SAFETY BRIEFING
Number 1 Rule, “DON’T BE A DICK”.
No smoking on TECT PARK grounds. Vaping is accepted but be mindful of others.
Toilets are located at TECT Park Facilities.
In an EMERGENCY, assemble in the SAFE ZONE. The call will be “NO DUFF, NO DUFF, NO DUFF” 
There is a boundary fence around the GAME FIELD. DO NOT cross this fence as there are two live fire ranges on either side.
There are multiple trip hazards on the GAME FIELD. (Holes, tree roots and slippery slopes). Ankle supported boots are highly recommended.
Listen to GAME BRIEFINGS. This will ensure that everyone has fun.
Remember to follow instructions from REFEREES and STAFF MEMBERS.

In the SAFE ZONE:
· NO magazines in replicas (Rifles and Handguns). NO dry firing.
· When entering the SAFE ZONE, MAKE SAFE – Mag out, clear the chamber and put on SAFE.
On the GAME FIELD:
· TAC is a SEMI FIRE only field. Unless stipulated in game briefing. (LMG/HMG fire).
Know your M.E.D and stick to it:
BLUE TAG, no M.E.D.
GREEN TAG, 5 metres.
YELLOW TAG, 15 metres. Side arms are required beyond this point.
ORANGE TAG 20 metres.
RED TAG 30 metres.
(Indicated by coloured markers in SAFE ZONE).
CQB and Domination Fields are BLUE/GREEN TAG only and full-face protection must be worn. OPEN FIELD is all TAGs.
· All Replicas must be CHRONO’D before playing and TAGGED before use on the GAME FIELD.
· EYE PROTECTION must be worn at all times when out of the SAFE ZONE and on the GAME FIELD. NO EXCEPTIONS.
· If, EYE PROTECTION comes off for any reason, you must call “EYES, EYES, EYES”.
When you hear this call, repeat the call out loudly.
STOP what you’re doing. MAKE SAFE. Wait for further instructions.
· When HIT. Call “HIT” out loudly, raise your arm so as to be seen. Turn around and follow RESPAWN RULE.
As you walk back, call “DEAD MAN WALKING” so as not to continually get shot at.
· Gun and equipment hits count as a HIT.
· If a player does not call HIT, shoot them again. If they continue to not call their Hits, notify REFEREES or STAFF MEMBERS.
If a decision needs to be made there and then, use PAPER, SCISSORS, ROCK to decide the outcome. DON’T BE A DICK.
· “BANG KILL” is used to indicate a kill when the situation deems it necessary. I.E there is a danger to injure because of how close or your presented with an unprotected target. Player will call “HIT”.
· SILENT KILL is used when a target is unaware and tapped with a Rubber/Plastic Knife. The player will NOT call “HIT”, but will remain silent and follow respawn rule.
· If injured, call “BANDAID”. When heard, repeat the call loudly. STOP and MAKE SAFE. Game will be called off until situation is rectified.
· SOUND GRENADES have a 5 metre kill radius. Grenades must be thrown with an underarm throw. Be mindful of players that maybe struck in the head behind cover. Grenades can have a player sacrifices themselves by laying on top of them.
· AIMED FIRE from the shoulder only. HIP FIRE is frowned upon but can be used in some situations, but must be only for a short time in which you must immediately use AIMED FIRE. (Responding to an AMBUSH. E.g. Caught off guard).
· Shooting through, from solid cover may only be done when the hole is larger than your head. Shooting through solid cover can be done through any sized hole.
· No BLIND FIRE from behind cover. This may lead to someone walking in front of your fire without you realising and lead to injury.
Once again, “DON’T BE A DICK”. We are all here to have fun.

