
RIMPAC 2026 Call of Duty: Black Ops 7 Game Play Rules 

These rules (these “Game Play Rules”) set forth the rules of game play for the NAVY RIMPAC Call 
of Duty: Black Ops 7 (the “Tournament”). Please read the Game Play Rules carefully before 
submitting an entry or participating in the Tournament as these Game Play Rules contain 
important information about the rules and format of the Tournament. 

1.  Definitions 

1.1. Disconnect - When a Player is disconnected from the Server due to network connectivity 
issues. 

1.2. Disputes - A controversy and/or difference of opinion over which Teams or Players disagree 
or debate and present to an Official for a decision. 

1.3. Disqualification - The removal of a Team or Player from the Tournament by an Official for 
violation of either the Official Rules or these Game Play Rules. 

1.4. Forfeit - The act of voluntarily admitting a defeat during the Tournament, thereby 
surrendering victory of the Round, Match or Tournament (as applicable) to the opposition or 
having a victory or opportunity to play Round(s) or Match(es) revoked by an Official due to 
Player/Team violation of the Official Rules or Game Play Rules. 

1.5. Handle - A Player or Team pseudonym used for identification of Players or Teams during the 
Tournament. 

1.6. Maps - Call of Duty: Black Ops 7 virtual environment on which Teams compete. 

1.7. Match – Best-of-three Call of Duty: Black Ops 7 maps played by two Teams. The Team to 
first win two maps will determine the winner of the Match. 

1.8. Tournament Officials - The designated individual(s) presiding over the Tournament and 
responsible for enforcing the Official Rules and these Game Play Rules. 

1.9. Penalty - A punishment enforced by the Official of a Player/Team for violating the Official 
Rules or Game Play Rules. 

1.10. Player - Any participant who meets the eligibility requirements and properly registers for 
the Tournament 

1.11. Team - A Team consists of at least 4 Players (one of which is the Team Captain). 

1.12. Team Captain - The Team Captain serves as the primary contact for such a Team. 

1.13. Warning - A verbal or written indication from an Official to a Player/Team that continued 
or subsequent actions could result in a Penalty. 



2.  Competitors & Team Assignments 

2.1 Competitors: All players must be registered to compete in the event through the official 
registration portal. 

2.2 Team Assignments: Competitors are welcome to form teams on their own or simply register 
alone. Tournament Officials will ultimately group competitors into groups of 4 players. Check in 
on tournament day will be from 9am to 10am. 

3.  Tournament Format 

The tournament format is as follows. 32 Teams of 4 players each will be formed in the 
Tournament. Those 32 teams will compete in a Single Elimination bracket, all rounds will be best 
of 3 maps. The winner of the final match will determine the tournament winner. 

4. Score Reporting 
Players and teams are responsible for submitting results after games. Officials will use these 
submitted results to confirm and update scores on the backend. In the case of any 
disagreements concerning score, players / teams should keep screenshots for Officials to settle 
the issue. DO NOT MOVE ON WITHOUT SUBMITTING YOUR SCREENSHOT. EVEN A PICTURE 
FROM YOUR PHONE WILL DO. 

5.  Match Scheduling 

5.1 Tournament Play Schedule: Tournament Play Matches will begin on July 6th at 
10:30am. Matches in the Tournament Play will proceed ahead of schedule if the Teams are 
available and if so directed by an Official. 

5.2 Match Delays: A Match may be delayed from starting only if so directed by an Official, or 
preceding Matches in the bracket are incomplete, or if a Team is encountering technical 
difficulties. 

6.  Team Identity and Conduct 
 
6.1 Sportsmanship: All Teams will be required to uphold and observe a universal level of 
sportsmanship. Unsportsmanlike conduct includes, but is not limited to, racism, use of 
profanity, rude acts, vulgar acts, acts of belligerence, and disrespect of an Official.  
 
