HAAG Pinball Tournament Format 2014

H.A.A.G Main Event
This IFPA Main Event for the H.A.A.G Show will beorth 25+ points. There will be
qualification rounds to determine the top 20 player

This year, 2014, we will have 4 banks of gameswikhdetermine the playoff
participants for the Main Event. Each bank wilVeé2-3 games per bank. Banks 1 & 2
will be played on Friday. Banks 3 & 4 will be p&d/on Saturday.

How to Qualify For Main Event
At the Houston Expo, a Bank is a collection of ttament machines. This collection can
include 2, 3 or 4 games. Collectively, this grafipnachines will be called “Bank 1”,
“Bank 2”, “Bank 3", or “Bank 4”. Players must paipate in the Side Event in order to
qualify for the Main Event.

A player must record the score on each machingenyeBank in order to have a realistic
chance to earn a spot in the Main Event. The Isigleeorded score will be used for the
purpose of calculating the player’s final Bank Scor

A player’s Bank Score will be calculated using akiag system. The player’s individual
game score will be ranked against all other pardicis and assigned a ranking. Based on
this ranking, the player will be assigned a scote top ranked will be worth 100 points.
The second ranked score will be worth 90 pointise third ranked score will be worth

85 points. The fourth ranked score will be worthgints. Starting with the fifth ranked
score, each subsequent rank will be one less beaprevious one. The minimum score
for each machine will be 10 points.

This process will occur for each machine in thelBanhhen we will add all points from
each machine to come up with a grand total foB#&ek Points. Players will then be
ranked in order based on points. Points for edayep will then be accumulated and this
will be their bank score.

Who Qualifies For The Main Event?
The top 20 players will qualify for the Main Eventhere are no restrictions in this
event. If you pay to play, and you earn a spod, wdl be playing for a trophy, points
and cash prizes.

The bank’s playoff representative in the Bank Ptsywill automatically qualify for the
“A” Division Main Event. In addition to the top @yer in the bank, the next two highest
non-qualified players in each bank will advancéi® Main Event Playoff.

Each bank will send 3 new players to the Main E&ayoff. This means that six
players will qualify on Friday based on their penfiance in Bank 1 & Bank 2. Six more



players will qualify for the Main Event Playoffs $&d on their performance in Bank 3 &
Bank 4.

Once all 4 side events are done, eight (8) morgepsawill be added to the Main Event
Playoffs. These players will use their total baoknts from all 4 banks to qualify. The
top eight non-qualified players with the highestnelative Bank Points will advance to
the Main Event Playoffs.

The winners of Bank 1 -4 will be the top 4 seetdkeir actual seed will be determined by
the Bank Playoff.

The remaining 16 players will be seeded #5 - #Z@tan their cumulative Bank Points.

Main Event Playoff Format
20 players will be selected for the Main Event.eTlfop 4 players from the Bank
Qualification will represent the top half of the ™B®ivision.
The remaining players will participate in 4 plagames to determine the last 4 spots of
the “A” Division and 8 spots in the “B” Division.

The Top Seeded player will select position. Eadisequent seeded player will then
select from the available positions.

First Round:

Players will be placed into four player groups lobse seed.
Group #1 — Seeds 5,20,12,13

Group #2 — Seeds 6,19,11,14

Group #3 — Seeds 7,18,10,15

Group #4 — Seeds 8,17,9,16

Each group will play 1 game on one machine.

Game One will be selected randomly. The lowestisg@layer is eliminated from the
playoffs entirely. This player will be tied in tis¢andings with the other players that are
eliminated in this round. This player will alsdes the game that will be used in the 3
player game that follows. The game used in Gamei®meligible to be chosen again
this round.

Game Two will involve the remaining three playélree lowest scoring player on that
game is put into the “B” Playoff. This eliminatpthyer will also select the game that
will be used in the 2 player game that follows.eTame used in Game Two is ineligible
to be chosen again this round.

The last game of the round is a two player gam®e Winner will join the “A” Division
playoff. The loser will join the “B” Playoff.



Second Round:
Each division will break off into 4 player groupaded on seeds. Seeds #1,4,5,8 will be
one group. Seeds #2,3,6,7 will play in a secoodigr

Game One will eliminate the lowest scoring play&his game will be chosen using
random draw. The order will be determined basetheriop ranked seeds selecting
position in order. The eliminated player will seléhe next game for the 3 player game
that follows. The game used in Game One is ir@kgio be chosen again this round.

Game Two will eliminate the lowest scoring player.

The four remaining players advance to the Champiprneund.
The four losing players will advance to the ConBofaround.

Championship Round:

The first round will be a four player game. Thevést scoring player is eliminated and is
4" Place in the Main Event. This game will be chossing random draw. The
eliminated player will select the next game for 8heglayer game that follows. The game
used in this Championship round is ineligible tachesen again.

