Organizing Rec Ball games 
By RW Krpoun, Team Tactical Nightmare 


[b]‘Of paintball, many will play, but few will organize’[/b]

--[I]RW Krpoun[/I]


Setting up a rec ball match is far from an easy process, but it is necessary 
if you are to experience the joys of wild-land play. Unlike tourneys, 
commercial events, and walk-on matches, nothing will be done for you. In 
most cases, you will find your teammates may be less than enthused about 
helping with the planning involved. Still, it presents no insurmountable 
problem, provided a bit of thought and care is applied. If you expect to shoulder 
most of the logistical organization yourself, your life will be made 
easier. 

[b]‘The mark of a good day at the lodge is when no one ends up in jail; staying 
out of jail is an important consideration, and one that warrants that extra 
bit of attention and planning.’ [/b]

-- [I]Red Green[/I]


Check with your local legal resources regarding marker use, transport, and 
the like; find out if marker-involved vandalism has been a problem, and what, 
if any, local ordinances prevail. This can be accomplished by a trip to your 
local law enforcement agency. Providing them with a letter noting the date, 
time, and location can help prevent misunderstandings when a passing motorist 
grabs his cell phone and reports that heavily-armed militia members are 
massing to overthrow the government. 

[b]‘Location, location, location’ [/b]

--[I]Real estate mantra[/I]


Where to play is critical; assuming you’re not playing ‘back yard’ 
paintball, you’ll need a place to play. When choosing a site, keep in mind 
the above paragraph: when examining a possible site, think about how many 
non-paintball-playing members of the public will observe your people 
arriving. Choose a place to play where there is no risk of people 
accidentally wandering into your playing area, and one that is sufficiently 
removed to prevent stray paint from exiting the playing field and striking 
people or property. Always have the owner’s permission to use the land, and 
make sure he understands exactly what you will be doing. Inviting him to play 
is a good idea. Make sure there is a parking area /safe zone sufficient to 
your needs (plan on 1 car per player, to be safe), and walk the playing area; 
if the area is in the middle of a large tract of land, insure that there are 
means (fences, slopes, etc) to indicate to arriving players where the field 
boundaries are; if not, mark with plastic tape tied to trees, so that players 
will not wander away and become lost. In my experience, 6-10 acres is ample 
for 20-30 players. Ask about snakes and other local hazards, such as bee 
hives. Warn players of the latter, as some people are deathly allergic. 



[b]‘Timing is everything’ [/b]


--[I]Anonymous[/I]

Pick a date; knowing your player base will impact upon this heavily, as you 
will have an idea of when people can play. Avoid holiday weekends unless 
you’re confident that family activities will not cut down on player 
availability. Choose a time of day that coincides with the local climate; for 
example, here in Texas, we schedule our summer games to start at 7am, to beat 
the heat. Pick a date far enough in advance to allow potential players to 
adjust their schedules, but not so far in advance that they forget. 

[b]‘I want all these "Warriors". Spread the word.’ [/b]

--[I]Old movie quote. [/I]


With a place, date, time, and having adverted a SWAT-team intrusion onto the 
playing field, you now need players. The easiest method is for one team to 
challenge another; all that remains is to notify each of your team-mates as 
to the place, date, and time. However, rec ball players often don’t have 
formal teams, or you may live in an area where paintball is a low-key sport. 
This means you’ll have to hustle to get bodies onto the field. Decide on your 
target number (my team hopes to host 24 player matches, for example), and 
invite at least twice that number, as last-minute attrition is always heavy. 
Decide in advance if you want ‘friends and family’ to be brought without 
warning.  To spread the word, use the usual phone & e-mail route, of course, 
but printing a handbill on a word processor and photocopying it is a useful 
method as well. Include the date and time, and either the field location, or 
a parking lot ‘rally point’ where people can meet and ‘convoy’ to a remote 
playing area. Include a list of safety rules, ‘house rules’ (what counts as 
an elimination, or surrender situation, for example), and even the line-up of 
games to be played. Advice on what to bring is always good. Posting these 
handbills in places where your type of desired player can be found will draw 
additional players to your outings, and handing out the handbills to known 
players is a nice touch and useful reminder of the date. Dropping off a 
handbill when you make contact with local law enforcement could bring 
off-duty police to the field, adding an interesting twist to your games. 

‘Proper preparation prevents a poor performance’. 

--[I]Cleaned-up military maxim.[/I]


A few days before the event, gather all props, erect any structures (base 
poles, boundary markers, etc.) on the field; double-check with your field 
owner. Since you’re lacking all the commercial-field advantages, check on all 
the essentials to insure the resources will be there: assign someone to bring 
extra water (a five or ten gallon cooler is fine), make sure persons owning 
CO2 tanks and fill stations are coming and have full tanks (or will loan the 
gear if they‘re not coming), make sure there’s at least two cell phones 
being brought (in case of medical emergency), and bring such staples as extra 
bug spray and sunscreen. Decide on team selection methods,  decide on what   
game variants will be played and in what order, and similar issues. A 
planed program will generally meet little resistance, and save a great deal 
of time, preventing the gathering from bogging down into ‘so what rules do 
you wanna play’ ‘I dunno, what rules do you wanna play’ discussions. Jot 
down a list of briefing subjects on a 3x5 card to announce at the start of 
the gathering: house rules (ours are: ‘elimination is by one hit to head or 
torso, two cumulative hits to limbs or marker’ for example), signals to start 
and stop a game (Coast-Guard approved survival whistles or air horns work 
fine), where the designated test-fire area is, reminders about barrel plugs, 
masks, surrender rules, re-fill costs, etc. Assign two reliable players (two 
in case one suddenly can’t make it) to go to the site well ahead of the 
planned time to coordinate parking. If your location is remote, set a ‘rally 
point’ for everyone to meet, and be there at least 30 minutes early. Choose a 
parking lot that is deserted, and caution everyone to leave markers in their 
cars. Wait twenty to thirty minutes for late-comers. 

[b]‘If a thing can go wrong, it will’ [/b]

--[i]Murphy[/i]

Plan for disasters; bring a cell phone, or make sure one is being brought, 
and phone numbers. Decide what to do if none of the fill-station owning 
players show, or similar crisis arise. Stay flexible, and avoid dispair. 

[b]‘Good judgment is based on experience; experience results from bad judgment’ [/b]


--[I]Another military maxim[/I]


Keep a notebook  on the games you’ve organized; note what worked, and what 
went wrong, and factor this into planning future games. Invite advice from 
more experienced players, frequent paintball [url=http://www.completepaintball.com/bbs]message boards[/url] where advice is available, 
and poll players afterwards for their impressions after each game. Get a 
reputation as a competent organizer, and your games will be well-attended. 