Unsportsmanlike conduct may be Disputed and may be grounds for Team Disqualification by an 
Official. Rulings on unsportsmanlike actions are subject to the Official’s interpretation and 
assessment of seriousness. If a Team is found in violation of this rule the following actions may 
happen: 



Minor infractions as judged by an Official: Warning  
Severe infractions or repeat minor infractions as judged by an Official: Disqualification 

Any accusations of unsportsmanlike conduct by a Team or must be brought to the attention of 
the Official by filing a dispute following the Match in which the alleged action has occurred for 
investigation by a presiding Official. 

6.2 Player Handles: Handles may not contain profanity, racism, sexism, references to illegal 
drugs, or general vulgarity. Players found with offensive Handles will be approached by an 
Official and asked to edit their Handle to something more appropriate. 

6.3 Cheating: All forms of cheating in matches are forbidden and will be penalized by Officials. 
Players found cheating may be barred. By breaking any rule a player risks being completely 
excluded from all tournament proceedings. This may also include the entirety of their team. 

7.  Match Hosting Information and Requirements 

7.1 Hosting Matches: For each Match, responsibility for formation of a match lobby will be 
granted to the higher seeded team If a connection cannot be established, a different Player 
should attempt to host.  
 
7.2 Side Selection: The higher seeded team will select either GUILD or JSOC before the start of 
each Match. This side choice will apply to all Games within the Match series. 
 
7.3 Player Disconnects & Game Restarts: 

A Game Restart is defined as the decision by the Officials, at its sole discretion, to begin 
gameplay from a previous point in the Game. Situations in which the Officials may deem a 
Game Restart to be appropriate include but are not limited to a critical malfunction of Provided 
Equipment or the occurrence of a Major Bug. 
Games that have been interrupted to a point where the Officials has deemed continuation of 
gameplay to be untenable or a threat to the integrity of the match will be restarted.Games in 
which a restart has been deemed warranted shall resume from a point determined by the 
Officials in their sole discretion. 

1. Disconnections. If a Player disconnects within the first thirty (30) seconds and/or before 
the first kill, the game should be ended. All players must leave the game and restart the 
game. If a player disconnects after the first thirty seconds (30) and/or the first kill, the 
game must be continued, and the disconnected Player should rejoin the game. If the 
team with the disconnected Player leaves the lobby, their team may forfeit the 
round/game in question. 



8.  Game Environment Requirements 

The game environment consists of any and all files used to control or play the game. The use of 
any third-party application and/or program to influence or manipulate the game environment is 
strictly prohibited, including the use of third-party tools, graphics, textures, models, sounds, 
HUDs, pointers, or any other alterations that could be perceived as providing an unfair 
competitive advantage. Any violations that are deemed by an Official to potentially provide a 
competitive advantage will result in a Disqualification of offending Players. 

9.  Game Play 

Unless otherwise specified in the Game Play Rules, all Games will be played using the in-game 

“CDL” settings for all 4v4 game modes. All games will be played on the latest patch of the game 
on tournament days. 

9.0 Game Settings: Game Settings will follow the current CDL format. 

9.1 Gametypes & Map Rotations: 

Gametypes and map rotations are subject to change* 

The following gametype rotations are in effect for each bracket round: 

Hardpoint 

• Sake 

• Colossus 

• Den 

• Scar 

• Gridlock 

Search & Destroy 

• Gridlock 

• Den 

• Plaza 

• Raid 

• Scar 

• Fringe 

https://www.google.com/url?q=https://callofdutyleague.com/en-us/competitive-settings?tab%3Dpro-challengers-settings&sa=D&source=editors&ust=1782173561303695&usg=AOvVaw2J6T10jlp282hwrHQ6bP5x


Overload 

• Den 

• Exposure 

• Scar 

It is the responsibility of both Teams to verify that the Match settings are correct prior to 
starting a Match. Once a Match has begun, Teams may not restart or replay due to incorrect 
Match Settings, unless both Teams mutually agree to do so.  

