AG Uptown Invitational Scenario Paintball League

Rule Book ( ver1.0 )

PREAMBLE

Red Dot Recreation & Sport Supply (Red Dot Paintball) in collaboration with Majlis Perbandaran Alor Gajah, AG Up-Town & Kelab Sukan Lasak Negeri Melaka will organise a paintball tournament call “AG Uptown Invitational Scenario Paintball League”. Red Dot Paintball is organizing this tournament in order to fulfill their mission which is to promote a Paintball sport to people nearby Alor Gajah. Red Dot Paintball will continue to develop the sport of Paintball, making it better for player and the general public. Please read the following rules & regulation of the league. 

1.0
THE FIELD & ADJACENT AREAS
1.1
The Playing Field

The Playing field shall have two(2) Flag Stations, One at each end of the field, which will be placed central across the field. Flag stations may not be used as a bunker at any time. Bunkers will be positioned throughout the playing field.
1.2
Out Of Bounds

Defined by the field map, boundaries will be marked in field flagging tape during the event (red and white). Touching the side lines constitutes out of bounds in which player will be eliminated. Do not fire your marker out of  bounds or off the field.
1.3
Dead Boxes

There will be two (2) dead boxes next to the playing field in the out-of-bounds area where players must go when eliminated.
1.4
Safety Netting

The playing field, out-of-bounds area and dead boxes will be surrounded in safety netting.
1.5
Safe Zone

This is a neutral area ( Barrel Blocking Device on ) where you can stage and wait the next insertion window ( insertion window defined = As the period of time where you can legally enter the field of play )

2.0
TOURNAMENT ADMINISTRATION

2.1
Players’ Identification Card (ID)

Player must have a valid ID cards to participate in the tournament. Player will not be allowed to enter the field without a valid ID Card.
2.2
Role of The League

A captain’s Meeting will be held a day before the beginning of each round of the sanctioned tournament. The purpose of  this meeting is to provide information to the players concerning any administrative changes to the Rules and other regulations governing teams’ participation in the tournament. 
2.3
Roster

2.3.1
Team Rosters
All teams must submit complete rosters prior to play. No changes, alteration or amendment to the player roster is allowed after the closing date of submission of the team roster.
2.3.2
Age Requirement

Players must be eighteen (18) years of age or older, except that players ten (10) through seventeen (17) years of age may play with written consent from a parent or legal guardian.
2.3.3
No Player On  Multiple Roster
No player may appear on more than one (1) team roster in any of the AG Uptown sanctioned tournament
2.3.4
Team Name

Team’s name shall not be provocative, negative, vulgar and contains name of country, states, race and religious.
Team’s name shall not have any similarity to other teams ( e.g. Alpha A and Alpha B )

3.0
EQUIPMENT
3.1
Uniform
3.1.1
Protected Colour

Players’ uniforms may not contain the colour orange or  yellow, which is reserved as the “Protected Color” for paint.
3.1.2
Jerseys

Team players are encouraged to wear jerseys consisting of the same colour and style. Jerseys may not have striking/reflecting orange, yellow or green colour to cause confusion with the Referees. 
3.1.3
Padding in Jerseys

Padding in jersey’s is not limited to specific areas provided that the thickness does not exceed 5mm. Padding material is limited to an open cell foam and must not be modified from the manufacturer’s original form. No body protection vest are allowed.
3.1.4
Headgear

Players may wear headgear to protect the head. Players may not wear bandanas and / or handkerchief anywhere other than on the head or neck. 
3.1.5
Gloves 

Players may wear a single pair of gloves, with or without full fingers. Gloves may be padded.
3.1.6
Neck Protection

Players may wear neck protection consisting of single layer of neoprene type material. Neck protectors must cover the neck only and may extend a maximum of one (1) inch passed the collarbone.

3.1.7
Prohibited Materials

Players may not wear jerseys and / or pants which are made out of highly absorbent material, such as felt or fleece or a highly padded or slick nature, such as nylon or rubber.
3.1.8
Armbands

Armband are not allowed.
3.1.9
Protective Padding Separate from Clothing

Player may wear one (1) layer of protection, over or under clothing, protecting the below body part, provided that the padding has not been modified from the manufacturer’s original form. The following protective padding has been approved for use:

i) neoprene neck protection ( may extend a maximum of one (1) inch passed the collarbone);

ii) forearm and elbow protection;

iii) shin and knee protection;

iv) groin protection; and

v) chest protection (female players only)

3.2
Facemask

Player, Officials and any other individuals present in a goggle-safe area (e.g. the playing field and Chrono Station) must wear goggles with full-face protection manufactured for use in paintball games in its original form. Goggles must meet or exceed ASTM standards F1176 for eye protection and lenses be in good repair, Goggles must have adequate ear protection.
3.3
Marker
3.3.1
Marker Specification

