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The Storyline

Following significant pressureon lawmakers
asaresultof the temperancemovement the
United States Senatepassedthe Eighteenth
Amendment on December 18, 1917. The
"Volstead Act," the popular name for the
National Prohibition Act, passed Congress
over President Woodrow Wilsorls veto on
October 28, 1919 and establishedthe legal
definition of intoxicating liquor? as well as
providingfor enforcementof Prohibition.The
18th Amendmentwas certified as ratified on
January29, 1919, having been approved by
36 states,and went into effect on a Federal
level on January 29, 1920. Some state
legislatureshad already enacted statewide
prohibition prior to the ratification of the
Eighteenth Amendment. The Act said, “no
person shall manufacture, sell, barter,
transport, import, export, deliver, furnish or
possessany intoxicating liquor except as

st

2008

authorizedby this act”.

Thepassingof the “VolsteadAct” forced America’diquor businessunderground.Forthe
first time in the history of the United Statespeoplehadto purchasetheir liquor through
illegal channels.The distillation of “*moonshiné, “bathtub gin” and other homemade

Chicago Gang Wars

ILLRATHATEN

© NSA Paintball.con2008

liquors where produced in peopleshomesor in
local underground distilleries. The new law did
little to curb the Americanpopulationsthirst for
alcoholicbeverages Americanswere goingto get
their alcoholoneway or another.

Prohibition opened the doorway for organized
crime to create a racket out of production and
distribution of alcohol. Sincealcohol was illegal,
making it and distributing it was difficult and
required careful planning and secrecy.Organized
crime syndicateseither createdlocal distilleriesor
imported the alcohol from Canadaor Mexico.
They also fought for control over “territory” or
areasin which they could distribute their alcohol.
Beingin the “liquor racket” meant makinga lot of
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money,but it wasalsoa verydangerougproposition.

Liguor transportation was a particularly difficult task with the police and other gangs
trying to stop you. NASCARas its roots in the world of bootlegging.Bootleggers
createdfast carsto getawayfrom other gangsandthe policeandit eventuallyspawned
America’'davorite auto racingsyndicate.

In big citieslike ChicagoNew York,Bostonand Philadelphiamultiple gangsfought over
turf and distribution rights to alcohol. Thesewars betweengangswere out in the open
and none where more notorious than the Chicagogangwar between the notorious
“ChicagoOutfit” lead by Alphonse Caponeand The North Side Ganglead by Dean
O'BaniomandeventuallyHymieWeissand BugsMoran.

Throughthis organizedcorruption, which included the bribing of Mayor of Chicago
William "Big Bill" Hale Thompson Capone'sgang operated largely free from legal
intrusion, operatingcasinosand speakeasiethroughout ChicagoWealthalsopermitted

Caponeto indulgein a luxuriouslifestyle of customsuits,cigars,gourmetfood and drink

(his preferred liguor was Templeton Rye from lowa), jewelry, and female
companionshipHe garneredmedia attention, to which his favorite responseswere "I

amjust a businessmangivingthe peoplewhat they want" and"All | do is satisfya public
demand.*®! Caponebecamea celebrity®!

However,this unprecedentedlevel of criminal successrew the attention of Capone's
rivals, particularly his bitter rivalrieswith North Sidegangsterssuchas Dion O'Banion

BugsMoran and lieutenant Earl "Hymie" Weiss Suchopposition led to attempts to

assassinat€aponethroughoutthe 1920s.He wasshot in a restaurant,and he had his

carriddledwith bulletsmorethanonce.

Theseattacksprompted Caponeto fit his Cadillaowith armor plating, bullet proof glass
run flat tires, and a police siren. Most of the would be assassinsvere incompetentand
Caponewasneverseriouslywounded,but everyattempt on hislife left him increasingly
shakenand slightly afraid of Moran, who was almost certainly involvedin most of the
attacks.

