
 

 

The Asia Pacific Predator League 2022 

PUBG:BATTLEGROUNDS Rule 

 

1. General 

 
1.1. This Rulebook shall take effect for the duration of the Asia Pacific Predator 
League 2022 Grand Finals 
 
1.2. Participating Teams: 16 teams from qualifiers or direct invitation 

 

JAPAN① JAPAN② 

JAPAN③ KOREA① 

KOREA② TAIWAN 

indonesia India 

Malaysia Vietnam① 

Vietnam② Thailand① 

Thailand② Philippines 

Hong Kong Singapore 

 
 

1.3. The tournament shall be registered under the name of The Asia Pacific 
Predator League 2022 Grand Finals. 

 
2.Glossary 
 

1. Round – refers to a single game in PUBG. From the drop up to the Chicken Dinner. 
2. Series – a set of games within a single match-up. This refers to 4 rounds 
3. Penalties – a deduction that may result to Point Deduction (total score or round score). 
4. Breaks – can be identified as bathroom/restroom break or rest. 
5. Pre-Match – refers to the start of a PUBG round. A 1–2 minute countdown before the actual 

round starts. 
6. Default – a result to automatic loss or win. 
7. SUPER – Standard and Universal PUBG Esports Ruleset. The basis of the official PUBG ruleset 

for PL 20/21 Grand Finals 



 

 

8. Media Day – days the players and teams are scheduled for interviews. 

3.Tournament Format 

3.1. The Tournament will run in a Point System Format from November 11 to 13, 
2022. 
 
3.2. The organizers could change the tournament format depending on the 
number of competing teams. 
 
3.3. The tournament will be held offline. 
. 
3.4. The tournament bracketing will be generated through PLANET9. All teams 
are required to register on PLANET9 website. 
 

 
4. Player and Team Responsibilities  
 

4.1. Players must obey the PUBG User Agreement and the The Asia Pacific 
Predator League 2022 Grand Finals Rulebook. 
 
4.2. Players and teams should set official player and team names and display in 
format in the game client. 
Note that team tags are limited to a maximum of 3 characters. 

 
4.3. Changing the names of players is prohibited unless requested by the 
tournament manager. 
 
4.4. All players are not allowed to broadcast the games they are playing. 
All players are not allowed to watch any broadcasts while they are currently 
competing in an official match. 
This includes broadcasts of both their own match(es) as well as broadcasts of 
other match(es) going on at the same time while they are competing. 

 
4.5. Being under alcohol/ illegal drug influence during media and tournament 
days is strictly prohibited. Players caught in such state will not be allowed to play 
their matches. Their teams will be disqualified, and any prize money won will be 
revoked.   

 
4.6. Players will not be allowed to use the restroom during on-going rounds. 
Breaks will be provided after each round. Unless any emergency occurs.  
Any violation will result in a penalty of points deducted from the round score or total score. 

 
4.7. Photography and/or audiovisual recording of any kind is not permitted without the prior 

written consent of the Administration. 
 

Also, prohibited until the start of the stream of Day 1 of the tournament and while the 
tournament is in progress. 



 

 

 

 
4.8. Hotels are provided for all teams participating in the tournament in 
Japan. 
 

5. Player Apparel 
 
5.1. During the opening ceremony, players shall wear the ACER PREDATOR 
uniform provided by the Administration. 
5.2 All players must always wear either their team jersey or Acer-branded 
apparel while on stage and during any media appearances. 
Players must also always wear pants and closed-toed shoes while on stage. 
Sandals are prohibited. 
Players are solely responsible for their own apparel, which are subject to 
approval by the Administration. 

Player apparel, which includes clothing and makeup, is subject to the 
following rules: 
 

①Player apparel may include sponsor logos. Sponsor logos are subject to   

approval by the Administration. The Administration reserves the right to reject the 
inclusion of any sponsor logo.  

 
 

②Player apparel may not include any advertisement of a company that does not exist.  

 
 

③Player apparel may not include any reference to any medicine or medication subject to 

medical prescription, tobacco products (or any other nicotine delivery product, e.g., 

heated tobacco product or e-cigarettes), alcohol products, marijuana products, 

controlled substance-related products, or other objectionable material.  

