LAST STAND IN THE BADLANDS

A WELL REGULATED MILITIA SERIES EVENT. 

Air soft Rules

A. Welcome to our field. Throughout the day today should you have any questions whatsoever please feel free to come up to any of us and we'll do our very best to answer them for you. Our biggest concern today is for your safety. 

B. Only approved full-face mask sealed air soft goggles or paintball goggles will be allowed. Any player under the age of 18 will only be allowed to wear a full paintball goggle/mask designed to protect face and ears. 

C. A print out from the mfg's website, or the box, or the info sheet that came with the safety goggles stating they meet or exceed ANSI Z87.1 is all the verification we need. We cannot accept "I believe" or "I heard" or "I'm sure" as valid Proof. 

D. The most important rule here is our goggle rule. Goggles are to be worn at all times out on the playing field and in the target range area. They are never to be removed under any circumstances. Do not shoot at anyone not wearing goggles. 

E. Should you be caught for any reason at all taking your goggles off you will sit two games out. Should you be caught a second time you will be done for the day. 

F. Should your goggles come off while playing, drop your gun immediately, cover your eyes and yell for a ref. A ref will run to you and get the game shut down. When the ref feels it is safe he or she will hand you your goggles and you can then put them on. 

G. All air soft guns must be transported in appropriate gun cases. 

H. Accidental Discharges will not be tolerated as this demonstrates unsafe gun handling. You will be warned once, the second time you will be done for the day. 

I. All guns must be on safe and empty (UNLOADED, MAGAZINE REMOVED) at all times except on the playing field or target range. NO EXCEPTIONS 

J. Guns are not to be fired or dry fired in the parking lot or staging area ever. 

K. Guns will not shoot faster than 400fps. with a .20 gram BB.

L. Sniper rifles must be single shot only, no fully automatic or the possibility of shooting fully automatic. They must shoot less than 475fps with a .20 gram bb. There is a 100 foot minimum engagement rule for sniper weapons. 

M. Look before you leap. Be aware of your surroundings (Animal holes, fallen trees, cut branches, stubs and rocks). Do not jump out of the buildings, sit or balance on walls. Exit through doorways only. Do not move any man made obstacles (pallets, spools, barrels, etc.) Do not climb trees and please don't shoot the wildlife. 

N. No smoking, food, beverages, cell phones, or any real firearms, hand or smoke grenades, claymores, tripwires, etc. are allowed on field. 

O. No swearing or abusive language. Any hand-to-hand combat both parties will be told to leave. 

P. Report all injuries. 

Q. Our boundaries are well marked. Do not shoot across our boundaries or go out of bounds or you will be called out of the game. 

Game Rules

A. Scenario Games will have objectives other than a flag that will be explained before the start of the game

B. Dead men do not talk to live men; live men do not talk to dead men. In both cases the live man or men will be called out. 

C. If you are within 10 feet of a person, you are required to bang kill that person. You shout “bang” while pointing your gun at the intended target. 

D. Rambo rule. Should you sneak up to the enemy, touch him on either shoulder with either hand he is dead. NEVER TOUCH ANYONE WITH A GUN. 

Kill Rules

A. All players will adhere to the high standards of honor, dignity, and integrity. This sport is solely dependant upon the honor of players to call them selves out upon getting hit. 

B. Any hit any where is a kill shot except the gun
C. Once killed, the player cannot shoot his or her gun any longer. 

D. When killed immediately call yourself out, pull out your red kill rag place on your head, and get a secure position. 

E. Call for a medic. If a medic comes he or she will make an attempt to heal you. If you die go to the dead pool. If you are healed they tie a white ribbon on your arm and your back in.

F. If no medic comes within 4 minutes, you have died go to the dead pool.

G. Friendly fire kills, if shot by a team member you're out. 

H. Dead men do not pass ammo or equipment to live men. Live men do not steal dead men's ammo or equipment. 

I. Any unsportsmanlike conduct or cheating you will be done for the day. 

J. If a player receives two warnings in a day for not calling himself or herself out, he or she will be done for the day and at the field for any future events. 
K. Do not carry anything of value out on the playing field (car keys, wallets, money, etc.). 