BLACK OPS 7 GAME MODE RULES 

• USE CDL AND UNLOCK RULES 

• TURN OFF CALL OUT PINGS 

• ENABLE TEAM CHANGE SETTINGS 

• Search and Destroy 

• Game 

• Allow callout pings - Off 

• Team 

• Killcams - Off 

• Friendly Fire - On 

• Gameplay 

• Dynamic map elements - Off 

• Hardpoint 

• Game 

• Allow callout pings - Off 

• Team 

• Killcams - Off 

• Friendly Fire - On 

• Gameplay 

• Dynamic map elements - Off 



• Overload 

• Game 

• Allow callout pings - Off 

• Team 

• Killcams - Off 

• Friendly Fire - On 

• Gameplay 

• Dynamic map elements - Off 

BLACK OPS 7 RESTRICTED ITEMS 

• Operator Skins - Allowed is listed. All others are banned. 

• Default Operators - Allowed (Default customization is NOT allowed) 

• Ranked Play Skins - Allowed 

• CDL Skins - Allowed 

• Allowed & Restrictions 

• Primary 

• Assault Rifles - ONLY 

• M15 

• SUBMACHINE GUNS - ONLY 

• MPC 

• SECONDARY WEAPONS 

• All Launchers are banned 

• ONLY allowed pistol: Jager 45 

• Red Dot as an attachment ONLY 

• MUZZLE ATTACHMENT RULE 

• NO muzzles allowed on Assault Rifles 

• Muzzles ARE allowed on SMGs ONLY 



• RESTRICTIONS 

• FULLY BANNED ATTACHMENTS 

• Any magnified optic 

• Millimeter Scanner 

• All launcher underbarrels 

• Any lasers 

• Any headshot multiplier barrels 

• All silencers 

• All rapid-fire attachments 

• Akimbo 

• MFS Semi-Auto Fast Mag 

• LTI Target Finder V2 

• Iron sights on Assault Rifles 

• All muzzle attachments (see rule below) 

• ASSAULT RIFLE SIGHT RULE 

• Assault Rifles MUST use a non-magnified sight 

• Iron sights are NOT allowed on Assault Rifles 

• Sniper allowed in Search only- VS Recon 

• No attachments allowed 

• Melee Weapons 

• Only Knife is Allowed 

• Scorestreaks - Allowed is listed, not restricted 

• Hellstorm - Allowed 

• Lethals - Allowed is listed, not restricted 

• Frag - Allowed 

• Semtex - Allowed 



• Tacticals - Allowed is listed, not restricted 

• Stun Grenade - Allowed 

• Smoke Grenade (one per team in SND) - Allowed 

• Field Upgrades - Allowed is listed, not restricted 

• Trophy system - Allowed (2 Per Team) 

• Mute Field - Allowed 

• Perk 1 - Allowed is listed, not restricted 

• Lightweight - Allowed 

• Ninja - Allowed 

• Flak Jacket - Allowed 

• Perk 2 - Allowed is listed, not restricted 

• Fast Hands - Allowed 

• Tech Mask - Allowed 

• Perk 3 - Allowed is listed, not restricted 

• Dexterity  -  Allowed 

• ALL Specialty Perks are Banned except Tactician 

• Wildcard - Allowed is listed, not restricted 

• Perk greed - Allowed 

9.2 Victory Conditions: This section defines the specific parameters and objectives that must be 
attained in any of the official competition game modes in order to achieve victory for any 
specific Game Program. For the avoidance of doubt, the final scoreboard for each round will be 
the primary source of truth for determining which team wins or losses 

1. Search and Destroy 
To satisfy the Game Win Condition for Search and Destroy, Teams must: 

1. Being the first team to win Six rounds 

2. Hardpoint 
To satisfy the Game Win Condition for Hardpoint, Teams must: 



1. Reach two hundred and fifty (250) points before the enemy Team 

3. Overload 
To satisfy the Game Win Condition for Overload, Teams must: 

1. Obtain the Overload Device and escort it to one of two designated capture zones on the 
enemy’s side of the map and “overload” them to score a point. 

