Madden Madness 2005 

Rules of the Game

1. Game Process 

· Each division will begin play at its designated time, and play matches at times as designated on site at the tournament. 

· Players not present at the designated start time of opening round games may lose their spot to another player. Players not present for second round any beyond games will be disqualified, and their opponent moved on to the next round of play with a 7-0 score. 

· Each player will have 2 1/2 minutes to configure controls, lineups, audiles and settings. 

· Referee will toss a coin to determine home and away. 

· In all rounds of divisional play except the final round, the player with the lower number (lower numbered ID tag) has CHOICE of calling heads or tails. 

· In the final game, the player with the greatest amount of points scored in all games played will call heads or tails in the air. In case of a point differential tie the player with the lower playoff number (lower numbered wrist band) will make the call. 

· All coin tosses will be made with the coin allowed to fall to the ground. If the coin strikes any object, or rolls under something, or its course is altered or view of the result blocked in any way, the toss will be re-done. 

· Players will be responsible to keep track of the time remaining, score, possession and field position. Players will track the score at least after each quarter, for resets in case of machine problems. The intention of this rule is for players to be aware of the score and situation so if a game is interrupted, the situation can be restored. In all situations possible, tournament referees will monitor the game situation for restore in the event of game interruptions. 

· Players will raise their hands at the end of the game so a referee can record their score. Only scores reported to the referee are official. 

· No replays or game interruptions, except for designated time outs and pauses to report scores, will be allowed. 

· Players may pause the game at any time as long as they have a time out remaining and call that time out. Players have 30-seconds for time-outs. If the time is exceeded, or if a player pauses the game without having time outs remaining: 

· No changes can be made during a game pause that a player makes without calling a time out. 

· If on Defense, the player will encroach until the offensive player has a new first down. Such encroachments will be immediate, running as little clock as possible. The Offensive player can elect to not enforce this penalty if the ball is inside the defender’s 20 yard line. 

· If on Offense, the player will take a 10-yard loss by running backwards, out of bounds. The Defender will cooperate with this by pulling his defenders as far as possible back from the line, and by running deep coverage with no blitz. 

· Both players will call plays to enforce the penalty as quickly as possible. 

· If the game is near the end, and the penalty cannot be enforced because too little time remains (the game clock would run out,) then the game will be paused and the referee will determine how the game will proceed. Such a ruling will be made to the disadvantage of the player that violated the time-out rule.

· Winning players must remain on site and be ready to play subsequent matches at the instruction of tournament officials. 

· Controllers are supplied by the tournament. If a controller is defective, a player must pause the game and notify the referee. Results of a play can be reversed at the discretion of the referee if the notification is made before the ball is snapped for the next play. The referee will determine the controller status in making such a decision. 

2. Referees 

· Referees will be on site to monitor all game play. Referees will begin play, and will record scores for each game.

3. Revisions 

· All rules are subject to change without notice. 

· It is the players’ responsibility to know and understand the rules as they exist the day of the tournament. 

· Changes may be made on the day of a tournament to rules or tournament format if necessary to accommodate special circumstances. Rules are subject to change, and the word of a tournament official is final. 

4. In-game rules 

· All games are played on the PlayStation®2 version of Madden NFL 2005. 

· Play is 2-minute quarters the first round, 3-minute quarters for all following rounds

· No memory cards or saved games allowed. 

· Controllers are supplied by the tournament. If a controller is defective, a player can pause the game and notify the referee. If a player plays with a defective controller, all results are counted. 

· Game played will be PLAY NOW 

· Any regular season teams, as installed with the original game, can be selected. Both players can select the same team. 

· Controller Config: Any can be used 

· Playbook: Any 

· Unnecessary pauses or delays, including purposely running down the play clock when the game clock is stopped, are prohibited. 

· Shaking, jiggling - looking left and right in rapid succession to shake the screen - is prohibited. Any other action designed to disrupt the opposing player's view of the field or ability to select controlled players is prohibited. Fake snaps are allowed, but excessive fake snaps are prohibited. 

· Gameplay 

· Quarter Length: See above 

· Skill: All Madden 

· Game Mode: Classic 

· Injuries: Off 

· Fatigue: On 

· Accelerated Clock: Off 

· Remember Formation: On (If possible, can be set to ON or OFF by each player in personal config.) 

· Madden Challenge: Off 

· Random Weather: Off 

· Custom Game 

· Player Lock: On (Can be set to ON or OFF by each player in personal config.) 

· Auto Subs: On (Out 65%, In 85% - Can be set ON or OFF by each player in control config.) 

· Pass Lead Sensitivity: Middle Setting (Can be set by each player in personal config.) 

· Pass Mode: Default (Player preference - Can be set by each player in personal config.) 

· Remember Formation : On (Can be set to ON or OFF be each player in personal config.) 

· Penalties 

· Penalties: On 

· Offsides: On 

· All penalties at Middle slider 

· AI 

· All assists: Off 

· All Meters: Middle 

· Human and CPU: All sliders at middle setting. 

· Easy Play: Off 

· Controller Configuration and Audibles - Players have 2 1/2 minutes each to set configuration and audibles 

· Video 

· Camera- Madden or as agreed by players 

· Screen Format: (4:3 TV) 

· 1st Down lines displayed 

· Player Names displayed 

· Auto Replay: off (May be ON in Finals) 

· Audio 

· Announcer On or Off 

· All meters at top setting 

· Settings will be saved on the system if possible. 

· If game settings are found to be wrong during a game, the settings will be corrected and the game will proceed. 

· Overtime 

· Sudden Death will be played until a winner is determined. 

· If tied after 1 OT, play GRUDGE MATCH (start a new game) with same HOME and AWAY teams. This game is to be played until someone scores. Continue additional games including OT until one player wins, or until the 'real time' limit is reached. 

5. Game Interruptions 

· If a game is interrupted intentionally by any player, that player shall immediately be disqualified. 

· If a game interruption is caused by outside circumstances such as a machine error or loss of power, the game shall be continued from the point of interruption, from the last recorded quarter if the point of interruption cannot be determined, or replayed if the point of interruption cannot be determined and no previous completed quarter score has been recorded. In the case of a continued game, a new game will be started and played to complete the number of quarters necessary. The score of new play will be added to that of interrupted play to determine a winner. 

6. Availability for Awards 

· Players must be available for post-tournament awards ceremonies and interviews. 

7. Violations 

· Violation of any rule, unless specifically stated otherwise, will result in immediate disqualification and/or loss of winner status.
