PAINTBALL FOR BEGINNERS

Hello and thank you for buying my product, if you are a seasoned player then this guide will possibly, not tell you too much. If however you are a beginner then please read, and hopefully it will make you more aware about the art of Paintball.

REMEMBER: Paintball is a GAME so switch off your computer and go out and play.

What to watch out for as beginners?

Beginners always make a few mistakes that everyone makes. I make them all the time. Here are a few helpful hints: 
· The very first rule is: never EVER take off your mask!!! I can't stress this enough. It is very detrimental to your vision's health. A paintball at 280 feet per second could pop your eye out of your head. Don't ever take your facial protection off, except in designated areas. 
· Make sure you understand your gun and its limitations, whether a rental or your own. Ask if you don't know. 
· Paintballs do not hurt when they hit. You won't even feel them till the day after. I have found that paintballs that hit you and don't break hurt a little more because they hit and bounce off. The time they are in contact with you is shorter and thus the force is greater (impulse equation from physics justifies this). When it does break it is in contact with you longer and is cushioned by your skin, fat, etc. 
· Wear darker clothes, don't wear white. White is just too bright, you will get killed. 
· Wear some type of boots or comfortable hiking/running shoes. I personally prefer football or soccer cleats. I think cleats work the best for me. They are comfortable, light, quick, and provide excellent traction in grass and mud. A lot of paintball players are using cleats these days. 
· Always be honest. If you get hit and see the splat on you, please raise your hand and exit the game. There is always another game to redeem yourself. I hate people who try to wipe their paint off and think they can get away with it. You only do that if you really suck. By the end of the day it will be obvious if you suck. 
· Don't ever call an advanced paintball player a cheater. They hate that and take their games really seriously. No matter what happens don't do this, you are asking for trouble. That is how seriously some people take their game. They are mostly very honest down to earth people. One time I did this and the guy wanted to fight me. 
· Don't be afraid to ask or learn. With the speed of technology these days it is hard for anyone to know everything about paintball. 
· Always appoint a team captain and follow his orders no matter what. This is the key. The team captain does not have to be the most experienced or the wildest or the most intelligent, but there has to be one captain. Follow orders even if you think you have a better plan. Don't go for self-glory. I remember one time a young 9 year old played with us. The team captain told him to hide behind some tires and stay there forever until it got really bad or we won. It got really bad; our whole team was eliminated except for him. The other team had no clue about him and 3 of them came marching in to take the flag when he slowly jumped out and killed all of them. Obey your captain even if it does not conform to your method of play. 
· Keep your eyes open. I have seen so many players gain ground and then quickly get eliminated because they were not looking sideways. They go straightforward and then are attacked from other players from the sides and even behind them. This mistake is made so many times. It is a mistake even the most advanced players make. It's not easy to look around. Our brains always focus on one thing. Train yourself to look around as you run, hide, attack, and take cover. 
· Be alert and never focus too much on one thing. Don't keep shooting at the same guy behind the bunker over and over again. Move on and surprise him from the side or another angle. 
· Don't stay in the same spot too long. If you are in a fort don't keep shooting from the same side forever, its not productive. Go to the other end, go to the second level. Move away from the bunker walk out unprotected and hold people down. Don't stay put! 
· Never give up. Whether you run out of air, paint or energy... don't ever stop or quit, you are still useful. No one has to know that you are all out. 
· Never call yourself dead if you are unsure. If you question whether or not a shot hit you and platted call a paint check and have the referee check if you are dead yet. Don't just call yourself out because you felt a hit. Wait for the referee to confirm. Always call paint checks on yourself if you are unsure. 

Paintball is an exciting sport that is fast paced and action packed. Paintball is the only sport in which size does not matter, for all of you who are physically challenged. Even women play this sport. I personally have been playing paintball for over 10 years and thoroughly enjoy the sport. This page will discuss simple basics of paintball all the way through advanced techniques and different reviews on guns I have owned or personally tried. Also there will be a section on how to win different types of games, and what is necessary for victory. Strategies are also discussed. Feel free to look around and enjoy. 

How do you play?

Paintball is most often played on a playing field out in the open. Although there are some indoor arenas. Each player gets an air gun and two teams are typically divided. Usually the teams play the childhood game of capture the flag. Each of the teams with different coloured armbands goes into the forest and tries to find the other team's flag. The object of the game is to capture the other teams flag and bring it back to your base and touch it to your flag in a given time period without getting eliminated. Getting eliminated is defined by being hit with a paintball and having it break (splat) on you. Referees will throw you out once you are eliminated. The paintballs are marble sized spherical containers that hold paint and have a hard shell to enable the gun to launch it long distances. It is an egg with a hard shell and gooey interior. The guns are typically guns with a barrel to launch the paintball, a trigger to activate the launch procedure, a reservoir to hold extra paintballs, and some type of pressurized gas to provide propulsion. Typically, depending on your style, you will get hit a few times during the day. The hits leave a little bit of redness and really do not hurt. I usually can sustain many hits in a row and not even be slightly phased. 