The second round will be a two player game. Theeki scoring player is eliminated and
is 39 Place in the Main Event. The eliminated playéects the Championship Game.
The game used in this Championship round is ifngégio be chosen again.

The third round is the championship game. The ®ins champion of the Main Event.
The loser is % Place in the Main Event Playoff.

Consolation Round:
The Four Players in the consolation round will pieae round to determiné"®™ place.

Prizes

The minimum guaranteed cash payout for the “A” Bim Main Event is $520.
1% Place will earn $100 + 30% of prize pool andaplry.

2" place will earn $90 + 20% of prize pool and a ypp

3 place will earn $80 + 10% of prize pool and a knpp

4™ place will earn $70 + 9% of prize pool.

5" Place will earn $65 + 8% of prize pool.

6™ Place will earn $60 + 7% of prize pool.

7" Place will earn $55 + 6% of prize pool.

8" Place will earn $50 + 5% of prize pool.

The minimum guaranteed cash payout for “B” DivisMain Event is $130.
1% Place will earn $40 + 6% of the prize pool andoply.

2" Place will earn $35 + 5% of the prize pool andoply.

3" Place will earn $30 + 4% of the prize pool andoplty.

4" Place will earn $25.



Additional Trophies

1% Place Woman wins $75."%Place wins $50. "8Place wins $25. All earn trophies.
1% Place Kid aged 12 or younger wins $50¢ Rlace wins $30."3Place wins $20. All
earn trophies.

Prize Pool:
The prize pool will start with a guaranteed $2@@iditional money may be added based
on tournament entries.

H.A.A.G Side Event
This year, 2014, we will have 4 banks of gameswikdetermine the Main Event
playoffs. In addition to acting as the qualifier the Main Event, they will also be the
IFPA Side Event.

Each bank will have 2-3 games per bank. Banks2lw8ll be played on Friday. Banks
3 & 4 will be played on Saturday. A machine usad~aday for Bank 1 or Bank 2 may
also be used in Bank 3 or Bank 4 on Saturday.

Each Bank will be considered a side event. Savihaer of each bank should expect to
win 3-4 points based on last year’'s results. Scoi#t be submitted to the IFPA for each
individual bank.

Bank 1 & Bank 2 Tournament

Day: Friday, November 7, 2014

Open Qualification Start: 12:00 PM

Open Qualification End: 11:00 PM

Cost: $5 for 2 games on 1 Machine

Special #1: $10 per bank

Special #2: From 2pm — 6pm, players may pay $40 and play utgengualifying
attempts. This single price will cover all game®anks 1 & 2. In addition, two
“Special When Lit” options will be provided to eyene player that takes advantage of
this special. All unlimited attempts will end gari. Games in progress will be allowed
to complete the game.

Games per bank: At least 2, with a max of 3.

Max Attempts: Unlimited. Record best game on each game

Format: Player scores will be ranked from best to woildte Best score will receive
100 points. ? Best will receive 90 points. “Best will receive 85 points. Every
subsequent score will be awarded one point lessttieprevious score. Minimum score
of 10 points per machine.

Finals: The top scorer of each bank will advance to tipéagter Bank Playoff. If the top
scorer has already qualified for the Bank Playién the next highest scorer is
considered. This will continue until a non-quadiplayer is found.

Finals Tie Breaker: If players are tied, one more traditional game dlplayed between
the tied players with scores being ranked front foswvorst.

Prizes: Trophies for I 2" & 3" Place. Cash prize may be added based on paidsentr




but this is not guaranteed.
PLEASE NOTE: The line for this event will be closed at 10:30pAil players in line at
this time will be allowed to complete their games.

Bank 3 & Bank 4 Tournament

Day. Saturday, November 8, 2014

Open Qualification Start: 10:00 AM

Open Qualification End: 6:00 PM

Cost: $5 for 2 games on 1 Machine

Special #1: $10 per bank

Special #2: From1 2pm — 4pm, players may pay $40 and play utddrqualifying
attempts. This single price will cover all game®8anks 3 & 4. In addition, two
“Special When Lit” options will be provided to eyene player that takes advantage of
this special. All unlimited attempts will end gimt. Games in progress will be allowed
to complete the game.

Games per bank: At least 2, with a max of 3.

Max Attempts. Unlimited. Record best game on each game

Format: Player scores will be ranked from best to woildte Best score will receive
100 points. # Best will receive 90 points. Best will receive 85 points. Every
subsequent score will be awarded one point lessttieprevious score. Minimum score
of 10 points per machine.

Finals. The top scorer of each bank will advance to tikager Bank Playoff. If the top
scorer has already qualified for the Bank Playb&n the next highest scorer is
considered. This will continue until a non-quadiplayer is found.

Finals Tie Breaker: If players are tied, one more traditional game bdlplayed between
the tied players with scores being ranked front fmswvorst.