Membersof the gangthat had wounded Torrio shotinto the headquartersof Capone's
gang,whichwasdisguisecasa doctor'soffice and an antique dealer'sshop.Nobodywas
hurt in the raid (Capone'shodyguardthrew him to the ground at the first sound of

gunfire),althoughthe headquartersvasriddled with bullet holes.Thiseventforcedhim

to callfor atruce, onethat would be short tived.

The Lexington Hotel, Chicago.Capone'sheadquarters. Known as Capone'scastle.
Photographedn the early 1990s;it wasdemolishedin 1995.

© NSA Paintball.con2008 3



Bootlegger Scenario Event
November 1 *, 2008

When the headquartersmoved to the LexingtonHotel, Caponehad it filled with his
armed bodyguardsaround the clock. For his trips away from Chicago,Caponewas
reputed to have had several other retreats and hideouts located in Brookfield
Wisconsin SaintPaul Minnesotg Olean,New York FrenchLick aswell asTerreHaute,
Indiang Dubuque lowa; Hot Springs ArkansasJohnsonCity, Tennessegand Lansing
Michigan Tunnelsfound under the city of Moose Jaw Saskatchewarare saidto have
beenanother hideout of Capone'sAsa further precaution,Caponeand his entourage
would often suddenlyshowup at a one of Chicago'srain depotsand buy up an entire
Pullmansleepercar on night trains to placeslike Cleveland,Omaha,KansasCity and
Little Rock/HotSpringsin Arkansaswhere they would spenda weekin a luxury hotel
suite under assumednameswith the apparent knowledge and connivanceof local
authorities.In 1928,Caponeboughta 14 room retreat® on Palmisland Floridacloseto
MiamiBeach
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Scenario Introduction

In this scenarioevent it is our goalto bring backthe day of the 1920’'sgangsterand
provide a unique scenariopaintball opportunity for players.Theeventis beingheld the
day after Halloweenso we are expectingpeople to really get into the storyline. A
contestwill be held for bestcostumeandanyonethat canbring a uniquetwist of history
to the eventwill alsobe eligiblefor specialprizes.

Forthis eventwe are not goingto hold peopleto historicalaccuracyAlthoughwe think
it will be fun to havehistoricaltwists, we are awarethat playersneedto be practicaland
maywant to wear camouflagerather than a costume.

Therules of this gamehave not beenfinalizedyet and we expectto make additional
changesprior to eventday. Pleasefeel free to make commentson the rules and email
them to adamparks@gmail.com

© NSA Paintball.con2008 5
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Schedule

8am

9am

10:00am

10:30am

11lam

12:30pm

6:00pm

6:45pm

**Referee Meeting** ALLREFEREREVENBTAFMUSTATTEND

Registration Opens: Player clinics and strategy sessionsbegin. Players
can come and learn from competitive team players. Learntactics and

strategythat canhelp you duringthe day’sgame.Thisis perfectfor new

playersandrecreationalplayers.

Meet Your Team: Playershave a chanceto meet with their team and
discusstheir strategiesfor successPlayersare divided into teams and
then squadswithin their teams. Most of the objectivesand missionsin
the gamerequireteamworksoit isimportantto meetwith our team.

Field Walkthrough Begins:Playerswill havethe opportunity to tour the
entire field with the event staff to understandhow the field is laid out
includingtips abouthow to completeobjectives.

GameBeginsithe air horn will soundshortlyafter 11am.

GeneralsMeeting: The head of each team must meet with the head
referee, owner, and event coordinatorsby the fill station to discussthe
progressof the game.

Half Day CeremoniesGameplay will stop and a meetingwill be held to
ensurethat the teamsare still balanced.At the ceremoniesthe awards
for the day will be presentedand the raffle drawingswill take place
(Playersmustbe presentto win the raffle).

GamePlay Resumedor Night: Playerswishingto play into the evening
will be part of the gamerestart that happensat 6:45pm.Gameplay will
continueuntil 11pm.