 
 

④Player apparel may not include any content that is defamatory, obscene, vulgar, 

repulsive, offensive, disruptive, politically insensitive, or which refers to things a 

reasonable person might consider socially unacceptable.  

 

⑤Player apparel may not include content which promotes discrimination, hate, violence, 

the use of illegal substances, illegal activities, mail fraud, pyramid schemes, or promotion 

of investment opportunities not permitted by applicable law.  

 



 

 

 

⑥Player apparel may not include any content that is pornographic.  

⑦Player apparel may not include a trademarked or copyrighted material or other 

intellectual property without the owner’s written consent, or which might expose the  

Competition to the risk of claims of infringement, misappropriation, or other forms of 
unfair Competition (in relation to any such claim, any such player and team shall 
indemnify the Competition).  

 
 

⑧Player apparel may not include any political and/or religious messaging, including but 

not limited to, promotion of political candidates or messaging, religious products or 

services, and/or any website, social media, traditional media, brands, etc. that could be 

considered political or religious in nature.  

 

⑨Player apparel cannot include beanies, hats, or other forms of headwear which covers 

any part of the ear and/or face. Exceptions for this rule can be made for health or 

religious purposes by seeking prior approval from the Administration.  

 

⑩Player apparel may not include any account selling, account sharing, or account 

trading websites or any businesses that give one player an unfair advantage over another 

player, including but not limited to hacking, cheating, and key selling.  

 

⑪Player apparel may not include any content that disparages or is disruptive to the 

Competition, Administration, any Participant, or any other stakeholders associated with 

the Competition, including but not limited to global or regional sponsors/partners, or 

other esports organizations.  

 
 

6. Hardware and Software 
6.1. The following hardware will be provided for use during all tournament 
matches and practice matches. Players must use the provided hardware during 
all tournament matches and scheduled practice matches. 

①PC：Predator ORION 5000 12th Gen  

Intel i7 Processor,32GB/1TB SSD/RTX 3080 

②Monitor：Predator XB3 24.5" 240Hz 

 
All players may not arbitrarily disassemble or otherwise modify the provided 



 

 

hardware. If the hardware is modified and used without the approval of the 
Administration, a penalty will be imposed.  
 
A team communication solution for players during tournament matches and 
practice matches will also be provided. The provided team communication 
solution must be used. The use of any other team communication solution is 
strictly prohibited. Communication between team members must comply with 
SUPER’s Code of Conduct, and all player voices in official scrims and official 
matches are recorded. 
 
6.2. Players must bring the following hardware for use during tournament 
matches and practice matches: 
 

・Mouse 

・Keyboard  

・Mouse pad / Mouse bungee 

・Headset 

    • In-ear headphones  
 
In addition to the above, players may bring their own USB interfaced external 
soundcards. 

 
Mouse, keyboard, and soundcards must utilize standard USB interfaces. 
Hardware that requires any conversion to connect with USB interfaces may not 
be permitted. Players may not connect any device other than a mouse, keyboard, 
in-ear headphones, and/or soundcard to their PC without explicit permission from 
Administration. All player-provided hardware must function properly without an 
internet connection. Players will be given an opportunity to install any necessary 
drivers during a designated setup and testing period. 
 
6.3. Players are solely responsible for their own equipment. 
If any player-provided equipment malfunctions, breaks, gets lost, or is stolen, 
players must provide their own replacement equipment. All player-provided 
equipment is subject to inspection and approval by the Administration. The 
Administration reserves the right to deny the use of any equipment that is 
suspected of creating an unfair competitive advantage. Players are solely 
responsible for replacing any rejected equipment. 
 
All equipment for players shall be subject to inspection and approval by 
tournament management. 
 
6.4. Players will be allowed to run only Steam, Discord, PLANET9 app, and 
PUBG on their competition PC. 



 

 

All other applications are prohibited.  
All players must download and install the PLANET9 desktop version of the 
application. 

 
7. Event Stage Access 

 
7.1. The Event Stage refers to the official Competition area. 
 
Only the five (5) players who are actively participating in the match, Referees, the 
Head Referee, and members of the Administration will be allowed on stage 
during a match. Referees will inform coaches and other Participants when they 
are required to leave the stage. 
 