Prizes: Trophies for I, 2 & 3" Place. Cash prize may be added based on paidsntr
but this is not guaranteed.

PLEASE NOTE: The line for this event will be closed at 9:30p#il players in line at
this time will be allowed to complete their gamédust have at least one member of the
team in line.

“Special When Lit”
As an added incentive to volunteer your time duthrggHouston Expo, we are proud to
present the “Special When Lit” option. This wi# bandled in a similar method to fast
passes at Disney World. Once a volunteer has caeapéetwo hour shift, he will be
given an “Special When Lit” that will allow him tmove to the front of the line of any
open event.

Tournament volunteers will get 1 “Special When latid 1 complimentary bank event
special for each hour worked.

Since the “Tournament Bundles” are non-refundablase that purchased this bundle
will be offered “Special When Lit” privileges as e

Players that purchas&pecial #1” or “Special #2” will be offered “Special When Lit”
privileges.



IMPORTANT NOTE: Friday 10:30 PM will be the deadline for buying reeg for Bank
1 & Bank 2. At 10:31 pm, entries will no longer $&d.

IMPORTANT NOTE: Saturday 5:30 PM will be the deadline for buyingyiess for
Bank 3 & Bank 4. At 5:31 pm, entries will no londer sold.

Bank Playoff Format
Playoffs for the Bank Playoff will take place onmgh machines. These machines may or
may not be the same machines used during quaidicat

The first round will be a four player game. Thevést scoring player is eliminated and is
4" Place in the Bank Playoff and'4eed in the Main Event. The eliminated playet wil
choose the next game for the remaining playere géme used in the first round is
ineligible to be chosen again.

The second round will be a two player game. Theeki scoring player is eliminated and
is 39 Place in the Bank Playoff anéf 3eed in the Main Event. The eliminated player
will choose the next game for the remaining playdrse game used in the second round
is ineligible to be chosen again.

The third round is the championship game. The wiiis £' Place and ®iseed in the
Main Event Playoff. The loser i§2Place and™® seed in the Main Event Playoff.

Prizes
The minimum guaranteed cash payout for the Bankofflais $250. The winner will
earn $100 and a trophy. Second place will earna®@la trophy. Third place will earn
$40 and a trophy. Fourth Place will earn $30.



H.A.A.G “Trophy Only” Tournament Events
These are daily tournaments that will award trophi& Cash prize may be added, but
please do not plan on a cash prize. Trophiesbeiljiven out for %, 2"¢ & 3" Place.

Pin Golf Tournament

Day:. Friday, November 7, 2014

Open Qualification Start: 12:00 PM

Open Qualification End: 11:00 PM

Cost: $10 per round

Holes per round: 6 holes (each game played is considered a hole)

Max Attempts: 2 rounds per player. Record best round.

Machines: At least 3 machines.

Format: Each machine will have a score set. A Playerseswill be the number of
balls needed to reach the set score. Each hdleevdonsidered a “Par 3” game. A
player wants a low score. The best score is @& worst score is a 30.

Finals. The top 4 PinGolfers will play sudden death Holerophies.

Finals Tie Breaker: If players are still tied after this sudden deattehone more
traditional game will be played between the tiealypls with scores being ranked from
first to worst.

Prizes: Trophies for I 2" & 3" Place. Cash prize may be added based on paidsentr
but please do not plan for a cash prize.

PLEASE NOTE: The line for this event will be closed at 10:30pAil players in line at
this time will be allowed to complete their games.

Team Tommy Tournament

Day: Friday, November 7, 2014

Open Qualification Start: 12:00 PM

Open Qualification End: 11:00 PM

Cost: $10 per Team

Max Attempts: Unlimited

Machine: Gottlieb Kings & Queens

Format: This is a 2 person Team Event. Both players viaymne game on the
machine and combine their scores for one final teaone. The highest recorded team
score will be used as the official entry.

The Twist: The player who is playing the game will be playitkg Tommy . You will
be wearing eye patches on both eyes. Your team wilitbe able to offer vocal
coaching during your game. Your team mate mayaath the game in any way. Your
game will be considered a game ending “Tilt” shahig rule be broken.

Finals. There are no finals for this event. The submisteares will be ranked and a
final ranking determined from these scores.

Prizes: Trophies for ¥ 2" & 3" Place. Each team member will receive a trophgshC
prize may be added based on paid entries, butepbkasot plan for a cash prize.
PLEASE NOTE: The line for this event will be closed at 10:45p&il players in line at
this time will be allowed to complete their games.




Fun House One Handed Tournament

Day: Friday, November 7, 2014

Open Qualification Start: 12:00 PM

Open Qualification End: 11:00 PM

Cost: $5 per game

Special: $15 for a 4 games. All games must be played aglayér game.

Machine: Williams Fun House

Format: Play the game for high score.