© NSA Paintball.con2008 6
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The Rules

All of the playersin this scenariowill be
divided into two teams. “The Chicago
Outfit” and “The North Side Gang”. A
third team consisting of the event
organizerswill make up a third unit of
players known as the “Treasury
Department” lead by SpecialAgent Elliot
Ness. This extra team will be used to
equalize the playing field between the
two teams and will conduct “raids” of
shipmentsandneighborhoods.

Eachteam will havea “hideout” in which
they will receive their shipments of
imported “alcohol”. There are 7 neutral
“neighborhoods” on the field and each
team can“distribute” their alcoholin one
of these neighborhoodsf they control it.
Neighborhoodsare controlled by raising
your team’s flag up the flag pole in the
neighborhood.Eachshipment of alcohol
that is successfully delivered to a
controlled neighborhood will be worth
money to the team distributing it.
Distribution requires that you hold
control of the neighborhoodduring the
arrival of the barrel and maintain control
during the entire duration of the
distribution period. Distribution of each
barrel requires having the barrel in the
controlled neighborhoodfor an uninterrupted period of 15 minutes and paysteams
$1000per barrel. Onlyone barrel canbe distributed at a time soit isimportant to hold
territory.

Money can be usedto purchasespecialprivilegeson the field, ammunition or other
benefitsfor one or more playerson the team. In the end, the team with the mosttotal
moneywinsthe gameandthe top scoringplayerswill receivespecialprizes.

Teamsmay savethe moneythey earn or they may spendit purchasingoerksfrom the

Copsto help them earn more money. Purchasinga perk doesn’t guarantee success
earningmore, sospendwisely!

© NSA Paintball.con2008 7



Bootlegger Scenario Event
November 1 *, 2008

Neighborhoods

Eachneighborhoodconsistsof a flag pole, bunkersor other cover,and Americanghirsty
for the alcoholyou're providing. At the beginningof the game, all of the distribution
neighborhoods are neutral and no team actually has default possessionof a
neighborhood.

The control of a neighborhoodis determinedby the flag flying on the pole. The North
SideGanghasyellow flagsand the ChicagdOutfit is flying the red flag. Eachteam hasa
total of 8 flags and one of them must be presentat your hideout to receivea new
shipment of liquor. The other flags can be usedto show control over the different
neighborhoodsaroundthe map.

If a playeris hit while in the processof raisingthe flag, the flag will remain partially
raiseduntil the opposingteam takesit down or the teamis ableto raisethe flag to the
top without beingeliminated.

The Cops

TheTreasuryDepartmentandthe Policeare constantlyroamingthe field andlookingto
take down neighborhoodsor transportersof alcohol.If a playeris foundin possessiormf
alcohol by a Cop they can be arrested and have the liquor they are transporting
confiscated.The Copswill conductraidsof the neighborhoodsand occasionallyaid the
incomingliquor shipmentsof the one or both teams. The Copscan be paid off to not
conductraids(Seevioneyfor More Details)

TheTreasuryAgentsare alsothe refereeson the field and cannotbe paid off. TheCops
consistingof the No SuchAgencyteam can be paid off as discussedin the Money
sectionof the rules.

Cop Ra ids

The Copscanraid any neighborhoodor distillery on the field. Whenthe Copsraid they
will approachthe playersand givethem a chanceto surrender.If playersshoot at the
Copsmore Copswill cometo their aid.

Prison

Prisonis a placeon the field where playersfound violatingminor rulesmust report in to
“servetheir time” off the field. Playerghat are beingheldin prisonmaygoto the store,
re supplyequipmentor otherwise engagein other activitiesoff the field. Playersmust
checkin at the beginningof their sentenceand they must alsocheckout at the end of

© NSA Paintball.conr2008 8
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their sentenceprior to joining their teammatesat the respawn point. Playersthat
resumeplayingwithout checkingbackin at the prison may be punishedfurther. Some
playersmay be put in prisonnot asthe result of rule violation, but for beingcaughtby
the Copswith alcohol.

Arresting Players

Whena playeris arrestedby a Copor TreasuryAgentthat playersiD#is radioedto the
PrisonGuard.The playershouldimmediatelyreport to the prisonto start their “prison
time”. Playerghat are arrestedand do not report to servetheir time will be hunted by
the Copsandbroughtto prisonpersonally.