Players may use a single, .68 caliber, pump or semi automatic paintball marker, which consists of a single barrel and single trigger or double trigger. All speedball &  scenario paintball marker are allowed and shall operate in semi auto or pump mode and may not operate in other discharge modes such burst, enhanced trigger or fully automatic discharge mode during league play. No electronic marker are allowed although have been setup to semi automatic mode.
3.3.2
Trigger

A “trigger” is the moveable lever or button that comes in contact with the finger. The contacts of a switch are not a trigger. A trigger pull requires an exertion of force by the finger on the trigger and a release of force by the finger on the trigger during every shooting cycle. Markers may shoot at any rate of fire, and may shoot any number of paintballs, provided that it shoot in semi auto or pump mode only. This means that no more than one paintball may be discharged during each shooting cycle of a trigger pull.
3.3.3
Inspection.

Marker are subject to inspection 30 minute before the game start. All approval marker will be tagged. Only tagged marker will be allowed in the playing field. 

3.3.4
Marker Velocity

All marker must be chronographed at a chrono station prior to start of each game. Generally they are 250 – 260 feet per second during game play.  The marker must be chronographed by the player itself prior to entering the field of play. Referees with hand-held chronograph may spot check your marker on the field. Marker which illegal speed of chronographed will not be allowed in the playing field.
3.3.5
Barrels

Players may only bring one (1) barrel on the playing field. The barrel must be attached to the marker.

3.3.6
Barrel Blocking Device

Markers must have a Blocking device that meets ASTM Standard F2271 over or in their barrel at all times the marker is in any ungoggled area.
3.3.7
Exposed Markers
Players may not have any exposed markers, tank or barrels outside of the Players Paddocks. All markers taken outside the player paddocks must be concealed.

3.4
Other Equipment

3.4.1
Paint Loaders

Loader colour and design may not resemble a hit or paintball mark, profanity, racist and political and governmental insignia. Any loader design and colour may be use except the Protected Colour. 

3.4.2
Air Tank 

All compressed air tank (or other) tank must be within the current test date specified as per the manufacturers recommendations. Only N2 will be supply in AG Uptown sanctioned tournament.

3.4.3
Remote Tank

Players may wear a remote tank hook-up. The remote line may not de worn underneath clothing. Air Tank Valves must meet or exceed ASTM Standard F1750-96 and ASTM Standard F2030-00.

3.4.4
Pouches, Pods or Tubes
Players may carry any number of pouches, pods, or tubes. Pods and Tubes may not contain the Protected colour. Pouches may not be constructed in such a fashion that constitute padding.

3.4.5
Squeegees

Player may carry multiple squeegees and / or swabs. Player may carry anti-fog cloths of spray.

3.5 Paintball
Paintball can be shoot without any limit of number at any games played. Only paintball which are supply by the event organizer are allowed. Paint sales will remain open during the entire event. Having off-field paint on the field of play is grounds for immediate expulsion ( total ejection ) from the event with absolute NO REFUND.
4.0
REFEREE HAND SIGNALS

Referee hand signals will be as follow :

4.1
Ten (10) seconds to Game Start.

The Head Ref  will signal  ten (10) seconds to Game Start by raising his right hand.

4.2
Game Start

The Head Ref will signal the game start by dropping his right hand.

4.3
Eliminated

Referee will signal when a player is eliminated by holding his right hand on top of his head and pointing his left arm at the player who is eliminated. The Referee cannot put a player back in after calling a player eliminated with a hand signal.

4.4
Safe

Referee will signal safe by waving both hands in front of his body. This “safe” signal indicates that a player is considered clean of a hit and still an active part of the game.

4.5
Flag Capture

Referee will signal Flag Capture by placing both arms over his/her head and holding left wrist with right hand.

4.6
Game End and Stoppages

The head Ref will signal the game end or game stop by waving both hands overhead so that the wrists cross.

5.0
THE GAME
5.1
The Mission – Capture Opponent Flag
For their mission, Player have to grab in hand the opponent’ team flag at the opponent’ Flag station within three (3) minutes games play. Any player who has grabbed the opponent team flag will consider a “successful mission” for their team.
5.2
Game Start
5.2.1
The head Ref on the field will begin game by saying “Remove Your Barrel Protection”. Players must remove their Barrel Protection.

5.2.2
Then the head Ref will saying “ Barrel Touch Flag Station”. Players must have the barrels of their marker touching the Flag Station. Player must start in front of the break out board with markers touching the Flag Station
5.2.3
The head Ref will give such warning with a countdown by saying “Get Ready For 10 Seconds”.