The Twist: The game must be played one handed. The gamedmbp modified with
two flipper buttons on the one side. One buttomtiads the right flipper and the other
button controls the left flipper.

Finals. There are no finals for this event. The submitieares will be ranked and a
final ranking determined from these scores.

Prizes: Trophies for ¥ 2" & 3" Place. Cash prize may be added based on paidsentr
but please do not plan for a cash prize.

PLEASE NOTE: The line for this event will be closed at 12:15AMII players in line at
this time will be allowed to complete their games.

Pin Bowling Tournament

Day. Saturday, November 8, 2014

Open Qualification Start: 10:00 AM

Open Qualification End: 11:00 PM

Cost: $10 per game

Frames per game: 5 frames (each game played is considered a hole)

Max Attempts: 2 games per player. Record best game.

Machines: At least 5 machines.

Format: Each machine will have a score set. If a plagaches the score on Ball 1, the
player will record a strike. If a player reachles score on Ball 2, then the player will
record a spare. If the player is unable to reeosttike or spare, then the player will
record a value based on how close the player cartietscoring goal. 1 pin will be
added for every 10% of score reached, rounded dowire nearest 10% level.

Finals: There are no finals for this event. The submdigeores will be ranked and a
final ranking determined from these scores.

Finals Tie Breaker: If players are tied, one more traditional game dlplayed between
the tied players with scores being ranked front fmswvorst.

Prizes: Trophies for I 2" & 3" Place. Cash prize may be added based on paidsentr
but please do not plan for a cash prize.

PLEASE NOTE: The line for this event will be closed at 10:30pAil players in line at
this time will be allowed to complete their gamaédust have at least one member of the
team in line.

Pirate Pinball Tournament

Day: Saturday, November 8, 2014
Open Qualification Start: 10:00 AM
Open Qualification End: 11:00 PM
Cost: $10 per person




Max Attempts: Unlimited

Machine: TBD

Format: Play a 3 ball game on a pinball machine. Regord score after the game
ends.

TheTwist: The player must wear an eye patch on one eyeenwhe ball ends, the
player must move the eye patch to the other ey® player may not play two
consecutive balls with the same eye covered. PMST swap the eye patch after
each ball.

Finals. There are no finals for this event. The subrditeores will be ranked and a
final ranking determined from these scores.

Prizes: Trophies for I, 2 & 3" Place. Cash prize may be added based on paidsntr
but please do not plan for a cash prize.

Video Arcade Game Tournament

Day: Saturday, November 8, 2014

Open Qualification Start: 10:00 AM

Open Qualification End: 11:00 PM

Cost: $5 for 2 games

Max Attempts: Unlimited

Machine: TBD

Format: Play a single game on a Video Arcade Game. Regour score after the game
ends.

Finals. There are no finals for this event. The subrditeores will be ranked and a
final ranking determined from these scores.

Prizes: Trophies for I, 2 & 3" Place. Cash prize may be added based on paidsntr
but please do not plan for a cash prize.

PLEASE NOTE: The line for this event will be closed at 10:45pkil players in line at
this time will be allowed to complete their games.




HAAG Pinball Tournament Rules

Thanks to PAPA for the use of their rules as aguid

A. Malfunctions and Rulings

1. The Nature of Pinball

The unique charm of pinball lies, in large parttha physical nature of the
game. Unfortunately, this means that unusual exaamdoutright
malfunctions cannot be prevented, nor can theyebegtly compensated
for.

In certain cases, malfunctions will be dealt witbrenstrictly during finals
rounds than during qualifying rounds, at the disoreof tournament
officials.

2. Minor Malfunctions

A minor malfunction is any incident without extericause which deviates
from the normal course of gameplay, without dinectlusing a player's loss
of turn and without providing any player a sigrgfit advantage over others.
A minor malfunction is considered part of normalyplTournament officials
shall determine what constitutes a significant atege; in the event that
such an advantage is obtained, refer to "BenefMafunctions".

A minor malfunction that occurs repeatedly, to ¢éxéent that it is markedly
affecting play of the machine, may be considerathgor malfunction at the
sole discretion of tournament officials.

3. Major Malfunctions

A major malfunction is a gameplay problem with acimae that results in
the premature loss of ball in play in a fashiort teanot a normal feature of
the machine's gameplay. These may be unusual imeeetrents, or they
may indicate a recurring problem that will needbéoaddressed by
technicians.

Examples of major malfunctions include:



The bonus count begins while the ball is still layp This can happen
if, for example, the machine loses track of how ynlaalls are in the
drain trough.

A lit kickback fails to return the ball to play, @&ng the player's turn.
This does not apply to other ball saving devicehisaas timed ball
savers, ball traps, gates, or "virtual" kickbacks.