If you still have any questions we will answer them at orientation? Thank you and I hope you have a great time playing today.    
Tank Rules

      DEFINITION,   tank is an off road vehicle designed for low speed and for the safety of its crew and surrounding players. Brakes must work. The tank must have radio contact with its ref. The tank must have 360deg field of view with the help of its tank ref. We would like to see two entrances minimum for safety. But we know some are designed with one. If it rolls onto your only exit how do you get out? No uncovered glass windows will be allowed. Please use netting over them or another approved cover. All tanks must be painted to look like a tank. All tanks must pass a safety inspection before allowed into the game. Loose batteries, leaking gas, or no brakes will not get you into the game! Any exhaust pipes exposed to where a player could lean against it must be covered for safety. 

TANK STATUS:  A tank is either ACTIVE or DISABLED.  Each tank has an assigned tank referee who decides whether that tank is currently active or disabled – The tank referee’s decisions are final.  An active tank can move and shoot; a disabled tank cannot move or shoot and it displays a white flag to indicate its disabled status. At all times it is active, a tank must fly its team flag.

TANK CREW:  The players operating the tank are called the tank crew.  Tank crew cannot be eliminated by any hits while they are inside their tank.  Players may not attempt to eliminate tank crew by sticking a gun barrel through an opening in the tank and firing. This is a major rules violation and will cause your immediate removal from the field with no refund.  For example, if a tank crewmember leaves the tank (to remove a roadblock) that crewmember is now an ordinary player and may be eliminated by a hit from an air soft gun. No player may enter a tank to capture it. At anytime a player may fire upon the tank to cause distraction or to keep the gunners suppressed. But again, a hit inside of the tank does not kill a tank crew member. 
 ACTIVE TANKS: 

No player may come within 15 feet of an active tank -- not even a TECH. It is the individual player’s responsibility to maintain proper distance from active tanks -- If an active tank advances towards any player in the bush, and that player does not move. The tank referee will eliminate that player when the tank moves to within 15 feet of the player’s position, unless you are inside one of the walled structures on our field. Don’t hide in the bushes in front of the tank is the common sense rule here. The tank referee will announce when an active tank has become disabled, and will order the tank to halt and display the white flag.  Any attempt to actually physically damage a tank by shoving branches at its wheels, setting punji spikes, shooting or throwing rocks, etc., will result in immediate ejection from the field with no refund.

DISABLING A TANK

   Satchel charge, anti tank gun, roadblock or land mine may disable an active tank... Satchel charges and roadblocks disable by proximity. Each method of disabling a tank is discussed below: Tanks can never be assaulted from the front by players, do to safety factor. Sides or back only

SATCHEL CHARGE
     A satchel charge is a pouch filled with high explosives, like a giant hand grenade with a carrying strap.  The field will supply each team with several mock satchel charges for use during each phase of the game.  These are the only satchel charges that may be used during the game – players may not improvise their own satchel charges.  Each satchel charge may only be used once for each phase of the game.  A satchel charge is used by being tossed at an active tank. If it lands on the any surface of an active tank and does not bounce off, the tank is disabled. If a satchel charge bounces off the tank, the tank is unaffected. If the satchel charge completely misses an active tank, the charge is still spent and cannot be reused.  The tank referee will collect used satchel charges after they have been thrown. For later use during that phase or the next phase

TANK DEFENSE WEAPONS:    
   The tank may employ a vast array of Antipersonnel weapons inside of it. Tanks will be spot checked for velocity randomly during the game. If we feel a tank is over shooting on players it will be warned. Having to warn the tank a second time can lead to its dismissal from the game. If warned a 3rd time you can pack it up and go home with no refund. It is the ultimate responsibility of the tank ref to warn you about over shooting. His call is final                                                  

LAND MINES
    We will be employing land mines for this game. Only a TECH can set and place the land mines. Anybody other than a TECH does not have the technical skill to work these during the game. If any other person other than a  TECH tries to move a land mine. It will detonate and cause him or her to be eliminated. Tankers and players will know what a land mine looks like so they can identify them. Once identified a TECH  can disarm it and capture it to be reused for his or her team. Players are not affected by land mines. If the tank drives through a land mine area it will be notified by the tank ref that it has been disabled. If the tank has been disabled in the middle of a mine field, it can be repaired but the mines that are left must be removed before it can proceed. It will have to back up to get away from the area. Only one mine is needed to take out a tank. The tank just has to cross over it or pass within two feet to activate it. The Tank ref has the final decision on any and all issues with the tank. 
DISABLED TANKS:  
      Once the white flag is displayed, a disabled tank may be approached by any player to within 5 foot distance, and may be used as shelter against enemy fire.  Players may not climb upon, shoot into/through, attempt to push, set fire to or flip a disabled tank – any of these actions will result in immediate ejection from the field. A disabled tank may be repaired by any TECH. If a TECH succeeds in repairing a disabled tank, the white flag is removed by the tank crew and the tank referee will begin a loud ten-second warning countdown.  The tank will become fully active again at the end of the countdown, and any players still within 15 feet of the tank (including wounded players) will be eliminated.  If a disabled tank sits for more than 5 minutes with no player action around it, or if the tank experiences mechanical or crew problems, the tank crew will be allowed the option of leaving the game with the tank if they choose. If a tank is seen moving while displaying a white flag, it is no longer in the game and should be ignored.