White Flags

All playersmust carryawhite flagon them while on the playingfield. Toavoidconfusion
when a playerhasbeenhit they must put the white flag on the barrel of their gunand
carry it above their head. Any player that shoots at a player waving a white flag is
subjectto prisontime.

Armbands

Eachplayerwill be issueda TeamArmbandthat will be consistentwith all the members
of the player'steam. Eachplayermustwearthe armbandon the right arm betweenthe
elbow and shoulderin a plane viewable fashion (with no overlappingclothing). If a
playerlosestheir armbandon the field of play they are deemed“eliminated” and must
return to the elimination zone to report the loss and be issuedanother team color
armband. It is recommendedthat players securely fasten the armbandsand that
teammatescheckeachother’'sbandsto ensurethat they are securebefore enteringthe
field of play.(Also,checkyour armbandperiodicallyduringthe courseof the game.)

Money

Eachteam canearnmoneyby distributingtheir liquor to their controlledneighborhoods
as well as capturingother objectiveson the field. Money can be earnedin $1000 or
$500dollar incrementsand can be usedto purchaseadvantageson the field. $1000is
earnedeachtime a barrel of alcoholis distributed and $500is earnedfor the capturing
of other objectives.

© NSA Paintball.conr2008 9
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Winning the Game

At the end of the game,the teamwith the most moneywins. Soteamsare encouraged
to spend their money wisely and only spend money to help them achieve specific
objectivesto that will earnthem more moneyor preventthe enemyfrom earningthat
money.

Money canbe usedfor a variety of purposeson the field. Eachof the following benefits
canbe purchasedisingthe moneyearnedfor distributingthe alcoholor capturingother
objectives.

Carrying Money

Any player carryingmoney must wear that moneyon a lanyardon the outside of their
clothingvisibleto all other players.Whena playerthat is carryingmoneyis eliminated,
they must drop the moneythey are carryingon the ground and give other playersof
both teamsan opportunity to pickit up...Playersthat are eliminatedand do not drop
the moneyin their possessiorwill be arrestedby one of the Copsand detainedfor a
period of (2) 10 minute eliminationrespawns.

Purcha sing Perks

Forateam to purchaseperkson the field them must purchasethem from one of the
TreasuryAgentson the field. TreasuryAgentswill acceptthe moneyfor the perksand
then radio the purchaseof that perk over the refereeradio channelto ensureall game
coordinatorsandrefereesare awareof the purchase.

Perks
Look the Other Way

($500) If a team would like to ensurethat the Copsdo not raid any of their
operationfor a period of 15 minutesthey may pay off the Copsfor that privilege.
Oncepaidthe Copswill turn andlook the other way whenthe teamis movingor
distributing their alcohol. The Copsmust be paid off before they show up for a
raid. Payoffsare more expensiveduring the processof a raid and the same
benefitwill costthe team $1000insteadof the usual$500.

Police Protection

© NSA Paintball.con2008 10
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($750)If ateamwould like to havethe Copshelp them by protectinga shipment
of alcoholfrom their distilleryto any point on the field they canpaythe Copsfor
that assistanceWhile the Copsare protectinga shipmentthat shipmentcanstill
be hijacked,but the Cops(at least2 will help protect) will assistyou by fighting
backandtrying to help you protect your shipment.Eachteam canonly haveone
shipmentbeingprotectedby the Copsat atime.

Raid the Enemy

($1,500)Teamscanrequestthat the Copsgo and raid an enemyneighborhood
of their choice. The Cops will raid the neighborhood or shipment being
transportedanddestroyanyalcoholfound.