Any malfunction that results in the loss of onevare balls during multiball
play, without losing all balls so as to end theyplas turn, will only be
considered a minor malfunction. Loss of Tilt wagsnwithout loss of ball,
shall not be considered a major malfunction. Ldsang lit feature, running
mode, or other gameplay specifics, shall not besicened a major
malfunction.

When a major malfunction occurs, it is the playsg&ponsibility to notify
the scorekeeper, calmly and promptly. The scorekewpl request advice
from a tournament official. If the official(s) agréhat the incident is a major
malfunction, the player will be provided with ongd#ional ball of play at
the beginning of a new game, after the current gaasdoeen completed. No
attempt will be made to re-establish the statdhefrhachine at the time of
the major malfunction. The player's total scorar@additional ball of play
will be added to his or her previous score, anchdwe game will be
terminated.

If a major malfunction occurs early in the playtioé first ball by the first
player, tournament officials may rule that the eantrgame is voided.
Machine repairs will be attempted and the playexsi8)estart their play
without needing to track the previous score.

In the event that two or more major malfunctiorsetplace during the same
game, the current scores of the player(s) willdmrded, and the game
terminated. Once the machine has been repairegerplavill be provided
additional ball(s) of play on a new game, as nexrgs® provide the correct
number of balls of play for each player. Alternaty tournament officials
may choose to allow the affected player(s) to refil@ game from scratch,
and the higher score for each player will be reedrads his or her official
score, except in any case where the original ssassunfairly improved by
the malfunction or was significantly increased dgrattempts to investigate
or cure the malfunction. In the event that a rangrmajor malfunction



cannot suitably be repaired, the failure must batéd as a catastrophic
malfunction.

Under certain specific conditions, a major malfimcimay be declined by
the player. This must be approved by the tournamfficial, and must not
result in a situation which provides an unfair atage to the player.

4. Known Malfunctions

Any malfunction or unusual behavior that is detereai to be relatively
minor but unusual enough to merit comment mayhaiscretion of
tournament officials, be posted for players to Wwara of before playing the
affected machine. Players who have played the madefore this notice is
provided will not be allowed to replay the machime to replace it with
play of another machine. The occurrence of anygabstalfunction will be
treated as a minor malfunction unless it worseniateracts with another
feature to yield a major malfunction.

5. Catastrophic Malfunctions

A catastrophic malfunction is any event, not causged player, which
immediately ends play for all players on the maehin

Examples of catastrophic malfunctions include:

The game system crashes and/or resets due tonas®trror or
component failure.

Power is lost or interrupted.
A new game starts.

A major malfunction repeatedly recurs in spite tépts to repair
the machine.

Any event caused by a player, intentionally or temtionally, including
Slam Tilts, is covered under "Player Errors" below.

In the event that two or more major malfunctiorieetplace during the
When a catastrophic malfunction occurs, the curseates of the player(s)
will be recorded, and the game terminated. Oncenthehine has been
repaired, players will be provided additional &ll¢f play on a new game,
as necessary to provide the correct number of bafi¢ay for each player.



Alternatively, tournament officials may choose lowa the affected
player(s) to replay the game from scratch, andchigker score for each
player will be recorded as his or her official ssagxcept in any case where
the original score was unfairly improved by the funattion or was
significantly increased during attempts to investi@gor cure the
malfunction.

If a machine affected by catastrophic malfunctianrot be repaired in
order to continue play, it is considered disabjddase see "Disabled
Machines".

6. Beneficial Malfunctions

Any malfunction which provides at least one plawéh a significant
advantage over any other player competing on tlaghme is known as a
beneficial malfunction. Tournament officials shadditermine what
constitutes a significant advantage.

Any beneficial malfunction which results in a play®ing able to continue
play of a ball that normally should have endedosmwally allowed once per
game. Examples of this would include an unexpestétivare ball save, a
ball that bounces back into play without player@agctor a ball that comes to
rest on an unlit kickback in the outlane. Any sbehavior shall not be
allowed if it repeats, meaning that tournamentcedfs may require players
to allow the repeatedly-saved ball to drain, oya the machine may be
terminated in accordance with catastrophic malionatules, at which point
repairs may be attempted.

Any beneficial malfunction which provides one ormaglayers with a
significant scoring or strategic advantage in a iy is not part of normal
gameplay will void the score of the affected pléggrunless all
immediately-affected players and tournament offécGan agree on a
suitable adjustment of the score or other elimavataf the advantage. If the
beneficial malfunction has been specifically avdity the player, it is
unlikely that a penalty is necessary. If any plas@re(s) are voided, the
affected player(s) may then replay the game dfieiother players have
finished, and the new score(s) are used for trextdd player(s).

Examples of beneficial malfunctions would includ@ekpot switch that
registers when a different target is hit, a valaablitch that scores



repeatedly without the ball contacting it, a failatt sensor, or a ball stuck
during multiball. See also "Stuck Balls".

