LIBERTY PAINTBALL BIG GAME –AREA 51
INTRODUCTION
A VARIETY OF ALIEN RACES HAVE COMBINED FORCES TO INVADE EARTH TO RECLAIM THEIR LOST SPACESHIPS. THE HUMANS HAVE STORED THESE SHIPS AT A PLACE CALLED AREA 51. THE ALIENS AND HUMANS WILL CLASH FOR CONTROL OF THESE SHIPS.
THE GAME WILL BE PLAYED IN TWO PARTS (AM AND PM) WITH EACH TEAM TAKING TURNS BEING THE ALIENS AND HUMANS. THE ALIENS WILL ATTEMPT TO COMPLETE THREE MISSIONS, WHICH WILL ALLOW THEM TO RECAPTURE THEIR SPACESHIPS. IN ADDITION, THEIR WILL BE SIX NEUTRAL BASES FOR BOTH TEAMS TO BATTLE OVER.
EACH TEAM WILL HAVE THE USE OF A MOBILE COMMAND TANK TO BE OPERATED BY THEIR TEAM GENERAL. THESE TANKS ARE IN ADDITION TO THE MOTORIZED TANK OPERATED BY STAFF. THE MOTORIZED TANK SWITCHES SIDES EVERY TIME IT IS ELIMINATED.
SCHEDULE OF EVENTS
8:00am-9:45am      REGISTRATION	                1:00pm-2:00pm		LUNCH
9:45am-10:00am    ORIENTATION		2:00pm-5:00pm	AFTERNOON SESSION
10:00am-1:00pm    MORNING SESSION
MISSION OVERVIEW
THE THREE MISSIONS ARE ALL DESIGNED TO ASSIST THE ALIENS IN CAPTURING THEIR SPACESHIPS. THE FIRST MISSION IS TO CAPTURE THE MAINFRAME COMPUTER, WHICH HAS THE TECHNOLOGY TO RE-PROGRAM THE ROCKETS ON THE MISSILE COMMAND FIELD. THESE ROCKETS WILL THEN BE USED TO ASSIST IN TRANSPORTING THE ALIENS TO “AREA 51” TO CAPTURE THEIR SPACESHIPS.
EACH MISSION WILL BE ONE HOUR IN DURATION FOR BOTH THE MORNING AND AFTERNOON SESSIONS. THE RED TEAM WILL BE THE ALIENS IN THE MORNING AND THE BLUE TEAM WILL BE THE ALIENS IN THE AFTERNOON
MISSION                                       MORNING- RED TEAM                 AFTERNOON-BLUE TEAM
MAINFRAME                                      10 am – 11 am                                  2 pm -3pm
ROCKET                                               11 am – 12 pm                                  3 pm – 4 pm
SPACESHIP                                          12 pm – 1 pm                                    4 pm – 5 pm
IF A MISSION IS COMPLETED EARLY, THE NEXT MISSION WILL STILL START AT ITS ALLOTTED TIME.
MAINFRAME MISSION
THE ALIENS MUST LOCATE THE MAINFRAME COMPUTER, WHICH IS BEING ‘TRANSPORTED’ INSIDE ONE OF THE STATIONARY TANKS ON THE “WWII” PLAYING FIELD. THE TWO HARD DRIVES MUST BE REMOVED AND PLACED IN THE TRANSPORTATION SUITCASE TO BE TRANSPORTED BACK TO THE ALIEN ENTRANCE POINT ON CRYPT. IF THE PLAYER CARRYING THE SUITCASE IS ELIMINATED ANOTHER PLAYER FROM THEIR TEAM MAY THEN GAIN CONTROL OF THE SUITCASE.  THE HARD DRIVES WILL BE USED IN THE NEXT MISSION
THIS MISSION BEGINS AS SOON AS THE GAME STARTS AND CONTINUES FOR THE ENTIRE 1ST HOUR OF BOTH THE MORNING AND AFTERNOON SESSIONS (10 AM - 11 AM OR 2 PM – 3 PM).
IF THE ALIENS ARE ABLE TO COMPLETE THE MISSION, THEY WILL RECEIVE 100 BONUS POINTS. IF THE HUMANS ARE ABLE TO STOP THEM, THEY WILL RECEIVE 100 BONUS POINTS.
IF THE ALIENS FAILED IN THEIR MISSION TO RETRIEVE THE COMPUTER, THEY MUST HIRE A ‘SPY’ TO RETRIEVE THE HARD DRIVES. THIS WILL RESULT IN A DEDUCTION OF 50 POINTS FROM THE ALIENS TOTAL SCORE TO HAVE THE JOB COMPLETED.
PLEASE NOTE THE CAPTURING OF ALL NEUTRAL BASES CONTINUES THROUGH ALL MISSIONS.
THE ROCKET MISSION
SINCE THE ALIENS HAVE DIFFICULTY IN MOVING AROUND IN EARTH’S ATMOSPHERE, THEY NEED THE ROCKETS ON THE MISSILE COMMAND FIELD TO ASSIST THEIR MOVEMENTS TO ASSAULT “AREA 51”.
UPON THE SUCCESSFUL COMPLETION OF THE MAINFRAME MISSION, THE ALIENS MUST TRANSPORT THE TWO HARD DRIVES FROM THE COMPUTER TO THE MISSILE COMMAND FIELD. THESE HARD DRIVES WILL BE USED TO REPROGRAM THE ROCKETS ON MISSILE COMMAND. THE TWO HARD DRIVES MUST BE TRANSPORTED TO THE COMMUNICATIONS CENTER ON MISSILE COMMAND AND INSERTED INTO THE APPROPRIATE COMPUTER SLOTS. THE GENERAL WILL BE GIVEN A SUITCASE TO CARRY THE HARD DRIVES.
