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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
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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 liguor 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 Raids
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.

rrison
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-supply 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.

Wnite 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.

Aymbands

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.

rurchnasing rerks

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.

rerks
Look the Jther Way
(5500) 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.

Poljice Protection
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(5750) 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.

RHaid the Enemy

(51,500) 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

(52,500) 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

(5750) 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

(51,000) 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-blocking 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-supply
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
(ie. 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-supplying
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.

Chnronograpns

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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Kate 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 Team

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.

Physical 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 % hour
of prison time for the first occurrence and will be ejected from the game on the second
occurrence.
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Overshooting

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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E¥ceptional Sportsmanship

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 Badge

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-entering 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-field paint will be arrested and sent to prison until they can show the
prison guard a receipt for the purchase of field paint.

Radios & HKadio 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-way 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!

Pronibited Eqguipment

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:

e Heavy clothing designed to promote “bounces”.
e Shields of any kind

e Unbreakable trip wires

e Air horns (except by event staff)

e Cylumes
e Knifes
e Ropes
e Whistles

e Hot-burning smoke

e Pyrotechnics

e Firearms

e Laser sights

e Crossbows

e Sling shots

e BB Guns

e 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 561-914-0054.

NO ALCOHOL OR DRUGS ALLOWED
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.
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