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Waiver of Liability
In exchange for being allowed to attend, I freely assume all risks, both known and unknown, and assume full responsibility for my participation in “Nerf Night” at Bridgman Public Library.  I hereby release the Bridgman Public Library and its employees of any and all liability for injury, disability, or death I may sustain by the way of my traveling to or from, participating in, or any other direct or indirect involvement in the “Nerf Night” event.  I also agree to fully comply with all the rules (listed on the reverse side).  
The Bridgman Public Library reserves the right to remove me from participation for failing to follow the rules.  
Finally, I agree to allow, without compensation, the unrestricted use of photographs, films, or recordings of myself taken during the event for library publicity purposes.
I certify that I am 18 years or older or that I am the parent or legal guardian for the below named player and agree to his/her release of liability waiver.  This waiver is good for 1 “Nerf Night” event, held on 9/11/2025.
If there are multiple participants with the same adult, only one form is needed.  Make sure to write all participants’ names on this form.
Please print clearly
Participant’s Name:____________________________________________________________________

Additional Participants:_________________________________________________________________
____________________________________________________________________________________

Emergency Ph. #:_________________________  Contact Name:________________________________
Address: _____________________________________  City: ______________________  Zip:_________

Signature:__________________________________________________  Date: ____________________
Print Signature:________________________________________________________________________
(Must be signed by a parent or legal guardian if under 18 years old.)

Nerf Night General Rules
1.) Nerf Blasters may only be fired in permitted areas
Permitted areas are the target range and the event space as described by event staff.
2.) Nerf Blasters that you bring must be inspected by event staff
Inspection is simply a test fire at the target range to ensure that the blaster fires at a safe muzzle velocity.  Anything clearly over 95 ft/s will be unallowed.
3.) The judgement of event staff is final
You must accept any “Nerf Night” related directive from event staff without hesitation or argument.  In return, the event staff will promise to do our best to judge games fairly and accurately.
4.) All darts used must be Nerf N-Strike (or approved equivalent) darts.
5.) Eye protection must be worn while participating in event space
Prescription eyewear is allowed for this purpose.
6.) Play an honest game
If you are hit in any area of your body or blaster, you are considered hit.  When this happens, stop firing, raise your hands above your head, and walk back to your team’s starting area or respawn point.
7.) No intentional headshots
Do not aim at other players’ heads.
8.) Be respectful of others
This includes, but is not limited to: no swearing, being respectful of others’ personal space, and generally being courteous to others.
9.) Be a good sport
This includes both wins and losses.  Be gracious in defeat and humble in victory.
10.)  Respect the game space
Do not intentionally break or harm any of the furniture, obstacles, or other room accessories.  Do not climb onto counters or furniture.  Do not change or modify the layout of the event space.  Do not hide under tables, chairs or other library fixtures.

If caught in violation of the rules, you or your team will be asked to sit out a round.  If the behavior continues or is deemed by event staff to be a severe enough violation of the rules, you will be barred from further play.

Initial stating that you have read and understood the rules ____________________________




Team Play Rules
1.) Darts will be provided by the library for use in the Nerf games.
In order to ensure that players don’t have to worry about losing their darts while playing in our tournament, the darts will be provided to players by the library.  If players choose to use their own darts, they understand that there is no guarantee that they will get them back.
2.) This is a best of three rounds team game
Teams will compete in up to three rounds in a row.  Once a team has 2 wins, the match is over.
3.) This is a single elimination game
· When you are hit, as stated in the general Nerf Night Rules, you are to stop firing, raise your hands above your head and walk back to your team’s wall. 
· You are considered out for the remainder of the round. 
· You may cheer on your team and even give advice, but you are not allowed to leave the starting area or fire your nerf blaster for the remainder of the round.
4.) Teams start with at least one foot in their starting area
A team’s starting area is defined by a taped border on the floor of the event space.  Each team member will need to have at least one foot, flat on the floor, entirely within the starting area until the start signal is given.
5.) Once all players on a team have been hit, that team has lost the round
The round win will be awarded to a team that completely eliminates the opposing team.  If no team has 2 wins, there will be another round.  Teams will be given a short time to reload (teams must allow the recovery of darts of all players) and a new round will start.  Both teams will be expected to collect darts.











Zombie Match Rules
	In the event that there are few enough patrons in the library, there is the possibility of a full library game of nerf-zombies.  There are a few rules that apply to zombies that are different than the nerf team play rules.
1.) Darts will be provided by the library for use in the Nerf games.
In order to ensure that players don’t have to worry about losing their darts while playing in our tournament, the darts will be provided to players by the library.  If players choose to use their own darts, they understand that there is no guarantee that they will get them back.
2.) Any patrons still in the library are to be avoided.
This game mode takes place in the entirety of the library.  That said, some people in the library will not be nor want to be in this game.  Please respect this decision and do not shoot at, tag, or hide behind patrons that are using the library outside of the scope of the Nerf-Night event
3.) Zombies need to tag people to turn them into zombies.
If you are tagged by a zombie, you must raise your hands above your head, and return to the zombie spawn.  You will then deposit your Nerf blaster and respawn as a zombie.
4.) Zombie that are shot need to return to the zombie spawn.
If you are hit with a dart as a zombie, you need to raise your hands above your head and return to the zombie spawn.  After a 10 second delay, you can reenter the library as a zombie.
5.) Survivors must evac after 30 minutes to win.
After 30 minutes have passed, if you are still not a zombie, there will be an evacuation point in the library that you must get to in order to win.  This will be announced after the 30 minutes have passed from the start of the game.
6.) Team sizes for survivors are capped at 4.
Teams are to avoid each other.  Any teams that are caught making super teams will have 2 random members turned into zombies.  Partial teams can team up, so long as your total number of team members doesn’t exceed 4. Zombies have no teams and act as they see fit.
7.) Initial ammo is limited to what your blasters can carry.
In this game mode, when you start the game, you are only allowed to have darts that your blaster can carry.  Extra magazines stored on the blaster are fine, extra darts held by your blaster are fine.  Stuffing your pockets is not allowed.  Any darts you scavenge from the ground during the game are allowed
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