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MindGame Productions 2023 Basic Rules Summary 
 
General 

¶ We reserve right to revoke play from players who break our stated and in-game rules during the event. 

¶ Players under 18 must have waivers co-signed by a legal guardian. 

¶ Please read the playerôs pack and be familiar with the game rules! 

 

Personal Protection 

¶ Full sealing eye-protection required (Impacted rated with gasket seal) 

¶ Mesh goggles should be worn in combination with shooting glasses or prescription glasses. 

¶ Red dead-rag mandatory 

¶ Red flashlight / red chem-light mandatory to signal ñdead statusò for night games 

¶ Uniforms appropriate for selected faction are required or you may be changed to a different team. 

¶ All players must have at least one canteen or hydration pack 

¶ Radios are recommended. 

¶ A driverôs license or other form of ID should be always kept on person in the event. 

 

Weapon Rules 

¶ RIFLE / SMG ï Up to 400 fps with 0.20g BBs (10ô minimum engagement range) 

¶ DMR ï Up to 450 fps with 0.20g BBs (50ô minimum engagement, physically locked to semi) 

¶ Support ï Up to 450 fps with 0.20g BBs (50ô minimum engagement, no firing indoors) 

¶ Sniper ï Up to 550 fps with 0.20g BBs (100ô minimum engagement, bolt-action or manual cocking only) 

¶ HPA weapons with must have regulator locks. 

¶ ñMilsimò rules in effect. Semi-auto fire ONLY except for support weapons / LMGs 

¶ Weapons on safe with magazines out in the staging area 

¶ No blind firing. Eyes should be looking down the barrel when engaging a target 

¶ If target is within 10ô, please use safety kill and ñbangò out the enemy (max 2x enemies) YELL it! Itôs not a stealth kill. 

 

Wounds and Medic Rules 

¶ A hit anywhere on body or gear is a valid hit. 

¶ Ricochets are not counted, but if in doubt, call the hit 

¶ Friendly fire counts as a hit 

¶ Grenade casualty radius is 10ô-15', if in doubt, assume youôre in the radius. 

¶ Knife kills are silent, and they do not leave you wounded. You are dead. 

¶ A BB hit or burst leaves you wounded 

o Yell ñHIT!ò. Go prone or take a knee. Display your dead-rag or red dead-light. 

o You MAY call for medical assistance but donôt point or call out enemy positions to teammates. 

¶ Any other player may administer first aid. 

o The medic takes an ACE bandage or tourniquet from IFAK and wrap it fully around casualtyôs arm (or body part) 

o When the bandage is wrapped and secured, the casualty is back in play 

o You may be wounded and return via first aid TWO TIMES ONLY 

o If you are shot again after being healed twice, you are dead and go to a respawn point. 

¶ If you are shot again or knifed while wounded, you are dead and must establish/move to a nearby respawn point. 

¶ You may ñbuddy-carryò a casualty with one hand must be on casualtyôs shoulder. Both may move at a walk 

¶ Each player should carry at least two ACE bandages in a personal IFAK 

¶ Keep your dead rag visible walking to respawn point. Drink water. Reload. Remove bandages and replace them in your IFAK 

before respawning back into play. 

 

Pyro/ Smoke 

¶ Due to fire concerns, only pull-ring (cold-burning) pyro may be used. 

¶ Stay in the general area after throwing smoke until it has fully burned out. 

¶ Donôt throw smoke grenades into buildings. 

¶ 40mm Tagin rounds should not be used against personnel. 

 

Donôt stop here! Be sure to check next pages for specific information on this game! 

 

 



Crystal Razor II  

February 18th, 2023 

Wayneôs World of Paintball, Ocala FL  

$35 online pre-registration / $40 onsite registration  
 

"The days of drug cartels are over. I am not a drug dealer, and what I command is not a cartel. What I have can only be 

referred to an empire....and I am its emperor"   - Alberto Villa Lobos, head of the Mano del Dios drug cartel  

 

For decades the Revolutionary Armed Forces of Colombia (FARC) financed 

operations through the illegal drug trade, kidnapping, and ransoms. The 

Colombian military, strengthened with US Counter-Narcotic support, 

gradually weakened their ability to wage war, and FARC leadership signed a 

historic peace treaty with the Colombian government in 2017. The networks 

of drug production, smuggling, and arms shipments were already in place, 

and several thousand FARC dissidents remained loyal to the organizationôs 

doctrine and continued their drug trafficking and struggle against the 

government. 

