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Thank you for considering Splatters Paintball for your event! 

We have provided this game guide to aid you in fostering a unique team building environment that is 

guaranteed to break down barriers between staff members and reduce stress in the workplace, all while 

providing safe and memorable fun! Players can use the structured games contained in this guide to learn 

to utilize teamwork, effective leadership, and communication skills! 

Each designed game within this package contains an explanation of the props needed, time 

limits/approximations, estimated skill level necessary, and how the game can help your team develop 

pertinent skills to efficient teamwork.  There will be an experienced guide on site dedicated to your 

group as well who will be available to answer any questions and help to ensure that these games run 

smoothly.   

We also want to express the importance of meshing the multiple team dynamics available at Splatters to 

ensure that your overall event is a team-building success.  On the field, teamwork is necessary to 

accomplish the objectives within each game, but off the field, relationships are grown through players 

interacting about their experience.  We suggest the organization of a meal to be shared by your staff 

members after they have finished playing.  We have included some caterers that serve the area as 

options, but we also offer complementary covered fire pit areas perfect for a simple meal of hot dogs, 

chips, and so on! 

Please provide us with any feedback you have after your event so that we can continue to amend the 

experience and improve for the future!  Please email us at info@splatterspaintball.com with any 

suggestions or constructive criticisms. 

Sincerely, 

Evan Schroeder 

Executive Director 

splatterspaintball.com 

204.388.BALL (2255) - Reservations and Information 

204.392.6442 - Emergency and Last Minute 
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Name: Attack and Defend 
 
Estimated Difficulty: Easy 
 
Field Used: Castle 
 
Time: Estimated at 15 minutes 
 
Ideal Player Amount: 10 - 30 
 
Requirements/props: None 
 
Setup: None   
 
Start: Team 1 between the two white houses directly East of the front castle entrance, Team 2 
in the center of the castle on the ground level 
 
Respawns: None 
 
Rules: See below 
 
Victory: If the attacking team gets a player inside the castle walls, they win! If the defending 
team eliminates all of the attackers before they can enter the castle, the defenders win! 
 
Additional Info: Try switching sides after the first game so each team gets a chance to attack 
and defend! 
  

Team Building Components: A simple game to help teammates get 
acquainted while introducing everyone to how the game of 
paintball works! 
Strategy: 

 The team attacking must talk to each other to properly 
spread out and find the weak and unguarded areas of the 
castle walls. 

 The team defending must keep all of the entry points of the 
castle walls covered by delegating responsibilities amongst 
themselves to keep the attackers out.   
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Name: Short Wall Brawl 
 
Estimated Difficulty: Easy 
 
Field Used: Castle 
 
Time: Estimated at 15 minutes 
 
Ideal Player Amount: 10 - 25 
 
Requirements/props: 1 flag, 1 orange cone 
 
Setup: Place orange cone with flag in it between the Far East two white sheds (directly across 
from the front castle entrance) 
 
Start: Team 1 starts outside of the South Castle wall close to the tree line, Team 2 starts outside 
the North wall. 
 
Respawns: Unlimited, but with a delay!  After touching their starting station, players must 
count 15 seconds before respawning back into the game! 
 
Rules: Teams try to capture the flag from between the white houses and bring it to where they 
started.  Players cannot shoot behind the Castle wall by the tree line. 
 
Victory: The team that brings the flag to their starting position wins! 
 
Additional Info: Saying “one ‘Splatters Paintball’, two ‘Splatters Paintball’” and so on is a great 
way to count your seconds! 
 

  
Team Building Components: Another simple concept introduction 
game; this one ramps up the intensity as it shrinks the field!  
Strategy: 

 Teams must allocate duties to each player to ensure they 
can safely get to the flag and bring it back.  Getting to the 
flag is nearly impossible alone as there are so many angles 
to be shot from! 

 To block off these open angles, teammates must 
communicate to cover the whole field as best as they can. 
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Name: 100 Yard Dash 
 
Estimated Difficulty: Easy 
 
Field Used: Full Urban 
 
Time: 20 minute time limit 
 
Ideal Player Amount: 20 - 50 
 
Requirements/Props: Lots of water bottles (should be an odd number) 
 
Setup: Spread the water bottles across the division of the Urban 1 and Urban 2 fields (where 
the orange cones are) and place 2 crates at each start station 
 
Start: Team 1 starts in the middle of the South side of urban 1, Team 2 starts in the middle of 
the North side of urban 2 
 
Respawns: Unlimited, just touch the plastic crate in your start station and you’ll be back in the 
game. 
 
Rules: Players try to grab the bottles from the center of the field and bring them back to their 
start to put into their crate.   
 
Victory: The team with the most water bottles at the end of the time limit wins! 
 
Additional Info: Players can only carry 1 bottle at a time and cannot throw or pass the bottles 
to other teammates. 
  

Team Building Components: A great game to help everyone warm 
up, the team that best utilizes ALL of its players usually wins! 
Strategy: 

 Teams must decide how to organize themselves.  There is a 
delicate balance between spreading ranks too thin versus 
losing initial field position. Finding this balance is the key to 
victory! 