THIS MISSION WILL OCCUPY THE SECOND HOUR OF THE MORNING AND AFTERNOON SESSIONS (11 AM -12PM OR 3 PM – 4 PM).
COMPLETION OF THIS MISSION WILL ENTITLE THE ALIENS TO THREE APC RIDES TO START THE ASSAULT ON THE SPACE SHIP MISSION. THEY WILL ALSO RECEIVE 100 BONUS POINTS. IF THE HUMANS SUCCESSFULLY DEFEND THE ROCKETS, THEY WILL RECEIVE THE 100 BONUS POINTS.
RETAKING OF THE SPACESHIPS MISSION
THE ALIENS ARE ATTEMPTING TO RETAKE THEIR SPACESHIPS ON THE “AREA 51” PLAYING FIELD AND RETURN HOME TO THEIR RESPECTIVE PLANETS. IF THEY HAVE SUCCESSFULLY COMPLETED THE ROCKET MISSION, THEY WILL RECEIVE THREE APC RIDES TO ASSIST THE ASSAULT.
THIS MISSION WILL TAKE PLACE AT THE START OF THE THIRD HOUR OF BOTH THE MORNING AND AFTERNOON SESSIONS (12 PM -1 PM OR 4 PM – 5PM).
THE ALIENS MUST TRY TO CAPTURE THE SIX SPACE SHIPS, LOCATED ON THE “AREA 51” FIELD. EACH SHIP MUST BE OCCUPIED BY AT LEAST ONE MEMBER OF THE ALIEN TEAM TO BE CONSIDERED CAPTURED. SPACE SHIPS HAVE BONUS POINT VALUES AS FOLLOWS:
PODS (3) ---- 25 PTS EACH   DROP SHIP  ---50 PTS FLYING SAUCER ----50 PTS  TWO STORY ROCKET ---75 PTS
THE ALIENS WILL RECEIVE THE POINTS FOR EACH SHIP AS SOON AS THEY OCCUPY THEM. THE HUMANS WILL ONLY RECEIVE THE POINTS IF THEY ARE ABLE TO HOLD A SPACE SHIP FOR THE ENTIRE HOUR. SHIPS MAY BE RECAPTURED BUT POINTS WILL ONLY BE AWARDED UPON THE FIRST CAPTURE BY THE ALIENS. A CAPTURED SHIP WILL BE NOTED BY A FLAG PLACED OUTSIDE OF THE SHIP.
PLEASE NOTE, THE CAPTURING OF NEUTRAL BASES CONTINUES THROUGHOUT THIS MISSION.
MOBILE COMMAND TANKS
EACH TEAM WILL HAVE A MOBILE COMMAND TANK TO BE OPERATED BY THE TEAM’S GENERAL. THE GREEN TANK WILL BE ON THE RED TEAM AND THE GRAY TANK WILL BE ON THE BLUE TEAM. THESE TANKS MAY BE PUSHED ON ANY GRASSED AREA OF THE PLAYING FIELD. THEY MAY NOT BE PUSHED INTO THE WOODS.
THE TANK MAY BE DESTROYED BY ELIMINATING ALL THE PLAYERS INSIDE OR HITTING IT WITH A GRENADE, THE GRENADE MUST BREAK OPEN ON THE TANK TO ELIMINATE IT. AN ELIMINATED TANK CANNOT BE COMMANDEERED BY THE OPPOSITE TEAM. EACH TEAM HAS ONLY ONE TANK DURING THE DAY. A DESTROYED TANK MUST RETREAT TO A FRIENDLY NEUTRAL BASE, EXCLUDING THE NEAREST ONE. IF NO NEUTRAL BASES ARE OWNED, THE TANK MUST RETREAT TO THE DOCKING BASE NEAR EACH ENTRANCE POINT. THE GENERAL MAY BRING THE TANK BACK INTO THE GAME ONCE THE ABOVE CONDITIONS ARE MET.
ALL REGULAR PLAYERS ELIMINATED IN A COMMAND TANK MUST LEAVE THE FIELD AND RE-INSERT NORMALLY. A REFEREE WILL BE WITH THE TANK AT ALL TIMES. THE GENERAL MUST REMAIN WITHIN 75 FEET OF THE TANK TO ALLOW ITS MOVEMENT. IF THE GENERAL LEAVES THE FIELD THE TANK CANNOT MOVE UNTIL HE RETURNS.
THE TANK CANNOT BE USED TO RAM PLAYERS, BUILDINGS OR NETS. IF THE TANK RUNS INTO ANY OF THESE IT WILL BE CONSIDERED DESTROYED WITH ALL PLAYERS ELIMINATED. IT THEN MUST BE RE-INSERTED ACCORDING TO THE PREVIOUS RULES. GROSS MISUSE OF THE TANKS WILL RESULT IN THOSE PLAYERS BEING EJECTED FOR THE DAY.
PLAYERS IN THE TANK CAN ONLY BE SURRENDERED THROUGH THE OPEN BACK, NOT THE FIRING SLIT ON THE FRONT. THE 20FT SURRENDER RULE MUST BE OBSERVED.