 

A former FARC commander, Alberto Villa Lobos is now the most powerful 

drug lord in Colombia, after ruthlessly eliminating rival leadership within the disrupted Urabeños Cartel. Now he leads 

one of the largest and most heavily armed cartels in the history of South America, with production spanning from 

Venezuela to Peru. They call themselves Mano del Dios (the Hand of God). 

 

Mano Del Dios wasnôt the only cartel to step into FARCôs power vacuum. The Urabeños, 

born from the members of Colombiaôs Popular Liberation Army (EPL) rapidly rose to a 

significant share of Colombian drug market. The Urabeños suffered a significant setback 

two-years ago with the capture of kingpin Dairo Antonio Usuga, which allowed for Mano 

Del Dios to seize portions of the Urabeños network. Finally from the streets of Bogota, 

comes the Mama Gallo cartel, a stylish new player, seemingly more at home in the city 

than in the depths of the Colombian jungle. The members of Mama Gallo have become 

known as risk-takers, working aggressively between the larger cartels, and trying to win 

over popular support of the people, much like Escobarôs Medellin cartel of the 80s.  

 

In October a group of DEA agents stopped a truckload of fruit crossing the border 

between Ecuador and Peru. Search of the vehicle revealed over 6 million dollars in 

cash and five hundred kilos of cocaine. One Cartel member was killed in the seizure. 

Two days later, cartel commandos firebombed a DEA safe house in Venezuela. 4 

agents and 5 civilians were killed. Violence between government troops and cartel 

members spiked across Colombia, Venezuela, Ecuador and Peru. To stop the 

bloodshed United Nations diplomats were sent to Colombia to start negotiations. 

Alberto ignored the UN personnel until his son, Miguel, was gunned down in Cali. 

Alberto ordered the diplomats captured and released a video on the Internet showing 

their torture and murder.  

 

American response was clear. The cartels had gone 

too far. Federal Agents and combat troops gather in neighboring Panama to deploy into 

Colombia, while surgical airstrikes pound known cartel factories and training camps. 

As the conflict escalates, the combatants ready themselves for the worst. The next drug 

kingpins wait in anticipation of scavenging the ruins of the Mano del Dios empire.  

 

 

 

 

 



Counter-Narco Force Uniforms 

 

MultiCam  

 

US SOCOM   

Black and Tan 

 

DEA FAST 

Foreign-deployed Advisory 

and Support Team 
    

Colombian Cartel Uniforms 

Green-Based Camo 

 

Mano Del Dios Cartel 

 

  

Tan-Based Camo & Civilian 

Clothing 

 
Urabeños  

 

(No MultiCam!) 

 

  

  

Civilian Clothing  

 

Mama Gallo Cartel 

 

No Camo but suits or tropical 

shirts encouraged 
  

To aid team identification, in addition to the uniforms 

presented here, we recommend a strip of brighter colored 

cloth to be worn around upper arm or as a bandana around 

neck of cartel forces. 

Green ï Mano Del Dios 

Blue ï Urabeños 

Yellow ï Mama Gallo 

 

Reporting Onsite 
 
When reporting to the registration table, you will be asked to present: 

 

¶ Wayneôs World General Release and Waiver 

¶ NSERA Release and Waiver 

¶ MindGame Productions Release and Waiver 

¶ Payment for walk-in players 

 

Waivers are at the back of players pack and also online.  

Online Waiver Link: 2022 - 2023 Waivers (smartwaiver.com)  

 

Chrono Procedures 
 

Weapons will be chronographed using bio .20 gram BBs. Weapons 

using an external gas source must have locked regulator to 

prevent field adjustments. Please note that any weapon may be 

subject to a spot chrono test throughout the day, even if it is banded 

from the morning chrono test. This is all to help protect players on 

the field. 

¶ RIFLE / SMG: Up to 400 fps 

¶ DMR: Up to 450 fps (must be physically locked into semi-auto 

only / 50-foot minimum engagement) 

¶ Support Weapons: Up to 450 fps (50-foot minimum engagement, 

no SAW firing indoors) 

¶ BOLT / SINGLE ACTION SNIPER WEAPONS: Up to 550 fps 

(100-foot minimum engagement) 

https://waiver.smartwaiver.com/w/62267eebc893d/web/


 

Timeline 
 

Saturday, February 18th   
¶ 0700 - Gates open.  

¶ 0745 ï Chrono and Registration open. 

