GigaGames 10, are generate automatically by the a
Software 1 week before the Grand Final GigaGames2010 Caribbean Cup.

The draw for the GigaGames 2010 Grand Final groups will be held on Saturday July 24th, 2010.

Team selection: only Club teams may be selected by the players. The players are allowed to
choose the same team.

In the group stage of the tournament, each player plays one match against each of the other
players in the same group, with 3 points for a win - 1 point for a draw - and zero point for a loss

The ranking in each group is determined as follows:

a) greater number of points obtained in all the group matches;

b) greater number of points obtained in the group match (or matches) between the players concerned
in the tiebreaker.

c¢) better goal difference resulting from the group match (or matches) between the players concerned
in the tiebreaker. The “goal difference” is the result of the goals scored minus the goals against. A
“better goal difference” means a higher value goal difference ( 0 is better than -1, +3 is better than -4).

Should only two players be tied in their group after applying the above-mentioned rules, a single
game rematch shall take place. If, after 90 minutes, the rematch ends in a draw, two extra time
periods of 15 minutes each shall be played. If the score remains tied after extra time, penalty kicks, in
accordance with the game s procedure, shall be taken to determine the winner.

Should three or more players be tied in their group after have the same points, the software
generate automatically the ranking with the better goal .

The two players coming first and second in each gro up qualify for the knockout stage.




Knockout stage [ with prolongations ON ]

The knockout stage of the tournament shall consist of a single elimination tournament. The first
player to win two games wins the match ( 1 match round trip , with prolongations ).

If, after 90 minutes, the game ends in a draw, two extra time periods of 15 minutes each shall be
played. If the score remains tied after extra time, penalty kicks, in accordance with the game s
procedure, shall be taken to determine the winner.

Team selection: only Club teams may be selected by the players.

The host and client for each match will be decided by a coin toss.

Forbidden moves
The following rules must be observed:

1) the players must kick-off with a backward pass at the beginning of each half and after every goal is
scored.

2) the players are not allowed to shoot the ball directly onto the crossbar from a corner kick in order to
get a chance for a header when the ball rebounds.

3) it is not allowed to score a goal from one s own half of the field.

4) it is forbidden to make a throw-in directly into the opponent's penalty area. Should a player throw
the ball directly into the opponent's penalty area he shall be warned. Should he persist, he shall be
disqualified from the tournament. Any goals resulting from a throw-in into the opponent's penalty area
will not be counted.

5) if a player changes his tactics, formation or line-up he has to kick the ball out of bounds after the
changes so that his opponent is able to react.

6) if a player is found to be intentionally delaying the game time ( before 80 minutes or less ) by
passing the ball around and clearly not attempting to score, he may be given a warning or lose by
default at the referee's discretion.

7) prior to making any changes to one s team, the player that wants to make a change must be in
possession of the ball and be in his own half before he pauses the game. In the last few minutes of the
game it is not allowed to make any changes to one s team with the sole intent of delaying the match.
Should this be the case, the player delaying the match will be warned by a referee and, should he
persist after the warning, be attributed with a default loss of the match.




Disconnections

Disconnection: any connection loss between opponents due to system, or power problems/issues.

Intentional disconnection: any connection loss between opponents due to a player s actions. Upon
judgment by the referee, the offending player may be charged with a default loss.

Should a disconnection occur:

1) A referee will confirm the exact score to that point (even if the ball is about to cross the goal line, the
goal shall not count), and restart the match.

2) A referee will inform the players on exactly how many minutes must still be played in order to
complete the match.

3) Any players sent off the field (red card) shall count as a goal each for the opponent when the match
resumes.

4) If the disconnection occurs after a corner kick was awarded to a player, the match will resume with
a corner kick for that same player.

Unfair play
The following actions will be considered unfair play:
1) the use of any cheat program
2) an intentional disconnection
3) the use of any settings exceeding the standard and permitted settings

4) any “unnecessary chatting” during the match.