Any situation which indicates the presence of aefieral malfunction

should be brought to the attention of the scoregeppmptly, who will

alert tournament officials. Any player who intemadly takes advantage of a
significant beneficial malfunction may be given aming and/or have his or
her affected entry interrupted and disqualifieddoyrnament officials.

7. Stuck Balls

During the course of play, it is possible for omermre balls to become
stuck on a playfield feature, usually after becagrairborne. If this happens
during single ball play, the player must wait fot@matic ball searches to
occur. The expiration of any timed feature durinig period is not
considered a malfunction.

If the stuck ball has not been freed after fouhssearches, or if the machine
Is not performing searches for some reason, theeplaust alert the
scorekeeper, and a tournament official will be lgiduo the machine. The
player must remain alert and at the machine, as Bbe is responsible for
the ball if it becomes freed at any point. Whersspide, machines will be
configured with "chase" features disabled, so da@litional balls will not be
released into play as a result of ball searchewdder, in the event this
occurs, the player is responsible for continuiregypand a suitable
malfunction will only be ruled if the machine isabie to function normally
from this point forward.

A tournament official may initially choose to try free the stuck ball
through judicious nudging, tapping, etc. The playeist remain ready to
resume play at the machine during this attemgaictibns by the official
result in a Tilt, this will be treated as a majaalfanction (not the fault of
the player). If the official frees the ball but thlayer does not successfully
continue play, this is normal play (the fault oé thlayer). Loss of Tilt
warnings due to tournament official nudging is ¢desed normal play.

If the tournament official is unable to free thec#t ball, the machine will be
opened, and the stuck ball freed and placed aith&e plunger lane, if it is
manually controlled, or on the upraised flippethad player's choice, with
the flipper button held by the player. In the evidig is not possible, the
official may select another location or feature vehthe ball can be placed



safely while the machine is being closed in ordeesume normal play. If
more than one ball is stuck, all freed balls wdlfdaced on the flipper(s) of
the player's choice before play resumes, or irplhieger lane if the flippers
are inactive while the machine is open.

If the ball is inadvertently freed while the maahis open and drains
without the player regaining complete control (geg on a flipper), this
will be treated as a major malfunction. If the maehcannot be opened
successfully, or if opening or closing the machigreinates the game(s) in
progress for any reason, this will be treated eatastrophic malfunction. If
the ball is freed and the machine closed withoetalayer's loss of ball, play
continues as normal. If the game is in multibadlyphnd one or more balls
are lost as a result of freeing stuck balls, pdg&bding multiball but not
ending the ball in play, this will be consideredwarse than a minor
malfunction. If any feature or mode that is litamtive times out while one
or more balls are stuck, this will not be considesianalfunction.

Any player who chooses to shake or bump the machioader to free a
stuck ball does so at his or her own risk. No alnee will be made for a
player who tilts while attempting to free a stu@klpwhether or not
tournament officials are present.

If a ball becomes stuck during a multiball mode, fttayer should attempt to
trap the other ball(s) in play and request assigtaf stuck ball during
multiball often represents a significant beneficralfunction, and
intentionally taking advantage may result in a pgn®lease note
specifically that a ball ending up in the plungane during multiball on a
machine where there is no autoplunger (or wheratbeplunger for some
reason refuses to fire) counts as a stuck ball!'Beeeficial Malfunctions"
for further details.

Any player who misuses a game feature in ordemtentionally trap a ball
during a multiball mode, such as holding in thengker on Tommy in order
to defeat the autoplunger, may be given a warnnajaa have his or her
affected entry interrupted and disqualified by tament officials.

In situations where a ball is trapped in a way thean be released through
player action other than shaking or bumping - fameple, a ball at rest
underneath a flipper which the player controlss th not deemed to be a
stuck ball. Balls trapped in this fashion duringltiall modes are not



generally considered to be a rules violation, algtothe ruling will depend
on the exact machine and situation.

8. Disabled Machines

Any tournament machine that breaks down during plidlybe attended to
by technicians as promptly as possible. In the ethat a breakdown is
severe and cannot be repaired promptly, the machaebe taken out of
service temporarily or permanently. During quahfyirounds, players in the
affected division must choose an alternate madhipéace of a temporarily
disabled machine. A permanently disabled machitido@ireplaced with a
designated substitute by tournament officials. Bgifinals rounds,
tournament officials will designate an alternatechmae; the game in
progress on the disabled machine, if any, will isearded, and play will
continue on the newly designated machine.

Any machine that is temporarily disabled for mdrart two hours will
normally be considered permanently disabled. Duguaglifying rounds, a
permanently disabled machine presents a uniqudgmmlas it is no longer
possible for new qualifying entries to compete agaianked scores on that
machine. If the machine in question is disabledi@8pm on Saturday, all
scores recorded on the disabled machine up tgtuat will be voided. A
substitute machine may be added to the divisiomchwvill have its own
independent ranking of scores from that point fodva

Any player who has previously posted a qualifyingre on the disabled
machine may be eligible to play a "make-up" gama snbstitute machine;
his or her resulting score will then replace thevipus score on the disabled
machine.