2. Be the first team to win 8 points. 

9.3 Item Limitations: All in-game skins/cosmetics are permitted. Items that are introduced into 
the game after the Tournament has started are allowed to be used during official Tournament 
Matches.  

9.4 Minimum Players: No Match may start with less than four Players per Team, which is the 
required minimum number of Players. If Players leave after the Match has begun, the Team may 
continue to play without them. 

9.5 Roster Changes: No rosters changes are permitted after tournament play has begun unless it 
has been approved by an Official. To have a roster change done, you must consult an Official to 
determine if a change will be allowed. The Official’s decision regarding such change will be final 
and non-negotiable. 

9.6 Game Chat: Game chat is permitted as long as it is done in a sportsmanlike manner. All chat 
should nonetheless be kept to a minimum. Chat violations winter under unsportsmanlike 
conduct and may be disputed, resulting in an Official enforcing a Penalty. 

9.7 Outside Voice Applications: Teams are permitted to use the Tournament Discord as a 
voice application. 

9.8 Controllers, Keyboards, and Mice: Players are permitted to bring and use their own 
controller during tournament play, provided the controller is compatible with the tournament 
hardware and does not contain any unauthorized modifications, macros, or software that 
provides a competitive advantage. 

Tournament organizers will provide standard keyboards and mice at all player stations. Players 
may use the provided peripherals or their approved personal controller at their discretion. 

Tournament staff reserve the right to inspect any player-provided equipment and prohibit the 
use of any device deemed non-compliant with tournament rules or competitive integrity 
standards. 

10.  Game Exploits and Violations 



It is illegal to intentionally utilize any game exploits for the purpose of generating a competitive 
advantage. Officials have discretion to determine the intention and extent of the violation and 
Penalty. 

10.1 Hacking: Hacking in any form is considered a violation of these Game Play Rules and will 
result in immediate Player Disqualification. Hacking includes but is not limited to map hacks, 
unit hacks, or any third party program not deemed legal by an Official. 

11.  Dispute Rights, Requirements, and Guidelines 
 
11.1 Dispute Process: A Team has the right to Dispute any opposing Team they feel is in violation 
of these Game Play Rules. Disputes must be filed by consulting an Official immediately following 
the conclusion of a Match. A Team who is Disputed has the right to subsequently file a Dispute 
against the other Team as well. All Disputes must be filed within 5 minutes following the 
completion of the Match. A Match must be reported regardless of whether a Dispute is being 
filed. If a Dispute is filed too late, the Dispute may be disregarded.  
 
11.2 Evidence Requests: If a Dispute has been filed, Officials may ask Teams/Players involved in 
the Dispute to request additional evidence, which may include screenshots, logs, and/or 
replays. If so, the Teams/Players will then be required to promptly begin submitting all 
requested evidence to the Official in charge of the Dispute.  
 
11.3 Discussion of Disputes: Disputes should only be handled in private between the Officials 
and those Teams/Players directly involved. Raising a Dispute as a public matter for the purpose 
of appealing, criticizing, or complaining about the verdict may result in Team/Player 
Disqualification and/or Match Forfeit, depending on severity and malicious intent as determined 
by the Official. 

11.4 Finality of Decisions: Tournament Officials reserve the right to make decisions that may 
occasionally go against the Official Rules and/or Game Play Rules for the advancement of the 
Tournament. Decisions made by Tournament Officials’ are final and binding on all Players, 
Teams, Team Officials and other Participants. 

12.  Exploitation of Rules 

If a Player attempts to manipulate or exploit these Game Play Rules in any way other than for its 
intended use, Officials reserve the right to make a final ruling on the rule in question for the 
given Match and/or Dispute. 

 