Medics
       Each team will have 4 medics. The medics have the coin of life or death. They go up to the hit player and flip the coin. It will show KIA for death and a cross for being healed. If a player is healed, the medic ties a white band on their arm. If they get hit gain, a medic will have to flip the coin once for each white ribbon they have and once for trying to heal them. The must get a cross each time they flip it for the person to be healed. If any KIA shows up the player goes to the dead pool.

DEAD POOL

   Each team will have a dead pool. If a player is hit and is not healed, they go to the designated dead pool. The dead pool will take you back onto the field every 15 players or 15 minutes. If you need to leave the field for anything, you can get back into the game by just going to the dead pool. The dead pools closes towards the end of each faze when there is less than 15 minutes. No players will come out once the dead pool stops for that faze. At any time the dead pool times may change regeneration times to help with game play. But never longer than 15 minutes or shorter than 5 minutes
TECH’s
     Techs are players who can repair or disabled heavy weapons like tanks and cannons. They can place and remove any explosives. They can repair any field prop if so ordered.  Repairs to anything are done by placing your hands on it for one minute without breaking contact. At the end of that time the item is repaired. If you are eliminated, you are still the TECH when you come back in the game. Techs can disarm any explosive or land mine. Timers they just turn off.
SNIPERS 
    A snipe is an individual who carries a weapon that is semi auto only or bolt action and the velocity is over 400 fps and under 475 fps. There is a 100 foot minimum engagement rule for a sniper. If we receive complaints about close shots from a sniper, we will warn you once. The next time you will be asked to leave with no refund. If we find people abusing the sniper role you will be strapped with an observer for the game. 
CAPTURING TANKS
  If a TECH successfully repairs a disabled tank belonging to the opposing team, that tank is considered captured – it immediately switches to the team of the Tech who repaired it and remains on that team until it is disabled and recaptured by the other team. 

ROADBLOCKS

    ROADBLOCKS are portable anti-armor barriers for preventing heavy weapons from advancing along a road or through a narrow gap.  The field may provide each team or at least one team with two or more roadblocks. These are the only roadblocks the teams may use. Players may not improvise their own roadblocks. A tank that touches a roadblock is immediately disabled.  To be most effective, a roadblock should stretch across enough of the path so that a tank cannot squeeze by without touching it.  Roadblocks will have no affect upon players.  Any player may set up, tear down, climb over, hide behind or move any roadblock.  A roadblock may be reused and repositioned any number of times by players of either team.  A roadblock has no effect while it is being transported or when it is not on the ground. A roadblock can even be hauled by an active tank.  Roadblocks must be deployed on the ground and completely stationary in order to hinder or disable a tank.  Players may not throw a roadblock or attempt to "tag" an active tank with a roadblock. You can even steal the other team’s road blocks. 
DESTROYED FORTS OR STRUCTURES

    At any time during the game you approach a structure and a yellow caution tape is across the door, it has been destroyed and must be repaired by a TECH in order to use it.

PLEASE NOTE:  Tanks are the personal equipment of the tank crew. Treat a tank as if it were another player’s gear.  Be mindful around tanks.