Once however, I was shot in the arm from about 3 inches away. That one did hurt and even broke skin. I was hiding behind a tree when someone ran up on me and asked me to surrender from the other side of the tree. I stuck my arm out and shot at him. Eventually he hit my bicep from real close. Unless you are psychotic you will not be injured in any way. 
One thing I've learned in my short experience is that paintball guns are not accurate at all. Not one bit. No matter what anyone tells you. So don't be afraid. More on this discussed later. 

Paintball games and variations




Paintball has tons variations and one can create many more. Some sites have little combat towns with little forts (tree houses on the ground) and bunkers. Some have a cemetery with large imitation tombstones all over a huge field. There are even night games played with few lights. Some fields have huge high weed fields where visibility is limited. I'll briefly describe some of my favourite games. 

Capture the Flag

This is the most commonly played game. Two teams each starts at a fort at different ends of the playing field, be it woods, or combat town, or even a cemetery. The idea is to get the other flag and bring it to your fort.

Centre Flag 

One particularly interesting game is centre flag. One flag in the centre of the playing field and two teams starting on either side trying to get the flag and take it across the field to the other team's bunker (base). I really like this game. 

President's Men 

Another variation is President's men. One person is the President and does not have a gun. He has 4 or 5 men around him that have to protect him for a given length of time. 

Paris Island 

Another variation is called Paris Island in which a 5 people have to protect the flag that hangs in the centre of a triangle of forts, bases, and towers. A small group hides in these and tries to protect the flag. The other larger group has to get the flag 'off the island' or out of the triangle to a safe outside location. 

Predator Prey 

This is an interesting game. Four predators are released into the forest to hide. Then the rest of the crew is sent in to find them. Once a predator is killed they are eliminated and have to leave. But if a Predator kills a prey, the prey player becomes a new Predator. Thus the object of the game for the Predator is to increase and proliferate, while the object for the prey is to kill all the predators. This can get to be pretty interesting, if the Prey don't have to check with a referee to become Predators. All a predator has to do is kill a few of the prey in the back of the pack and watch them open fire on their own teammates as they become predators. This can be abused, so it may be better to have the new predators check in with a referee first to be readmitted. 

Bunny Hunt 

One bunny goes into to hide in a large forest, and bunch of other player's (hunter’s) have to kill him. 

Freeze Tag 

Another capture the flag variation. If you get killed a team-mate can tag you back in. This gets silly after a while. You have to defend and protect the killed player's so their friends don't tap them in. 

Hostage Rescue 

One team must rescue a hostage from the other team and return him "home" unharmed. This game gets very interesting. 

Kill the Leader 

Each team must kill the other team's leader. Each team has to defend their leader. This can become interesting when a traitor is introduced to each side. One player is a traitor and can turn against his team-mates, usually designated by the referee. However, adding traitors makes the game more confusing. 

Run the Flag 

This is another capture the flag variation. Two teams each start with their own flag in their hands. They have to charge with their flags to the other teams base and hang it there. No need to go get the other teams flag; you (sort of) start with it. The challenge is getting there. 

Jailbreak

Two players are prisoners and are trapped inside a base. There are a few guards outside. The prisoners can only leave from a designated entrance. The guards guard that entrance. The prisoners' friends are on the perimeter waiting to rescue their friends. The prisoner's have no weapons, the guards do. The prisoners' teammates can't fire at the guards until the guards fire at the prisoners. The object is to get the prisoners out without anyone getting killed. The guards succeed if they kill anyone. 

Get the Bands 

Every player for himself, and each player have an armband. When you eliminate a player you take his armband away and he dies (leaves). When time runs out the player that has the most armbands wins. 

Old War 

Two teams line up in straight lines facing each other, can't move. Fire at each other. If get shot must lay down. Winning team has last players standing. 

Prison 

A few players are in a building with small holes in it. Fifteen minute time limit. All other players must kill the two or three players in the prison. Either by shooting their guns, shooting high up and landing them, or from other towers far away. The two in the prison just have to stay alive. 

Terminator 

This is a nice game to end the day with. A few terminators (2-3) have a duct taped X on their chest. To eliminate them you must hit them on the centre of the X. The Terminators run around and eliminate the other 20 players. You can also add the requirement of having to shoot the Terminators once in the centre of the X and once on the back. We tried this once, and the Terminators wasted everyone! It is a nice way to end the day! 

