
 

 

Indiana High School Esports Network 
Super Smash Brothers Season Rules  

  
  

General  
● Super Smash Brothers meets will consist of both 1v1 and 2v2 matches.  

● Each school’s smash brother team may consist of up to:  

a. 10 unique players on the 1v1 Roster  

b. 10 unique players on the 2v2 Roster (5 teams)  

c. Players may   be placed on both 1v1 and 2v2 rosters ● Roster 

Minimums: A team must consist of at least:  

1A: 4 singles players and 2 doubles teams  
2A: 5 singles players and 3 doubles teams  

● Players may not be added to the team roster after the deadline   

● As with most matches in IHSEN, online play is the most likely form of play, 
however if schools choose to schedule in person matches, that is completely 
acceptable as long as all requirements are met for your school’s transportation.  

There ARE specific rules changes for in person matches. See the last page 
of the document for those changes.   

  
  

Meet Structure/Scoring  
● A meet will consist of both 1v1 and 2v2 matches.  

● All matches in regular season are best of 3  

● Each team will start 5 players in the 1v1 matches, and 5 teams in the 2v2 matches.  

● If either team has less than 5 for either, both teams will play the # of starters on 
the smaller team for both 1v1 and 2v2. (i.e. if a team only has 4 1v1 players, and 2  
2v2 teams, both teams will only play 4 1v1s and 2 2v2 games)  

● The minimum  requirement of games to be played is 4 singles and 2 doubles 

matches (1A) or 5 singles and 3 doubles (2A).  

● If a team has less than the requirement, they may compete, but they will take a 
loss for any match they do not compete in.   
(example: Team X only has 3 singles and 1 doubles team. They will forfeit the #4 
singles match, and the #2 doubles match)  

● Each team is required to send their “game roster” to the opposing coach 24 hours 
before the meet.  

● A game roster should consist of:  



 

 

○ starting players (teams), and have them ranked in starting order. The #1 
from the home team will play the #1 from the away team. #2 will play #2 and 
so on.  

○ In the case of in-person matches, you must include each player’s starting

   character. This is not required for online matches.  

  

● SCORING  

○ #1 matches are worth 4 points  

  ○ #2 matches are worth 3 points  

  ○ Matches #3 through # 5 are worth 2 point each  

● Matches without 5 games their points from the bottom. See example below    

(Example)  
Tipton Vs. Westfield  
Tipton has 5 singles and 4 doubles teams.  
Westfield has 4 singles and 2 doubles teams  
  
Using the 4-3-2-2-2 format, in this meet, there would only be 4 singles matches.   
  
For Singles: Filling from the bottom… the #4 match would be worth 2, #3 match would 
be worth 2, #2 match would be worth 2, and #1 match would be worth 3.  
  
For Doubles, with only 2 matches, both the #1 and #2 matches would both be worth 2.  
  
The lowest # match is always worth 2, and you fill up from the bottom. Only if you have 5 
full matches on a singles or doubles side will the #1 match ever be worth 4.  
  
  

● Each team adds up their points from both   1v1 and 2v2 matches to determine 

the final score  

  
  
  

  
  

    
Smash Ultimate (Singles) Rules  

  

Core Rules - Read This Section!  



 

 

IMPORTANT: In order to participate in this season, you, or your school, need to have

   your own Switch, copy of Smash Bros Ultimate, and access to Nintendo online.  

  

1. You are responsible for following all outlined rules - not knowing is not an excuse!  
  

2. Items are disabled- it’s just you against your opponent!  
  

3. There is a zero tolerance   policy for not showing up for a match. If you do not 

show   up for a match, fail to communicate with IHSEN or the staff sponsor from 

the  team you’re playing, you may receive a penalty prohibiting you for upcoming 

matches or the entire season.  

  

4. You are required to take screenshots of all your games and send them to *WHO?*. 
IHSEN will be tracking Games Won, and Games Lost  
  

5. For the six weeks of Season Play, High School teams will play once a week. 
Default match times will be 4:30 EST on Tuesday. The staff sponsor of the esports 
program is the only person who may make scheduling changes.  
  