Double Agent

($2,500)If a team purchaseghe DoubleAgentbenefitthey are given1 armband
for the opposingteam allowing one of their playersto wear the opponents
colorsuntil the next time they are eliminated. The playerwearingthe opposing
teamsarmbandmustalsocarrya “Double Agent” cardgivento the playerat the
sametime asthe armband.Double Agentscan infiltrate the enemy controlled
neighborhoodsand hideoutswithout beingdetected.DoubleAgentscanbe used
to gather information about their opponent’s radio channelsand any other
intelligence discussedin their presence.Eachteam may only have 2 Double
Agentsactiveat anygiventime.

Point of Entry

($750)Pointof Entryis a benefitthat canbe purchasedrom the Copsandallows
one player from your team to enter during the next respawn at any
neighborhoodthat is controlledby yourteam at that point.

Restart Game

($1,000) A team may purchasea restart under certain conditions. A restart
meansthat all playersfor both teamsmustabandontheir neighborhoodsandall
playerswill go backto their distillery for a gamerestart. A game can only be
restartedif all of the playersfrom that team are eliminated and they have no
playerson the field of play. Under these conditions a team may purchasea
restart. If the team doesnot have the moneyto pay for the restart, then that
team may take a loan from the game coordinator that must be paid back
immediatelyuponthat teamearningmoney.

© NSA Paintball.con2008 11
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Eliminations

Eliminationis definedasanydirect hit or splatterfrom a paintballor paint grenadethat
leavesa mark on the player.If a playeris hit with a paintballthat doesnot break,that
playeris not eliminated. Themarkleft behindby a paintballmust be at leastthe sizeof
a dime for the player to be consideredeliminated while any splatter from a paint
grenademeansa playeris eliminated.

Aplayeris eliminatedif they are “hit” on their person,equipmentor paintballgun.

Anytime a playercalls“hit” or “out”, or wavestheir handor white flagabovetheir head
that playeris eliminatedregardlesf an actualpaintballbreak.Whencallinga bounce,
the playermustbe carefulnot to indicatea hit.

Anytimea putstheir barrel blockingdeviceonto their barrelor raisestheir paintballgun
over their head (other than to maneuverout of a bunker or obstacle)with the barrel
pointingup is eliminatedregardlesf a paintballbreak.

Playersin must be careful when engagingother playersin close quarters. No player
shouldfire their paintballgun at another playerpositionedwithin 5 feet. Playersshould
give other playersan opportunity to surrenderbefore firing at closerange.Playerghat
refuseto surrendermaybe shot.

Whena playerhasbeen eliminatedon the field of play they must put their barrel sock
on the barrel of their paintballgun and put the white flag issuedto all playerson their
barrel and raisestheir gun abovetheir headwhile they walk off of the field. Eliminated
playersthat communicatewith teammatesafter beingeliminated canbe arrestedby a
Copor Refereeandplacedin prisonasa punishment.

Playersthat have been eliminated must walk off of the field of play and may re supply
or restuntil the nextteamrespawn.

Equipment Trading

Liveplayersmaytrade equipmentfreely and oncea transferof equipmenttakesplaceit
becomesthe property of the playerreceivingit. Oncea playeris eliminated,they may
not leaveor trade equipmentwith other players.Any playerfound intentionally leaving
equipment behind or trading equipment after being eliminated, will be arrested and
sentto prisonfor the next2 respawns.

© NSA Paintball.con2008 12



Bootlegger Scenario Event
November 1 *, 2008

Respawning

All eliminated players
may respawn at their
distillery  every 15
minutes. Respawns will
happenat the top of the
hour and each 15 minute
increment of the hour
(,e. 1llam, 11:15am,
11:30am, 11:45am,
Noon...)

All players that wish to
respawn must be in the
respawn area 1 minute
prior to the respawn to
hear any information
from the referees. Any
playerthat is re supplying
or is otherwise engaged
during the respawnmust
walit for the next respawn
before rejoining the
game.

Whenthe air horn soundsonce, it is the signalfor the refereesto releasethe players
waiting to respawn.All playerson the field can hear the air horn and are notified
throughthe air hornthat new playersare respawning.

Any playersthat are not registeredbefore the beginningof the gamewill be only be
ableto join the gameduringarespawn.