At this time, all individuals, except players, Referees, and members of the 
Administration, must leave the stage. Any individual who fails to do so in a timely 
manner is subject to punishment. 
 
No props, ornaments, signs, banners, flags or any other items that could cause a 
distraction are allowed on stage, unless approved by the Administration. 
 
7.2. Only hand-written or printed notes/stats are allowed. Using any electronic versions 
are prohibited.  
 
7.3. No mobile phones or electronic devices are allowed on stage. 
The use of mobile applications is also prohibited. 
Only the desktop version of PLANET9 is allowed to be used. 
 
7.4. Health-Related Electronic Devices 
If it is necessary to bring an electronic device into the stage due to a health issue, 
it is allowed only after obtaining prior approval from the Administration. 
 
7.5. Eating in the competition area is prohibited. Only beverages prepared by the 
tournament staff will be allowed to be brought in. 
 

8. Discord Competition Area 
 

8.1.  Each team member will have their own channel on the Discord server 
provided by the administration, under the supervision of the administration and 
broadcast staff. Each team voice channel on Discord is also called the Discord 
competition area. 
 
8.2. Only players, supervisors and staff members authorized by the organizer 
may participate in the Discord competition area. 
 
The administration have the right to exclude or disconnect any person who 
illegally participates in the channel. 



 

 

 
9. Interviews and Media 
 

9.1. Participating teams will be asked by members from the Acer Predator 
Media to appear in a media interview any time during the course of the 
tournament. 
 
By participating in the Predator League 2022 Japan Grand Final, players agree 
to this arrangement and will give priority to the schedule given for media 
interviews. 

 
10. Match flow / management  

 
10.1. Flow up to the match 
 
10.1.1 Set - up time 
Players will have designated blocks of time prior to their match time to ensure 
they are fully prepared. 
The Administration may change the schedule due to broadcast related issues or 
other reasonable grounds. 
Once the player has finished setting up and testing the necessary equipment, the 
equipment is not allowed to be removed from the seat unless authorized by the 
Administration. 
 
If any equipment provided by the Administration is not functioning, the player 
should immediately report the issue to the Referee in which they will decide how 
to best address the issue. If the issue is not addressed to the player and/or 
team’s liking, they may request the Referee to escalate the issue to the Head 
Referee. 
 

 
10.1.2Check in  
 
Scheduling is essential to the efficient operation, commercial viability, and 
integrity of the Competition.  
 
All players must be seated to play the match by the time required by the 
Administration  
Match start times may be adjusted depending on any accelerations or delays in 
the production schedule. The Administration will communicate changes to the 
match schedule to all Participants. 
Once players have checked in for a match, they may not leave the stage without 
the explicit permission from Administration. 
 
10.2. All matches are created by match admin, not later than 15 minutes before 
the match starts. 



 

 

 
10.3. Teams and players must be in the lobby 10 minutes before the games start. 

 
10.4. Players have a 10-minute break in between games. Countdown starts 
when the match ended. 
Players must be back in the lobby and team ready at the end of the 10-minute break. 
If the timer runs out before a team is ready, the admin can already penalize them with a warning.  
 
10.5. In between Rounds 2-3, 6-7 and 10-11, players may take a 15-minute 
break. 
10.6. Total game duration – The game lasts until there is only one team left.  
 

 
10.7. Match Support  
A player may report any issue during a match by raising a hand to a Referee. 
The Referee will then decide how to best address the issue. 

 
10.8. Remaining Seated 
Players must always remain seated during a match and not leave their seats until 
given explicit permission by a Referee following the completion of a match. 
 
10.9. Substitution of players during the tournament will be allowed for all teams 
as long as the substitutes are officially registered. 
 
10.9.1. Teams are responsible for reporting their team's substitutions to the 
referee. 
Teams must provide information on who is being substituted and for what 
justification when requesting a player substitution. 
 
10.9.2 The referee reserves the right to confirm substitutes and to allow or deny 
substitution requests. 
 
10.9.3 A team may only request to substitute players at the start of a round or at 
the end of the previous round.  
 
Substitution during a match is not allowed. 
 
10.9.4 Substitutes are only available if the substitutes are declared as part of the 
official roster by the October 28, 2022 roster change deadline. 
 