In the event that a machine is disabled duringityirad) rounds at any time
after 3pm on Saturday, the scores and ranking tipatgooint shall stand. In
this case, a substitute machine will not be addetd division, and no
entries will be eligible for make-up games.

Qualifying entries played before 3pm on Saturda&ydfore enjoy a slight
theoretical advantage in the event of machineresluThe addition of a



substitute machine to a division does not allovsixg entries to be
modified except in the case of replacing a scamfa disabled machine.

9. Player Errors

A player error is any player action, purposefuaocidental, which affects
the normal play or outcome of a game in progress.

Any player who tilts his or her ball in play wilbhreceive any penalty other
than the normal loss of ball. Note that some ofdachines may penalize the
player with loss of game; this is equivalent tortd all remaining balls in
order. Abuse of machines is covered under "Playerd@ct”. Any player

who tilts the ball of another player, either througterference or by tilting
his or her ball so roughly that the next playeaH is affected before play
continues, will receive a score of zero for thangaunless tournament
officials grant an exception based on the behafitihe machine in

guestion.

Any player who slam tilts a machine, thereby enditay for all players,

will receive a score of zero for that game. Thenslit is treated as a
catastrophic failure for any other player(s) whedaot completed their
game(s) in progress; they will be allowed to re@ayew game and choose
the higher score. If a tournament official ruleattthe slam tilt sensor is not
functioning properly, the slam tilt will be treated a catastrophic failure for
all players.

Any player who deliberately tilts or slam tilts aamine in order to derive
some benefit to his or her own play, or the plaptbers, under these rules,
may be ejected from the tournament.

Any player who deliberately interferes with theyptd another player,
through distraction, touching the machine or plagedisrupting
tournament procedures, will receive a score of fmrthe game. Any
repeated offense under this rule will result ircegn of the player from the
tournament. Any non-player, or tournament partietp@ot playing in the
game in progress, who deliberately interferes ththplay of any



tournament game, will be given one warning. Onsiaeond offense, the
offender will be ejected from the facility.

Accidental interference is regrettable but can leapp@ny player or non-
player who accidentally interferes with the playaafy tournament game will
be warned. If the interference was sufficient toseathe loss of ball, this
will be treated as a major malfunction. If the nfiéeence terminated play for
all players (for example, tripping over a powerccand pulling it from the
wall), this will be treated as a catastrophic madfion.

A player who plays out of turn in a multiplayer gamill receive a score of
zero. The affected player may choose to take dweeball in play, if

possible, or they may choose to have the incideated as a major
malfunction. In the event the player takes ovempihshe shall be deemed "in
control" after declaring his or her intent, takimg or her position at the
table, and making contact with the ball via thpdirs. The affected player
may not change his or her mind once he or shaisditrol". Any player
who plays out of turn deliberately in order to eaypthis rule will be
disqualified entirely in the current division ofagl

In qualifying rounds, any player who starts a nplidtyer game will only be
allowed to complete the "player one" game, regasdtd when they noticed
the error. Any player who restarts a qualifying gamather than completing
it and allowing it be recorded, will have that eatentry disqualified.
Repeated offenses will lead to ejection from therament.

Because the tournament divisions consist solemgfles play, coaching of
any player during a game, in any round, is notwatid. If a player
specifically requests advice on a game featurendwiay, his or her
guestion may be addressed only by a tournamemiaffand answered only
in terms of whether or not the machine is functigncorrectly. Players are
not to seek assistance from other players or sjpestdVhile not actively
playing, players are of course free to discussifeatand strategies as much
as they like, including between balls during a game

Tournament officials will be the sole determinefsvbat constitutes
interference and whether or not it is accidentalaiberate. Scorekeepers
are strongly encouraged to watch for and, if pdssfirevent incidents of
interference.

10. Rulings



Rulings shall be made by tournament officials, whitcludes event
coordinators and any person(s) designated asaiffiby the coordinators.
Designated officials may have restrictions on trealth of rulings, and may
be overridden by tournament officials. Any desiguladfficial or event
coordinator is excluded from ruling on any playatton that directly affects
his or her actual or potential standing as a playech persons may also be
recused where their decision affects a close fraerfdmily member, at the
discretion of other tournament officials.

Complaints will be taken seriously, ruled upon, andsidered resolved.

