
 
 

UCSF E-Sports Game-Specific 
Rules 

 
 

Super Smash Bros. Ultimate 

Mario Kart 8 Deluxe 

Rocket League 

League of Legends 

Among Us 

 

Super Smash Bros. Ultimate 

 
1. Games will be played best 3 out of 5 

a. Playoffs best 4 out of 7 

2. Prior to each match, players should add each other as friends on their respective 

Nintendo Switch consoles. 

3. Whoever is the “Home” player, person who is listed first, on the schedule is 

responsible for creating the lobby through the following screen selections: 

a. “Online” → “Smash” → “Battle Arenas” → “Create Arena” 

b. If there are any questions as to who the “Home” player is, contact your 

opponent via Discord to confirm match time as well as who will take 

responsibility for the “Home” player.  

4. The following settings are required for all UCSF E-Sports Super Smash Bros 

Ultimate matches 

a. Type: All Skill Levels 

b. Visibility: Friends 

c. Format: 1-on-1 

d. Rules: 

1. Style: Stock 

2. Stock: 3 

3. Time Limit: 7:00 

4. FS Meter: Off 

5. Damage Handicap: Off 

6. Items: Off and None 

7. Click Advanced 

a. Stage Hazards: Off 

b. Team Attack: Off 



 
 

c. Launch Rate: 1.0x 

d. Score Display: Off 

e. Show Damage: Yes 

e. Click More Settings: 

1. Max Players: 2 

2. Stage Selection: Choice 

3. Custom Stages: Off 

4. amiibo: Off 

5. Spirits: Off 

6. Voice Chat: Off 

f. Arena Name: What week in the season it is (Ex: Week 1 or Week 2) 

5. In the event an incorrect ruleset is used, the match should be stopped and reset 

with the correct ruleset. Previously played games with incorrect ruleset will not 

count towards the match series. 

6. Stage Selection Process (stage selection process will be done via Discord) 

a. Players may select any legal stage as listed below. Players may not play 

on illegal stages or change the length of a time limit. If this is violated, both 

players will be subject to forfeit.  

b. The stage selection process is as follows and is done throughout the 

match. The “Home” player acts as Player 1 and the “Away” player acts as 

Player 2. 

1. Players will select the first stage by striking from the set of starter 

stages listed below in rule 7 in the following order:  

a. Player 1 strikes a stage  

b. Player 2 strikes two stages 

c. Player 1 strikes a stage 

d. The remaining stage is the stage for the first game 

e. NOTE: Stage strikes only affect the first game and are 

removed in consecutive games (Ex: stages striked in game 1 

can be played in the other games in the match). 

2. Player 1 selects their character. 

3. Player 2 selects their character. 

4. The first game is played. 

5. The winner of the game bans two stages from the list of starter 

stages or counterpick stages listed below in Rules 7 and 8 

respectively. These bans will be lifted for the next game (Ex: 

stages banned will not be permanently banned throughout the 

match). 



 
 

6. The loser of the game chooses the next stage, provided it is not 

already banned or they have not already won on that stage in the 

match. 

7. The winner selects their character. 

8. The loser selects their character. 

9. The next game is played. 

10. Repeat steps 5-9 until a match winner is determined. 

7. Starter Stages 

a. Battlefield 

b. Final Destination 

c. Lylat Cruise 

d. Pokémon Stadium 2 

e. Smashville 

8. Counterpick Stages 

a. Castle Siege 

b. Kalos Pokémon League 

c. Town & City 

d. Unova Pokémon League 

e. Yoshi’s Story  

9. Self-Destruct Finishes: In the event where the game ends due to a self-destruct 

move, the results screen will determine the winner of the game. 

10. During each game, in the event time expires (when the timer hits 0), the person 

with the higher stock count, or lower damage if stocks are tied, wins the game. 

a. Sudden Death: in the event time runs out with both players having the 

same number of stocks and same damage, the players will play a 

tiebreaker with the same rules, characters, and stage with the following 

modifications: 

1. Stock: 1 

2. Time: 3:00 

11. Once match is complete both participants will complete the score report form. 

a. In a best of 5 series, Player A wins 3 games and Player B wins 1 game 

1. Player A: Reports their score as 3 and their opponents score as 1 

2. Player B: Reports their score as 1 and their opponents score as 3 

 

 

 

 

 

 



 
 

Mario Kart 8 Deluxe 

 
1. Games will be played best 3 out of 5 

a. Playoffs best 4 out of 7 

2. Prior to each match, players should add each other as friends on their respective 

Nintendo Switch consoles. 

3. Whoever is the “Home” player, person who is listed first, on the schedule is 

responsible for creating the lobby through the following screen selections: 

a. “Online Play, 1P” → “Friends” → “Create Room” 

b. If there are any questions as to who the “Home” player is, contact your 

opponent via Discord to confirm match time as well as who will take 

responsibility for the “Home” player.  

