Operation:  Fallen Star


Player Information
For this event, a player cap of 60 will be used due to the size of the field the event will be hosted on.  Please do not assume that the field is small, however the event staff have observed that 60 persons is a comfortable compliment to the field.
For this event, a strictly enforced age limit of 17 and above only, is permitted.  However, we do realize that there are such players who are capable of following the rules and holding airsoft with honor, so exceptions will be listed below.  All exceptions must be approved PRIOR to the day of the event.

If you know the event staff personally you are more than welcome to contact us and let us know you want to attend the event.

Players who are below the ages of 17 yet at the age of 15 or higher are permitted to play at this event provided they have an approved player who is attending and who will vouch for them.  This means that if you feel you are an exception you may have a player attending over the age of 18 contact the event staff PRIOR to the day of the event.  listing you as a vouchee.  It should be known that that both the vouched and vouchee will receive the same disciplinary action(s).  We aren’t total pricks, so it will vary on the situation.  If you are not approved for play prior to the event, you will not be permitted, NO EXCEPTIONS.
If you feel you are still an exception and do not see your circumstance listed above, please contact the event staff and explain to us why.

Waivers
ALL players are required to sign a waiver, and players under the age of 18 must have the waiver

signed by their parent or legal guardian and notarized (if parent will not be on hand). NO

EXCEPTIONS!  
If you are under 18, your parent may sign if they are present with you day of event. If your parent will not be at the event, you MUST get the waiver NOTARIZED by a NOTARY PUBLIC PRIOR TO THE DAY OF THE EVENT.
Notarizing is a simple process that can be done at most banks, libraries, or other establishments

who have a notary public on hand. The notary simply witnesses your parent’s signature, then signs

and certifies the waiver with his or her seal.

We do NOT play games! … If you are under 18 yrs of age, you will NOT be permitted to play

without either bringing your parent (NOT your brother, sister, aunt, uncle, or otherwise) or a

properly notarized waiver. Remember, ID's will be verified.

Safety
Only FULL SEAL goggles will be permitted. Goggles must fit tightly against the head and face with

either a foam or rubber seal and be retained by an elastic style or adjustable strap application.

ALL eye protection must be ANSI Z87.1 Rated. Players are responsible for verifying ANSI rating

and compliance. Please consult the manufacturer of the particular make/model.

Shooting, sunglasses or MESH/WIRE style goggles are NOT permitted.

Players must have approved eyewear on hand for check-in.

If you need to clear or wipe your goggles, you must first call yourself OUT of the game, place your red “dead” rag on your head, and return to the designated staging area. Once you have cleared your goggles you will be permitted to re-enter the game from your force's designated respawn point.

Weapon safety must be observed at all times. When in the staging areas, weapons must be made

“safe” and magazines must be removed. Players will not point or test fire weapons in the staging

areas. Test firing is permitted only within the designated chrono areas.

Weapon Regulations
ALL weapons, except gas blow-back pistols MUST be chrono'd

ALL approved weapons will be tagged for identification with a color coded tag decided by your chrono’d fps.
ANY player witnessed on the field of play using, or in possession of, a weapon which was not

verified by chrono and tagged is subject to disciplinary action, including but not limited to penalty

point deductions for their force or possible ejection from the game without refund. It is the

individual player's responsibility to see ALL weapons are approved and tagged before taking the

field.

Event Staff reserves the right to "spot check" ANY player’s weapon at ANY time during game play to

verify its velocity. Refusal of a weapons "spot check" will result in immediate ejection from the

game without refund.

Although players may chrono multiple weapons and carry a sidearm (in the form of a traditional

style pistol), players are limited to carrying ONLY (1) approved AEG on the field at any given time.

ONLY players who are carrying approved bolt-action or semi-Auto ONLY "Sniper Rifles" will be

permitted to carry a "backup AEG".

AEG's must chrono at or below 400 FPS with .20 bb's. This is a hard limit and AEG's shooting above this limit will not be permitted. Furthermore, there is no MED (minimum engagement distance) for this event on weapons 400 FPS and below. However, please be aware of your distances and be considerate! In addition, "Blind-Firing" will NOT be permitted. You must be aware and have solid eyes-on target acquisition at all times.

