This document has been translated with Al. For any questions, please contact the organization.

MILSIM FIGT GAME RULES — FULL ENGLISH VERSION

PLAYER CHECK-IN

All players arriving at the No Game / Tent Area must pass the following checks:

1. Registration and insurance verification

2. Replica power check according to law

3. Rules knowledge check (3 random questions)

4. Equipment check (personal bandage and role-specific gear for Medic/Engineer)
5. Orange/Red hit signal (minimum 40x40 cm) and red flashing light for night play
6. Installation of ARES ALPHA app

7. Player registration and faction patch distribution (to be returned at the end)

ROLES AND EQUIPMENT

Event Staff (DE): organizes, manages and referees the event. Identified by yellow marker. Must
always wear PPE.

Faction Leader: manages faction, platoon organization and strategy.
Deputy Leader: assists leader and replaces when needed.

Platoon Leader: leads platoon and executes orders.

Rifleman: standard player.

Medic (1 per 5): treats wounded, sets up medical points and hospitals.
Engineer (1 per 5): handles ammo transport, devices, armories.

RTO: manages communications.

LSW/HSW Gunner: only ones allowed non-midcap magazines.

NPCs: assigned by staff.

STRUCTURES

Safe Zone: no loaded weapons, no PPE required.

Faction HQ: command center, can be attacked and disabled for 30 minutes.
Event HQ: safe area, not attackable.

Field Hospital: respawn (15 min), always active, max 10 players at once.

Forward Aid Station (PMA): deployable medical respawn, must be communicated.

Armory: ammo storage at HQ.



Forward Armory: deployable by engineer, max 5 players reload.

OBJECTIVES

Defined by staff, marked with A4 signs at coordinates.

MAGAZINES AND AMMO

- Only mid-cap magazines (max 150 BBs)
- Max 6 magazines per player (900 BBs)
- LSW/HSW: max 2 magazines

- No loose BB transport

- Snipers: bolt-action only

RELOADING
Only at HQ or via organized resupply.

Ammo must be stored in labeled bags per platoon.

PYROTECHNICS
Only commercially produced items allowed.
Effect radius: 5 meters.

Rooms: all occupants eliminated.

HIT RULES

States:

1. Active

2. Wounded (10 min bleed-out)

3. Eliminated (go to respawn)

Hit procedure:
- Lay down
- Show orange/red marker or red light at night

- Cannot be hit again during bleed-out

MEDIC RULES

- Can treat all players



- Must use bandage on dominant arm
- Cannot fight during treatment

- If hit, treated like normal player

Wounded players cannot be moved.

MEDICAL STRUCTURES

- PMA must be activated by order
- Size: 3x3m

- Respawn after 15 min

- PMA can be attacked

- HQ respawn cannot

- Hospital can be captured but not disabled

ENGINEER RULES
- Deploy forward armory

- Handle explosives, vehicles, ammo

SNIPER RULES
- Full ghillie suit required
- Operate in pairs

- Secondary weapon: pistol only

VEHICLES

Specific rules may apply per event.

KNIFE KILL
- Rubber knife only
- Silent elimination

- No shouting

TENT AREA RULES
- No combat
- Must be marked at night

- Cannot be used as cover



NIGHT PAUSE

Defined by staff if applicable.

END OF EVENT
- Return patches

- Debrief required within 24h

REFEREE SYSTEM

- Referee decisions are final
- Misconduct reported to staff
- Sanctions decided by DE

- Common sense required at all times