 Teams must effectively manage their time as it is limited.  
Every minute matters! 
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Name: Chess 
 
Estimated Difficulty: Normal  
 
Field Used: Urban 2 
 
Time: Estimated at 15 minutes 
 
Ideal Player Amount: 15 - 30 
 
Requirements/props: 6 orange vests 
 
Setup: Pick 3 players from each team who will be the chess “pieces” and give each an orange 
vest.  
 
Start: Team 1at the West Urban 2 start station, Team 2 at the East  
 
Respawns: None 
 
Rules: A standard player elimination game…with a catch.  Each team has 3 “pieces” that can 
only be eliminated if they are shot in the mask.  The rest of the players are “pawns” who are 
eliminated if shot anywhere on their body or gun.   
 
Victory: Completely eliminate the other team to win!  
 
Additional Info: Remember that the players wearing vests will most likely be shot multiple 
times before being eliminated, so try to pick players that are the most comfortable with 
paintball! 
 
 
 
  

Team Building Components: This game tests player decisiveness, 
resource allocation, and marksman talent! 
Strategy: 

 The key to this game is planning. This is a great test to see 
who is a natural leader through role delegation as players 
determine who will be responsible for attacking opponent 
pieces and who will defend.   

 Adaptability is also tested as players must change their 
strategy based on the events of the game to either be more 
aggressive or defensive. 
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Name: Ambidextrous 

Estimated Difficulty: Normal  
 
Field Used: Bus 
 
Time: Estimated at 10 minutes 
 
Ideal Player Amount: 10 - 25 
 
Requirements/props: None 
 
Setup: None 
 
Start: Team 1 at West bus, Team 2 at South bus, Team 3 at East bus 
 
Respawns: None 
 
Rules: Standard elimination game with one catch; all players must use their non-dominant hand 
when shooting during the game (ex. A right handed person must pull the trigger with their left 
hand).   
 
Victory: Be the last team standing to win! 
 
Additional Info: Stress the honour system for using the non-dominant hand at all times, but 
keep in mind that it is all just for fun! 
 
  

Team Building Components: This game makes players overcome 
physical obstacles through creative problem-solving.  

 Players will have to think outside the box in the ways they 
hold their guns or position themselves to keep from being 
eliminated.  

 Players will have the opportunity to be more methodical and 
strategic with their movements as accuracy will be decreased 
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Name: Long Haul 
 
Estimated Difficulty: Normal 
 
Field Used: Full Urban (both Urban fields played North and South instead of East and West) 
 
Time: Estimated at 20 minutes 
 
Ideal Player Amount: 20 - 50 
 
Requirements/props: A deck of cards, 2 orange vests 
 
Setup: Pick one person to be a medic for each squad, give each of these people an amount of 
playing cards equal to HALF of their total team players (so if their team has 20 players, give the 
medic 10 cards) and an orange vest 
 
Start: Team 1 starts in the middle of the South side of urban 1, Team 2 starts in the middle of 
the North side of urban 2  
 
Respawns: Each playing card the medic carries saves an eliminated player! 
 
Rules: Eliminated players must step aside of their bunker by 2 feet and put their arms in the air 
so that players left alive can continue regular play and avoid shooting them.  The designated 
medics for each team can then give these players a playing card and that player is instantly back 
into the game.  Once the medic is out of cards, he/she can no longer save people, and 
eliminated players should simply leave the field.   
 
Victory: The team that survives is victorious! 
 
Additional Info: The medic must leave their gun at the start station until they are out of cards, 
but can retrieve it after and act as a normal player if they survive until then.  Medics cannot 
revive themselves. 
 
  

Team Building Components: This game forces players to work 
together to make the best use of their limited medic save cards. 

 Players will have to be supportive of one another as they’ll 
need to save each other in order to win. 

 Players will have to accurately judge their team’s needs and 
make the trade-off between risking their medic’s survival and 
keeping players in the game. 
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Name: Medieval Intel 
 
Estimated Difficulty: Normal  
 
Field Used: Castle 
 
Time: Estimated at 15 minutes 
 
Ideal Player Amount: 20 - 50 
 
Requirements/props: 2 different coloured briefcases 
 
Setup: Place both briefcases in the center “dungeon” of the castle on the third level 
 
Start: Team 1 at the South red house (capturing 1 colour of briefcase), Team 2 at the North 
white “air station” (capturing the other colour, MAKE SURE they know which is which) 
 
Respawns: 2 respawns per player, eliminated players just touch their start station and they are 
instantly back in the game! 
 
Rules: Teams must capture their briefcase from the center of the castle and bring it inside of 
one of the 2 FAR EAST WHITE HOUSES (directly across from the castle front entrance). Players 
cannot touch the other team’s briefcase.  Players cannot throw the briefcase, and must drop it 
immediately if shot out.      
 
Victory: The first team to bring a briefcase inside one of the East white houses wins! 
 
Additional Info: Players keep track of their own respawns; remember that it’s just for fun! 
 
