Black Barracudas

Rules 1.3.1

Weapon Restrictions:

(There are no restrictions on water weaponry and how many weapons you may carry, just as long as the weapons fire water. If they can fire any other payload (darts, goo, ect.), then that payload must be deactivated for the fight.

(Although water balloon launchers fire a water balloon they are also an allowed  form of weaponry.

Weapon Modifications:

(Weapons may be modified for greater output, range, etc.

(They may not do any bodily harm to anyone.

Targets of Opportunity:


(Anyone who is on the opposite team


(Anyone who bears a water weapon against you.


(Bystanders are not to be used as human shields.

(You are not allowed to shoot bystanders unless they become involved with the fight

(Shooting someone who is not involved in the fight is grounds for elimination form the fight.

Refilling:

(You are NOT immune to being fired upon if you are out of water! Have you buddies guard you and actually set up a defense around the refill area.

(You may only use clean water to fill your guns.  Clean water sources include bottles of water filled at a faucet, water form a faucet, sink or hose.  Unacceptable sources are puddles, creaks, the toilet or anywhere you would not want to drink the water from.

Hoses:


(Hoses are to be used for the purpose of refilling guns only.


(You are allowed to hook Quick fill devises up to your hoses.

(Under no circumstances may the hose be used to shoot people with.

(It is ok to modify guns so that they take a hose as a source of water.

Thievery:

(You may use any captured enemy weapons unless otherwise agreed upon before the fight.

(Captured is defined as:


1:  The weapon is left behind in a retreat.

2:  The weapon is found hidden, in a bush or another object.

3:  You team captures the enemy base and the enemy leaves weapons behind.

(It is not acceptable to take a weapon from an opponent.    

(All captured weapons must be returned after the fight.

Time Outs:

(Time outs may only be called for injuries, other medical reasons, or other applicable reasons.

1. Applicable reasons include dissipates, or someone needing to leave, or anything that involves the well-being of the team as a whole.

2. It is not applicable to call a time out if you are tired or out of water.

(Any inapplicable reason that a time out is called for can result in the person who called it being banned for up to the rest of the fight.

Bases:


(Each team is allowed to create as many bases as they desire

(A base can be as little as a stash of supplies, or as big as a “fortress”.


(A team is allowed to completely take over another teams base.

Traitors:


(You are not allowed to betray your team. 

(Traitors can get permanent elimination for the rest of the fight.

Covert Ops.:


(Spying on the opposing team is perfectly legal. 

(Sabotaging (emptying weapons, scattering weapons, popping 


water balloons, etc., etc.), gaining information is all-legal.


(You may not damage anyone’s equipment in any way. 

Boundaries:

(These will be determined before the fight in a pre fight meeting.

(Boundaries can be altered later if needed.

Respawning:

(This section is only applicable if respawing is involved in the fight.

(When you are killed you must first enter a respawn spot before you may fight or refill again.

(Each team gets a respawn spot near their base. This should be an out of the way area far enough away form their base.

(There will also be other respawn spots that are designated before the fight.

(Nobody from either team is allowed to stay at the respaw spots for any length of time.

Elimination:


(These rules are only applicable if we play elimination.

(If you get hit and have a water splash bigger that about 3" in diameter then you must go back to a pre determined resting spot.  

(These spots will be your bases.

(Additional spots will be added if the basses are too far apart.

(An elimination ends when all the members form one team have been eliminated.

Capture the Flag:


(These rules only apply if we are playing capture the flag.


(Each team may only have one base.


(The flag must be kept within the base.

(When a team captures the enemies they must return it to their base to score 1 point.

(The team that captured the flag is then responsible for returning it promptly to their opponents.

(When returning the flag no hostile exchanges may happen.

(It is acceptable to pass the flag on to another teammate.

(If you are shot you must drop the flag.  It is now free game for anyone from either side.

New Rules:


(If new rules are needed it is ok update the rules sheet.