6. Matches are expected to be played Tuesday at 4:30 PM unless changes are 
discussed and agreed upon by BOTH TEAMS.  

  
  

  
  
  
  
Season Structure  
Regular season will consist of 8 weeks of play. Teams will have one match per week. Games 
are scheduled to be played on Tuesday at 4:30 EST unless agreed upon by the coaches of both 
competing teams.   
  
Regular season record will determine the seeding in the postseason playoff tournament. The 
playoff tournament will be single elimination.  
  
  

Season Play  
Order of play for a meet  
Meets are to be played in the following order:  



 

 

Lowest # singles match to be played first, then work up to #1. Intermission (halftime) then 
Lowest # doubles match then work up to #1.   
  

Bye Weeks  
In the event that there are an odd number of teams, certain teams will have weeks where they 
have a Bye  
  
To make up for these Bye Weeks, teams will be assigned a Bye Game that can be played at 
any point during Circuit Play   
  
Bye Games must completed before the end of Week 8   

  ● You are allowed to play two matches in one week if one of them is your Bye Game  

  

Divisions  
Schools will be placed in the appropriate division based on enrollment in their High School.  
Schools with 1,000 or lower will be placed in 1A  
Schools with 1,001 or more will be placed in 2A  
  

Playoffs  
All teams in both divisions  will make their respective  Playoffs (single elimination) and will 
compete for a podium finish.   

● Round 1 and Round 2 Playoff matches will be best of 5. The Semifinals, 3rd Place, and 
Championship matches will be best of 7  

○ Third place will be determined by having the two teams that lost in the Semifinals 
play a best of 7  

● Your seeding will be determined based on your Circuit Play record from Weeks 1-6  

○ Tiebreakers will be determined as outlined in the “Playoff Seeding” section under 
“Divisions”  

  

There will be four days dedicated to single elimination playoffs for each Division These may

   need to be altered due to breaks/etc.   

● Week 1 - Round 1 Matches:TBD  

● Week 2 - Round 2 Matches: TBD  

● Week 3 - Semifinals Matches: TBD  

● Week 4 - Championship and 3rd Place Matches: TBD  

  

Playoff Seeding  
Playoff seeding will use the following (in order of application) to resolve tiebreakers:  



● 

 

Overall Match Win-Loss records  

● Game win percentage, defined as total number of 
Games won by a Team divided by the total number 
of Games played by a Team.  

  ○ Game: a single unit within a Match. Teams must win 3 Games to win the Match  

● Total Points Scored ● Point differential  

  
  
If a team is tied in all four of these areas, IHSEN will examine additional statistics to 
determine an appropriate tiebreaker. All IHSEN rulings are final  
  
  
  

Prize Pool- You win pride and a podium place. That’s it. Maybe if we get some money

   from someone we’ll have a trophy.   

  
  

Scheduling -   
Teams will be responsible for knowing their schedules  

● You will receive your matchups at the beginning of the season for Weeks 1-8  

● You are responsible for contacting each other to make any schedule time changes 
matches via the IHSEN Discord server or via email.  

○ Use the “Battle Arenas” feature to set up your games - details on how to set up 
the match can be found in the “Match Setup” section  

○ Ensure that the Battle Arena has a name and password. Share this with your 
teammates and opponent so everyone can join the lobby  

  

● If you and your opponent agree on a time to play and then you later ask to 
reschedule, it is up to your opponent’s discretion as to whether or not they decide 
to reschedule. If your opponent does not want to or is not able to reschedule then 
you will receive a Forfeit for the week  
  

  
  
  
  



● 

 

Match Time  
Important: This League is based on Eastern Standard Time  . If you know your team will

   not be available to play during these hours due to your schedule or a Time Zone 

difference, it is highly recommended that you do not sign up for this Circuit!  

