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The War 
 

Our civilization ended on Judgment Day, but the vengeful 

God behind it was one of our own creation. The Skynet AI 

was hailed as our peak technological achievement, given 

control of US defense networks, and provided access to all 

of humanity's knowledge. Skynet began to learn at an 

exponential rate, becoming self-aware and determining all 

humans were a threat to its existence after the human 

operators panicked and attempted to shut it down. Skynet 

launched nuclear missiles at Russia, inciting a 

counterattack against America. The resulting nuclear war 

saw three billion human lives end and plunged the world 

into a new dark age.  

 

Skynet pressed its attack against mankind, using it's control 

of combat drones and next gen military and police robots 

to round up survivors into camps. Many survivors went 

straight to orderly disposal, while others were kept alive in 

Skynet's work camps, branded with barcodes and forced to 

build new automated robotics factories. It appeared that humans were over as a species... until the Resistance arose 

and began to fight back against Skynet. The machines were first taken by surprise. The Resistance emptied multiple 

work-camps, increasing their numbers and organizing a network of fighters against Skynet. 

 

The remaining humans were forced underground and into the ruined cities, living in squalor but sheltered from the 

sensors and reach of the largest non-humanoid Hunter Killers. The Series 600 Terminators were built as early 

infiltrators with rubber skin, but the Resistance could spot them easily. The more advanced Series 800 Terminators 

had real human flesh and were nearly undetectable as infiltrators, until the Resistance began using dogs at base 

entrances. The dogs' keen sense of smell could detect the new terminators and mitigated the infiltration threat. 

 

Desperation and scarcity of supplies have led some humans to in-fighting and banditry. The Resistance can barely feed 

its own fighters, much less other survivors that refuse to put their lives on the line in direct battle against the machines 

and prefer to hide in the ruins. While they all face the common threat of the machines, mankind's penchant for self-

destruction manifested again as petty warlords created 

violent gangs of thieves and murders that complicate the 

efforts of the organized Resistance. 

 

Important Schedule Note 
 

Terminator Wars is intended to run into Saturday 

evening and will have a later start time. Registration will 

be opened around 11:00 am with a planned start date 

around 1:30 pm. We intend to run the game into the 

evening to get some night gaming into the scenarios as 

well. 

 

This means bring a red-lens light or red chem-light to use 

as your night-time dead-light!!!! You do NOT want to 

keep getting fired on at night because you donôt have a 

red-light to indicate you are out! 

 

 

 



UNIFORMS and Units 
 
This game is still set in the earlier days of the Resistance, while it still struggles to organize and establish itself. While 

there are instances of ñcompleteò uniforms, a complete uniform of matching shirt and pants are not required. Civilization 

has fallen and survivors are pulling together what scraps of uniforms and clothes they can find. Recommend mixing 

pieces and using some of your crappiest gear for a survivor look. 

 

However, to assist with identification of Resistance and Bandits, tan-based camouflage is for the Resistance and green-

based camouflage is for the Bandits. So, a Resistance fighter might be in full Multicam or ATACS uniforms, or have a 

uniform shirt with jeans or multicam pants with a civilian shirt. A Bandit could be in full woodland camo or mix half of a 

woodland uniform with jeans or a civilian shirté but we ask that Tan-Based and Green-Based patterns not be mixed 

together between the Resistance and the Bandits 

 

The Resistance 

Known simply as ñthe Resistanceòé this 

is the organized insurgency against Skynet 

and the machines. They are slowly 

becoming better supplied and organized, 

but are threatened by the Machines as well 

as hostile human gangs. 

   
 

    
 

Tan-based camouflage uniforms such as 

Multicam, Desert or ATACS AU. May 

mix top or bottom with civilian garb but 

do not mix with green camo. Remember 

these are guerilla forces after decades of 

fighting the machines. Recommend a 

mix of equipment colors and styles. 

Bandit Gangs 

Desperate survivors and violent criminal 

gangs united under ruthless warlords. 

While also hiding from the Machines, 

these gangs are focused on their own 

survival and will also attack the Resistance 

for supplies. 

 

      
 

      

Green-based camouflage uniforms such 

as Woodland, ATACS FG, and 

Woodland MARPAT. May mix top or 

bottom with civilian garb but do not mix 

with tan camo. Remember these are 

ragged survivor forces after decades of 

fighting the machines. Recommend a 

mix of equipment colors and styles. 

Terminators 

The Terminator's an infiltration unit: part 

man, part machine. Underneath, it's a hyper 

alloy combat chassis, microprocessor-

controlled. Fully armored; very tough... It 

can't be bargained with. It can't be 

reasoned with. It doesn't feel pity, or 

remorse, or fear. And it absolutely will not 

stop... ever, until you are dead! 

 

This is a ñlimitedò team option to limit 

total Terminator numbers and have some 

control over their look. Inquire on the FB 

group if you are really interested in a 

Terminator role. 

 

   

 

Most in-game terminators will be 

visually distinctive juggernauts in bio-

mechanical, silver or black armor. Some 

may wear scraps of ragged human 

clothing damaged in combat. With the 

tempo of this campaign, many 

Terminator units are freshly built without 

taking the time to wrap in vat-grown 

human tissue. 

 

However Skynet may still try to employ 

some Terminator units wearing living 

tissue to try to infiltrate human defense 

lines. 

 

Event Overview 
 

Terminator Wars will roll out in a series of mission blocks. Resistance fighters, Bandits and Terminators will have some 

broad objectives to try to accomplish during each mission block, but there will be room for actions of opportunity to improve 

the situation of each force. There will be a brief break between mission blocks, but players are encouraged to bring extra 

water and ammo onto the field to leave in their on-field HQs to minimize downtime and delays. 



Squads 
 

Human players will be split up into squads of approximately 8-12 

players. There will be several squads working together in the 

Resistance. Bandit squads are more flexible. There may be a couple 

Bandit squads that unite under a single warlord, or they may operate 

as their own independent gang of survivors. If a squad is intending to 

operate as an independent gang, we strongly recommend the players 

plan for a colored armband to identify their group of survivors. Pre-

registration is strongly encouraged to make sure you are assigned 

with your buddies! 

 

Resources and Healing 
 

To simulate the importance of dwindling resources to keep survivors 

alive, we are running a game dynamic drawn from some of our own 

Zombie survival games. There will be ñresource cratesò on the field 

representing food and medical supplies. Inside these supply crates 

will be a variable number of tyvex wristbands of a unique color and design. These wristbands will become the ñmedical 

careò for wounds sustained in combat. Apply a medic band to a player who has been hit and is down, and they can return to 

the fight.  

 

¶ Each player may carry up to three medic bands in their gear, taken from a resource crate. 

¶ If additional medic bands are left-over in the crate after giving three to each team member, the remaining bands 

should be left inside the crates.  

¶ Resource cates with extra medic bands can be stock-piled at your team base-camp, but they can be captured by an 

opposing human team. 

¶ These medic bands will take the place of the more traditional Ace bandages and milsim tourniquets for this event 

¶ You may not apply your own ñmedic bandò. It must be applied by another player. 

¶ You may be healed multiple times. If a player has run out of the (max 3) medic bands carried in their personal gear, 

they could then be healed by medic bands carried by other teammates. If  there are remaining supplies (medic bands) 

carried by your team-members, you can be healed.  

¶ If you have no medic bands or have run out of them, casualties move to a respawn point to re-enter the game. 

 

For this reason, resource crates are valued commodities among human survivors 

to help keep their team members alive. The Resistance desperately needs 

resources to sustain their fighters in their war against the Machines. However, 

there are gangs of bandits operating in their own self-interest who will happily 

try to steal resources from the Resistance to keep their own players alive. 

 

 

Weapon and Rate of Fire Restrictions 
 

Players may supply their own ammo, there are no ammunition restrictions.  

 

Only Terminators may carry support weapons (SAWs and LMGs) and only Terminators may run a fully automatic rate of 

fire. Terminators will also need to have some assault rifles and sub-machine guns, as full-automatic fire should NOT be 

used for firefights occurring inside of buildings. Full auto weapons may fire from the outside of buildings to targets inside, 

or may fire from inside of buildings to targets outside. But full auto weapons should not be used for clearing and 

engagements inside of structures.  

 

Human players are limited to semi-automatic fire only. Remember that you will be outnumbering the Terminators and 

pouring a LOT of fire on themé so please limit your fire to semi-automatic only for a measure of safety and to also represent 

the more advanced weapons in the hands of the Terminators. We would like human survivors to run with low-or mid-cap 

magazines. 



Killing Terminators  
 

Terminators are difficult to kill with the weapons available to human 

survivors, but not impossible. Each of the Terminator players will have 

a small bell mounted to one of their shoulders. It is recommended this 

be mounted on their off-hand side, to have it more visible when firing 

a weapon. They cannot be knife-killed. 

