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1. Anti-Cheat 
No additional anti-cheat is required for official matches. 
 
2. Series Lengths 
All matches will be played as a best of 5 series, with the exception of a best of 7 in 
For Playoffs/ Finals. 
  
2.1 Game Lobby 
The team with the better record will create the lobby. In case of a tie, a coin flip will 
suffice.  The opposing team will have the choice of which team is which color, which 
will not change for the duration of the match. The default arena played is DFH 
Stadium. Teams are free to change the arena at any time so long as the following 
criteria are met. 

a.Both team captains consent to the change 
b.The arena is playable according to rule 4.2.3. 
c. Any changes are documented in the post-game form 

  
Game settings should be set to the following: 

Game Mode: Soccer 
Arena: DFH Stadium OR another arena agreed upon by both teams 
Team Size: 3v3 
Bot Difficulty: No Bots 
Team Settings 

Team Names should be in accordance with the sides chosen by the 
team with the winningest record. Primary and accent colors should be 
set to Default 

Mutator Settings 
Preset Settings: Custom 
Match Length: 5 minutes 
Max Score: Unlimited 
Overtime: Unlimited 
Series Length: 5 games 
Game Speed: Default 

Ball Max Speed: Default 
Ball Type: Default 
Ball Weight: Default 
Ball Size: Default 
Ball Bounciness: Default 
Boost Amount: Default 



Rumble: None 
Boost Strength: 1x 
Gravity: Default 

Demolish: Default 
Respawn Time: 3 
seconds 

 
Joinable By: Name/Password (to be determined by hosting team) 
In the event that incorrect settings are loaded on the server, the match should be 
stopped and reset. Previously played games with the incorrect format will not count 
towards the series. 
  
3. Arenas 
The following areas are available for switching to during an official match: 

 
Aquadome 
Champions Field 
Champions Field (Day) 
DFH Stadium 
DFH Stadium (Day) 
DFH Stadium (Stormy) 
Mannfield 
Mannfield (Night) 
Mannfield (Snowy) 
Mannfield (Stormy) 

Neo Tokyo 
Starbase ARC 
Urban Central 
Urban Central (Dawn) 
Urban Central (Night) 
Utopia Coliseum 
Utopia Coliseum (Dusk) 
Utopia Coliseum (Snowy) 
Wasteland 

. 
4. Server Region 
The following server regions are available for use in MHSEA official matches: 

US-East 
 
4.1 Match Times 

Matches must be played at the default time unless a rescheduled time has been 
previously decided upon by both teams. Teams may reschedule the match to be 
played before the reporting deadline, which is 11:59pm, on the day before the default 
match day as posted on the season schedule. Teams will have a 15 minute grace 
period after their scheduled match time to get the required amount of players into the 
server/lobby and start the match. If a team fails to join or fails to produce the required 
amount of eligible players by the time the grace period ends, then the other team 
may request a forfeit win. 

 
5. Customizations 



Any bodies, decals, wheels, rocket boosts, toppers, antennae, goal explosions, trails, 
or engine audios that are currently disabled in competitive 3v3 queues are not 
permitted for use in Official Matches. 
 
6. Controllers 

All standard controllers, including mouse and keyboard, are permitted. Scuf and 
Xbox Elite controllers are permitted. Any controllers with macro functions or 
on-the-fly profile switching or controllers that can be modified in any way.  The 
modifications listed are not permitted unless prior authorization from the League 
Administration has approved such modifications and deemed it acceptable to use. 
Wireless controllers are permitted but are not recommended for possible latency 
issues. Controllers may be used for PC games if they have native support for the 
controller in question. i.e. The player should not have to install additional 
software/drivers for the controller other than those from the manufacturer or included 
with the game. 
 
 
6.1  Supported Platforms 

This game supports crossplay. All teams competing in MHSEA seasons will face 
each other, regardless of what console they play on. 

● PC (PCs will be provided by the School District) 
● Xbox One 
● PS4 

 
7. Leaving and Rejoining Teams 
Players are not allowed to leave their team and then rejoin to put them on the other 
side of the arena. This will be considered cheating, with automatic disqualification 
and loss. 
  
7.1 Stoppage of Play 
Should a player disconnect from the game less than 30 seconds into the match or 
before the shot to make the first goal of the game is taken, the game will be 
restarted. If either of these events has occurred, the game will continue. 
  
8.  Player Count 
Both teams participating in a match must provide 3 players at the beginning of the 
first game, and 2 for each consecutive game. During a game, if a team should lose 2 
players that have disconnected with the intention of no longer playing in the match at 



the same time, that team will forfeit the remainder of the game to the opposing team. 
If a team is not able to field the required number of players for additional games in 
the series, then they will forfeit the remainder of the match. 
 
8.1 Substitutions 
.Coaches may substitute a player into a match after a game, or set has been completed. 
Subs must happen within the intermission between sets or games.  
 
Captains should note in discord which players will be subbed for which players 
 
Captains and Coaches should “Mark” the time on the clock that the match ended, agreed 
upon by both coaches. Flexibility to this time may be granted but should not delay the match 
further than necessary. 
 
Should a sub(s) fail login correctly, complete disconnect,  cause undue delay or disconnect 
of game the following steps must be taken. 
 
 

1. The offending team may offer to forfeit the series 
2. Coaches may agree to no change in play once resumed 

 
 
9. Reporting Results 
At the conclusion of the match, each coach/ advisor will need to fill out the 
appropriate form to report match results to the league/conference. 
 
9.1 Issues or discrepancy with play 
Should there be an issue or problem during the course of the match that is not 
covered under the above rules, coaches may allow for the stoppage of play between 
games until the issue can be resolved or agreed upon with resumption of play 
thereafter. 
 
If no agreement can be reached contact the MHSEA League Manager. 
 
9.2 Sportsmanship 
Toxicity and Unsportsmanlike behavior has no place in Missouri esports.  If 
unsportsmanlike, vulgar or toxic behavior should occur, the following proper steps 
should be taken by the coach of the team reporting the unsportsmanlike behavior. 
NOTE: Official complaints by coaches only will be accepted, abuse of this system by 
coach, player or outside 3rd party may result in penalties to the reporting team.  
 



All participants are expected to uphold a universal level of sportsmanship while 
participating in MHSEA sanctioned events. Those who fail to behave in a 
sportsmanlike manner verbally, through chat, or actual physical  taunting and other 
inappropriate communication may face penalties at the discretion of MHSEA 
administrators or referees.  
 
If you or any member of your team believes that you have experienced bad 
sportsmanship to an extreme degree or violation of the aforementioned rules, please 
do the following.  
 

1. If possible record the poor sportsmanship at the time of the incident.  
2. Finish the match regardless of outcome, 
3. Notify coach of the incident 
4. Notify the opposing coach of your intent to file a complaint of unsportsmanlike 

behavior.  
5. Coaches only Submit an official complaint to the MHSEA League Manager. 

 
Should the result be proven to be unsportsmanlike disciplinary action will be taken 
with disqualification, and forfeitures noted.  
 
 
 


