*rxxxx*THUMPER'S SCENARIO RULES— MISSION’'S VERSION -- Last Modified : 3.1.2005% *******

Safety Briefing : Welcome to CARTOON WARS & Thank you for being here

This is TriggerTyne Paintball and we have a few new rules based on | essons |earned — so
pl ease |isten up.

Trash : You will hear this again. We have trash bags in the trailer and our canping sites
are free. Many fields charge for canping because of the trash generated. Pl ease police your
own trash and encourage others to do |ikewise — and we will keep canping free. OK? — OK.

Age: You have to be 10 or ol der to play.

M ssions & Points: Qur refs will be hand delivering m ssion envel opes to the generals, and
we will be posting a copy and the results in real time on the bulletin board. Al points are
denoted on the mission cards. There are no points awarded for bl ow ng bases, or elimnating
pl ayers or generals. Mssions vary in value based on conplexity and duration — so pl ease
read your mssion cards carefully.

Arm Bands: You will be issued arm band tape. Your arm band tape and player cards nust be in
plain view at all tinmes — and no pulling a sleeve down over your arm band. And you may not
wear eneny tape. There may be a third teamon the field with a third color clearly marked,
but there are no spies.

Bases: Bases are worthless. Over run bases may not be held - they nust be inmmedi ately
vacated by no Il ess than 300 feet. You may take everything in a base except personal itens
and field radi os. Blown bases may be i medi ately reoccupi ed by fresh troops.

Generals: Run your army how you |ike — you don’'t have to stay at your base.

Weapon Restrictions: 68 Caliber markers of all types and nodes are allowed including ful
autos. We do not have the roads yet for tanks, so no tanks or |aw rockets. Qur field speeds
are 280fps during the day and 250fps at night. Land mines and grenades are fine. If you have
any questions see Thunper. Any markers that can be adjusted without tools need a velocity

| ock-down or "tourney-cap."

Prohi bi ted Equi prment: Heavy cl othing which is designed to pronote bounces; shields;
unbreakable trip wires; air horns; cylunmes; knives; ropes; whistles; hot-burning snoke;
pyrotechnics; firearnms; |aser sights; crossbows; sling shots; BB guns. Any device designed
to raise or lower the velocity of a paint marker (tools, adjustable barrels w thout | ocking
caps) are prohibited on the field of play. NO predonminantly yellow or orange shirts, jerseys
al | owed.

Ni ght Vi sion Goggles : Your eyes nust be fully protected. NVGs are allowed until 10pm - and
are then prohibited. If we get any conplaints at night about overshooting and NVGs being
i nvol ved, we prohibit them So it is up to you to use themresponsibly.

Q beans are also fine — but may get shot at.
Ghillie Suits: For Ghillie suits bounces count if the wearer feels the hit.

Pl ayer Cards: You nust keep your player card on you and VISIBLE, and it will be required to
chrono, receive your armband tape, to enter your base, for your neals and air.

Medics : we are not using nmedics — they create problems — but we do have a cool rule we are
borrowing fromBrain at Paintball Charleston called the 5 man insertion rule:

Hits: Al hits count. Quarter sized hit or quarter sized splatter nmeans OUT

Once you are OUT: plug you gun and raise it high and holler I'm OUT and do it quick and nove
toward the nearest insertion point, but... keep you gun up and plugged - renenber dead nen
don’t talk and this includes radios & don’t wander through the eneny positions.



Surrender & Barrel Tags: Once under 20 feet all players should offer the surrender option
The receiving player can plug his nmarker in surrender OR turn and shoot. |If you touch the
barrel of your marker into an opponent and say “TAKE THE HI T” the receiving player is OUT

Insertions: Once you are out, plug your marker and return to the conpound. Each side has an
insertion point & you nust use your own insertion point. Once you have AT LEAST 5 ALLI ED
PLAYERS you nmay reinsert. YOU MJST Go to your base before renoving your barrel plugs - A
ref will be there to help nake goes clean and safe. This should keep the gane hopping.

Pl ayer Commruni cati ons Equi pnent: No restrictions except as linmted by the FCC

Pai nt: Use our paint - other paint does not count — get caught and | oose your card.

Shot Speed: 280fps - |eave your tools at your staging area. Plan on being spot checked on
the field. 250fps at night.

M ssions Cards : M ssions may include special weapons including deno cards.

A copy of the mission cards will be posted on the bulletin board as they are issued. Your
general (or XO wll be handed the mission card. He will hand it to the nission |eader. The
m ssion | eader hands it to the ref at the mission objective. If there is no ref on site, go
find one. The ref will call in the mssion results to the conmpound. W will record the

m ssion results in real tinme on the bulletin board. And we will not nonkey with the score to
meke it “amazingly close” at the end. You earn what you earn. |’m sure our veteran players
will appreciate this.

You nmust return to your insertion point when elimnated and then go to your base before
going live

Dead Man's Wal k: First - don’t use elimnated players as cover. If you are elim nated, your
mar kers nust be UP and plugged as you wal k back to your insertion point. If your marker is

down and plugged —or- up and unplugged you appear to be a live player. If you are out, plug
it and hold your marker UP and wal k of f.

Qut of Bounds: Don’t play out of bounds.
Cussing: We have young ears here. Cussing is considered unsportsmanlike.

Shooting in the Staging Area or Wandering around unpl ugged: Do not shoot paint in the
staging area. Keep you gun plugged. Dry fire in the staging area all you want, but your gun
must be pl ugged.

Rate of Fire & Overshooting: GUYS: | know nany of you | ove dunping paint and for our
upcomi ng ganes in April and Novenber we will be inposing a 6 rounds per second restriction
Once | receive the first conplaint today of someone being overshot, we will inpose the 6
bal | per second rule here — but until then fire away. So this is really up to all of you
Al so conme night time — NO MODES ALLOWED.

W ping: We have a nunber of player/refs on the field today | ooking for wipers. If you see a
pl ayer wiping a hit and returning to play please bring it to the nearest ref’s attention. At
this point we will pull the team captain and the player in question off the field to talk
this over. Renmenber - we are not using nedics and we do not allow self nedication

Points & Props: Mssions are worth points (usually 100), and props are worth points (usually
20). There are no points for elininations, blow ng bases or taking out a general — unless
its part of the mi ssion. Props nust stay on the field and may be taken by the eneny from
your base. Turn your props into nme at 5:30pm Saturday, and 11: 00am Sunday for point credit.

Goggl es: Keep your goggles on when on the field & at the chrono station. No exceptions.
-------------------------------------- Introductions ----------mmommm o
Happy hunting! —- [Introduce storyline - characters & generals] -