Support Weapons (Squad Automatics)

Follow same rules as listed above.

Sniper Rifles

Bolt action sniper rifles may not exceed 550 FPS with .20 bb's. There will be a 100 foot MED

strictly enforced for all bolt action sniper rifles. Sniper rifles are not permitted to be used within the 100 foot MED.  Semi-auto ONLY sniper rifles may not exceed 500 FPS with .20 bb's. There will be a 75 foot MED strictly enforced for all semi-auto ONLY sniper rifles. To fit in this classification, the full auto function of these rifles must be PERMANATELY disabled and APPROVED by event staff during chrono. Any violation of this rule, including the "conversion" back to full auto fire capability in the field during game play, will result in immediate ejection from the game without refund.

Ammo and Magazine Rules
You may use .2 gram bb’s and above, however, as stated above your rifle must fall within accepted fps limits using .2 gram bb’s.  The event staff will provide bb’s used at the chrono for your first chrono.
"standard" or "mid-cap" magazines ONLY are permited for this event. The maximum capacity of these magazines will NOT exceed 200rds. Players may carry an UNLIMTED amount of these magazines on their person. NO high-capacity magazines will be permitted except for use in approved support weapon / squad automatics.  ANY player OTHER THAN a player equipped with an approved support weapon / squad auto witnessed using or in possession of a "high-capacity" style magazine during game play will be subject to disciplinary action, including but not limited to penalty point deductions for their force and/or possible ejection from the game without refund.  Note: ANY AEG (excluding those classified as support weapons) which does not accept a "spring loaded", "standard" or "mid-cap" magazine not exceeding the maximum limit of 200rds, will NOT be permitted for use.

Support Weapons / Squad Automatics (which include the following; M60 variants, M249

variants, RPK, MG36 LSW, L86A2 LSW, MG42, Shrike) are permitted to carry High-Capacity,

manual or auto-winding, box or drum style magazines. ONLY those weapons classified above will

be permitted to utilize these styles of magazines.
Medic Rules
There will be one designated medic per squad for each side.  You will not be able to switch medics unless approved by your CO (event Staff).  Medics will be easily identified with an armband provided by the event staff.  In order to “heal” another player a Medic must be in physical contact with the “wounded” player for one minute.

If a player is “wounded” he/she will need to have a watch in order to count their own bleed out time.  For this event the bleed out will be 3 minutes.  If the “wounded” have not been healed within this timeframe the player must return to their designated respawn point; only then can the player return to the field for play.

Players MUST have a “bleed out rag” with them at all times.  This rag is used to show other players that you have been hit and are no longer a target.  Without this rag prepare to receive more fire from the opposing team.  We will not be providing you with one so make sure you have one before the event begins.
Procedures for Carrying or Moving "Wounded" Players

It may be necessary to move a “wounded” player after he/she has been hit. Here's how it works.

You must physically touch the player you wish to carry and remain in contact with them the entire

time you are performing the carry. If one person is carrying another, they are required to walk. If

two people are carrying another they are permitted to jog. At no time is the person that is carrying

another permitted to use their weapon. This applies to BOTH the one person or two people carry.

Additionally, ANY player may perform a carry; this is not limited to only medics.

Smoke/Pyrotechnics

Only “cool burn” smoke devices will be permitted for use on the field. No flame or wick ignited

smoke or other pyrotechnics will be permitted

Uniforms

Uniforms are MANDATORY and must consist of a matching blouse and trousers. NO

EXCEPTIONS!

Stalinia Forces:  must wear US 3-color desert, US 6-color desert, desert digital, or any other TAN based MILITARY BDU. In addition, intermediate platforms such as Multi-Cam or ACU will also be classified as official uniforms.

Lenholm Forces:  must wear US woodland, tiger stripe, digital woodland, or any other GREEN based MILITARY BDU.

Comms

Players are STRONGLY ENCOURAGED to come prepared with an FRS capable transceiver.  If you do not attend the event with a radio, you will be at a disadvantage as well as putting your team at a disadvantage.  Radio Frequencies will be listed as the event draws nearer.

