Scenario rules
BATTLE OF THE BULGE
1. You will need a hand stamp that is issued for your entry fee in order to play in this event.

2. Barrel Bags only at this event. 
3. 20 foot rule, no paintballs will be shot at another player with in 20 feet.  No barrel tags.

4. Full Auto Markers.  BPS will be capped at 3 balls per second. 

5. No hot burning Pyro, Smoke or flash bangs.  Paint Grenades and Paint Mines may be used. Any paint from these types of ammo will eliminate you. Noise makers are allowed but will not cause eliminations. Noise makers may be used with Paint mines.
6. BYOP- Bring your own Paint. All paint will be inspected for frozen balls prior to the event. Do not bring frozen Paint to this field. If you do you will be asked to leave or buy field paint at regular season prices. ($60.00). This is a winter event and paint can freeze during the game. SCG suggests keeping your extra paint in the warm shed and switch out during breaks.

7. Anti Tank markers (Bazooka) may be used for this scenario event but will only be used if a Semi auto weapon (Mechanical only) is installed. The Anti Tank marker must look close to the real thing. I.E. A bazooka must be identifiable by the look and shape. All Anti tank markers will be inspected and must be authorized by the event organizer.

8. Boundaries are marked with Yellow construction tape bordering the river. The river and corn field is off limits.  Junk pile on North side is off limits

9. Mission cards. These are to remind leaders of scenario missions. 

10. Missions are tasks each side must accomplish for points toward winning the scenario game.

11. Eliminations. Once a player is hit they are considered eliminated and must announce they have been hit and are out. Once eliminated the player must move to the re insertion area and wait for the next insertion time. 

12. Insertion time will be every 20 minutes. On the hour, 20 after and 20 before the new hour. I.E. 10:00, 10:20, 10:40. 1 hour games will be played with a 30 minute rest period. All players will move to the 1st field safety area. 
13. Communications. Channel 19 is for staff members. US Forces may use channel 4 and German may use channel 6. No Sub channels, no passwords, no listening in on the other sides radio chatter. If you are caught on the improper channel. Your side will be penalized 100Pts

14.  Rest Zone is the first netted area just inside the woods next to Field 1. The German Re Insertion area is to the North of field 2. The US Forces re insertion area is between field 1 and field 2. The US Forces re insertion area is a transfer site to and from the game. This area will be used if a game is being played on field 1. Once the game on field 1 is done all players may traverse from field 2 to the dead zone. When The Germans wish to transverse to the Rest Zone from the German Insertion area, a ref must escort the group to the US Forces Area. This will keep unwanted shootings or the Germans must wait until the rest period starts.

15. Props are used for various missions and will have special instructions for use.

16. All Game props. If you are carrying a prop and are eliminated. You will drop the item where you were eliminated from. Another player from either side may then pick up the item. If it is being captured it must be taken back to the team captain for analysis and validation by Event organizer.
17. Scenario Specific Props must be visible at all times. No hiding of the props will be allowed during the event. These props can be captured or destroyed for points toward winning the game. As the can be captured, they could be used by your opponents.
18. Team leaders must validate mission completion with Event Organizer in order to claim the points for that mission.

19.  Mortar fire. The Germans have at their disposal 2 Mortar tubes for use during the event. These are inert props and do not shoot paint or projectiles. The following rules will govern the use of Mortar attacks.

Once per hour, the German Commander may plot a Mortar attack. The mortar plot must be confirmed on the REF master map. Once plotted 10 minutes must pass before the Mortar shells will land at the impact site.

An exact location must be drawn out in detail as the mortar will deviate at the Ref discretion at plotting time. Deviation will be 5-10 foot.
If The German Commander has a recon element with radio contact to the Mortar crew, then no deviation will occur. The Mortars are only operational as long as the 101st does not destroy them.
US Objectives

1. Defend Bastogne  until 3PM 500Pts
2. Defend Encirclement Point #1  until 1 PM 200Pts
3. Defend Encirclement Point #2  until 2 PM 200Pts
4. Silence the Mortar 100Pts
5. Capture the German Machine Gun Nests 50Pts each (x3)

6. Defend the Road block until 1100 10 Pts
7. Defend Anti Tank Guns from destruction 100Pt’s ea

German Objectives

1. Capture Bastogne  By 3PM 500Pts
2. Capture Encirclement Point #1  by 1 Pm 200Pts
3. Capture Encirclement Point #2   by 2 Pm 200Pts
4. Surround Bastogne 100Pts
5. Eliminate Supply Bunker’s 50Pts each (x3)

6. Capture the Road block before 1100 100Pts

7. Destroy US Anti Tank Guns 100Pt’s ea

Other Point objectives
1. Eliminate side Commander 25 Pts.

2. Capture game props instead of destroying. 

Time line:

1. 0800 arrival, team break down

2. 0900 Player briefing

3. 0930 Move to start positions

4. 1000 Game start

5. 1100 Break/ move to shed for Hot coffee/chocolate

6. 1130 second game start. Starting positions will be determined by where the sides are at the end of game 1.

7. 1230Break (same)

8. 1300 Third game start (same)
9. 1400 Break (same)

10. 1430 Fourth game start (same)

11. 1530-1700 Break, event win determination. Prize/ awards hand outs.
* If weather permits Game times may be moved to 1 ½ hours and event time line adjusted appropriately. 