Chronograph s

All playersmust use the chronographprior to playingin the game.Somerefereesare
carryingportable chromosto test the gunsof playerson the field. Any referee or Cop
may aska playerto report to a chronographfor checkingat any point duringthe game.
Playersthat are found playingwith a “hot” paintball gun (shootingmore than 280 fps)
will be arrestedand sentto prison.Prisonerseingheld for shooting“hot” maybe held
for extendedperiodsof time asdeterminedby the referee.

© NSA Paintball.con2008 13
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Rate of Fire

All playerson the field must havetheir paintball gun set to no more than 15 balls per
secondshootingspeed.Playersmay not havetheir paintball gun set to fully automatic
and may only exercis€‘ramping” whentheir physicaltrigger pulls are upward of 8 balls
per second.

Verbal Misrepresentation of Tea m

Onthe field of play, playersare not required to be verballyhonestabout which team
they are on. Playersmay lie about their team verbally but may not changetheir
armband.It isimportant that all playerslook for another playersarmbandbefore being
assuredhat they are on yourteam.

Physic al Misrepresentation of Team

All playersmust have on the correct color armband unlessthey have purchasedthe
Double Agent perk from the Copsas describedin the perks sectionof the rules. Any
player found to be wearing the wrong armband or not wearing an armband can be
arrestedand sentto prison.Anyplay found violatingthis rule more than onceis subject
to extendedprisontermsor expulsionfrom the remainderof the game.

Playing On

“Playingon” shallbe definedasanyplayerthat advancesnore than 1 yard or continues
to fire their paintballgunafter they havebeenhit in an obviouslocation(asdetermined
by the refereessolediscretion).A refereewill NOTcall a player“eliminated” until three
secondsafter the players has been hit (unlessthe player calls a paint check on
themselves.)

Wiping
Any player caughtwiping a paintball hit mark on the field of play will be considereda
“‘wiper”. “Wipers” will be arrestedby the Copsor Refereesand will be subjectto Y2hour

of prisontime for the first occurrenceand will be ejectedfrom the gameon the second
occurrence.
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Oversh ooting

Overshootings defined asthe action of continuingto shootat a playerthat hascalled
themselvesout or is walking off the field with their white flag over their head.
Overshootingnay happenin the due courseof play, but excessivevershootingwill not
be tolerated. Refereeshavebeeninstructedto pay closeattention to the overshooting
of childrenplayingand the penaltiesfor overshootingchildrenare much more severe.
The penalty for overshootingwill be determined by the referee or field official that
witnessedthe event.

Dishonoring Referee

Refereesare on the field to protect players, create a fair playing environment and

ensurethat playershavefun! All of the refereesat this eventhavebeentrained for the

eventand are fully aware of all the rulesof the game.“Dishonoringa Referee”shallbe

definedasanytime areferee,field official or gamecoordinatorin their own digression
hasswore,disregardednstructionsor behavedaggressivelyoward any player,referee,
field official or gamecoordinator. Thepenaltyfor suchinfraction shallbe determinedby

the game coordinator at their sole digression.Any referee facing such issuesshould
immediatelyradiothe gamecoordinatorfor assistance.

Unsportsmanlike Conduct

It isimportant that all playersrememberthat althoughthis is a competitive game,that
it is just a game.Unsportsmanlikeconductis defined as (but not limited to) anytime a
player,in the discretionof afield official, refereeor gamecoordinatorswearsat another
playeror otherwise behavesin an overtly aggressivevay toward another player, field
official or game coordinator. No two players on opposite teams should ever have
physicalcontactwith eachother. Thepenaltyfor suchoffensewill be determinedby the
gamecoordinatorand mayresultin ejectionfrom the remainderof the day.

Bounces & Field Courtesy

Playersare encouragedo call bouncesby shouting“bounce” any time a hit doesnot
break. Sincemany bounceslook like eliminating hits, shouting “bounce” may avert
unsportsmanlikeconductand assureother participantsthat the playeris not “playing
on” or wipingwhile acknowledginghe opposingplayersgoodshot.
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Except ional Spor tsman ship

Thisgameformat reliesheavilyon the sportsmanshipof the players.Refereesand field
officialscannotbe everywhereall the time andit is up to the playersto makethis game
great.