 
 
  

Team Building Components: You thought you left the briefcase 
behind at the office?  Work effectively as a team to get it back! 

 Field position is important in this game and it’s only held 
through teamwork.  Players must make sure they fill spots 
vacated by eliminated players and use teammate cover fire to 
move in the upper levels of the castle. 

 Respawning players must accurately judge their team needs 
when deciding what areas of the field to help.   

mailto:info@splatterspaintball.com
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Name: World Cup  
 
Estimated Difficulty: Normal 
 
Field Used: Urban 1 
 
Time: Estimated at 20 minutes 
 
Ideal Player Amount: 15 - 30 
 
Requirements/props: 1 big inflatable exercise ball 
 
Setup: Place the exercise ball in the very center of the field so it can be seen from both start 

stations. 

Start: Team 1 at West Urban start station, Team 2 at the East 
 
Respawns: Unlimited! Eliminated players must simply touch their start station and they 

respawn instantly!  

Rules:  Teams try to move the exercise ball past where the opponent started to score a goal 

(imagine a “goal-line” running the length of the field going North and South).  Players may kick, 

throw, or carry the ball to move it.  Refs may interfere at any time and move the ball however 

they please.  If the ball goes out of the field a ref will randomly throw it back in and play will 

resume!   

Victory: Get the ball across the opponent’s “goal-line” to win! 
 
Additional Info: If a team pops the ball they lose! 
 
 
  Team Building Components: This game is not only hilarious to 

watch, it provides tests of player adaptability as well! 

 At any time, the focus of the game can change as the ref may 
choose to move the ball somewhere else.  Players must try to 
cover all points of the field to adapt to these sudden changes. 

 Players must be creative in how they move the ball to 
maximize effectiveness. 
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Name: Hunt n’ Run 
 
Estimated Difficulty: Hard 
 
Field Used: Full Urban (both Urban fields played North and South instead of East and West) 
 
Time: Estimated at 20 minutes 
 
Ideal Player Amount: 20 - 40 
 
Requirements/props: 2 orange vests, 1 blue flag, 1 pink flag, 2 orange cones 
 
Setup: Place 1 cone at each team’s starting station (see starts below).  Give one member of 
each team an orange vest and their colour of flag as the VIP  
 
Start: Team 1 starts in the middle of the South side of urban 1 (VIP has pink flag), Team 2 starts 
in the middle of the North side of urban 2 (VIP has blue flag) 
 
Respawns: None 
 
Rules:  Teams try to hunt down each other’s VIPs.  The goal is to eliminate the opposing VIP, 
take their flag, and bring it to THE OTHER TEAM’S STARTING CONE.  VIPS: when you get shot, 
drop your flag instantly where you stand. VIPs must always carry their flag as long as they are 
alive. 
 
Victory: First to team to shoot the VIP and capture the flag wins!  
 
Additional Info: Ensure everyone is VERY CLEAR on which colour of flag they are grabbing and 
where they are taking it as this game has some potential for confusion. 
  

Team Building Components: This game tests patience as the more 
methodical team will usually win. 

 This game offers the organizational tradeoff of being 
aggressive to eliminate the opposing VIP while defending your 
own. 

 This game tests each team’s understanding of managerial 
instruction; grabbing the wrong flag or bringing it to the wrong 
station will cost you the game! 
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Name: Zombie! 
 
Estimated Difficulty: Hard 
 
Field Used: Castle 
 
Time: 20 minute time limit 
 
Ideal Player Amount: 20 - 40 
 
Requirements/props: None 
 
Setup: Have 20% of the players volunteer to be “humans”. 
 
Start: Team 1 between the two white houses directly East of the front castle entrance 
(Zombies), Team 2 in the center of the castle on the ground level (Humans) 
 
Respawns: Zombies have unlimited respawns but must touch one of their starting white houses 
to respawn back in. Humans do not have respawns. 
 
Rules: Humans try to hold off the zombie attack for 20 minutes and stay alive.  Zombies try to 
eliminate all the humans and must walk stiff legged when attacking.  They may run normally 
when going back to respawn, however.  
 
Victory: If the humans hold off the zombie attack for 20 minutes they win, but if zombies 
eliminate all of the humans, they win! 
 
Additional Info: Survivors cannot leave the castle unless they have been eliminated. 
  

Team Building Components: Adrenaline will bring your team 
together in this intense game! 
Strategy: 

 Zombie team members must perform under time pressure.  
They must be as efficient as possible to eliminate the 
survivors before the time limit expires.  

 This is the ultimate test of communication and organization 
for the survivor team.  The only way to overcome the odds 
is to have every team member contribute and hold their 
positions for as long as possible! 
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Smokin’ Prairie – (204) 381-7481 - smokinprairie@gmail.com  
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Danny’s Whole Hog – (204) 344-5675 - bbq@dannyswholehog.com  
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Pioneer Catering – (204) 326-7033 – pioneer_catering@hotmail.com   
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Homestyle Kitchen & Deli – (204) 326-9357 – info@homestylekitchendeli.com  
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