10.9.5 There is no limit to the number of substitutions during the series. 
 

11. Game Settings and Scoring  
  

● Game Settings – PUBG Global - SUPER v3.0.3 
● Game used – Playerunknown’s Battlegrounds (PUBG)  
● Competition method – 16 teams. 4 members per squad. Survival of the fittest. 



 

 

● Gameplay Rules – Version (Tournament)  
● Rounds – 15 rounds  
(Rounds 1,2,3,6,7,11,12,13 – Erangel. Rounds 4,5,8,9,10,14,15 – Miramar)  

● Mode – FPP 
 

Tournament Scoring (Rank Score) 
 

Placement Points 

1 10 

2 6 

3 5 

4 4 

5 3 

6 2 

7 1 

8 1 

9-16 0 

 

(Kill Score) - 1 Point per Kill  
 

Point Draw - In case of a point draw after all 15 rounds of play, the final ranking is 
determined in order of the conditions here here-forth:  

● Compare every tied Team’s total Kill Points across all matches played. 
● Compare every tied Team’s best performing Match based on Match Points. 
● Compare every tied Team’s best performing Match based on Kill Points 

 
12. Disconnections, Remakes and Stoppage of Play 
 

12.1. Rematch 
 

The Administration reserves the right to call for a rematch if multiple players experience 
lag or glitches, if the game server is deemed unstable, in the event of a power 
interruption, or if there are extreme circumstances in which a full match restart is 
necessary to retain the competitive integrity of the Competition per the sole discretion of 
Administration. 

 
In the event of extreme circumstances that necessitate the resumption of the match in 
order to maintain the integrity of the competition, the match may be rematched at the sole 
discretion of the Administration. 

 
12.2.1. Disconnection 

 
Intentionally disconnecting from the PUBG game client or server during an official match 
is strictly prohibited and may be subject to penalties.  

 
 



 

 

If any player disconnects before all 64 players have landed successfully, the match shall 
be restarted. Once all 64 players have landed successfully, the match is considered to 
have officially started. 

 
However, remakes are allowed only once per round, and if the same scenario occurs 
again, the match will proceed regardless of the circumstances. 

  
 

12.2.2. Early-Match Disconnection 
 

If a player experiences a disconnection after a match has officially started, the 
player must notify a Referee by immediately by raising a hand. The Referee will 
attempt to reconnect the player. The match must continue normally whether the 
player is able to successfully reconnect or not.  
After all 64 players have successfully landed, the match may be restarted only in 
the following cases:  

・   • All players are marked “#unknown”  

・   • The lobby host failed to join the game  

・   • Any of the players failed to join the game  

 
 
 

12.2.3.Large-Scale Disconnection 
 

If all alive teams, all but one (1) alive teams, or ten (10) or more alive players disconnect 
simultaneously, the match must be immediately terminated. A rematch that consists only 
of the players who were still alive at the exact time of the large-scale disconnection must 
be conducted. If any player is discovered to have been responsible for the cause of the 
large-scale disconnection, that player will be excluded from the rematch. The results of 
the rematch will be added to the results of the match in which the large-scale 
disconnection took place to determine the final results of the match. 
In principle, remakes due to errors in the devices provided by the players will not be 
made. 

 
13. Tables 

13.1. Blue Zone  
 

Phase Delay Wait Move DPS Shrink Spread Land 
Ratio 

1 90 240 270 0.6 0.35 0.5 0 

2 0 90 120 0.8 0.55 0.56 0 

3 0 60 120 1 0.6 0.56 0 

4 0 60 120 3 0.6 0.56 1 

5 0 60 120 5 0.65 0.56 0 



 

 