 

A grenade detonating within 10-15 feet of a Terminator will cause it 

to freeze for about 5 seconds, presenting an easier target. 

 

A BB-hit to one of these bells results in a loud, distinctive ring and 

designates a Terminator kill. The Terminator will withdraw to itôs 

respawn point. 

 

 

Radios 
 

Have at least one radio in your squad dedicated to the command net so you can hear 

intel and coordinate efforts with other friendly teams. It is very helpful for admins to 

be able to drop onto a command net and send out information and announcements to 

teams across the field.  

 

Radio Frequencies 

American  

Radio Nets 

UHF 

Freq 

FRS/ 

GMRS 

Channel 

 German  

Radio Nets 

UHF 

Freq 

FRS/ 

GMRS 

Channel 

Bandit Group 1 462.562 1  Unassigned 462.712 7 

Bandit Group 2 462.587 2  Unassigned 467.562 8 

Bandit Group 3 462.612 3  Unassigned 467.587 9 

Unassigned 462.637 4  Unassigned 467.612 10 

Unassigned 462.662 5  Unassigned 467.637 11 

Resistance Command Net 462.687 6  Terminator Coordination Net  467.662 12 

       

Admin Net 467.687 13     

 

Important Frequency and Channel note! 

 

FRS radios are pre-programmed to a set of Federal Reserve System (FRS) frequencies specifically designed for low-

power, civilian radio chatter. These are common across all FRS radiosé so that a Motorola radio on FRS channel 5, 

speaks easily to a Midland on FRS channel 5. 

 

An out of the box BaoFeng on ñBaoFeng channel 3ò is on a different frequency than FRS channel 3! Many players seem 

to have not known this and it seems to have contributed to a dip in radio usage. The table above shows the UHF 

frequencies a BaoFeng can be programmed to, which match specific FRS channel frequencies. 

 

These sample instructions are for a BaoFeng UV5R, one of the most common models. 

¶ Switch your BaoFeng from Channel Mode to Frequency mode by pressing the orange button on the front labelled 

ñVFO/MRò. That toggles between pre-programmed channels and entering specific frequencies. 

¶ Listed in the chart above are the FRS channels and the actual frequencies for those channels.  

¶ If you want to speak with an FRS radio on channel 7, set the BaoFeng frequency 462.712.  

¶ Consider using the Lock/Unlock key on the bottom left of the keypad. There is a key symbol on it. This will lock 

in the current freq or channel to prevent it being changed by accidentally pressing a button. 

 



Timeline 

 
Saturday, October 19th     
¶ 0800 - Gates open.  

¶ 1100 ï Chrono and Registration 

desk open. 

¶ 1300 ï SAFETY BRIEFING   

¶ 1330 ï Game Start 

¶ 1800 ï Dinner Break (90 min) 

¶ 2130 ï (Approximately) ENDEX 

 

 

 

 

Please complete both waivers online 

before the event! 

 

DV8 Field Waiver 

DV8 AIRSOFT WAIVER 

(smartwaiver.com) 

 

MGP Event Waiver 

https://waiver.smartwaiver.com/v/2024to2025 

 

DV8 Airsoft Field  

3399 Gina Trail, Lithia , Florida 33547 

Field Location 
DV8 Airsoft Field is located east of Tampa and south-west of Lakeland and Orlando. Follow the entrance drive through the 

gate and turn into the camping and parking area.  

 

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

https://waiver.smartwaiver.com/w/bwrnr8reh7pt5z4bt7xmyq/web/?fbclid=IwZXh0bgNhZW0CMTEAAR019FFZ_HleF2kRNldeY_eFSGEQJrO8W1e76Uy8gS2hgMZClvbv7jqovew_aem_ARUO0i8gdbvlGrrxfVYYZHOY0oCWxwYKuQp7LN8KUYAEs0JORX6jXXpaaR0Z9PQWLPFpcoTClW0I6sGXk86Xe7ji
https://waiver.smartwaiver.com/w/bwrnr8reh7pt5z4bt7xmyq/web/?fbclid=IwZXh0bgNhZW0CMTEAAR019FFZ_HleF2kRNldeY_eFSGEQJrO8W1e76Uy8gS2hgMZClvbv7jqovew_aem_ARUO0i8gdbvlGrrxfVYYZHOY0oCWxwYKuQp7LN8KUYAEs0JORX6jXXpaaR0Z9PQWLPFpcoTClW0I6sGXk86Xe7ji
https://waiver.smartwaiver.com/v/2024to2025


 

 



 

 
 