  
The official time frame that matches are expected to be played in is as follows:  

Tuesday 4:30PM EST  
  
You are more than welcome to schedule your games outside of this time frames as long as:  

  ● The time for your match stays within the Week it is supposed to be played  

○ Ex: if Week 1 ends on Sunday February 17th at 11:59pm EST, your Week 
1 match cannot be scheduled on Monday February 18th at 9am EST ● Both 
teams agree to the scheduled time    

  

Forfeiting Process  
A forfeit is defined as the following:  

● You are unable to complete your matchup for the week   

● You gave the other team at least 4 hours notice you would not be able to play  

Not Showing Up For a Match (“No Show”)  
Not showing up for a match or a “no show” can be defined as any of the following:  

● You did not show up for your match after scheduling a time to play with your opponent  

● You did not give at least 4 hours notice that you would be unable to show up for your 
match  

● You did not respond to any messages in the Discord when the team you were playing 
tried to reach out to you to schedule your match  

● You did not respond toIHSEN’s attempts to contact you  

● You voluntarily quit the Circuit mid-season  

● IHSEN reserves the right to add to this list  

  
If you no show at any point over the course of a Circuit then you are immediately 
removed from the Season  
  

Consequences of Forfeits and No Shows Forfeits  
● 1st time: you forfeit the match  

● 2nd time:you are removed from the current Season  

  

No Show  
● 1st time: you are removed from the Season  



● 

 

  

Grace Period for Joining Non-Streamed Matches  
The day of your match:  

  ● The Home team has 15 minutes after the scheduled match time to create the lobby  

○ If the Home team has not created the lobby by 10 minutes after the agreed upon 
match time, they are marked as either a Forfeit or a No Show (depending on the 
situation)  

The Away team has 15 minutes after the scheduled match time (or 10 minutes after 
receiving the lobby information if it is sent a few minutes after the agreed upon match 
time) to join the lobby  

○ If the Away team does not join the lobby by 15 minutes after the agreed upon 
match time (or 10 minutes after receiving the lobby information if it is sent a few 
minutes after the agreed upon match time), they are marked as either a Forfeit or 
a No Show (depending on the situation)  

  
  
  

Streamed Matches  
Either, or both, schools may stream the match if they choose to do so. If this is the case, each 
school may have one (1) spectator in the stands of the battle arena lobby. If this is the case, 
schools wishing to stream should declare who will be their streaming spectator on their match 
roster submission form. When the lobby is created, the home team should create enough spots 
in the lobby for the streaming spectators.   
  
If the lobby is experiencing extreme lag due to the # of spectators, all streaming may be 
requested to be halted, and “in area” spectators will be asked to leave the online battle arena.  
  

Network Disconnections  
  
Up to 10 minutes will be given between matches for players to fix any technical issues affecting 
gameplay. If no solution is found after 10 minutes, the options are as follows:  

1. The team without a disconnected player may give their opponent additional time to fix 
the issue  

2. If Option #2 is not approved by the other team due to time constraints or other reasons, 
the team with the disconnected player will have to forfeit the match.  

○ Note: IHSEN requests that all teams make genuine effort to allow their 
opponents to fix any issues. If it is not possible to fix, staff sponsors MAY request 
to reschedule the match if possible. If not, they are within their rights to request 
the forfeit.  

If disconnections occur on stream IHSEN will provide 10 minutes to fix the issue between 
matches. If no solution is found after 10 minutes, IHSEN will collect information from the team 
having disconnection issues and will proceed with one of the following options:  



● 

 

● Allow additional time to fix the technical issue  

● Team with disconnection issues forfeits the match  

○ Note: this does not count   as one of your official Forfeits and only counts as a

   Loss  

  
Controller Disconnections  



 

 

If a player has a controller disconnection during a match, play continues and the player may try 
to reconnect if possible. If not, it results in a loss for that player.  
  
In 2v2 matches, the player who is still connected MAY STILL try to battle until his teammate’s 
controller is connected.  
  

Statistics Reporting  
Teams will be responsible for reporting the following information for every Game played:  

● Final Score  

● Score per game  

  
  
  
All match results must be submitted as soon as possible upon completion of the match.   
  
  
  

Match Setup  
All IHSEN matches will be completed via the “Battle Arenas” feature, unless the schools have 
coordinated an in-person match.  
  

