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1. 
Requirements

1.1 
Computer Requirements 

1.1.1 Emulator: Mupen64K .079 emulator
1.1.2 Video Plugin:   Jabo’s Direct3D8 1.6
1.1.3 Input Plugin:    N-Rage’s Direct-Input8 V2 2.00b
1.1.4 Sound Plugin:  Azimer’s HLE Audio v0.56 WIP 2

1.1.5 RSP Plugin:     Hacktarux/Azimer hle rsp plugin
1.1.6 High speed internet connection.

1.1.7 Enough processing power to play GoldenEye with a smooth framerate.

1.1.8 MSN Messenger installed with active account name.
1.2 
GoldenEye 007 Game 

1.2.1 All ROMs must be patched with the NGPA™ Edition 1.0 IPS file.

1.2.2 A properly patched ROM will be listed in Mupen64K as: 


GoldenEye 007 (U) [NGPA Edition 1.0]
1.2.3 All ROMs must have a MD5 identifier: 213AC4DA6CAFCA243612AE82CA803E85
2. 
Settings

2.1 
Game 

2.1.1 
Auto-Aim
-OFF

Game Length
-5 Minutes 

Scenario
-Normal or License to Kill
Handicap
-nil

Level

-Players Choice

Weapon
-Players Choice

Character
-Players Choice

Control Style
-Players Choice

These settings must be verified and adjusted in the multiplayer options menu.
3. 
Rules
3.1 Fouls
3.1.1 Re-Entry

3.1.1.1 Players are required to re-enter game immediately after being killed.

3.1.1.2 Re-entry into a game is possible the moment a player’s screen fades to black after being completely red. At this point, a player should have regenerated back into the game.

3.1.1.3 Players who accuse an opponent of committing the re-entry foul must inform the opponent of the foul. If the opponent commits the same foul after the next kill, the game can be restarted. The decision to stop the game after the second foul is at the discretion of the player being fouled.
3.1.1.4 Failure by a player to immediately re-enter a game can be considered cheating. Situations of possible disqualification include:

· Delaying re-entry as an opponent attempts to kill them instantly with an explosive over a regeneration point.

· During the final seconds of a game with Proximity Mines, where a player delays re-entry in hopes that the game will end before possibly regenerating onto a mine.  

3.1.2 Available to kill or be killed

3.1.2.1 At all times during a match, players must be available to kill or be killed.

3.1.2.2 A player is deemed not available to kill or be killed when blocking doors by standing next to them. This tactic results in an opponent being unable to open the door. This situation can only occur in the Facility or Archives, likely when a player is trying to protect a lead.

3.1.2.3 Any player blocking a door needs to be informed of the foul first.
3.1.2.4 If any player refuses to move away from blocking a door after being informed of the foul, the player being fouled can choose to restart the game.

3.1.2.5 An opponent is permitted to block an opponent from entering a room through a sliding doorway only, regardless if there is one or more entrances to the room in question. This blocking is only allowed up until the final buzzer sounds, at which time the player blocking the doorway must allow an opponent to enter the room.

3.1.2.6 Sliding doors are found in the following levels: Bunker, Caverns, Temple, Egyptian, Facility, Stack, Library, and Archives.

4. 
Tournament Format

4.1       A Double Knockout tournament format will be used. Players losing two matches           
are eliminated from the tournament.

4.2
The Race to 2 format is used in the first round of the tournament.

4.3
The Race to 3 format is used in all rounds following the first round.

4.4
Order Of Play – Race to 2
4.4.1 Both players will start MSN Messenger and open a chat dialogue. This chat dialogue will remain open for the duration of the match. Problems and issues should be discussed between players through MSN Messenger.
4.4.2 The designated host of the match will create the game room with either the Kaillera client or P2P client. Use the list of official NGPA™ Kaillera servers for the lowest possible ping games. If the official NGPA™ list is not available to the players, they can discuss and test various Kaillera servers that are closest to their geographical location. Both players need to agree on the server before starting the match.
4.4.3 Player 1 will select their LEVEL of choice from the Levels screen in the multiplayer options menu. 

4.4.4 Player 1 will then select the desired WEAPON.

4.4.5 Player 1 will then decide the GAME SCENARIO for game 1. If LTK mode is chosen, both players will select -10 HEALTH, which is the official NGPA License To Kill mode.
4.4.6 Player 1 will then select a CHARACTER, followed by Player 2. 