Fields and Strategies

The Red Team:

On this field if you are a member of the red team you have to act quickly. Leave three people to defend the flag at the D bunkers. They have to defend the flag and guard bridges 2,3, and 4. The rest of the team has to move quickly to get across bridge 1 in the forest, which is well protected by the trees, and the chance of getting hit is lower. Go through the forest until you reach the weeds at the south end of the forest. Hide there then use your position to crossfire at the blue team players that are in the F central area. Also keep your eyes open, the blue flag station can probably see you and will try to hit you from above. As soon as you have reached this area summon the rest of your team to meet you there and only leave one D bunker defender. Charge the hill together, and be prepared to take the flag. Usually when a big group charges the outnumbered players will be hesitant and will not try too hard. But don't forget they have a better position on you. 
The Blue Team:


The blue team has two choices and an advantage; they are located on a hill. Leave two people in the flag station. Their responsibility is to yell and notify the others of field activity and pick off aggressors. In order to win the blue team has to take bridge number 1. It is in a dense forest, which will give you plenty of cover. Stand behind trees and fight till you get the bridge. The rest is cakewalk. Make sure you have a person hiding in the grass E to defend; they will probably never see him. You can manoeuvre and be virtually unnoticed. 
Also the blue team can send people through the grass E to point B along the northern border. Once there they can rush bridge 4 and will have reinforcements from the other team-mates in the F central area. Hopefully by then the F team-mates could have at least killed some of the D bunker defenders. Then just get the flag and run back. 



The Red Team:

This scenario gives the red team many options. One I have seen work is to quickly run up the hill and set up defensive spots there. Obviously, the blue team will also try to make a run up there. Get your fastest men and get there and set up defenders before point C or if you can get to point C get there. This is not a true hill but an elevated plateau. Just get up there. Make sure you have two or three people back in the D area to defend and possibly one in the red station for last minute surprises. Keep an eye on that huge weedy expanse E. watch for grass moving and heads popping out. Don't fire at them; let them think no one sees them, then BANG get them when they are in range. Probably the boys on the hill can let you know what is going on down there, and can probably eliminate a few. They can hide in the tall grass that covers the slope of the hill. Whatever you do, do not take the grass area first; it could be dangerous and full of surprises. Slowly work you way across the hill and field Flats until you get to the blue station. 
The Blue Team:

If you are on the blue team quickly send two guys into the grass E to hide, leave two in the A bunkers or station to defend, send two into the flats to keep them busy, and send the rest up the hill. It is very important to get up the hill fast. Send your fastest and most experienced shooters up that way. They can hopefully out-manoeuvre and out play the others and take control of the hill in about 3-8 minutes. After that call down to the boys in the Flats and make a strong move. The key is STRONG move, no pansy wishy-washy moves. Go means GO! Leave the E boys to wrap up the other side and any surprises from that side. 
Another idea would be to send players to point B ad have them rush along the northern border. The D defenders would not see them until it is too late. 


The Red Team:

The red team has two options the hill or the grass. With limited players I would rather send most of the boys up the hill and one to the grass at point B moving along the east side behind the grass till point E. Use the grass as cover to pick off people hidden in the central F area, but that of course will give away your cover. The hill would be awesome. Charge up as soon as you can and take control. Shoot down at people on the field to help other teammates out. You have some tall grass cover to help. The rest should move from bunker to bunker and help each other out. Take out as many as you can then charge from both blind sides at once. 
The Blue Team:

If you are the blue team leave one man up in the tower to defend, send one to the grass to keep that road closed, send the rest of your team (should be a majority) to the hill for some fierce battle. This battle can be won from the hill or the flats. Take bunkers and positions on the hill one by one and then rush the station. 

Essential Equipment




Eye protection

 Eye protection is the most essential piece of equipment you could possibly invest in. Safety is the primary concern. Whether you are playing at a field or in your backyard be sure to have your face protection/goggle system in place. The second most important piece of equipment is your paintball gun. The gun is usually called 'marker' because it marks other players. Also I am sure there is a politically correct reason (guns are bad). It is composed of a few different parts and is not hard to become familiarized with. 

First of all there is the main body that everything else attaches to. The main body has something in it called a bolt. The air flows through the bolt and the bolt pushes the paintball out. The main body also includes the cocking mechanism. This is either a pump or an automatic system that re-cocks the gun. Re-cocking means placing another paintball in the firing chamber. The chamber or breech is where the ball awaits the rush of air that fires it. Near the chamber is something called a ball detente? This mechanism holds the paintball in place so it doesn't roll out. It also serves to not allow more than one ball to feed into the chamber. 

The paintball is fired out of the chamber and through the "barrel". The barrel is a long tube that guides the paintball in a straight path as it leaves the gun. Different kinds are available and they screw into the main body. Many say that brass barrels are the best because they have the least friction on the paintball (they are the cheapest). Others swear by heavier stainless steal barrels. Some only play with aluminium. A lot of designs have a bunch of holes drilled into them in different patterns; this helps air get out of the paintball's way, but is a mess to clean. 

Another important part is the hopper. Basically a plastic inverted bottle that holds your paintballs and allows them to feed into the chamber by gravity. Some however, are motorized and insure that another paintball will fall into place after one is shot. If you are firing rapidly, make sure you have one of these. They come in all sorts of sizes; some hold only 40 balls, while others can hold up to 300. Depends on your style. 

The air tank is also crucial and can be attached to your gun in various locations. On most guns it hangs horizontally off the back, and they are just screwed in. Some prefer a vertical mount to keep the liquid (bad) CO2 on the bottom and out of the gun. Which is good of course. The most common gas is CO2. It is a tank with a flat bottom. Almost all rental places give you one of those. Some rental places have moved up and only use Compressed Air. CA is just regular air; it won't freeze or turn to liquid in the cold. It is often called Nitrogen. CA is typically stored in a rounded bottom tank. These have very high pressures (as high as 3000psi) and people fear that if they explode, one can be seriously hurt, if not dead. 