6 0 60 120 8 0.65 0.56 0 

7 0 60 90 10 0.65 0.56 0 

8 0 60 60 14 0.7 0.56 1 

9 0 10 160 18 0.001 10 0 

13.2. Erangel Settings 

Item Spawn Type Adjustable Ratio & 
Adjustable Total Number 

Spawn Rate Multiplier 1.8 

Ammunitions 

Ammunitions 1 

- 12 gauge 1 

- .45 ACP 1 

- 5.56mm 1 

- 762mm 1 

- 9mm 1 

- Bolt 0 

- Flare 0 

Weapons 

Sniper Rifles 1.65 

- Kar98K 1 

- Mosin Nagant 1 

- M24 1 

DMRs 2.25 

- Mini14 1 

- SKS 1 

- VSS 1 

- SLR 1 

- QBU 1 

Assault Rifles 1.3 

- AKM 1 

- G36C 1 

- M416 1 

- M16A4 1 

- Beryl M762 1 

- Mk47 Mutant 1 

- SCAR-L 1 

- QBZ 1 

Hunting Rifles 0 

- Win94 1 

LMGs 0.5 

- DP-28 1 

- M249 1 

SMGs 2 



 

 

- Bizon 1 

- Tommy Gun 1 

- UMP45 1 

- Micro UZI 1 

- Vector 1 

- MP5K 1 

Shotguns 1 

- 2686 1 

- S12K 1 

- S1897 1 

- DBS 0.5 

Handguns 0.45 

- Deagle 1 

- P18C 1 

- P1911 1 

- P92 1 

- R1895 1 

- R45 1 

- Sawed Off 1 

- Skorpion 1 

Throwables 1.4 

- Flashbang 1.1 

- Frag Grenade 0.7 

- Molotov Cocktail 1.1 

- Smoke Grenade 1.1 

- Spike Trap 0 

- Stick Bomb 0 

C4 0 

Melee Weapons 1.65 

- Crowbar 1 

- Machete 1 

- Pan 1 

- Sickle 1 

Crossbow 0 

Flare Gun 0 

Launcher 0 

- Panzerfaust 0 

ETC 

Sight Attachments 1.1 

- Dotsight 1 

- Holosight 1 

- Scope 2x 1 

- Scope 3x 1 

- Scope 4x 1 

- Scope 6x 1 



 

 

- Scope 8x 1 

- Canted Sight (RMR) 1 

Magazine Attachments 0.55 

- SR Magazine 1 

- AR Magazine 1 

- SM, Handguns 
Magazine 

1 

Muzzle Attachments 0.75 

- SR Muzzle 1 

- AR Muzzle 1 

- SG Muzzle 1 

- SMG, Handguns 
Muzzle 

1 

Foregrip Attachments 1.3 

- - Foregrips 1 

Stock Attachments 1.65 

- Quiver (Crossbow)  0 

- Composite (AR, 
Vector, MP5K) 

1 

- UZI Stock 1 

- Bulletloops (SG, 
Win94, Kar98K) 

1 

- Cheekpad 1 

Consumables 

Heal Items 1.1 

- Bandage 1 

- First Aid 1 

- Medkit 1 

Boost Items 1 

- Energy Drink 1 

- Pain Killer 1 

- Adrenaline 1 

Gas Can 0.35 

Equipment 

Backpack 0.65 

- Backpack (Lv.1) 1 

- Backpack (Lv.2) 1 

- Backpack (Lv.3) 1 

Helmet 0.9 

- Helmet (Lv.1) 1 

- Helmet (Lv.2) 1 

- Helmet (Lv.3) 1 

Armored Vest 0.9 

- Armor (Lv.1) 1 

- Armor (Lv.2) 1 



 

 

- Armor (Lv.3) 1.05 

Clothing 

Clothing 0 

Vehicles 

Buggy 1 

Dacia 1 

Zima 1 

Mirado 1 

Motorbike 1 

Scooter 1 

Motorbike w/ sidecar 0 

Tukshai 1 

Pickup 1 

Rony 1 

UAZ 1 

Esports Exclusive Vehicle 1 

Aircraft 

Motor Glider 0 

Watercraft 

Boat 1 

Aquarail 1 



 

 

13.3. Erangel Vehicles 

 

◼ Vehicles: In addition to the random vehicle spawns, fixed vehicle spawns have 
been added to Erangel.  
◼ Boats: Boats will only and always spawn at the Red dots. 