4. The following settings are required for all UCSF E-Sports Mario Kart 8 Deluxe 

matches: 

a. Mode: 150cc 

b. Teams: No Teams 

c. Items: Normal 

d. CPU: Off 

e. Courses 

1. All courses are available 

2. Picking order: Home picks first, Away picks second, Home picks 

third, Away picks fourth, Home picks fifth 

f. Smart Steering: Off 

g. Auto-Accelerate: Off 

h. Motion Controls: Players choice 

i. Vehicles: All Vehicles 

5. Once match is complete both participants will complete the score report form. 

a. In a best of 5 series, Player A wins 3 games and Player B wins 1 game 

1. Player A: Reports their score as 3 and their opponents score as 1 

2. Player B: Reports their score as 1 and their opponents score as 3 

 

 

 

 

 

 

 

 



 
 

Rocket League 

 
1. Games will be played best 3 out of 5 

a. Playoffs best 4 out of 7 

2. Prior to each match, players NEED TO TURN ON CROSS PLATFORM PLAY in 

settings in order to participate.  

3. Whoever is the “Home” player, person who is listed first, on the schedule will 

serve as the host for the match. 

4. The following settings are required for all UCSF E-Sports Rocket League (1v1 or 

2v2) matches: 

a. Game Mode: Soccar 

b. Arena: DFH Stadium 

c. Team Size: 1v1 or 2v2 (Depending on what you league you signed up for) 

d. Bot Difficulty: No Bots 

e. Team Settings: Default  

f. Mutator Settings: Default 

g. Match Length: 5 minutes 

h. Joinable by: Name/Password  

1. Name: What week in the season it is (Ex: Week 1 or Week 2) 

2. Password: Host Choice 

i. Server: US-West 

5. Once match is complete all participants will complete the score report form. 

a. In a best of 5 series, Player A wins 3 games and Player B wins 1 game 

1. Player A: Reports their score as 3 and their opponents score as 1 

2. Player B: Reports their score as 1 and their opponents score as 3 

 

 

 

 

 

 

 

 

 

 

 



 
 

League of Legends 

 
1. League of Legends (LOL) is a team-based strategy game where two teams of 

five champions face off to destroy each other’s base.  

2. Each week you will be placed on a different 5v5 team created by the league 

administrator. One player on each team will be the captain for that week and in 

charge of communicating to teammates and the opposing team captain for the 

week.  

3. Whoever is the “Home” team captain, team who is listed first and player labeled 

captain, on the schedule is responsible for creating the lobby and inviting the 

opposing team captain. 

4. The “Away” team captain is responsible for inviting their team to the lobby of the 

match.  

5. Each match consists of 1 game. 

6. Matches will be held weekly on Wednesday evenings at 6pm. However, we 

understand schedules may not always permit so, if both teams agree on another 

day and time to play, please email the league administrator, Evan Richardson, to 

let him know of the change. All games must be completed before 5pm on 

Friday’s.  

7. The following settings are required for all UCSF E-Sports LOL matches: 

a. Map: Summoner’s Rift 

b. Team Size: 5 

c. Lobby: Private (Invite Only) 

d. Game Type: Tournament Draft 

e. Allow Spectators: None 

8. The minimum number of players required to play each match is 5 per team. 

a. If a team does not have 5 players 15 minutes after the scheduled match 

time the opposing team may take a screenshot of the lobby, send to 

league administrator and complete Forfeit Report Form.  

1. You can extend pass the 15 minutes if you are able to confirm 

with the missing player they will be available with extra time and 

the opposing team agrees to wait the extra time.  

9. Each player will be able to ban 1 champion totaling 5 bans per team. 

10. How to Win 

a. The first team to destroy the opponent’s Nexus will be the winner of the 

match. 

b. A team may also surrender after 15 minutes. 

11. Once match is complete both team captains will complete the Score Report 

Form. 

a. If Team A defeats team B 



 
 

1. Team A: Reports their score as 1 and their opponents score as 0 

2. Team B: Reports their score as 0 and their opponents score as 1 

b. All players on the team will receive the same score for the week.  

12. Playoffs 

a. We will take the top 10 players, record wise, and divide them up into two 

teams who will battle it out for the championship.  

1. The top 2 players will be captains and will take turn picking their 

team.  

 

 

Among Us 
1. Below are basic settings that can be used or altered depending on what the 

group agrees to. If you cannot agree on settings, these will be the ones you play 

by.  

a. 10 players per match 

b. Imposter: 2 

c. Confirm Ejects: Off 

d. Discussion Time: 75s or more 

e. Voting time: 30s 

f. Crewmate Vision: 1.0x 

g. Imposter Vision: 1.75x 

h. Kill Cooldown: 30s 

i. Kill Distance: Medium 

j. Common Tasks: 1 

k. Long Tasks: 1 

l. Short Tasks: 3 or more 

 