4.4.7 Either player may adjust their CONTROL STYLE if desired.

4.4.8 Once both players approve the game settings, game 1 may begin.

4.4.9 In the event that the game ends without the two-kill minimum or ends in a tie, see Rule 5.10 or 5.11.

4.4.10 At the conclusion of game 1, Player 1 will then select the LEVEL determined by Player 2. 

4.4.11 Player 2 will then choose the WEAPON to be played for game 2. PLAYER 1 will make this WEAPON selection on behalf of PLAYER 2.

4.4.12 Player 2 will then decide the GAME SCENARIO for game one. If LTK mode is chosen, both players will select -10 HEALTH which is the official NGPA License To Kill mode. IMPORTANT: Before starting game 2, the HEALTH settings need to be verified. If LTK mode was chosen in game 1 but NOT for game 2, both players will need to reset their HEALTH to 0 Normal mode.
4.4.13 Player 2 will then select a CHARACTER, followed by Player 1. 

4.4.14 Once both players approve the game settings, game 2 may begin.

4.4.15 In the event that the game ends without the two-kill minimum or ends in a tie, see Rule 5.10 or 5.11.

4.4.16 If at the conclusion of game 2 there is no winner of the match, Player 1 has the option of choosing either the GAME SCENARIO or the WEAPON for game 3.

4.4.17 Player 2 will then choose either the GAME SCENARIO or WEAPON to be played, depending on the selection made by Player 1 in Rule 4.4.17.

4.4.18 Player 1 will select the designated LEVEL Random for game 3 in the multiplayer options menu screen.

4.4.19 Player 1 will then select the GAME SCENARIO (Rule 4.4.17) to be played for game three in the multiplayer options menu screen. If LTK mode is chosen, both players will select -10 HEALTH which is the official NGPA™ License To Kill mode. IMPORTANT: Before starting game 3, the HEALTH settings need to be verified. If LTK mode was chosen in game 2 but NOT for game 3, both players will need to reset their HEALTH to 0 Normal mode.
4.4.20 Player 1 will then select the WEAPON (Rule 4.4.17) to be played for game three in the multiplayer options menu screen.

4.4.21 Player 1 will then select a CHARACTER, followed by Player 2. 

4.4.22 Either player may adjust their CONTROL STYLE if desired.

4.4.23 Once both players approve the game settings, game 3 may begin.

4.4.24 In the event that the game ends without the two-kill minimum or ends in a tie, see Rule 5.10 or 5.11.

4.4.25 At the conclusion of game three, the match is finished.

4.5 Order Of Play – Race to 3

4.5.1 Both players will start MSN Messenger and open a chat dialogue. This chat dialogue will remain open for the duration of the match. Problems and issues should be discussed between players through MSN Messenger.

4.5.2 The designated host of the match will create the game room with either the Kaillera client or P2P client. Use the list of official NGPA™ Kaillera servers for the lowest possible ping games. If the official NGPA™ list is not available to the players, they can discuss and test various Kaillera servers that are closest to their geographical location. Both players need to agree on the server before starting the match.
4.5.3 Player 1 will select their LEVEL of choice from the Levels screen in the multiplayer options menu. 

4.5.4 Player 1 will then select the desired WEAPON for game 1.

4.5.5 Player 1 will then decide the GAME SCENARIO for game 1. If LTK mode is chosen, both players will select -10 HEALTH, which is the official NGPA License To Kill mode.

4.5.6 Player 1 will then select a CHARACTER, followed by Player 2. 

4.5.7 Either player may adjust their CONTROL STYLE if desired.

4.5.8 Once both players approve the game settings, game 1 may begin.

4.5.9 In the event that the game ends without the two-kill minimum or ends in a tie, see Rule 5.10 or 5.11.

4.5.10 At the conclusion of game 1, Player 1 will then select the LEVEL determined by Player 2.

4.5.11 Player 2 will then choose the WEAPON to be played for game 2. PLAYER 1 will make this WEAPON selection on behalf of PLAYER 2.

4.5.12 Player 2 will then decide the GAME SCENARIO for game 2. If LTK mode is chosen, both players will select -10 HEALTH which is the official NGPA License To Kill mode. IMPORTANT: Before starting game two, the HEALTH settings need to be verified. If LTK mode was chosen in game 1 but NOT for game 2, both players will need to reset their HEALTH to 0 Normal mode.

4.5.13 Player 2 will then select a CHARACTER, followed by Player 1.
4.5.14 Either player may adjust their CONTROL STYLE if desired.