¶ 0945 ï GAME BRIEFING   

¶ 1000-1015 ï GAME START 

¶ 1300 ï Lunch 

¶ 1800 ï ENDEX 

 

 

 
RADIOS 

 

There are some excellent and very affordable radios easily available for players. Players who spend hundreds of 

dollars on a weapon, and hundreds more on uniform, gear and magazines, should absolutely be able to drop about 

$30 to obtain a BaoFeng dual-band radio. By yourself a radio. Program it for the common FRS and GMRS 

frequencies. Use some radio discipline... but use that radio!!! 

 

Radio Channels for FRS and UHF Radios (e.g. BaoFeng) 
 

Radio Net FRS UHF 

Freq 

Radio Net FRS UHF 

Freq 

Unassigned Channel 1 462.562 American Command Net 8 467.562 

Mano Del Dios Cartel Net 2 462.587 US SOCOM Internal Net  9 467.587 

Unassigned Channel 3 462.612 DEA FAST Internal Net 10 467.612 

Urabenos Cartel Net 4 462.637 Unassigned Channel 11 462.637 

Unassigned Channel 5 462.662 Unassigned Channel 12 462.662 

Mama Gallo Cartel Net 6 462.687 Contact Admin 13 467.687 

Unassigned Channel 7 462.712    

 

First Aid and Medic Rules  
 

All  players should carry at least two ACE-style medical bandages or ñmilism tourniquetsò on their person in an 

individual first aid kit or IFAK. When a player has been shot, he takes a knee or goes prone, displays a dead rag 

and calls for a medic. Another team member moves to the wounded player and pulls one of the bandages from an 

IFAK, ideally the wounded playerôs IFAK. The player applying first aid wraps the wounded playerôs arm and 

tucks in the end of the bandage securely. The wounded player may now re-enter the action. A player may have 

two first aid treatments, before another hit sends them to the respawn area.  

 

We will have some ACE bandages available at the registration area for sale if you lost or forgot your own. Hang 

on to these! We use these as our standard medic rules for the majority of MGP events. 

 



Game Overview 

 

Victory points will be accumulated in the form of 

ñdrug moneyò. Cartels earn drug money from 

completed drug sales. Counter-Narco forces earn 

drug money from shipments intercepted and 

destroyed. Cartels that capture drug shipments from 

rival cartels are welcome to sell those drugs as well, 

to increase their profit and deny it from rivals. 

 

Each cartel will be randomly assigned a starting 

location on game day. They may find a packaged 

drug shipment already waiting for them, or they may 

be notified of a shipment being ready soon and the 

pick-up location for the drugs. 

 

Soon after they have their drug shipment in hand, a cartel will be notified of the 

location of the drug buyer. They will need to transport their drug packages to the 

buyer, evading or fighting rival cartels and counter-narco forces. When they 

rendezvous with the buyer, they will conduct a brief negotiation and attempt to 

make a sale. Exact price of drugs might vary during the day, based on 

international supply and demandé and how successful counter-narco forces 

may have been intercepting shipments out of Colombia.  

 

Cartels are welcome to develop strategies for transporting product. Some may 

want to run large, heavily armed caravans, others may move product quietly by 

small, evasive transport teams while combat teams run interception of rival 

cartels and counter-narco forces. 

 

Between drug deals, cartels are welcome to attack rival cartel bases, rival cartel 

drug transport teams to steal product, or ambush counter-narco forces. 

Occasional special missions will be issued to cartels that may result in extra drug-money from completion or may 

hamper the efforts of rival cartels.  

 

Counter-Narco forces are almost certain to outnumber any single cartel, but they will be faced with the challenge 

of deciding how to deal with multiple cartels operating simultaneously. Counter-Narco forces may opt to divide 

forces to focus equally on the three cartels, deploy several small scout teams looking for cartel bases and transport 

teams in order to summon a larger strike force to intercept 

them, or take some other strategy to try and stem the 

continuing flow of drugs out of the country. Occasional 

special missions may be issued to counter-narco forces, which 

may hamper cartels or provide special intelligence 

information. 

 

Please Note!!! Although it will still be cooler weather, there 

will be a LOT of movement and fighting across the entire field 

throughout the day. Be sure to select gear with an eye toward 

mobility and have comfortable boots or shoes. 

 

 

 



 

WEAPON MAGAZINES  
 

MGP limits hi-capacity magazines to squad support weapons. We do 

not consider a P90 with a 3000+ round reservoir magazine to be a 

squad support weapon. Support weapons include M249s, M240s, 

M60s, RPKs, and similar light and medium machineguns.  