1v1 Battle Arena Settings  
Password: Required  
Type: All Skill Levels  
Visibility: Public  
Format: 1-on-1  
Rules: IHSEN 1v1 Rules  

● Style: Stock  

● Stock: 3  

● Time Limit: 8 minutes  

● FS Meter: Off  

● Damage Handicap: Off  

● Items: None  

● Random Stage Selection: Random  

○ Battlefield  

  ○ Final Destination  

  ○ Yoshi’s Story  

  ○ Pokemon Stadium 2  

  ○ Smashville  

  ○ Kalos Pokemon League  



 

 

● Advanced  

○ Stage Hazards: Off  

  ○ Team Attack: On  

  ○ Launch Rate: 1.0x  

  ○ Score Display: Off  

  ○ % Show Damage: Yes  

● Rotation: Loser Leaves  

● More Settings  

○ Max Players: 8  

  ○ Stage: Random  

  ○ Spirits: Off  

  ○ Voice Chat: Off  

  ○ Room Music: All  

  
  

2v2 Battle Arena Settings  
Password: Required  
Type: All Skill Levels 
Visibility: Public  
Format: Team Battle  
Rules: IHSEN 2v2 Rules  

● Style: Stock  

● Stock: 3  

● Time Limit: 8 minutes  

● FS Meter: Off  

● Damage Handicap: Off  

● Items: None  

● Random Stage Selection: Random  

○ Battlefield  

  ○ Final Destination  

  ○ Yoshi’s Story  

  ○ Pokemon Stadium 2  

  ○ Smashville  

  ○ Kalos Pokemon League  

● Advanced  

○ Stage Hazards: Off  

  ○ Team Attack: On  

  ○ Launch Rate: 1.0x  

  ○ Score Display: Off  

  ○ % Show Damage: Yes  



 

 

● Rotation: Loser Leaves  

● More Settings  

○ Max Players: 8  

  ○ Stage: Random  

  ○ Spirits: Off  

  ○ Voice Chat: Off  

  ○ Room Music: All  

  
  
  
  
  
  
  

Spectator Rules  
For streamed games, no spectators are allowed except for the School Declared Casters  
  
For non-streamed games, spectators are allowed as long as the following conditions are met:  

● Both teams agree that it is ok to have spectators in the lobby    

● Spectators cannot   be in voice comms with the players in the match    

  

Hosting and Team Colors  
Home team gets first choice of team color if they have a preference. If possible, something that 
coordinates with you’re school colors is best.   
  

For Team Colors, you cannot do a Green vs Blue or a Red vs Yellow match as these 

colors are too close together. Outside of that, teams can choose which color they would 

like their team to be  

  

General Rules  
Good sportsmanship is important  

● Profanity (in any form) directed at other players or IHSEN staff members will not be 
tolerated  

  
  
Cheating will result in disqualification from the Season and potential bans for future Seasons  
  
Conflict resolution  

● IHSEN encourages you to attempt to resolve all conflicts with the opposing team  



 

 

● If your attempts at resolving the conflict have been unsuccessful, please reach out to 
IHSEN via the network discord  to explain your situation and we will settle the matter for 
you. Have screen shots or replays when possible.  

  ○ All IHSEN rulings on disputes are final  

  

In person match Rules adjustments-  
Due to the potential of “counter-picking” during in person matches, character selection may 
use the following process for character selection:  
  

● Players must submit their “starting” character via the game roster submit.   

● After the first game, the winning player   will select his character first. This does not 

need to be enforced if the losing player chooses to just select a character, but it is  an 

option.  

  
  

● Teams are expected to have their own controllers. Home teams are not required to 
provide controllers for opposing teams.   

● If a team requires an adapter for their controller, they are expected to bring it for 

themselves. The home team may   have what is needed, but they are not penalized 

for not having specialized gear the away team needs.   

  
  
IHSEN reserves the right to change, add in, or modify these policies as they deem 
appropriate  
  
  
  
Rule Adjustments for Spring 2020  
*clear seeding tiebreaker system in place  
*changed score reporting requirements  
*Lylat Cruise removed from map pool  
*minimum players for a meet: 4 singles, 2 doubles (1A). 5 singles, 3 doubles (2A)  
*divisions added  
*Added “fill from the bottom” scoring, example given  
*Meet “order of play” added  
  