4.5.15 Once both players approve the game settings, game 2 may begin.

4.5.16 In the event that the game ends without the two-kill minimum or ends in a tie, see Rule 5.10 or 5.11.

4.5.17 Player 1 will select their LEVEL of choice from the Levels screen in the multiplayer options menu.

4.5.18 Player 1 will then choose the WEAPON for game 3.

4.5.19 Player 1 will then decide the GAME SCENARIO for game 3. If LTK mode is chosen, both players will select -10 HEALTH which is the official NGPA License To Kill mode. IMPORTANT: Before starting game 3, the HEALTH settings need to be verified. If LTK mode was chosen in game 2 but NOT for game 3, both players will need to reset their HEALTH to 0 Normal mode.

4.5.20 Player 1 will then select a CHARACTER, followed by Player 2. 

4.5.21 Either player may adjust their CONTROL STYLE if desired.

4.5.22 Once both players approve the game settings, game 3 may begin.

4.5.23 In the event that the game ends without the two-kill minimum or ends in a tie, see Rule 5.10 or 5.11.

4.5.24 If at the conclusion of game 3 there is no winner of the match, Player 1 will then select the LEVEL determined by Player 2. 

4.5.25 Player 2 will then choose the WEAPON to be played for game 4. PLAYER 1 will make this WEAPON selection on behalf of PLAYER 2.

4.5.26 Player 2 will then decide the GAME SCENARIO for game 4. If LTK mode is chosen, both players will select -10 HEALTH which is the official NGPA License To Kill mode. IMPORTANT: Before starting game 4, the HEALTH settings need to be verified. If LTK mode was chosen in game 3 but NOT for game 4, both players will need to reset their HEALTH to 0 Normal mode.

4.5.27 Player 2 will then select a CHARACTER, followed by Player 1.
4.5.28 Either player may adjust their CONTROL STYLE if desired.

4.5.29 Once both players approve the game settings, game 4 may begin.

4.5.30 In the event that the game ends without the two-kill minimum or ends in a tie, see Rule 5.10 or 5.11.

4.5.31 If at the conclusion of game 4 there is no winner of the match, Player 1 has the option of choosing either the GAME SCENARIO or the WEAPON for game 5.
4.5.32 Player 2 will then choose either the GAME SCENARIO or WEAPON to be played, depending on the selection made by Player 1 in Rule 4.5.31.

4.5.33 Player 1 will select the designated LEVEL Random for game 5 in the multiplayer options menu screen.
4.5.34 Player 1 will then select the GAME SCENARIO (Rule 4.5.32) to be played for game 5 in the multiplayer options menu screen. If LTK mode is chosen, both players will select -10 HEALTH which is the official NGPA™ License To Kill mode. IMPORTANT: Before starting game 5, the HEALTH settings need to be verified. If LTK mode was chosen in game 4 but NOT for game 5, both players will need to reset their HEALTH to 0 Normal mode.
4.5.35 Player 1 will then select a CHARACTER, followed by Player 2. 

4.5.36 Either player may adjust their CONTROL STYLE if desired.

4.5.37 Once both players approve the game settings, game 5 may begin.

4.5.38 In the event that the game ends without the two-kill minimum or ends in a tie, see Rule 5.10 or 5.11.

4.5.39 At the conclusion of game 5, the match is finished.

5. 
Rules Of Play

5.1 A Level may only be selected once per match.

5.2 If a player forgets to adjust their control style after a game has started, the game may be restarted so long as no kills have been made.

5.3 There is a two-kill minimum, combined or otherwise, required for a game to be considered official. Example: Player 1 with 2 kills and Player 2 with 0 kills is the same as Player 1 with 1 kill and Player 2 with 1 kill. Both games are considered official. So long as 2 kills in a game have been made, a player can win a game even if their opponent has a zero or negative SCORE. (Rules 7.10 and 9.8)

5.4 In case of errors such as desynch, the game being played at the time of malfunction will be restarted.

5.5 Notes or documentation are not permitted at any time during match play.

5.6 Any player that accidentally or intentionally ends a game before completion will automatically be assessed a loss for that game. (Rule 9.10)

5.7 Players must be available to kill or be killed at all times. (Rule 3.7.2)

5.8 No special function or altered controllers may be used.

5.9 Re-Entry (Rule 3.7.1)

5.9.1 All players are required to re-enter the game immediately after being killed.

5.9.2 Re-entry into a game is possible as the players screen fades to black after being completely red. 

5.9.3 Delaying the re-entry is considered a foul and will result in possible disqualification.

5.9.4 If asked by either the referee or opponent, the player in question is required to clearly indicate pressing a button for re-entry.