Other Useful Accessories 

Remote

 A long tube that allows you to carry your air tank on a back pack or belt. A light tube is attached to the gun. This is useful because it takes weight off your gun and makes it lighter and more versatile. It is a cheap addition. A good used one runs about £40--50 .

Belt Pack

 Usually something worn around the belt that holds extra supplies. Extra air, extra paint, maybe even smoke bombs. Typically they are called 4-1 or 8-1 or 6-1. The "1" is usually a vertical receptacle for an air tank. The other numbers signify the amount of horizontal paint tube holders. 

Mask

 This is a protective 'helmet' that covers the front of your face and ears. You can get some for £15-30, but the better ones run at about £60. If you have glasses and plan to wear it over them, get a Scott mask. It fits better. These are very important! 

Sight:
 A sight can be any extra device added that allows you to aim better than point shooting. Some have scopes, some have red dot sights, and some have lasers on them. Usually these are all useless. I have not seen anyone use a sight and actually be accurate. Paint guns are not accurate and neither are the paintballs. I added a laser sight to my auto cocker just for kicks, but probably will never run into a situation except, back garden target practice, to use it. By the time you aim and get ready to shoot I would have put 30 paintballs in your face.

Clothing

 Dark clothes are fine. I hate camouflage. Dress warmly and in layers. 

Costs of Paintball




It can run you anywhere from $30 to $100 a day. Depending on your style. Here is a run down: 

Field Fee

 Field fees vary depending on whether or not you are renting equipment. Some charge $20  for just a fee and prices can reach up to $40  with one hundred rounds of paint, equipment (mask, gun, etc). A typical fee is about $35 .
Paint:

 The most expensive part of paintball is the paint. If you buy your paint before your outing you can get prices as low as $2 a hundred. A typical fee is $4-5 a hundred. Some places over charge and will make you pay $6 a hundred. Typically paint bought at the field is more expensive. Some places will make you play with their paint that is how they make their money. Respect these rules. 

Other Fees

 May include food. They may sell it or you can bring your own. 

Air:

 Some places charge extra for air refills, some give it free. Refills can cost you about $10.
HOW TO CHOOSE THE RIGHT SIZE BARREL FOR YOUR PAINTBALLS:
By the time you finish this article, you’ll know how to adapt your Marker to shoot your favourite high-quality paint with noticeably better accuracy and more consistent velocity. You’ll also be able to adapt your marker to shoot on hot, super-humid days, and you may even be able to salvage a field-paint-only day from Hell, where the promoter gave in to greed, and brought in cheap junk instead of a well-known quality brand.
For any given kind of paintballs, the wrong barrel size can create an array of problems;
· If your barrel is too small for the paintballs you’re shooting, the shell can rub against the barrel on the way through, inducing a spin, and you’re suddenly shooting accidental “curve-balls”, since a spinning sphere creates “lift”, pulling the ball in various directions. Simple physics.
· If your barrel is WAY too small…GAK! The ball will be squeezed and may break in the barrel leaving a mess that must be squeegied out and swabbed dry before any reasonable accuracy can be restored. Not a good position to be in when you’re about to get bunkered!
· If your barrel is way too big, it can be a problem, primarily on closed-bolt Auto Cockers and `Cocker-clones. With a barrel that’s much too big, each ball can roll forward a few inches or more before firing, reducing velocity - or it may even roll all the way through! On Cockers and Cocker-copies, the correct barrel fit is absolutely critical to holding the ball in the right position for firing consistently, from the same position in the breach, shot after shot.
By understanding the “why” behind this simple science, you can make great gains in your accuracy and your shot-to-shot consistency of velocity and distance. Correct barrel-to-paintball sizing is a vital key to tight shot groupings, trouble-free marker performance, and improved velocity consistency. For this often-misunderstood concept, there’s a short explanation and a long one, but the short answer will only help you a little. Instead, we will use up-to-date technical information and physics to crush the old wives tales, myths, and mysteries about the BEST barrel/paintball size relationship, and get you some reliable accuracy you can win with. 

To understand this very misunderstood technique, you must first understand some elements of the two major different marker designs, plus certain basics of paintball manufacturing, and a few simple technical concepts. 

UNDERSTANDING PAINTBALL SIZES

There are definite differences in the size of paintballs that are produced by various manufacturers, and there are also slight size differences between various brands. To make it even more interesting, there are also very slight differences between “batches” and sometimes colours, made by every single manufacturer and brand. 

Sometimes these differences are so small, they may only amount to the thickness of a human hair - or less.
But that tiny size variation may be the difference between the ball leaving the barrel intact and flying perfectly, or falling out of your barrel onto the ground, or possibly breaking in the barrel, rendering your marker inaccurate until you squeegee your barrel. If another Player happens to be shooting at your head at that moment, it can be very inconvenient! 

