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The Storyline 
��
Following��significant��pressure��on��lawmakers��
as��a��result��of��the��temperance��movement,��the��
United��States��Senate��passed��the��Eighteenth��
Amendment�� on�� December�� 18,�� 1917.�� The��
"Volstead��Act,"��the��popular��name��for��the��
National�� Prohibition�� Act,�� passed�� Congress��
over��President��Woodrow��Wilson's��veto��on��
October��28,��1919��and��established��the��legal��
definition��of��intoxicating��liquor[2]��as��well��as��
providing��for��enforcement��of��Prohibition.��The��
18th��Amendment��was��certified��as��ratified��on��
January��29,��1919,��having��been��approved��by��
36��states,��and��went��into��effect��on��a��Federal��
level�� on�� January�� 29,�� 1920.�� Some�� state��
legislatures��had��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��
possess�� any�� intoxicating�� liquor�� except�� as��
authorized��by��this��act”.������
��
The��passing��of��the��“Volstead��Act”��forced��America’s��liquor��business��underground.��For��the��
first��time��in��the��history��of��the��United��States��people��had��to��purchase��their��liquor��through��
illegal��channels.��The��distillation��of��“moonshine”,��“bathtub��gin”��and��other��homemade��

liquors��where��produced��in��peoples��homes��or��in��
local��underground��distilleries.��The��new��law��did��
little��to��curb��the��American��populations��thirst��for��
alcoholic��beverages.��Americans��were��going��to��get��
their��alcohol��one��way��or��another.��
��
Prohibition��opened��the��doorway�� for��organized��
crime��to��create��a��racket��out��of��production��and��
distribution��of��alcohol.��Since��alcohol��was��illegal,��
making�� it��and��distributing�� it��was��difficult��and��
required��careful��planning��and��secrecy.��Organized��
crime��syndicates��either��created��local��distilleries��or��
imported��the��alcohol�� from��Canada��or��Mexico.��
They��also��fought��for��control��over��“territory” ��or��
areas��in��which��they��could��distribute��their��alcohol.��
Being��in��the��“liquor��racket”��meant��making��a��lot��of��
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money,��but��it��was��also��a��very��dangerous��proposition.����
��
Liquor��transportation��was��a��particularly��difficult��task��with��the��police��and��other��gangs��
trying��to��stop��you.��NASCAR��has��its��roots��in��the��world��of��bootlegging.��Bootleggers��
created��fast��cars��to��get��away��from��other��gangs��and��the��police��and��it��eventually��spawned��
America’s��favorite��auto��racing��syndicate.��
��
In��big��cities��like��Chicago,��New��York,��Boston��and��Philadelphia��multiple��gangs��fought��over��
turf��and��distribution��rights��to��alcohol.��These��wars��between��gangs��were��out��in��the��open��
and��none��where��more��notorious��than��the��Chicago��gang��war��between��the��notorious��
“Chicago��Outfit” ��lead��by��Alphonse��Capone��and��The��North��Side��Gang��lead��by��Dean��
O'Banion��and��eventually��Hymie��Weiss��and��Bugs��Moran.��

Through��this��organized��corruption,��which��included��the��bribing��of��Mayor��of��Chicago��
William��"Big��Bill"��Hale��Thompson,��Capone's��gang��operated��largely��free��from��legal��
intrusion,��operating��casinos��and��speakeasies��throughout��Chicago.��Wealth��also��permitted��
Capone��to��indulge��in��a��luxurious��lifestyle��of��custom��suits,��cigars,��gourmet��food��and��drink��
(his�� preferred�� liquor�� was�� Templeton�� Rye�� from�� Iowa),�� jewelry,�� and�� female��
companionship.��He��garnered��media��attention,��to��which��his��favorite��responses��were��"I��
am��just��a��businessman,��giving��the��people��what��they��want"��and��"All��I��do��is��satisfy��a��public��
demand."[8]��Capone��became��a��celebrity.[8]��

However,��this��unprecedented��level��of��criminal��success��drew��the��attention��of��Capone's��
rivals,��particularly��his��bitter��rivalries��with��North��Side��gangsters��such��as��Dion��O'Banion,��
Bugs��Moran��and��lieutenant��Earl��"Hymie"��Weiss.��Such��opposition��led��to��attempts��to��
assassinate��Capone��throughout��the��1920s.��He��was��shot��in��a��restaurant,��and��he��had��his��
car��riddled��with��bullets��more��than��once.��

These��attacks��prompted��Capone��to��fit ��his��Cadillac��with��armor��plating,��bullet�rproof��glass,��
run�rflat��tires,��and��a��police��siren.��Most��of��the��would�rbe��assassins��were��incompetent��and��
Capone��was��never��seriously��wounded,��but��every��attempt��on��his��life��left��him��increasingly��
shaken��and��slightly��afraid��of��Moran,��who��was��almost��certainly��involved��in��most��of��the��
attacks.��

Members��of��the��gang��that��had��wounded��Torrio��shot��into��the��headquarters��of��Capone's��
gang,��which��was��disguised��as��a��doctor's��office��and��an��antique��dealer's��shop.��Nobody��was��
hurt��in��the��raid��(Capone's��bodyguard��threw��him��to��the��ground��at��the��first��sound��of��
gunfire),��although��the��headquarters��was��riddled��with��bullet��holes.��This��event��forced��him��
to��call��for��a��truce,��one��that��would��be��short�rlived.��

The��Lexington��Hotel,��Chicago.��Capone's��headquarters.��Known��as��Capone's��castle.��
Photographed��in��the��early��1990s;��it��was��demolished��in��1995.��
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When��the��headquarters��moved��to��the��Lexington��Hotel,��Capone��had��it��filled��with��his��
armed��bodyguards��around��the��clock.��For��his��trips��away��from��Chicago,��Capone��was��
reputed�� to��have��had��several��other�� retreats��and��hideouts�� located�� in��Brookfield,��
Wisconsin;��Saint��Paul,��Minnesota;��Olean,��New��York;��French��Lick,��as��well��as��Terre��Haute,��
Indiana;��Dubuque,��Iowa;��Hot��Springs,��Arkansas;��Johnson��City,��Tennessee;��and��Lansing,��
Michigan.��Tunnels��found��under��the��city��of��Moose��Jaw,��Saskatchewan,��are��said��to��have��
been��another��hideout��of��Capone's.��As��a��further��precaution,��Capone��and��his��entourage��
would��often��suddenly��show��up��at��a��one��of��Chicago's��train��depots��and��buy��up��an��entire��
Pullman��sleeper��car��on��night��trains��to��places��like��Cleveland,��Omaha,��Kansas��City��and��
Little��Rock/Hot��Springs��in��Arkansas,��where��they��would��spend��a��week��in��a��luxury��hotel��
suite��under��assumed��names��with��the��apparent��knowledge��and��connivance��of��local��
authorities.��In��1928,��Capone��bought��a��14�rroom��retreat[8]��on��Palm��Island,��Florida��close��to��
Miami��Beach.��

��
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Scenario Introduction 
��
In��this��scenario��event��it��is��our��goal��to��bring��back��the��day��of��the��1920’s��gangster��and��
provide��a��unique��scenario��paintball��opportunity��for��players.��The��event��is��being��held��the��
day��after��Halloween��so��we��are��expecting��people��to��really��get��into��the��storyline.��A��
contest��will��be��held��for��best��costume��and��anyone��that��can��bring��a��unique��twist��of��history��
to��the��event��will��also��be��eligible��for��special��prizes.��
��
For��this��event��we��are��not��going��to��hold��people��to��historical��accuracy.��Although��we��think��
it��will��be��fun��to��have��historical��twists,��we��are��aware��that��players��need��to��be��practical��and��
may��want��to��wear��camouflage��rather��than��a��costume.��
��
The��rules��of��this��game��have��not��been��finalized��yet��and��we��expect��to��make��additional��
changes��prior��to��event��day.��Please��feel��free��to��make��comments��on��the��rules��and��email��
them��to��adamparks@gmail.com.����
��
��
��
��
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Schedule ��
��
8am���� �� **Referee��Meeting** ��ALL��REFEREES��&��EVENT��STAFF��MUST��ATTEND��
��
9am���� Registration��Opens:��Player��clinics��and��strategy��sessions��begin.��Players��

can��come��and��learn��from��competitive��team��players.��Learn��tactics��and��
strategy��that��can��help��you��during��the��day’s��game.��This��is��perfect��for��new��
players��and��recreational��players.��

��
10:00am�� Meet��Your��Team:��Players��have��a��chance��to��meet��with��their��team��and��

discuss��their��strategies��for��success.��Players��are��divided��into��teams��and��
then��squads��within��their��teams.��Most��of��the��objectives��and��missions��in��
the��game��require��teamwork��so��it��is��important��to��meet��with��our��team.��

��
10:30am�� Field��Walkthrough��Begins:��Players��will��have��the��opportunity��to��tour��the��

entire��field��with��the��event��staff��to��understand��how��the��field��is��laid��out��
including��tips��about��how��to��complete��objectives.��

��
11am���� Game��Begins:��the��air��horn��will��sound��shortly��after��11am.��
��
12:30pm�� Generals��Meeting:��The��head��of��each��team��must��meet��with��the��head��

referee,��owner,��and��event��coordinators��by��the��fill��station��to��discuss��the��
progress��of��the��game.��

��
6:00pm�� Half��Day��Ceremonies:��Game��play��will��stop��and��a��meeting��will��be��held��to��

ensure��that��the��teams��are��still��balanced.��At��the��ceremonies��the��awards��
for��the��day��will��be��presented��and��the��raffle��drawings��will��take��place��
(Players��must��be��present��to��win��the��raffle).��

��
6:45pm�� Game��Play��Resumes��for��Night:��Players��wishing��to��play��into��the��evening��

will��be��part��of��the��game��restart��that��happens��at��6:45pm.��Game��play��will��
continue��until��11pm.��

��
��
��
��
��
��
��



Bootlegger Scenario Event 
November 1 st ,  2008 

 

© NSA Paintball.com 2008                                                                                                                                 7

The Rules 
��
All��of��the��players��in��this��scenario��will��be��
divided�� into�� two�� teams.�� “The��Chicago��
Outfit” ��and��“The��North��Side��Gang”.��A��
third�� team�� consisting�� of�� the�� event��
organizers��will��make��up��a��third��unit��of��
players�� known�� as�� the�� “Treasury��
Department”��lead��by��Special��Agent��Elliot��
Ness.��This��extra��team��will��be��used��to��
equalize��the��playing��field��between��the��
two��teams��and��will��conduct��“raids”��of��
shipments��and��neighborhoods.��
��
Each��team��will��have��a��“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��alcohol��in��one��
of��these��neighborhoods��if��they��control��it.��
Neighborhoods��are��controlled��by��raising��
your��team’s��flag��up��the��flag��pole��in��the��
neighborhood.��Each��shipment��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��neighborhood��during��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��neighborhood��for��an��uninterrupted��period��of��15��minutes��and��pays��teams��
$1000��per��barrel.��Only��one��barrel��can��be��distributed��at��a��time��so��it��is��important��to��hold��
territory.����
��
Money��can��be��used��to��purchase��special��privileges��on��the��field,��ammunition��or��other��
benefits��for��one��or��more��players��on��the��team.��In��the��end,��the��team��with��the��most��total��
money��wins��the��game��and��the��top��scoring��players��will��receive��special��prizes.����
��
Teams��may��save��the��money��they��earn��or��they��may��spend��it��purchasing��perks��from��the��
Cops��to��help��them��earn��more��money.��Purchasing��a��perk��doesn’t��guarantee��success��
earning��more,��so��spend��wisely!��
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Neighborhoods 
��
Each��neighborhood��consists��of��a��flag��pole,��bunkers��or��other��cover,��and��Americans��thirsty��
for��the��alcohol��you’re��providing.��At��the��beginning��of��the��game,��all��of��the��distribution��
neighborhoods�� are�� neutral�� and�� no�� team�� actually�� has�� default�� possession�� of�� a��
neighborhood.��
��
The��control��of��a��neighborhood��is��determined��by��the��flag��flying��on��the��pole.��The��North��
Side��Gang��has��yellow��flags��and��the��Chicago��Outfit��is��flying��the��red��flag.��Each��team��has��a��
total��of��8��flags��and��one��of��them��must��be��present��at��your��hideout��to��receive��a��new��
shipment��of��liquor.��The��other��flags��can��be��used��to��show��control��over��the��different��
neighborhoods��around��the��map.��
��
If��a��player��is��hit��while��in��the��process��of��raising��the��flag,��the��flag��will��remain��partially��
raised��until��the��opposing��team��takes��it��down��or��the��team��is��able��to��raise��the��flag��to��the��
top��without��being��eliminated.��
��

The Cops 
��
The��Treasury��Department��and��the��Police��are��constantly��roaming��the��field��and��looking��to��
take��down��neighborhoods��or��transporters��of��alcohol.��If��a��player��is��found��in��possession��of��
alcohol��by��a��Cop��they��can��be��arrested��and��have��the��liquor��they��are��transporting��
confiscated.��The��Cops��will��conduct��raids��of��the��neighborhoods��and��occasionally��raid��the��
incoming��liquor��shipments��of��the��one��or��both��teams.��The��Cops��can��be��paid��off��to��not��
conduct��raids��(See��Money��for��More��Details).��
��
The��Treasury��Agents��are��also��the��referees��on��the��field��and��cannot��be��paid��off.��The��Cops��
consisting��of��the��No��Such��Agency��team��can��be��paid��off��as��discussed��in��the��Money��
section��of��the��rules.��
��

Cop Ra ids 
��
The��Cops��can��raid��any��neighborhood��or��distillery��on��the��field.��When��the��Cops��raid��they��
will��approach��the��players��and��give��them��a��chance��to��surrender.��If��players��shoot��at��the��
Cops,��more��Cops��will��come��to��their��aid.��
��

Prison 
��
Prison��is��a��place��on��the��field��where��players��found��violating��minor��rules��must��report��in��to��
“serve��their��time”��off��the��field.��Players��that��are��being��held��in��prison��may��go��to��the��store,��
re�rsupply��equipment��or��otherwise��engage��in��other��activities��off��the��field.��Players��must��
check��in��at��the��beginning��of��their��sentence��and��they��must��also��check��out��at��the��end��of��
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their��sentence��prior��to��joining��their��teammates��at��the��respawn��point.��Players��that��
resume��playing��without��checking��back��in��at��the��prison��may��be��punished��further.��Some��
players��may��be��put��in��prison��not��as��the��result��of��rule��violation,��but��for��being��caught��by��
the��Cops��with��alcohol.��
��

Arresting Players 
 
When��a��player��is��arrested��by��a��Cop��or��Treasury��Agent��that��players��ID#��is��radioed��to��the��
Prison��Guard.��The��player��should��immediately��report��to��the��prison��to��start��their��“prison��
time”.��Players��that��are��arrested��and��do��not��report��to��serve��their��time��will��be��hunted��by��
the��Cops��and��brought��to��prison��personally.����

 
White Flags 
��
All��players��must��carry��a��white��flag��on��them��while��on��the��playing��field.��To��avoid��confusion��
when��a��player��has��been��hit��they��must��put��the��white��flag��on��the��barrel��of��their��gun��and��
carry��it��above��their��head.��Any��player��that��shoots��at��a��player��waving��a��white��flag��is��
subject��to��prison��time.��
��

Armbands 
��
Each��player��will��be��issued��a��Team��Armband��that��will��be��consistent��with��all��the��members��
of��the��player’s��team.��Each��player��must��wear��the��armband��on��the��right��arm��between��the��
elbow��and��shoulder��in��a��plane��viewable��fashion��(with��no��overlapping��clothing).��If��a��
player��loses��their��armband��on��the��field��of��play��they��are��deemed��“eliminated”��and��must��
return��to��the��elimination��zone��to��report��the��loss��and��be��issued��another��team��color��
armband.��It��is��recommended��that��players��securely��fasten��the��armbands��and��that��
teammates��check��each��other’s��bands��to��ensure��that��they��are��secure��before��entering��the��
field��of��play.��(Also,��check��your��armband��periodically��during��the��course��of��the��game.)��
��

Money 
��
Each��team��can��earn��money��by��distributing��their��liquor��to��their��controlled��neighborhoods��
as��well��as��capturing��other��objectives��on��the��field.��Money��can��be��earned��in��$1000��or��
$500��dollar��increments��and��can��be��used��to��purchase��advantages��on��the��field.��$1000��is��
earned��each��time��a��barrel��of��alcohol��is��distributed��and��$500��is��earned��for��the��capturing��
of��other��objectives.��
��
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Winning the Game 
��
At��the��end��of��the��game,��the��team��with��the��most��money��wins.��So��teams��are��encouraged��
to��spend��their��money��wisely��and��only��spend��money��to��help��them��achieve��specific��
objectives��to��that��will��earn��them��more��money��or��prevent��the��enemy��from��earning��that��
money.��
��
Money��can��be��used��for��a��variety��of��purposes��on��the��field.��Each��of��the��following��benefits��
can��be��purchased��using��the��money��earned��for��distributing��the��alcohol��or��capturing��other��
objectives.��
��

Carrying Money 
��
Any��player��carrying��money��must��wear��that��money��on��a��lanyard��on��the��outside��of��their��
clothing��visible��to��all��other��players.��When��a��player��that��is��carrying��money��is��eliminated,��
they��must��drop��the��money��they��are��carrying��on��the��ground��and��give��other��players��of��
both��teams��an��opportunity��to��pick��it��up…��Players��that��are��eliminated��and��do��not��drop��
the��money��in��their��possession��will��be��arrested��by��one��of��the��Cops��and��detained��for��a��
period��of��(2)��10��minute��elimination��respawns.��
��
��

Purcha sing Perks 
��
For��a��team��to��purchase��perks��on��the��field��them��must��purchase��them��from��one��of��the��
Treasury��Agents��on��the��field.��Treasury��Agents��will��accept��the��money��for��the��perks��and��
then��radio��the��purchase��of��that��perk��over��the��referee��radio��channel��to��ensure��all��game��
coordinators��and��referees��are��aware��of��the��purchase.����
��

Perks 
��

Look the Other Way 
��
��($500)��If��a��team��would��like��to��ensure��that��the��Cops��do��not��raid��any��of��their��
operation��for��a��period��of��15��minutes��they��may��pay��off��the��Cops��for��that��privilege.��
Once��paid��the��Cops��will��turn��and��look��the��other��way��when��the��team��is��moving��or��
distributing��their��alcohol.��The��Cops��must��be��paid��off��before��they��show��up��for��a��
raid.��Payoffs��are��more��expensive��during��the��process��of��a��raid��and��the��same��
benefit��will��cost��the��team��$1000��instead��of��the��usual��$500.��
��
Police Protection 
��
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($750)��If��a��team��would��like��to��have��the��Cops��help��them��by��protecting��a��shipment��
of��alcohol��from��their��distillery��to��any��point��on��the��field��they��can��pay��the��Cops��for��
that��assistance.��While��the��Cops��are��protecting��a��shipment��that��shipment��can��still��
be��hijacked,��but��the��Cops��(at��least��2��will��help��protect)��will��assist��you��by��fighting��
back��and��trying��to��help��you��protect��your��shipment.��Each��team��can��only��have��one��
shipment��being��protected��by��the��Cops��at��a��time.��
��
Raid the Enemy 
��
($1,500)��Teams��can��request��that��the��Cops��go��and��raid��an��enemy��neighborhood��
of�� their�� choice.��The��Cops��will�� raid�� the��neighborhood��or�� shipment��being��
transported��and��destroy��any��alcohol��found.��
��
Double Agent 
��
($2,500)��If��a��team��purchases��the��Double��Agent��benefit��they��are��given��1��armband��
for��the��opposing��team��allowing��one��of��their��players��to��wear��the��opponents��
colors��until��the��next��time��they��are��eliminated.��The��player��wearing��the��opposing��
teams��armband��must��also��carry��a��“Double��Agent”��card��given��to��the��player��at��the��
same��time��as��the��armband.��Double��Agents��can��infiltrate��the��enemy��controlled��
neighborhoods��and��hideouts��without��being��detected.��Double��Agents��can��be��used��
to��gather��information��about��their��opponent’s��radio��channels��and��any��other��
intelligence��discussed��in��their��presence.��Each��team��may��only��have��2��Double��
Agents��active��at��any��given��time.��
��
Point of Entry 
��
($750)��Point��of��Entry��is��a��benefit��that��can��be��purchased��from��the��Cops��and��allows��
one�� player�� from�� your�� team�� to�� enter�� during�� the�� next�� respawn�� at�� any��
neighborhood��that��is��controlled��by��your��team��at��that��point.��
��
Restart Game 
��
($1,000)��A��team��may��purchase��a��restart��under��certain��conditions.��A��restart��
means��that��all��players��for��both��teams��must��abandon��their��neighborhoods��and��all��
players��will��go��back��to��their��distillery��for��a��game��restart.��A��game��can��only��be��
restarted��if��all��of��the��players��from��that��team��are��eliminated��and��they��have��no��
players��on��the��field��of��play.��Under��these��conditions��a��team��may��purchase��a��
restart.��If��the��team��does��not��have��the��money��to��pay��for��the��restart,��then��that��
team��may��take��a��loan��from��the��game��coordinator��that��must��be��paid��back��
immediately��upon��that��team��earning��money.��
��
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Eliminations 
��
Elimination��is��defined��as��any��direct��hit��or��splatter��from��a��paintball��or��paint��grenade��that��
leaves��a��mark��on��the��player.��If��a��player��is��hit��with��a��paintball��that��does��not��break,��that��
player��is��not��eliminated.��The��mark��left��behind��by��a��paintball��must��be��at��least��the��size��of��
a��dime��for��the��player��to��be��considered��eliminated��while��any��splatter��from��a��paint��
grenade��means��a��player��is��eliminated.��
��
A��player��is��eliminated��if��they��are��“hit” ��on��their��person,��equipment��or��paintball��gun.��
��
Any��time��a��player��calls��“hit” ��or��“out”, ��or��waves��their��hand��or��white��flag��above��their��head��
that��player��is��eliminated��regardless��of��an��actual��paintball��break.��When��calling��a��bounce,��
the��player��must��be��careful��not��to��indicate��a��hit.��
��
Anytime��a��puts��their��barrel�rblocking��device��onto��their��barrel��or��raises��their��paintball��gun��
over��their��head��(other��than��to��maneuver��out��of��a��bunker��or��obstacle)��with��the��barrel��
pointing��up��is��eliminated��regardless��of��a��paintball��break.��
��
Players��in��must��be��careful��when��engaging��other��players��in��close��quarters.��No��player��
should��fire��their��paintball��gun��at��another��player��positioned��within��5��feet.��Players��should��
give��other��players��an��opportunity��to��surrender��before��firing��at��close��range.��Players��that��
refuse��to��surrender��may��be��shot.��
��
When��a��player��has��been��eliminated��on��the��field��of��play��they��must��put��their��barrel��sock��
on��the��barrel��of��their��paintball��gun��and��put��the��white��flag��issued��to��all��players��on��their��
barrel��and��raises��their��gun��above��their��head��while��they��walk��off��of��the��field.��Eliminated��
players��that��communicate��with��teammates��after��being��eliminated��can��be��arrested��by��a��
Cop��or��Referee��and��placed��in��prison��as��a��punishment.��
��
Players��that��have��been��eliminated��must��walk��off��of��the��field��of��play��and��may��re�rsupply��
or��rest��until��the��next��team��respawn.��
��

Equipment Trading 
��
Live��players��may��trade��equipment��freely��and��once��a��transfer��of��equipment��takes��place��it��
becomes��the��property��of��the��player��receiving��it.��Once��a��player��is��eliminated,��they��may��
not��leave��or��trade��equipment��with��other��players.��Any��player��found��intentionally��leaving��
equipment��behind��or��trading��equipment��after��being��eliminated,��will��be��arrested��and��
sent��to��prison��for��the��next��2��respawns.����
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��

Respawning 
��
All�� eliminated�� players��
may�� respawn�� at�� their��
distillery�� every�� 15��
minutes.�� Respawns�� will��
happen��at��the��top��of��the��
hour��and��each��15��minute��
increment�� of�� the�� hour��
(i.e.�� 11am,�� 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��
player��that��is��re�rsupplying��
or��is��otherwise��engaged��
during��the��respawn��must��
wait��for��the��next��respawn��
before�� rejoining�� the��
game.��
��

When��the��air��horn��sounds��once,��it��is��the��signal��for��the��referees��to��release��the��players��
waiting��to��respawn.��All��players��on��the��field��can��hear��the��air��horn��and��are��notified��
through��the��air��horn��that��new��players��are��respawning.��
��
Any��players��that��are��not��registered��before��the��beginning��of��the��game��will��be��only��be��
able��to��join��the��game��during��a��respawn.��
��

Chronograph s 
��
All��players��must��use��the��chronograph��prior��to��playing��in��the��game.��Some��referees��are��
carrying��portable��chromos��to��test��the��guns��of��players��on��the��field.��Any��referee��or��Cop��
may��ask��a��player��to��report��to��a��chronograph��for��checking��at��any��point��during��the��game.��
Players��that��are��found��playing��with��a��“hot” ��paintball��gun��(shooting��more��than��280��fps)��
will��be��arrested��and��sent��to��prison.��Prisoners��being��held��for��shooting��“hot” ��may��be��held��
for��extended��periods��of��time��as��determined��by��the��referee.��
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��

Rate of Fire 
��
All��players��on��the��field��must��have��their��paintball��gun��set��to��no��more��than��15��balls��per��
second��shooting��speed.��Players��may��not��have��their��paintball��gun��set��to��fully��automatic��
and��may��only��exercise��“ramping”��when��their��physical��trigger��pulls��are��upward��of��8��balls��
per��second.��
��

Verbal Misrepresentation of Tea m 
��
On��the��field��of��play,��players��are��not��required��to��be��verbally��honest��about��which��team��
they��are��on.��Players��may��lie��about��their��team��verbally��but��may��not��change��their��
armband.��It��is��important��that��all��players��look��for��another��players��armband��before��being��
assured��that��they��are��on��your��team.��
��

Physic al Misrepresentation of Team 
��
All��players��must��have��on��the��correct��color��armband��unless��they��have��purchased��the��
Double��Agent��perk��from��the��Cops��as��described��in��the��perks��section��of��the��rules.��Any��
player��found��to��be��wearing��the��wrong��armband��or��not��wearing��an��armband��can��be��
arrested��and��sent��to��prison.��Any��play��found��violating��this��rule��more��than��once��is��subject��
to��extended��prison��terms��or��expulsion��from��the��remainder��of��the��game.����
��

Playing On 
��
“Playing��on”��shall��be��defined��as��any��player��that��advances��more��than��1��yard��or��continues��
to��fire��their��paintball��gun��after��they��have��been��hit��in��an��obvious��location��(as��determined��
by��the��referees��sole��discretion).��A��referee��will��NOT��call��a��player��“eliminated”��until��three��
seconds��after��the��players��has��been��hit��(unless��the��player��calls��a��paint��check��on��
themselves.)��
��

Wiping 
��
Any��player��caught��wiping��a��paintball��hit��mark��on��the��field��of��play��will��be��considered��a��
“wiper”.��“Wipers”��will��be��arrested��by��the��Cops��or��Referees��and��will��be��subject��to��½��hour��
of��prison��time��for��the��first��occurrence��and��will��be��ejected��from��the��game��on��the��second��
occurrence.����
��
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Oversh ooting 
��
Overshooting��is��defined��as��the��action��of��continuing��to��shoot��at��a��player��that��has��called��
themselves��out��or��is��walking��off��the��field��with��their��white��flag��over��their��head.��
Overshooting��may��happen��in��the��due��course��of��play,��but��excessive��overshooting��will��not��
be��tolerated.��Referees��have��been��instructed��to��pay��close��attention��to��the��overshooting��
of��children��playing��and��the��penalties��for��overshooting��children��are��much��more��severe.��
The��penalty��for��overshooting��will��be��determined��by��the��referee��or��field��official��that��
witnessed��the��event.��
��

Dishonoring Referee 
��
Referees��are��on��the��field��to��protect��players,��create��a��fair��playing��environment��and��
ensure��that��players��have��fun!��All��of��the��referees��at��this��event��have��been��trained��for��the��
event��and��are��fully��aware��of��all��the��rules��of��the��game.��“Dishonoring��a��Referee”��shall��be��
defined��as��any��time��a��referee,��field��official��or��game��coordinator��in��their��own��digression��
has��swore,��disregarded��instructions��or��behaved��aggressively��toward��any��player,��referee,��
field��official��or��game��coordinator.��The��penalty��for��such��infraction��shall��be��determined��by��
the��game��coordinator��at��their��sole��digression.��Any��referee��facing��such��issues��should��
immediately��radio��the��game��coordinator��for��assistance.��
��

Unsportsmanlike Conduct 
��
It��is��important��that��all��players��remember��that��although��this��is��a��competitive��game,��that��
it��is��just��a��game.��Unsportsmanlike��conduct��is��defined��as��(but��not��limited��to)��any��time��a��
player,��in��the��discretion��of��a��field��official,��referee��or��game��coordinator��swears��at��another��
player��or��otherwise��behaves��in��an��overtly��aggressive��way��toward��another��player,��field��
official��or��game��coordinator.��No��two��players��on��opposite��teams��should��ever��have��
physical��contact��with��each��other.��The��penalty��for��such��offense��will��be��determined��by��the��
game��coordinator��and��may��result��in��ejection��from��the��remainder��of��the��day.��
��

Bounces & Field Courtesy 
��
Players��are��encouraged��to��call��bounces��by��shouting��“bounce”��any��time��a��hit��does��not��
break.��Since��many��bounces��look��like��eliminating��hits,��shouting��“bounce”��may��avert��
unsportsmanlike��conduct��and��assure��other��participants��that��the��player��is��not��“playing��
on”��or��wiping��while��acknowledging��the��opposing��players��good��shot.��
��
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Ex cept ional  Spor tsman s hip 
��
This��game��format��relies��heavily��on��the��sportsmanship��of��the��players.��Referees��and��field��
officials��cannot��be��everywhere��all��the��time��and��it��is��up��to��the��players��to��make��this��game��
great.��

��

ID Bad ge 
��
All��players��are��issued��an��ID��Badge��at��the��time��of��registration.��This��ID��badge��has��a��
number��on��it��that��identifies��the��player’s��name.��Each��time��that��a��player��is��eliminated,��
that��player��must��have��their��badge��punched��at��the��respawn��point��prior��to��re�rentering��the��
game.��Players��must��wear��their��badge��at��all��times��on��the��lanyard��provided��at��registration.��
This��badge��must��be��visibly��shown��on��the��player��at��all��times��and��should��not��be��covered��
by��baggy��clothing��or��for��any��other��reason.��This��lanyard��will��also��be��used��when��
transporting��money.��
��

Event Paint Only 
��
All��paint��for��this��event��must��be��purchased��directly��from��the��field��on��the��day��of��the��
event.��For��game��day��of��the��scenario��the��color��of��the��field��paint��will��be��changed��from��the��
standard��field��color.��Any��player��found��on��the��field��of��play��shooting,��loading��or��being��in��
possession��of��non�rfield��paint��will��be��arrested��and��sent��to��prison��until��they��can��show��the��
prison��guard��a��receipt��for��the��purchase��of��field��paint.����
��

Radios & Radio Channels 
��
Although��radios��were��not��available��in��the��1920’s��for��the��sake��of��scenario��paintball,��all��
players��in��the��event��are��welcome��to��use��two�rway��radios��on��the��field��of��play.��It��is��
suggested��that��players��wishing��to��use��radios��also��use��a��headset��or��throat��microphone��
with��the��radio��to��reduce��the��enemy’s��ability��to��hear��you��communicating.��The��only��
restricted��channel��on��the��field��is��CHANNEL��7��which��will��be��used��by��the��referees��and��
game��coordinators��to��manage��the��overall��game.��No��player��should��communicate��on��this��
channel��unless��they��are��requesting��assistance��in��an��emergency.��
��
Players��in��prison��and��eliminated��players��leaving��the��field��of��play��MAY��NOT��use��radios.��
Once��an��eliminated��player��has��left��the��field��of��play,��they��may��then��resume��the��use��of��
their��radio��to��stay��in��contact��with��their��team��and��may��help��in��coordinating��team��
strategy.��
��
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Mask Down 
��
Anyone��including��players��and��event��staff��that��is��on��the��field��of��play��must��be��wearing��an��
approved��paintball��mask��and��have��the��mask��fully��covering��their��face.��No��player��should��
remove��their��mask��on��the��field��of��play��for��any��reason.��If��a��player��needs��to��wipe��their��
mask��lenses��or��remove��their��mask��for��ANY��reason��that��person��must��leave��the��field��of��
play��before��removing��their��mask.��NO��EXCEPTIONS!��
��

Prohibited Equipment 
��
The��items��listed��below��are��not��allowed��on��the��field��of��play.� � � �Any��player��caught��in��
possession��of��a��prohibited��item��while��on��the��field��will��result��in��time��in��prison��or��ejection��
from��the��remainder��of��the��event.��The��prohibited��items��include:��
��

�x Heavy��clothing��designed��to��promote��“bounces”.��
�x Shields��of��any��kind��
�x Unbreakable��trip��wires��
�x Air��horns��(except��by��event��staff)��
�x Cylumes��
�x Knifes��
�x Ropes��
�x Whistles��
�x Hot�rburning��smoke��
�x Pyrotechnics��
�x Firearms��
�x Laser��sights��
�x Crossbows��
�x Sling��shots��
�x BB��Guns��
�x Dollies��or��other��wheeled��equipment��

��
If��you��are��unsure��as��to��if��a��particular��prop��or��piece��of��equipment��will��be��allowed��at��the��
event��you��should��check��with��the��event��coordinator��prior��to��game��day.��The��event��
coordinator��can��be��reached��at��561�r914�r0054.��
��

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��game��that��can��be��enjoyed��by��all��ages.��In��no��event��should��any��player,��
spectator��or��other��participant��in��this��event��be��in��possession��of��actual��alcohol��or��drugs��on��
the��property.��
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��

Player Contests  
��
Throughout��the��day��different��player��contests��will��be��held.��Each��of��the��contests��has��a��
prize��that��is��to��be��determined��the��day��of��the��event.��Any��player��may��enter��any��and��all��
contests��if��they��wish.��
��
�� Best Costume 
��

During��the��initial��player��meeting��the��event��staff��will��vote��on��the��best��costume��a��
player��wears.��Since��the��game��is��being��played��the��day��after��Halloween��we��are��
expecting��that��players��will��dress��up��for��the��occasion.��The��player��with��the��best��
costume��will��receive��a��special��prize��at��the��beginning��of��the��game.��
��
Sportsmanship Award  
��
The��Sportsmanship��Award��will��be��given��away��at��the��end��of��the��day��ceremony��to��
a��player��that��works��hard��to��create��a��fun��and��safe��environment��for��other��players.��
The��player��chosen��for��this��award��will��receive��an��annual��membership��to��the��field��
and��will��not��pay��a��field��fee��for��all��of��2009.��

��
��


