Basic Rules

Respawn will occur ONLY at locations near the team’s HQ. When hit, walk back to the HQ, touch the station, (will be marked), wipe off your hits, and you’re back in the game! Respawn will be continuous. 


Chrono: All firing modes are allowed. Field limit is 280 fps. You will be checked and marked. You may not set foot on the field without displaying your Chrono marking. Many refs will carry hand chronos and perform spot checks. People who exceed 280 fps will be warned for the first offense, then asked to leave on the second. Refs will be carrying hole punchers to mark game cards. You get two warnings for chrono, gameplay violations, or ref violations. Third time and you will be escorted from the field with no refund.

Paint: FPO... Field Paint Only... If you are shot with non-field paint, inform a ref to be respawned. Do not wipe!!! Informing a ref lets us know of issues like this. People using non-FP will be kicked out without a refund. Paint grenades are allowed to be non-field paint. Please check in with the ref staff before using any homemade paint grenades or ANY paint landmines or booby traps.

Boundaries: Boundaries will be marked with engineering tape (white, pink, or orange). Any player who crosses the tape will be out. Watch out for yellow caution tape! This indicates a hazard on the field, such as barbed wire.

Refs: Players will not argue with the refs. Refs have the final say on the field. If a player feels a ref is being unfair, they may take down the ref's name and talk to the head ref. If you need medical assistance at anytime do not hesitate to ask a ref. Most of the refs are cadets and have medical training. If you feel sick or dehydrated let them know before you pass out. 

Wiping: There will be no wiping on the field. Wiping takes away from the fairness of the game and makes it less enjoyable for everyone. Wipers will be warned on their first offense, then asked to leave on their second. 

Mask: Masks will be worn at all times while on the playing field. Players who remove their masks will be warned for the first offense, then asked to leave for the second. 

Armbands: Must wear your team’s armband at all times. MUST BE WORN ON ARMS. Cannot pick up opponent’s armband and wear it. Any special armbands will be handed out by refs. Special characters will have yellow armbands.


Cold smoke only! We have had problems with hot smoke in the past. If you are caught with hot smoke you will be removed from the field. If in doubt, please ask one of the refs. 


When Eliminated: When you are out, put your Barrel Blocking Device on your weapon and raise it in the air. Saying “Hit, I’m out, you got me” or anything of the sort constitutes calling yourself. (Placing your BBD on also signals that you are out.) Dead men do not talk! Do not tell your teammates where the enemy is or anything like that. Play with honor and take the walk. Get out of the line of fire! You may still get hit if you remain in the play area. Place your barrel bag on and quickly get out of the fight. Keep your mask on until you are safely off the field.
Surrender Rule: No mandatory surrender rule. You should offer the surrender if you have the drop on a player within 20 feet. The surprised player should accept the offer and call himself out. Treat others like you want to be treated, but there is NO MANDATORY SURRENDER RULE. Play smart and play safe. Excessive shooting will be called by the refs.

Barrel Tag: You can barrel tag a player by gently touching your barrel (which must be attached to your marker) and saying the words “Barrel Tag, you’re out” or words to that effect. You MUST take the barrel tag and take the walk back to reinsertion.
Marker Hits DO COUNT. The hit must be larger than a dime, as judged by the referees. 

Tank Rules
1)      Tanks can be immobilized for 5 minutes with one paint grenade/mine. One more grenade/mine will destroy the tank.

2)      Tanks can also be destroyed by rocket launchers. One hit from a rocket launcher will destroy a tank.

3)      Another way to destroy a tank is to cover it’s “kill box” completely with hits. The kill boxes will be boxes outlined with tape on the sides and rear of the tanks to simulate the idea that tanks are more heavily protected in the front. When the killbox has been filled completely with hits the tank ref will call the tank out and it will have to move back to it’s respawn point. 
ALL TANKS MUST HAVE A VISUAL ELIMINATION INDICATOR! A large stick/pole with a large white flag or tshirt works just fine. 

4)      Once a tank is destroyed it must leave the field and can respawn in 15 minutes upon reaching it’s insertion point. 
5)      The max speed for tanks on the field is 5 mph, and they may not move if they cannot see out of their windows or windshield for safety reasons.

Overall Strategy: 


This is the general's game. Generals may stay in HQ or Fight.

Missions: Missions will come from the Mission HQ. Missions will be delivered from the General Ref or through a 3rd entity role player (played by a cadet.) Missions will be assigned throughout the game, with some being given at the beginning and others arriving at a later time. 


Generals will have a REF guide... refs understand that they will not hinder movement nor try to hinder tactics.

Generals can only be killed with a head shot. XO's can be eliminated like normal players. All players can kill a general with a headshot. 
All role players will be played by cadets. They will have YELLOW ARM BANDS ON. If you see a player with a yellow armband on they are not necessarily hostile. You may want to work with them and see if they can provide you intelligence or assistance. Of course, your team may have angered the role players and they will attack your team. It’s all part of the dynamic role playing.

Scoring: Points will be awarded on the hour for the number of flag stations under control by the team. The flag stations will be counted at the end of every hour. Certain flag stations will be worth more points than others at certain times and the generals will be aware of this. Help your team out and flip those flag stations!
Additional points will be awarded for completion of missions that will be given out by the cadets. Final battles will occur on both days and will be worth points.
If a rule is not clearly stated or is not explicitly stated, please ask a ref for clarification. 