 

13.4. Miramar Settings 



 

 

Item Spawn Type Adjustable Ratio & 
Adjustable Total Number 

Spawn Rate Multiplier 1.7 

Ammunitions 

Ammunitions 1 

- 12 gauge 1 

- .45 ACP 1 

- 5.56mm 1 

- 762mm 1 

- 9mm 1 

- Bolt 0 

- Flare 0 

Weapons 

Sniper Rifles 2.45 

- Kar98K 1 

- Mosin Nagant 1 

- M24 1 

DMRs 2.8 

- Mini14 0.95 

- SKS 1.05 

- VSS 0.95 

- SLR 0.95 

- QBU 1 

Assault Rifles 1.3 

- AKM 0.95 

- G36C 1 

- M416 1.05 

- M16A4 0.95 

- Beryl M762 1.05 

- Mk47 Mutant 1 

- SCAR-L 1.05 

- QBZ 1 

Hunting Rifles 0.65 

- Win94 1 

LMGs 0.4 

- DP-28 1 

- M249 1 

SMGs 0.85 

- Bizon 0 

- Tommy Gun 1 

- UMP45 1 

- Micro UZI 0.95 

- Vector 1.05 

- MP5K 0 

Shotguns 1 



 

 

- 2686 1 

- S12K 1 

- S1897 1 

- DBS 0.4 

Handguns 0.55 

- Deagle 1 

- P18C 1 

- P1911 1 

- P92 1 

- R1895 1 

- R45 1 

- Sawed Off 1 

- Skorpion 1 

Throwables 1.1 

- Flashbang 1.3 

- Frag Grenade 0.55 

- Molotov Cocktail 1.4 

- Smoke Grenade 1 

- Spike Trap 0 

- Stick Bomb 0 

C4 0 

Melee Weapons 1.85 

- Crowbar 1 

- Machete 1 

- Pan 1 

- Sickle 1 

Crossbow 0 

Flare Gun 0 

Launcher 0 

- Panzerfaust 0 

ETC 

Sight Attachments 1 

- Dotsight 1 

- Holosight 1 

- Scope 2x 1.05 

- Scope 3x 1 

- Scope 4x 1.05 

- Scope 6x 1 

- Scope 8x 1.15 

- Canted Sight (RMR) 0.75 

Magazine Attachments 1.2 

- SR Magazine 1.05 

- AR Magazine 1 

- SM, Handguns 
Magazine 

1 



 

 

Muzzle Attachments 0.75 

- SR Muzzle 1.05 

- AR Muzzle 1.05 

- SG Muzzle 1 

- SMG, Handguns 
Muzzle 

1 

Foregrip Attachments 1.25 

- Foregrips 1 

Stock Attachments 1.1 

- Quiver (Crossbow)  0 

- Composite (AR, 
Vector, MP5K) 

1 

- UZI Stock 1 

- Bulletloops (SG, 
Win94, Kar98K) 

1 

- Cheekpad 1.05 

Consumables 

Heal Items 1.1 

- Bandage 1 

- First Aid 1 

- Medkit 1.05 

Boost Items 1.1 

- Energy Drink 1 

- Pain Killer 1.05 

- Adrenaline 1.05 

Gas Can 0.35 

Equipment 

Backpack 0.95 

- Backpack (Lv.1) 0.95 

- Backpack (Lv.2) 1.05 

- Backpack (Lv.3) 1.1 

Helmet 0.8 

- Helmet (Lv.1) 0.95 

- Helmet (Lv.2) 1.05 

- Helmet (Lv.3) 1 

Armored Vest 0.8 

- Armor (Lv.1) 0.95 

- Armor (Lv.2) 1.05 

- Armor (Lv.3) 1.1 

Clothing 

Clothing 0 

Vehicles 

Buggy 1 

Dacia 1 

Zima 1 



 

 

Mirado 1 

Motorbike 1 

Scooter 1 

Motorbike w/ sidecar 0 

Tukshai 1 

Pickup 1 

Rony 1 

UAZ 1 

Esports Exclusive Vehicle 1 

Aircraft 

Motor Glider 0 

Watercraft 

Boat 1 

Aquarail 1 

 
13.5 Miramar Vehicles 



 

 

 
◼ Vehicles: In addition to the random vehicle spawns, fixed vehicle spawns have 
been added to Miramar.  
• Models: Pick-up Truck or Mirado  
• Skin: Esports 
 ◼ Boats: Boats will only and always spawn at the Red dots.  
• Model: PG-117  
• Skin: None 

 

 
14. Refereeing and Issues 
 

14.1. Schedule and refereeing of each match will be done by the tournament 
organizer and administration and the referee. 