There is to b@&o whining :-)

B. Machine Settings

1. Software Settings

In general, the software settings of each machifide/adjusted to best
accommodate tournament play. The following settintdjsbe employed on
any machine that supports them:

Tournament Mode

Free Play

3 Balls

Extra Balls disabled

Buy-In or Continues disabled

Game Restart disabled

2 Tilt Warnings (may be 0 on older machines)

Flipper AutoLaunch disabled

Timed AutoLaunch disabled

Standard Factory Settings for Ball Savers, Diffigulimers, etc
Specific Difficulty Settings as determined by toamment officials
Automatic Reflexing Features disabled

Replays disabled (no score or Extra Ball awarded)

Certain older machines may include extra balls @rfi/e-ball play. These
features may be utilized by the player unless etlserposted. Players



should also be aware that some machines end gayreagieely for a Tilt
(similar to modern games' Slam Tilt), that scomngchanisms can
malfunction (this is handled as minor, major, ondfecial, depending on the
situation), that in some cases features that relegnap bumpers and
slingshots are not powered, and that some oldehimag employ gobble
holes which end the current ball in play.

2. Hardware Settings

Machines used for tournament play will be prepaned kept in good
working order to the greatest extent possible. Eaabhine will be properly
leveled left-to-right and inclined front-to-back.

Any player with a complaint or question about tlaedware setup of a
machine should make his or her inquiry in betwesames, or in between
balls, if urgent.

3. Machine-Specific Settings

In order to best suit tournament play, certain neehmay be subject to
specific settings or rules adjustments, at therdism of tournament
officials. These adjustments will be made beforernament play begins,
and will be documented if possible. The intenbigliminate features which
can be abused by skilled players, or which arbiyraxtend play time to a
degree that would hinder the smooth progress dfoinemament

C. Player Conduct

1. Facility

All areas inside the building are strictly non-snmgk Smoking is restricted
to designated areas outside the building. Violatibthis and/or other rules
may lead to ejection from the tournament.

Weapons, illegal drugs, and alcohol are prohibaiedhe property.
Naturally, any and all types of illegal activityegprohibited as well.

2. Personal Conduct



All players are expected to conduct themselvespalide and sensitive
manner. Outbursts, especially those including iadetanguage, are
unacceptable. A wide variety of players and obgsrwall be present,
including media, and these types of outbursts dbing to promote pinball
as a sport.

Any express or implied threats or actions of vickerare grounds for
immediate ejection from the facility, and authastiwill be contacted. Other
possible grounds for ejection include but are moitéd to fraud, theft,

illegal activity, harrassment, inappropriate bebawvublic drunkenness, etc.

Any person ejected from the facility is banned aray not return to the
property. Banned persons will be prosecuted faptiss if necessary.

3. Abuse of Machines

Tilt sensors are employed to determine what cartestunduly rough
handling of each machine, within the parametersoomal play. Abusive
handling such as punching, kicking, lifting, tipgiror rocking a machine, or
hitting the glass in any way, is grounds for a wagrand possible
disqualification of game or ejection from the toamment, at the discretion of
tournament officials.

4. Interference & Cheating

Any player who intentionally interferes with toumant play or otherwise
disrupts the tournament setting will be warned andjected from the
tournament, at the discretion of tournament offgcia

Any form of cheating, including game restarts, tanmpg with games,
tampering with recorded results, scorekeeper iditmn or collusion, or
anything else not covered here, will be addresgaddrnament officials as
appropriate, including disqualification and/or ¢&j@c from the tournament.

5. Delay

Any player who delays the progress of his or hengéor more than 30
seconds, for any reason other than to await agaresolution of a
temporary inconvenience, will be given a warning.



Temporary inconvenience is defined as any condiiibith can reasonably
be expected to be resolved quickly, such as unususe, lighting problems,
etc. An inconvenience such as sunlight glare doesarmally qualify,
unless easily resolved.

If the player is choosing to let a game mode timi the total delay must be
less than 30 seconds. Delay is defined as timagluvhich the ball is left in
the plunger lane, or held on a flipper by the pfagguck balls do not count
as intentional delays. If delays are repeated Biuwyitournament officials
may terminate the game in progress and recordra s€aero for that
player.

6. Death Saves, Bangbacks, etc

Techniques known as "Death Saves" and "Bangbac&ssametimes
practiced by certain advanced players. Becauseftéetiveness of these
techniques varies from machine to machine, andusecaf the risk of injury
to either player or machine, these are banned foomament play. In the
event that a drained ball bounces back into plalgout deliberate or
significant player action, the ball may be play€dis may require a ruling
from tournament officials if there appears to basabe force employed by
the player.

7. Wagering or Gambling

Please note that gambling is illegal in our veme the tournament does not
endorse, condone, nor support wagering betweerggdawe also feel that
pinball is at least 75% skill-based, making any &ragy at best ill-advised,

in addition to being illegal.

8. Accommodating Disabilities

Tournament officials will make every reasonablemipt to accommodate
genuine disabilities, and may also elect, on a-bgsease basis, to
ameliorate injuries or other hardships. Players att@onot fluent in English
are allowed to utilize a bilingual assistant inertb understand these rules,
official rulings, and so forth.