ID Bad ge

All playersare issuedan ID Badgeat the time of registration. This ID badge has a
number on it that identifies the player'sname. Eachtime that a player is eliminated,
that playermusthavetheir badgepunchedat the respawnpoint prior to re enteringthe
game.Playeranustweartheir badgeat all timeson the lanyardprovidedat registration.
Thisbadgemust be visiblyshownon the playerat all times and shouldnot be covered
by baggy clothing or for any other reason. This lanyard will also be used when
transportingmoney.

Event Paint Only

All paint for this event must be purchaseddirectly from the field on the day of the
event. Forgameday of the scenariathe color of the field paint will be changedirom the
standardfield color. Any playerfound on the field of play shooting,loadingor beingin
possessiomf non field paint will be arrestedand sentto prisonuntil they canshowthe
prisonguarda receiptfor the purchaseof field paint.

Radios & Radio Channels

Althoughradioswere not availablein the 1920’sfor the sakeof scenariopaintball, all
playersin the event are welcometo use two way radios on the field of play. It is
suggestedhat playerswishingto use radiosalsouse a headsetor throat microphone
with the radio to reduce the enemy’sability to hear you communicating.The only
restricted channelon the field is CHANNELZ which will be used by the refereesand
gamecoordinatorsto managethe overallgame.No playershouldcommunicateon this
channelunlessthey are requestingassistancén anemergency.

Playersin prison and eliminated playersleavingthe field of play MAY NOTuse radios.
Oncean eliminated player hasleft the field of play, they may then resumethe use of
their radio to stay in contact with their team and may help in coordinating team
strategy.
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Mask Down

Anyoneincludingplayersand event staff that is on the field of play must be wearingan
approvedpaintball maskand havethe maskfully coveringtheir face.No playershould
remove their maskon the field of play for any reason.If a player needsto wipe their
masklensesor removetheir maskfor ANYreasonthat personmust leavethe field of
playbeforeremovingtheir mask. NOEXCEPTIONS!

Prohibited Equipment

The items listed below are not allowed on the field of play. Any player caughtin
possessiorf a prohibiteditem while on the field will resultin time in prisonor ejection
from the remainderof the event. Theprohibiteditemsinclude:

Heavyclothingdesignedo promote “bounces”.
Shieldsof anykind

Unbreakabldrip wires

Air horns(exceptby eventstaff)
Cylumes

Knifes

Ropes

Whistles

Hot burningsmoke

Pyrotechnics

Firearms

Lasersights

Crossbows

Slingshots

BBGuns

Dolliesor other wheeledequipment

X X X X X X X X X X X X X X X X

If you are unsureasto if a particularprop or pieceof equipmentwill be allowedat the
event you should check with the event coordinator prior to game day. The event
coordinatorcanbe reachedat 561814 0054.

NO ALCOHOL OR DRUGS ALLOWE D

The content of the storyline for this event is made make use of historical content to
create a fun gamethat can be enjoyed by all ages.In no event should any player,
spectatoror other participantin this eventbe in possessiomf actualalcoholor drugson
the property.
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Player Contests

Throughoutthe day different player contestswill be held. Eachof the contestshasa
prize that is to be determinedthe day of the event. Any player may enter any and all
contestsif they wish.

Best Costume

Duringthe initial playermeetingthe event staff will vote on the bestcostumea
player wears. Sincethe gameis being playedthe day after Halloweenwe are
expectingthat playerswill dressup for the occasion.The player with the best
costumewill receivea specialprizeat the beginningof the game.

Sportsmanship Award

The SportsmanshiAwardwill be givenawayat the end of the day ceremonyto
a playerthat workshardto createa fun and safeenvironmentfor other players.
Theplayerchosenfor this awardwill receivean annualmembershipto the field
andwill not payafield fee for all of 2009.
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