UNDERSTANDING “CALIBRE

The word “Calibre” is a strange unit of measure, which divides the UK Standard units of inches, into metric portions. Thus, “0.68 Calibre” means, “0.Sixty eight hundredths of an Inch”, or “0.68 inches”.

UNDERSTANDING MARKER and BARREL INSIDE-DIAMETER VARIATIONS


Even though all of the paintball guns on the market today are labelled as “0.68 calibre Paintball marker”, many of them are not 0.68 calibre at all. One reason for this is that there is no officially endorsed trade association, and no widely recognized industry manufacturing standards. Over the years, the inside diameter of paintball markers has changed a whole lot. Today, there are markers available with breach* and barrel inside diameters that measure FROM as small as .0686, to as large as .0696, more than a full caliber larger! 
(*The “breach” is the area on your gun that the paintball drops into, just before firing through the barrel) 

UNDERSTANDING PAINTBALL DIAMETER VARIATIONS


As you can imagine, you can also find a tremendous array of sizes among the paintballs themselves. Even though every manufacturer labels their products as “0.68 Caliber” paintballs, the manufacturers actually must simply do their best to find a size compromise, as they try to make a paintball that will shoot well through the wide array of inside-diameter bore sizes that are in use today. The best paintball manufacturers are striving to make a paintball that is not too big for the smaller-breach guns, and not too small for the bigger-breach guns. When you carefully analyse the paintballs manufactured today, you’ll find that 0.68 caliber-labelled brands range from as small as 0.675” up to as large as 0.697” (almost 70 Caliber!!). The average majority measure in the “0.68-and-a-half” to almost 0.69 caliber range. 

UNDERSTANDING BALL DETENT SYSTEMS


To understand which approach to the “paintball-to-barrel” size relationship or “fit” will give you the best results, you must first review your gun’s detent system. Your marker’s vital ball-detent prevents feeding more than one paintball at a time, AND it holds the ball in place in the breach, in the same place every time, in position for firing. To make matters worse (again), not all marker companies use the same “detent system”.
OPEN BOLT/BLOW BACK MARKERS use a Detent system to hold the ball in place after it moves from the hopper into the breech. Most use a Spring-Loaded BALL DETENT, which is a metal or plastic ball that protrudes slightly into the breach (or chamber), and it remains there, “in the way”, preventing the paintball from rolling out of the breach and into (or through) the barrel. It must be checked periodically and kept clean. Paint, grit, or corrosion can foul it’s movement, preventing the ball-detent from protruding into the breach where its job is to hold the ball still. This effective system will hold even most “small” paintballs in place. During firing, the bolt shoots forward, pushes the ball into the barrel, and then instantaneously fires gas at it, before re-cocking and starting the cycle again.
This system theoretically provides a forgiving blend of both worlds; It allows gun manufacturers to use a fairly large breach, which will allow fairly large paintballs to pass through, while the ball detent will “hang on” to the smaller paintball sizes that are preferred in more advanced competition. The kinds of markers with this spring & ball detent system include low-end markers and high-priced guns too,
the popular Kingman Spyder™ line, the famous PMI Piranha™ series, National’s Rebel™, Mongoose™, ICON™, and Silver Bullet™, the ACI guns, Indian Creek™ models, and Brass Eagle’s Asian made entries, not to mention ripping’ fast tournament guns like The Bob Long Intimidator™, WDP’s Angel™, and the only non-blowback model on the list, the spool-valve powered MATRIX™, which uses not one but TWO ball detents.
TIPPMANN OWNERS ALERT:

 The excellent Tippmann™ markers use a very effective fiber-type detent, but it must be changed every few months to compensate for wear. Instead of a spring-loaded ball, a fibrous “flap” protrudes into the breach to do the job. However, a worn Tippman detent will periodically soften and collapse a bit, allowing some balls to roll down the barrel, double feeding, and causing breakage in the gun. Replacement fiber detents are very cheap and can be changed in a few seconds. If you shoot a Tippmann, go get some replacement detents right now. 
CLOSED-BOLT MARKERS: The correct Barrel-to-Paintball size is absolutely CRITICAL in these markers, because it is the last resort for ball retention! For purposes of maximum theoretical accuracy, Bud Orr’s legendary “WGP Auto Cocker™” (and it’s many loyal custom-shop derivatives), uses a proven “closed bolt” system. Once the ball drops into the breach, the bolt moves forward and closes BEFORE FIRING, placing the ball IN FRONT OF the ball detent, prior to the trigger pull.
The closed-bolt theory is that before firing, the ball sits, momentarily undisturbed in the breach, so that it is stable at the moment of firing for enhanced accuracy. However… in this position, with the ball in front of the detent, the ball detent system is no longer effective. Thus, to take full advantage of the closed bolt requires that the ball must be held still, by means of the barrel being VERY CAREFULLY SIZED to the “average” maximum size* of the batch of paintballs that you are firing. (*Measured at the largest place on the ball)
And remember, at an event where a high volume of paint is being consumed, you may enter the first day shooting one particular batch size of paintballs, only to find yourself in the semi finals shooting another batch or “lot number” from a different day of production, and then in the finals, yet another batch. No matter what brand or make of paintballs you’re using, you are always wise to double-check your barrel-to-paintball size relationship or “fit” before taking the field, in order to avoid surprise roll-outs or barrel bursts. Take nothing for granted.
It may seem that sizing barrels for the closed-bolt system seems unforgiving or too much hassle... You may wonder, “Why not just use a blowback marker or Matrix, with the more forgiving ball-detent system?” For the answer, just ask any dyed-in-the-wool `Cocker user and you’ll understand. Go ahead… try to take the “Naughty Dogs” Auto Cockers™ away from them… You’d have to kill them first. People who shoot Bud’s `Cockers are usually closed-bolt fanatics, true believers, and nothing will make them change. 
BARREL SELECTION: EXACTLY WHAT TO DO