5.10
Game Ending Without Two-Kills
5.10.1
If at the end of a game the two-kill minimum has not been made, the game will then be replayed (overtime) in a YOU ONLY LIVE TWICE format. The same game settings will be used.
5.11
Game Ending In A Tie

5.11.1
If at the end of a game both players have the same SCORE, the game will then be 
replayed (overtime) in a YOU ONLY LIVE TWICE format. The same game settings 
will be used.
6.
Determining the Winner of a Match

6.1 Race To 2

6.1.1 The player who first wins TWO games is the winner of the match.

6.2
Race To 3
6.2.1
The player who first wins THREE games is the winner of the match.

7. 
Filling Out Scorecards

7.1 General
7.1.1 One designated player will fill in scorecards during each match in the tournament.

7.1.2 The Race to 2 scorecard is used for the first round of the tournament only.

7.1.3 The Race to 3 scorecard is used for the rounds following the first round.

7.2 Before Start Of Match
7.2.1 The following is recorded in the designated spaces on the scorecard before the start of the match.

· Player 1 name (2x)

· Player 2 name (2x)

· Game #

· Input Devices

· Date

· Scored By
· Server Type

· Server Name

· Server IP Address

· Ping
7.3
Level Selections
7.3.1 The area to record each players LEVEL selection(s) is located in the bottom right section of the scorecard.

7.3.2 After a player indicates their LEVEL selection during a match, it is recorded by marking an “X” in the appropriate column. 

7.3.3 The columns are labeled alphabetically.

7.3.4 A level may only be selected once during a match. (Rule 5.1)

7.4 Weapons Selections

7.4.1 The area to record each players WEAPON selection(s) is located in the bottom right section of the scorecard.

7.4.2 After each Player indicates their WEAPON selection during a match, it is recorded by marking an “X” in the appropriate column. 

7.4.3 The columns are labeled alphabetically from A through Z.
7.5 Game Scoring
7.5.1 The scorecard sections titled, SCORE, PLAYER 1, and PLAYER 2 are used to record the results from each game. These are located near the top of the scorecard.

7.5.2 After each game, the referee will record each players SCORE in the appropriate section on the scorecard.

7.5.3 PLAYER 1 and PLAYER 2 sections are used to record both KILLS and LOSSES from each game.

7.5.4 At the end of a match, total all columns and enter the amounts in the appropriate gray boxes at the bottom of the columns.

7.6 Scoring Suicides

7.6.1 SUICIDES are counted toward total LOSSES. (Ex: A Player with 3 Losses and 2 Suicides will have a LOSSES total of 5.)

7.7
Scoring A Game Ending Without Two-Kills 

7.7.1 In the event that the two-kill minimum has not been made, the SCORE, KILLS and LOSSES from the overtime game will not be recorded. (Rule 5.10 or 5.11) 

7.8 Scoring A Game Ending In A Tie 

7.8.1 In the event that the two-kill minimum has not been made, the SCORE, KILLS and LOSSES from the overtime game will not be recorded. (Rule 5.10 or 5.11)
7.9
Scoring In Special Circumstances

7.9.1
In a game where a player accidentally or intentionally ends a game before 
completion (Rule 5.6), the opponent of the player committing the infraction will 
automatically be assessed a win.

7.9.2
The SCORE, KILLS, and LOSSES from the game will not be recorded.

7.10
Recording a Win

7.10.1
The area to record a Win is located in the top section of the scorecard.

7.10.2
Each win is recorded at the top of the scorecard by marking an “X” in the appropriate 
players box.

7.10.3
Each box is labeled with a 1 through 6 depending on what scorecard is used. These 
numbers indicate the number of wins needed to win the match.

7.11
+/- Ratio
7.11.1 
In order to calculate the +/- Ratio subtract the total LOSSES from total KILLS and enter the amount in the appropriate box.

7.11.2
If the amount is a positive number, enter a “+” in front of the total. If the amount is a negative number, enter a “-“ in front of the total.

7.12
Notes

7.12.1 
Additional notes or comments from a match may be written in the blank lines located in the bottom left portion of the scorecard.
8. 
Disputes
8.1 Any disputes arising during competition play will be addressed by a NGPA official at the conclusion of a match.

9. 
Eligibility
9.1 Players aged 13 and over may participate in NGPA tournament competition.

9.2
Competitors under the age of 13 are required to submit a signed letter of consent by 
a parent or legal guardian.
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