5.2.4
The game will start after the head Ref had finishing the word “Three, Two, One and Go,Go,Go”

5.3 Game Stoppages
5.3.1 False Start. 
In a situation here a false start happens due to a Referee mistake or communication.
5.3.2 Emergency

Game stoppages will only occur in case of emergency, dangerous weather conditions, other “acts of God” or a physical altercation on the field game. 
5.3.3 Restart.
Once the condition causing the game stoppage has abated or been solved, all the live players and flags are placed in proper positions by the Field Refs.

5.4
Game End

5.4.1
Cease Shooting
Player may not fire their markers following :

1. an instruction from a field Ref to cease fire;

2. a successful mission

3. time out.

5.4.2
Inspection

All live player at the end of a game must present themselves to a Head Ref for Inspection. At this time, a Head Ref will inspect the player for hits, and if any are found, the Head Ref will be notified, and proper penalties will be assessed.

5.4.3
Game End

A game will end only by the Head Ref on the field announcing, “Game Over”

5.5
Eliminations
Referee will eliminate players for the following reasons:

1. Hit.
· A player is marked with paint if a paintball shot out of a paintball marker by any live player that player or anything he or she is wearing or carrying and the paintball breaks upon the object struck and leaves a paint mark. Generally, if the paint marking is reasonably solid and the size of a fifty cents coin, it will be considered a valid hit.

· If the referee witnesses the ball hit and break and leaves paint less then a quarter size it will be considered a valid hit.

· Players are responsible for removing old hits or bringing the same to the attention of a Field Ref prior to game time, so that they may be dealt with in a manner that would no result in the elimination of the players.
2. Out-of-Bounds. 
Player, any part of player’s body touches the line or goes out-of-bound.
3. Second Offenses. 
Second offenses for wrongfully calling for paint check, or use of inappropriate language.
4. Surrender.
Player without being hit raises marker above head, or shouts “hit” or “out”
5. Faulty Start.
Player’s marker barrel is not touching the flag station at the game start.
6. Abandoned Equipment or Uniform.
Player abandons equipment (other than squeegees & pods) on the field by more than five (5) feet (1.5 meter)
7. Failure to wear goggles
8. Blind Shoot 

Player who have shooting without seeing the target.
9. Remove Bunker 
10. Climbing Bunker
11. Altering Bunker
12. Dead Man Walks
As defined herein : Players that take such action that would cause members of the opposing team or Referee to reasonably believe that such players have been eliminated, including but not limited to, calling themselves hit or out.
13. Communication With Outsider
Communication with spectator that is known to be affiliated with team or player on team provides strategic advice.
5.6
Assessment Of Penalties



All actions follows will be penalties with minus five point ( -5 ).
1. Communication With Outsider

Communication with spectator that is known to be affiliated with team or player on team provides strategic advice.
2.
Playing-On
Player continues to play after an obvious hit and materially alters of the course of the game.
3.
Dead Man Talks

Team player that have been eliminated cannot communicate with active player.

6.0
GAME FORMAT
6.1
Game Time 
Game time will be limited to three (3) minutes.

6.2
Number of player

Three (3) players shall be play in a game.

6.3
Roster

Teams may have up to five (5) active players on their roster.

6.4
Game Scoring

Scoring for games will be conducted on a 50 point system and will be awarded as follow :
6.4.1
Eliminated Player

Both teams will be awarded five (5) points for every player eliminated on the opposing team

6.4.2
Remaining Players

Both teams will be awarded one (3) point for every player on such team not eliminated.

6.4.3
Flag Grab 

The first team to grab the opponent flag will be awarded fifty (26) points.
6.4.4
Tie Score
In case of a tie score between teams in the rankings, the Head to Head competition will be held.

7.0
RANKING
The “AG Uptown Invitational Scenario Paintball League” will be held in five (5) event as schedule as follows :

1st  Game 
- 
29 & 30 June 2010
2nd Game 
-
27 & 28 July 2010
3rd Game 
-
28 & 29 September 2010
4th Game 
- 
26 & 27 October 2010
5th Game  
-
23 & 24 November 2010
Grand Final 
-
28 & 29 December 2010
In each event, all the team will be given a “Team-Ranking” points as follows: 
Qualifying Team
=   5 point

Semi Final
    
= 10 point 

Final

1st 
=  25 point

2nd 
=  20 point

3rd 
=  16 point

4th 
=  13 point
Teams do not have to attend all five(5) events to be ranked.

Grand Final Invitational Team

A grand final will be held on  28 & 29 /12/2010. It is an Invitational Tournament and not an open tournament. The participation team will be invited by the organizer according to the best 30 team in “Team Ranking”. 
Declarations 

Please note that all particular in this printing are subject to change without prior notice. Do check our website www.underfacemask.com for update information.
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