Spy Satellite
   The spy satellite is your eye in the sky. This prop will be mounted on top of a pole that is carried by a ref. Who ever controls it can order it to go to any part of the field. Once there, the satellite will report back to the general on what it sees by telling items such as: Who is in control, how many people, and approximate location (example would be 3 inside of the fort). It can never be shot down. In order to receive reports from the satellite you must have control of some type of TV monitor. (TV TRUCK) The spy satellite will be in play the whole game.
Sheep 
  Yes sheep. At any time you are on the field and you see sheep (wooden cut outs), they are worth points if there are no bullet holes through the paper center (Militia only.)  If you happen to capture sheep, you must get them back to the sheep pasture at your main base (Militia only). They may be carried anywhere in the active playing field. If they are not in your sheep pen at the end of the phase they are worth no points. No sheep can be killed while in the pen. The CRG’s job is to eliminate the sheep so the Militia cannot use them for points (food). Dead players must drop a captured sheep where they get hit. Another player can pick it up and keep going. 
Moon Shine

    These are designated by one gallon jugs with a clear liquid in them. They will have XXX across the front. If you find one grab it. If you are hit, put your kill rag on and then stand up to show the other team you have the moon shine jug. Open it and pore out some of the liquid to the first black line you see marked on the side. Honor system is involved here. You are now healed, take cover and remove your kill rag and you are back in the game and do not have to go through the dead pool. If you are hit again you must pore out 2 lines worth of liquid if you use it. The more you use of it, the more you need to pore out. If you pass it on to another person they can heal themselves also. But they start at one line for their first heal.
Mock Explosives      

       Explosives that we employ are small bags filled with beans covered in duct tape and labeled so we know if they are ours and not extras snuck into the game. The timed charges will have a timer mounted to the front of them. All of these are limited in number. 
Grenades
     We will allow tennis ball grenades and air sounding grenades with no projectiles to be used in limited numbers. These will work best in clearing the two story forts only. The center room or the top floor will be cleared if a grenade is tossed into it. The rest of the areas can be shot at from the outside. Grenades must be tossed softly underhand and not thrown overhand. We do not want a mask knocked off. All forts this year will be marked in sections by orange lines. When a grenade lands in a fort, it clears all players from one orange line to the next, no matter what side they are on. The center room and the roof will be individual areas. It will take one grenade for each section to clear it. 
Two Story Forts/CQB areas
      Our field has several two story forts and structures on it. Shooting into or inside of one you must shoot semi auto only. The semi auto area will be marked with an orange spray painted line on the ground that will circle each fort. Anytime you are inside of the circle shooting at other players inside of the circle, it is semi auto only. The orange circle will designate CQB areas. No full auto shooting into or inside a fort. You may use the bang rule if you get the drop on some one. 
Every person going into a CQB area must have full face and skin coverage. Paintball masks, shemag, or balaclava will work.  Outside of the CQB you can use the minimal required for your age. If you are in the CQB area and are shooting at players outside of the CQB zone you may use full auto. Players outside of the CQB zone shooting into it may use full auto also.
TV Truck
     During the game you might see a TV truck. It has no defense value and no assault value. It is what it is. It may carry a reporter also. The TV truck receives signals from the spy satellite. Those who control the truck control the satellite
The River Why
   We will employ a mock river for phase one this year. It will be marked with a blue line. At anytime you step, or slip in the river you are carried away by the current and die. Go back to the dead pool and start again. There will be three ways to cross the river. The main bridge that can also carry the tank, the rope bridges you must build, and the boat. The rope bridges can be built anywhere it can stretch the river. You must lay three boards across the river, and then tie a rope from one side to the other above it. When crossing one hand goes on the rope and you walk across the boards. If you let go of the rope you fall in and die. If you slip off a board you fall in and die. Yes you can shoot one handed while on the Rope Bridge. The boat will have the bottom cut out of it. Players stand inside and pick it up. They can then walk across the river with it. If they get hit while in the boat they have to let go. If at anytime the boat touches the ground in the river you all die, start again. The main bridge will be a heavy bridge the tank can cross and you can defend from. It is non moveable. 
Heli Drops
  We will be using simulated helicopter infantry assaults. The chopper can carry up to 8 players. They all hang on a rope and exit at one point of the rope. The leader tells the chopper ref where he wants to go, once at that spot he can choose to drop in the safest location. You can never be dropped inside of a CQB zone. There will only be a few of these so use them wisely.
Possible other game props 
Hockey stick

Molson six pack holder

Celean Deon Album

Stuckey log roll

Oil drums

Packer’s shirt

Oil wells    

We also reserve the right to add or subtract any props during the game. All props used will be explained before each faze. Anybody may make a prop to distract the other team. Make it as crazy as you want but make it safe. You could stick a microphone inside and use it as a bug if you wanted. Baby monitors ring a bell? All props must be OK’s by the head ref before use. 

At any time we reserve the right to alter the rules to make the game more playable depending on weather, or number of players.  
