Designing Rec Ball Rules 
By RW “Darth Tang” Krpoun 

 Paintball’s greatest strength and weakness is that it is a group sport; the interaction and competition of  the game is a tremendous reward, while the necessity to maintain a body of players is always a problem, especially for the recreational paintball player, who lacks the commercial field’s advantage of a walk-on population.

Keeping players interested means keeping your game fresh and innovative. Endless repeats of capture the flag, fox & hounds, and basic elimination games can tend to ‘burn out’ many players, especially the more aggressive and less-skilled novice players, who end up cooling their heels in the parking area for extended periods while the last two veterans stalk each other over and over again.

Obviously, if your paintball expeditions cannot hold the player’s interest, the outings will fade away; therefore, introducing variety into the game is essential. Varying the rules and circumstances you play under is the key, and not all that difficult with a bit of preparation. While a few sites post rule variants for rec ball, most are poorly thought out, very sketchy, or just 
wishful thinking; the rec ball player is thusly left on his own.   To begin designing your own game rules, sit down and examine the conditions under which you play: What type of terrain are you on? How many players to a side? How are teams will there be? What sort of house rules apply? A project accomplishes nothing unless the game variant is suitable for your resources. Having considered that, next examine the standard problems with paintball: two small teams of even size, usually no ‘neutral’ or third party participants to add scenario flavor, and generally a playing area that is limited in permanent fixtures.  Add to this a limited or non-existent budget for props, and on the surface the situation is daunting.  Daunting, perhaps, but far from impossible.

Ask yourself what you want from a game: should it be fast-paced?  Slow stalk? Something else? Fast-paced games of short duration allow novice players to gather experience, and spend less time in the safe area waiting for the next match. Slow, stalking games beloved of the hard-core veteran can be balanced by giving novices extra ‘lives’ to allow them to stay in the 
games longer, or simply by applying time limits.

One problem is that often paintball degenerates into ’you move, you’re out’ standoffs. “They’ll expect us to go for the flag; lets dig in and wait for ’em at the fort” attitudes quickly turn matches into waiting games. Therefore, design your rules so that a team that remains on the 
defensive will lose. 

Always remember that game rules are not fixed in stone; play a new set of rules, and poll the players afterward. Adjust the rules, try spin-offs or variants on its central theme, and so forth. Seeking teammates opinions will let everyone feel like they’re involved, and you’ll get some good ideas.  Here’s an example of how it works; we’ll use one of my team’s games as an example. We wanted a fast-paced game that kept new players in the game. Three veteran players sat down and started brainstorming with pad and pen. OK, to keep the new players in, we’ll use a life-system so no one is really ever out, they’ll just have to perform an action to return to the game. Good, but how does it end? Time limit. OK, but how do we determine victory? Each team will have a base, we’ll put a box or bucket at the base with blank cards and a colored pen (different color pen for each team). At the start of the game, every player signs his name on a card in the team color, and both teams begin at their base post. Blow a whistle, and for 45 minutes they slug it out. Eliminated players drop their card where hit, go back to their base post, sign a new card, and are back in the game. Dropped cards can be captured by anyone; if you are hit while carrying captured cards, you drop those as well. At the end of the time limit, the captured cards are added up to determine victory. We’ll call it POW.  The game was written up (always put the rules in writing to avoid confusion), and it went to the field. The game was less than a perfect 
success; the veterans hunkered down near the base poles so they could get new cards quickly, the novices got shot to pieces, and the game was sluggish.  The planners returned to the table: OK, we had a good idea, but it’s still too slow. We need to add something. All right, its not enough to just capture the cards, you’ve got to get them into the container at your base for them to 
count, and no enemy can tamper with the base container. Good idea, but still not enough. What else? Another factor needs to be added, some mission for the teams to accomplish. Here it is: we lay six frames (the wood frames used to protect riding mowers in shipment; they’re too clumsy for one person to carry, but light enough not to break toes if dropped on a foot, and free) in a spread-out row across the field half-way between the two bases. Each team marks a compound by hanging three feet of team tape on a tree; this compound has to be near their base. Frames cannot be stacked while being moved; each player can only carry or help carry one at a time. At the end of a game, a team gets one point for each enemy card in their container, and ten points 
for each frame in their compound. The addition of the frames insures that a team that remains on the defensive will lose; by forcing both teams to struggle for the same limited assets, a hot, furious game is insured. Call it POW 2. 

Don’t play every match with experimental rules; our team plans on 3-5 matches on each outing; usually, we play two experimental games, and the rest tried and true rules-sets that everyone enjoys.  Keep it fresh and varied, and you’ll not only keep your regular players, but add new recruits as the word spreads. Unlike other sports, how we play paintball is limited only to our imaginations. 

For more game variants, check out Tactical Nightmare’s team site at:

[url=http://hometown.aol.com/tacnightmare/main.html] http://hometown.aol.com/tacnightmare/main.html[/url]