 

 

The administration and referee will make decisions according to this Rulebook 
and inform teams. 
In extraordinary situations or in situations which are not described here, the 
administration will be the one to provide a binding decision. 

 
14.2. From the teams’ sides, only the captain or manager can communicate 
about any issues or controversial situations.  
 
14.3. If there are no requests from captains about a controversial situation within 
10 minutes of the match’s end, the result is considered to be confirmed. Only the 
team captains have a right to submit a protest. The captain must provide all the 
information needed within 15 minutes after the match is finished. Otherwise, the 
result is considered to be confirmed and beyond discussion.  

 
 

14.4. Decisions about the controversial situations can only be made by the 
Administration.  
 
 
14.5. Decisions made by the Administration are ultimate and out of discussion. 
 
14.6.Once all teams have played a match, there will be no remakes allowed 
under any circumstance. 
 

15. Disciplinary punishments  
 
15.1. Violation of any of the rules, regulations, terms and conditions will result to 
penalties or disqualifications. 
Administration reserves the right to apply penalties according to their judgment 
and discretion. 

 
15.2. If a player is experiencing a bug, they must notify a channel moderator or a 
tournament admin immediately. 
Hitting Alt+F4, closing PUBG and reconnecting will fix 99% of bugs. Failure to do 
so will incur loss of points, temporary suspension, or ban.  

 
15.3. Bug abuse is considered cheating and will be automatically disqualified 
from the tournament.  

 
15.4. Cheating is strictly prohibited. No player should be caught manipulating 
game files, using unapproved game modifications, or any other method by which 
one may gain an unfair advantage over another player. 

 
15.5.1. Any forms of cheating will be strictly prohibited. 
Administration will supervise every player on the Discord Competition Area and will 
have the right to require the players to share their screens for checking.  



 

 

 
15.5.2. At the start of every match, the teams are required to share their screens 
and will show the CONTROL PANEL on their tournament PCs. The 
Administration will then conduct a SYSTEM CHECK at least 10 minutes before a 
round starts. 
 
15.5.3.  Administration has also the right to conduct a system check without prior 
notice.  
15.5.4. All apps, programs, or software that players will use during the entirety of 
the tournament should be approved by the Tournament Marshals beforehand. 

 
15.5.6 Account Sharing and Piloting is strictly prohibited.  
Any players/team caught using different accounts or player not registered or 
recognized by the Administration will result to disciplinary sanctions and fines. 

 
15.5.7Penalties can be in the following forms:  

Warning  
Default loss  
Disqualification of a player/team from the entire tournament  
Banned from future tournament organized by Acer Predator and TNC Events 

 
15.8. Disqualification means revoking of all rights to participate further in the 
tournament. Decisions regarding player/team disqualifications will be made by 
the Tournament Officials, be it admins or organizers. 
 

16. Cash Prize Distribution 
 
16.1. All prize money should ideally be paid out 60 to 90 banking days after the 
tournament, but it may take as long as 180 days for the payment to be 
completed. In any case, the distribution may come early as the given dates. 
 
 
PL2022 PUBG ASIA 
 

1s placement：$75,000 +＄10,000 Device Selection 

2nd placement：$35,000 

3rd placement： $15,000 

 
16.2. After the tournament, the Tournament Organizers will contact the team 
representative for the prize distribution details. 

 
17. COVID-19 

 



 

 

17.1. During the tournament, it is necessary to follow the instructions from the 
administration regarding infection control measures (wearing face masks, 
physical and social distancing, etc.) as set forth by the administration. 
 
18. Admin/Organizer Rights 
 
18.1. The organizers may, at their discretion, overrule all rules and change any of 
the rules as it deems fit without prior notice. 
Decision of the organizer is ALWAYS final.  

. 
18.2. The admin is authorized to instruct and guide the players during the 
tournament in accordance with this Rulebook. 
 

＝＝＝＝＝＝＝＝＝＝＝＝＝＝＝＝＝＝＝＝＝＝＝＝＝＝＝＝＝＝＝＝＝＝＝＝ 

【Change log】 