Most performance-oriented players have learned that a slightly smaller ball affords slight aerodynamic advantages, and they seek “small-bore” batches when they can find them. Diablo paintballs were the first to market this simple physics concept in the late 90’s, securing many wins and championships with their small-bore “Darts™” batches of their popular brands. The Darts name was actually coined at the `99 Las Vegas Open tournament. Dozens of players were shooting the new small-bore Diablo Inferno, and they all kept saying, 
“ Man, this stuff shoots like DARTS!”… The name stuck and the rest is History!

BARREL KITS: The Swiss-Army Knives of Paintball


Experienced players have learned that the one-size-fits-all barrel simply does not exist today. Most seasoned competition players own a multi-bore kit, or several barrels of various inside diameters. Since the Diablo/DraXxuS brands became dominant on the scene in the late 90’s, many barrel manufacturers began manufacturing multi-caliber kits to enable people to shoot anything they encountered, from standard bore paints, to the smaller-bore competition “Darts” sizes, as well as some of the very large-caliber brands you may find at bargain-price tables at the local store. Multi-caliber barrel kits enable you to “rig” your marker to work with most of the paintball sizes you may be faced with at a tournament, scenario or big game. Sometimes at “field paint only” events you will be shooting a paintball brand that you are not used to - and the best advice is to be prepared to adapt!
Multi-size barrel kits or individual barrels of many different inside-diameters are available from;
ACI, Armson™, CP-Custom Products™, Dye™, Empire™, J&J™, Lapco™, PMI™, Smart Parts™, 
32 Degrees™, etc. If you don’t want to pay the price for a kit yet, the generally accepted order for adding one barrel at a time to your collection goes something like this.
· Most markers come with a .689-ish or so (except Tippmann, which is more like a .692 ”) 

· Next, get a .686 or .687 to handle the widest array of performance paints. 
· Next, consider a .684 for serious small-bore usage. 

· Next, to cover Big Caliber possibilities like VERY humid days when shells can swell, find a .692 or .694 

· Then, for SUPER-Small size balls, get a .679 - .682 

HOW TO DECIDE ON WHICH BARREL SIZE FOR WHICH PAINTBALL DIAMETER- Method for best accuracy: 
1. Be sure the paintballs will “FIT” through your barrel. 

a. Align the SEAM or EQUATOR (usually the largest part of most paintballs) with the opening in the barrel. “Put the circle in the circle” 

b. Do this at the THREADED END of the barrel that goes into the marker. 

c. Paintballs should easily pass through, or at least be very easily “blown” through the barrel, with little or no resistance, like blowing a pea through a pee-shooter (Be SURE not to Inhale!!!) 

d. Try this with 20 to 30 paintballs from the batch, to accommodate slight differences from ball to ball, in order to get an “average” of the general sizes within the batch you ’re shooting. 

2. If the paintballs resist moving through the barrel, then the barrel is too small for that batch of paintballs, and you may need a larger inside-diameter barrel. Try the next larger size available, at least 2 – 3 thousandths of an inch larger. If you tried a .686”, try a .688 or .689, and repeat the process as needed. 

3. HOT TIPS ON FIT AND ACCURACY: 

OPEN BOLT/BLOW BACK BLOWBACKS:

 Ignore the old-fashioned rules of yesteryear, which claimed that “the ball should “just sit” at the end of the barrel, and shouldn’t move unless you blow on it hard” That rule was excellent for the Pump Guns of yesterday, which were all Closed Bolt systems without effective ball detents once they’re cocked.
Today’s Open-Bolt blowbacks and Matrixes GAIN GREAT ACCURACY from a fit where the BARREL IS JUST BIG ENOUGH FOR THE ball to just FALL RIGHT THROUGH THE BARREL, but be sure that the ball detent will hold on to the ball to prevent the ball from rolling forward into the barrel. On some markers, the amount of detent protrusion can be adjusted a bit to accommodate this set up. This low-friction “roll-through-the-barrel” setup has won many events and championships in the last several years since Diablo and DraXxuS came onto the scene.
CLOSED BOLT MARKERS:

 In this case, embrace the old-fashioned rules of yesteryear, which claim that “the ball should “just sit” at the threaded end of the barrel, and won’t move unless you blow on it”. This rule was excellent for the pump guns of yesterday, which is basically what an Autococker is; A pneumatic cocking device, very rapidly cocking a kick-ass pump gun. 
On these closed bolt systems, which are basically without effective ball detents once they’re cocked, you NEED to carefully size and double check every time you change paint batches, just to be sure. Remember, gelatine paintball shells can swell quite a few thousandths on a humid day, and there are slight batch variations from every manufacturer. Better safe than… gakked and hunting for your squeegee when the pressure ’s on! 

