
Paint War Rules 
Players and Equipment  

1. Eligibility - See Intramural Handbook 
2. Each team consists of a max 10 players on the field and a min of 8 players. Each roster 

can hold 13 players. 
3. 30-50 water pool balls filled with paint for each team. Other items include a plunger and 

balls that count as points. 
4. Jerseys: Each team is required to wear numbered shirts of one distinguishable color. 

Numbers must be clearly legible on the back of each jersey. No taped-on numbers will be 
allowed. Any team not dressed in shirts of one color may wear the colored jerseys 
provided by Intramural Sports. When intramural jerseys are used, a full T-shirt must be 
worn underneath each jersey. The shirts worn under the jerseys must cover past the top of 
the shoulder and the armpit (no tank tops or shirts with sleeves cut off). 

5. Shoes: Tennis shoes are the recommended footwear. No black-soled shoes that may mark 
the floor are permitted. Sandals, street shoes, combat boots, or hiking boots are not 
allowed. No player will be allowed to participate in bare feet. 

6. Jewelry: No jewelry or any other item deemed dangerous by the Intramural Staff may be 
worn during play. Any player wearing exposed permanent jewelry (i.e. body piercings) 
will not be permitted to play. 

7. There will be no hats, bandannas, or hard barrettes worn during play. Cloth (elastic) 
bands may be used to control the hair. 

8. Players may wear soft, pliable pads or braces on the leg, knee, and/or ankle. Braces may 
not have any exposed metal and/or screws. Braces made of any hard material (including 
plastic) must be covered with a padded sleeve or at least one-half inch padding for safety 
reasons. Under no circumstances will a player wearing a cast or splint be permitted to 
play. 

9. If eyeglasses are worn, they must be unbreakable. Each player is responsible for the 
safety of his/her own glasses. 

Game Format  

1. Each game will last 8 minutes. The winner of each game will advance in the tournament. 
2. The game will begin with each team lined up on either end line. 
3. One runner from each team will run out to capture the Money Plunger worth 7 points. 
4. Objective: Capture as many large balls stored in the vaults as well as the money plunger. 

The team with the most points at the end of the game wins. 
5. Safety Zones: Safety zones are areas in which you may not be tagged by a paint ball. 

These areas include the safety zone, the vault, and your team’s side. 
6. Vault: A vault is where the point balls are stored. You must enter and exit the vault and 

make it to the safety zone without being tagged to keep the point ball. You may only grab 
ONE ball from the vault at a time. Only TWO players may guard the vault for each team 
at one time. 

7. Jail: If you are hit with a paint filled pool ball while trying to steal another teams ball you 
must go to jail Penalties also send you to jail, such as:  



o Tackling, pushing, shoving 
o Hitting someone with a paintball above the shoulders 
o Dropping a ball in attempts to steal it 

If in jail you are an inmate  

o Inmates can link arms to form a chain to reach the safety zone 
o This meeting with the safety zone is a jail break and the rest of the chain must 

hold up their arms and walk back to the safety zone or your side. 
8. Substitutions: Substitutions are made on the fly, but only 10 players may be on the field 

at one time.  

 


	Paint War Rules