 

Assault rifles, submachine guns, DMRs, and sniper weapons should 

only be equipped with low-capacity or mid-capacity magazines. Mid-

cap magazines come in different sizes so they cannot always be defined 

with a specific round count. Common mid-cap designs typically hold 

between 130-160 rounds.  

 

We typically define a high-capacity magazine as having an internal reservoir 

and a feeding spring that is manually or electrically wound to feed BBs from 

the reservoir. That being said... there are some small winding magazines. 

M16 Vietnam style high-caps hold about 190 rounds. Vintorez short high-

caps hold about 150 rounds. While both these examples have winding 

mechanisms... their total capacity is comparable to mid-cap magazines and 

we would consider them acceptable on the field. Although flash mags use a 

string instead of a winding mechanism to build spring tension, their reservoir 

capacity is double that of most mid-cap magazines and would thus be 

considered to be high-capacity magazines.  

 

 

There are some uncommon airsoft weapon designs that may not have any mid-caps in 

production, or their mid-caps may be very difficult to obtain... a G3 or PPsH are examples. 

If you have one of these weapons... that's awesome. But if you don't have mid-caps for it... 

please leave it at home and bring a weapon for which you have mid-cap magazines. 

 

Why do we do this? It is awesome to be engaged in an intense fire-

fight, changing magazines, running short on ammo, tossing mags to your buddies. It's 

intense... it's fun... it makes players chose their shots more carefully and forces them to think 

more tactically than they would with an endless supply of ammo. It also adds more value to 

support weapons with a capacity to lay down a heavier base of fire. 

 

Please comply with our magazine guidelines. If you are on the field and you see a player using a high-cap who 

shouldn't be... take note to be able to identify the player... notify an admin... describe the player in detail. Even 

better, specifically point him out to the admin so we can investigate the situation and determine why the player 

in question considers himself to be a unique snowflake for whom rules don't apply. 

Not a support weapon 

Support weapon 

http://www.google.com/url?sa=i&rct=j&q=&esrc=s&source=images&cd=&cad=rja&uact=8&ved=0ahUKEwjqj6Dlxd_KAhXHpx4KHY20AgYQjRwIBw&url=http://www.popularairsoft.com/reviews/the-acm-electric-c-mag-mp5-series&psig=AFQjCNFlG83LE5K6hKQnkogGOsZ3V66ZPQ&ust=1454724627194071
http://www.google.com/url?sa=i&rct=j&q=&esrc=s&source=images&cd=&cad=rja&uact=8&ved=0ahUKEwiO8IiDx9_KAhVF8x4KHSjHBskQjRwIBw&url=http://www.airrattle.com/Airsoft-A-K-Full-Metal-M249-MKII-Machine-Gun-p/m249-mkii.htm&bvm=bv.113370389,d.d2s&psig=AFQjCNHUWyR3yOPM-S-WgHEgBZAHHhxC2A&ust=1454724966975577


 

 

Waynes World of Paintball 

4841 S. Pine Street 

Ocala, Florida 34480 
 

Field Location 

 
Wayne's World of Paintball is located just south of Ocala. 

As you can see from the map, the field is easily accessible 

from Interstate 75.  

 

From the south - Exit 341 (Old 67) - make a right turn and 

travel east approx. 5 miles until you reach Hwys. 

441/301/27, turn left (we are located about 10 miles north).  

From the north - Exit 350 (Old 68) - make a left turn onto 

Hwy. 200. Travel east until you reach 441/301/27. Turn right, and travel about 3 miles south. (If you turn right at the 

Walgreen's/Target Stores YOU ARE NOT ON Hwys. 441/301/27. You must turn right  again when you reach the 

Popeye's Restaurant - Pine Street.)  

The entrance to the field is located at 4841 S. Pine Street, directly across the street from the Ocala Drive-In Movie Theater 

screen. Located between Factory Direct Mobile Homes and Raintree Mobile Homes the entrance drive will be clearly 

marked. Follow the entrance drive through the gate at the top of the hill. You will be in the camping and parking area.  

Lodging 

Country Inn and Suites  

I -75 Exit #350  

3720 S.W. College Road (352) 237-0715  

 

Motor Inn   

3601 West Silver Springs Blvd. (352) 629-6902  

ask for Lahni or Kay   

 

Royal Inn  

2900 S. Pine (352) 732-3575  

 

Travel Lodge  

1626 S. Pine (352) 622-4121 ask for Lesley or Steve  

 

Holiday Inn Express 

1212 S. Pine (352) 629-7300 
 

*** Camping Onsite is Available ï clean up your area and no open fires*** 



 