COMMON MISTAKE MADE BY PROS and NEWBIES ALIKE, on ALL MARKERS: 

Be sure your barrel is SUPERCLEAN and free of Gelatine Build-up
0. Swab or Squeegee any paint residue from your barrel 

1. Use a gelatine build-up remover like Pro-Team Products’
“Pro-Clean” to remove built-up gelatine residue. A squeegee WILL NOT remove accumulated
gelatine. This residue builds up fast, it’s almost invisible, and it will ruin the performance of a
perfectly good barrel, and you won ’t even know why. REMOVE IT! 

2. Check for burrs, scratches or sharp snags in the breach & barrel that could cause breakage. 
Any such sharp edges must be repaired. 
Armed with this information and a super-clean set of barrels in various sizes, you will notice a distinct tightening of your shot groupings, a measurable improvement in your velocity consistency, and a whole new approach to one of the most misunderstood physics concepts in our science-centred sport. You’ll find hundreds of people with dozens of contrary seat-of-the-pants opinions, but you can tell them that this one comes right out of DraXxuS’ paintball factory laboratories. 
Remedies for “Brittle” Paintballs: 
Exposure to cold weather or very dry air can sometimes cause paintball shells to become “brittle” or fragile. Sometimes a short exposure to very cold or very dry air DURING SHIPPING or Storage is enough for “brittleness” or fragility to appear.
If your paintballs seem too brittle, don ’t panic:
FIRST: Be sure to eliminate OTHER possible causes; 
1. Is your barrel TRULY CLEAN?
a. Swab or Squeegee any paint residue from your barrel
b. Use a Gelatine Build-up remover like Protein Products’ ”ProClean” to remove built-up gelatine residue
c. Check for burrs, scratches or sharp snags in the breach & barrel that could cause breakage
2. Is your barrel too small? 
a. Be sure the paintballs will “FIT” through the barrel.
b. Paintballs should be easily “blown” through the barrel, like blowing a pea through a pea-shooter (Be SURE not to Inhale!!!)
c. If the barrel is too small for the paintballs, you may need a larger barrel. Many barrel makers today make barrels of various inside-diameters for “sizing” to various different paint batches and brands. Most paintball brands today range between .680” to .692 ”.
3. Is your velocity too high? 
a. Using an electronic Chronograph in a Safe area, have the velocity of your marker tested to confirm that you are shooting at speeds within the Industry’s safety guidelines of 280 feet-per-second or less. (Lower at some commercial game sites.)
b. Have your marker’s velocity adjusted within this range. 
THEN: If you’ve ruled out the above possible causes for breakage in the marker, then your paintballs may have become brittle from exposure to cold or dry air during play, storage, or shipment: 

To Restore Brittle Paintballs 


First, store the paint in an ordinary room-temperature area for a day or two, (70 degrees F/21 degrees C) and the brittleness will usually vanish, and the product should perform as expected. If more is needed, move the balls around with your hand for a moment to re-orient them in the bags, and expose more of them to a few more hours of room temperature... exercise patience. 
Another remedy for reviving paintballs that have become brittle due to exposure to cold/dry air is to expose them to some humidity, which gets "robbed away" during exposure to cold and/or dryness. You can do this by simply opening the bags and leaving them on the bathroom counter while a hot shower runs for 10 – 15 minutes, "stir" the balls a time or two... then reseal the bags and return them to room temperature until you're ready to play. This added humidity absorbs into the gelatine and usually restores performance completely. 
Worst case scenario, if balls still seem too brittle, somewhere between a week and a month of just sitting at room temperature will often return them to normal, as the moisture from the fill slowly “migrates” back into the shell, returning it’s resiliency.

This introduction of humidity will usually aid in removal of brittleness, and also it will generally ensure that there is enough moisture to make the shell resilient so it will work properly. Whether the brittleness disappears completely or not, after these steps, the product should perform as expected, if not better. 
See you out there,
How To Remedy “Dimpled” Paintballs:
On every brand of paintballs, exposure to cold weather or very dry air can cause the gelatine paintball shells to develop “dimples”, small indentations or craters on the surface. These usually result in no change in performance. In fact, Golf Balls are covered with dimples, and they fly great! Sometimes a short exposure to very cold or dry air DURING SHIPPING is enough for “dimples” to appear if your paintballs arrive dimpled, don’t panic:
After Exposure to Cold Weather during Play, Storage, or Shipment:
First of all, remember that the product may work perfectly. If you wish to take steps
to reduce the dimpling, first, simply store the paint in an ordinary room-temperature area for a day or two, and most dimples will usually vanish, and the product should perform as expected.
Another remedy for reducing paintballs dimples caused by exposure to coldness or dryness is to expose them to some humidity, which gets "robbed away" during exposure to cold and/or dryness. You can do this by simply opening the bags and leaving them on the bathroom counter while a hot shower runs, steaming up the room for a while, then reseal the bags and return them to room temperature until game time. You may wish to “stir” the paintballs around with your hand every few minutes to ensure that they are all exposed to the moisture equally. This introduction of humidity usually aids in removal of dimples, and also it generally ensures that there is enough moisture to reduce any brittleness. Whether the dimples disappear completely or not, after these steps, the product should perform as expected, if not better.
Fortunately, while dimples may “look bad”, they usually don’t create any other side effects, and sometimes dimples can actually improve flight aerodynamics. Large amounts of money have been spent in an attempt to create a PERMANENTLY dimpled paintball, like a golf ball, since science has proven that a dimpled, spherical ball will theoretically fly better. Unfortunately, the elastic properties of the gelatine shell have thus far prohibited the making of a pre-dimpled shell.
Since Paintballs cannot yet be deliberately manufactured with dimples, you’ll probably find that your next batch will be totally normal. 
HOW TO STORE PAINTBALLS: 
Correct storage of paintballs is critical to ensure the best performance and the longest possible shelf life. (“Shelf life” is the length of time any product can be stored without having a noticeable reduction in performance or value).
CORRECT STORAGE:
For best results, keep paintballs in dry, room temperature environments as much as possible.
Word to the wise: “Never leave your paintballs anywhere that you would not leave a human baby. If the conditions would make the baby cry, they will ruin your paintballs!”
Exposure to air that is too Cold, Warm, Humid, or Dry, can drastically reduce paintball performance after only a short exposure. 
COLD: Temperatures BELOW 45°F / 8°C will likely develop chronic brittleness or 
severe dimples on the shell. Once degraded, there may be nothing you can do, even if you follow the procedures listed in our “How-To Remedy Brittle or Dimpled paintballs” articles on this website. When you go out to play in the cold, only take as many paintballs as you plan to use each game. Leave the rest in a warm place like a building or warm car. If you leave a case of paintballs in the staging area while you are playing a couple of winter games, chance are that the cold will ruin them.
HOT: Temperatures ABOVE 85°F / 29°C can cause performance problems including swelling, brittleness, “sweating”, and sometimes the shell becomes too “tough” and won’t break on impact. Returning this paint to ordinary room temps. For a day or two may restore them. A few days in an “Air Conditioned” room-temp. Environment may restore them.
HUMIDITY will degrade paintball performance. Keep your paintballs out of the humidity. Paintballs should be stored between 35% - 50% humidity.
1. Once open, keep the remainder in a re-seal able bag or container.
2. Ordinary Air Conditioning is a natural de-humidifier.
(Do NOT use a refrigerator: TOO COLD!!!)
3. Keeping paintballs at air-conditioned room temperature is the very best.
DRYNESS will degrade paintball performance in extreme cases. Keep your paintballs out of severe dryness. Paintballs should be stored between 35% - 50% humidity. Dryness can result in brittle or overly fragile paintballs. Introducing humidity may restore some of the desired performance. (See “How To Restore dimpled paintballs”)

FREQUENTLY ASKED QUESTIONS

Q: Doesn’t it HURT?
A: This is an excellent question. It ranges from the least examples, which might not be felt or noticed at all; up to the worst examples, which are similar to the “smarts”, you might feel when your little brother used to snap you on the leg with a rolled up wet towel. Most people find that the combination of loose clothing, the protective gear, and the adrenaline surge from the pure fun of the game makes it a non-factor.
Q: Doesn’t it condone / lead to violence?
A: Another excellent question. It’s common, if someone has not yet tried playing Paintball Games, to notice the Paintball marker guns, and wonder about that. But actually, it’s been found that quite the opposite is true. Participation in Paintball games tends to bring a tremendous feeling of stress relief. 
Many Companies throughout the world use Paintball games as a team building exercise and stress relief outing. Also, playing Paintball tends to physically take a lot out of you. People leave exhausted, relieved, and generally quite thirsty and hungry, which is good for local restaurants and convenience stores. It tends to be as fatiguing as snowboarding or skiing.
Q: Will it attract Old Soldiers and War Mongers?
A: They tend to be repelled by Paintball Games. They did the real thing. They generally don’t want any more.
Q: Isn’t it DANGEROUS?
A: Since the use of Safety Equipment is strictly and absolutely enforced, Paintball is statistically safer than badminton, golf, swimming and bowling. 
The commonest injury is the rare twisted ankle, or the occasional simple bumps and bruises,
In other words, the same minor things that kids may experience a few times in their childhood, when they’re outdoors running around, playing hide and seek, or volleyball, football, badminton, or chasing the dog, or roller skating, etc.
All in all as I have said in this guide, think safety and go get em.

This section if for my customers to give feedback on experiences you have had and any useful tips for other players. If you want to add a comment please mail me at admin@paintballebooks.com and I will add it for you.
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