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Safety	Guidelines	

Do:	

• Store	all	products	safely	–	out	of	the	sun,	cold,	rain,	etc.	
• Only	use	recommended	batteries	and	follow	all	manufacturer	instructions	for	charging	and	storage	

of	batteries.	
• Keep	all	products	closed	or	in	a	container/bag	until	ready	for	use.	
• Only	use	products	with	authorization	of	the	property	owner.	
• Notify	anyone	nearby	that	replica’s	and	props	are	in	use.	

Do	not:	

• Use	products	in	ways	not	intended.	
• Use	products	to	threaten,	scare	or	intimidate	anyone.	
• Display	products	publicly	or	leave	unattended.	

  

Disclaimer:  This device is to be used for 
training simulations or for a prop only.  The 
user is liable for any public disturbances that 
their Boom Box may cause.  Use extreme 
caution when transporting the device from 
location to location.  Remove the lithium-
polymer battery after each use.   
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Thank you and congratulations on purchasing your Boom Box!  We’ve spent a lot of time 
building what we think is a great addition to your airsoft or paintball skirmishes.  If you 
have any questions, comments, or suggestions for new features, please reach out to us at 
support@hobbyforge.tech.  Stay safe and enjoy your Boom Box responsibly. 

Introduction 
 
The Boom Box was designed to facilitate small, objective-oriented matches as an 
alternative to repeated Team Death or Free-For-All games.  Keep in mind that this may be 
entirely new to some players, referees and fields, so you will need to help them understand 
how to use the Boom Box and how to run the games.  Before we begin, a few safety tips: 

• The Boom Box is strictly for simulation purposes – any other use is not 
recommended.  

• Treat the Boom Box the same way you would treat any replica firearm – do not 
display in public, keep the case closed during transport, and avoid calling the device 
anything but “Boom Box”.   

• The Boom Box is battery-powered and special care should be taken with lithium-
polymer (LiPo) batteries.  Please refer to the battery and/or charger manufacturer 
for any warnings and instructions.   

 

Game Modes 
 
There are 3 game modes that come pre-loaded with each Boom Box: Bomb Mode, 
Domination Mode and Virus Mode.  Bomb mode is a gameplay scenario that puts two 
opposing teams against each other to plant and defuse the device.  Domination mode is a 
twist on the traditional King of the Hill mode in which teams vie to rack up the most points 
at the end of the game by controlling ownership of the Boom Box.  Virus mode is a scenario 
where terrorists attempt to steal a virus sample and transport it safely to their base. 

Bomb Mode 
In Bomb mode, players are split into two teams – one team’s goal is to plant and detonate 
the device while the other team should try to keep the device from detonating.  You are 
encouraged to create your own, unique gameplay scenarios but here is an example: 
 
Scenario 1: 

“Separatist Forces plan to disrupt the peace talks by assassinating the 
country’s leaders using a dirty bomb they have built.  They will attempt to 
infiltrate, plant and detonate the bomb at the meeting site.  Your objective 
as the Security Forces is to prevent the Separatist Forces from planting 

the bomb.  If however, they do manage to plant the device, you must reach 
the device and disarm it before it explodes.”   
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The referee will start by designating a target building (where the meeting is being held) and 
headquarters for both the Separatist and Security Forces (start and respawn point).  The 
Boom Box will start at the Separatist HQ along with the Separatist Forces.  Once the game 
is started on the Boom Box, the Separatists will carry the Boom Box to the target building.  
If the player carrying the Boom Box is hit, they must put the Boom Box on the ground and 
head back to their HQ to respawn.  Once the Separatists reach the target building, they 
must place the Boom Box on the ground, unlock the device, arm it, and activate the device 
(thus starting the bomb countdown timer).   See Arming/Disarming Modes for more 
detailed instructions on how to unlock the device.  
 
After the Bomb Timer is started, the Separatists must prevent the Security Forces from 
reaching the Boom Box and disarming it.  Once the Bomb Timer has been started, any 
movement will put the Boom Box in warning mode.  If the device remains in warning mode 
for more than 10 seconds, the game will end and result in a win for the Separatist Forces.  If 
the Security Forces reach the Boom Box and successfully disarm it before the Bomb Timer 
reaches zero, they win.  See Arming/Disarming Modes for detailed instructions on how to 
disarm the device. 
 
Other twists on this scenario could include each designating a single player as the only 
people who know the PIN to arm/disarm the device.  One team could hide and then arm the 
device anywhere on the field and the other team must find and disarm it.  Let your 
imagination run wild; take inspiration from your favorite video games or movies!  

Arming/Disarming Modes 
The device can be set to arm/disarm in a few modes: PIN mode, hold mode, and decode 
mode.  PIN mode requires the correct set of four numbers to be entered in order to engage 
and to defuse the bomb.  Hold mode requires the user to hold the outer buttons for an 
allotted time until it is engaged/defused.  Lastly, decode mode is the hardest and combines 
the PIN and hold modes.    
 

• PIN Mode: 
o In PIN Mode, you will be prompted enter a 4-digit code at the start of the 

game.  Both the planting team and defusing team will need to memorize the 
PIN at the start of the.  To start PIN mode: 
 
1. On the Main Menu, press the ‘1’ key to enter Bomb Mode. 
2. On the Bomb Mode menu, press the ‘1’ key to select PIN mode. 
3. Set bomb access code by entering a 4-digit PIN code on the keypad.  It 

will display the digits on the blue digit display and confirm the code once 
it is entered. 

4. Once accepted, it will say Ready. 
5. Press the Start Button to start the game. 

 
o The game will start with the device in the LOCKED state.  In order to unlock 

the bomb, the planting team will need to enter the PIN Code programmed at 
the start as follows: 
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1. Enter the PIN code on the keypad.  The indicator lights will turn yellow to 

confirm that the device is now unlocked. 
2. Flip the red toggle switch cover open and toggle the switch upwards.  The 

indicator lights will turn red to show that the device is now armed.   
3. Press the start button to activate the device and start the bomb count 

down. 
  

o To Disarm the bomb the defusing team will need to enter the correct PIN 
code.  If the incorrect pin is entered, it will display an ERR1 on the display and 
the timer will begin to count down more quickly.  If an incorrect PIN is 
entered 3 times, the defusing team will lose.   
Note:  Be sure to avoid moving the device excessively.  If it is moved, the 
indicator lights will turn from green to yellow to red.  If the device is moved 
too much, the game will end, and the planting team wins. 

 
• Hold Mode: 

o Hold mode is similar to PIN mode except slightly harder in that it takes time 
to unlock or disarm the bomb.  Players will need to free both hands in order 
to do so, rendering them defenseless.  

 
1. On the Main Menu, press the ‘1’ key to enter Bomb Mode. 
2. On the Bomb Mode menu, press the ‘2’ key to select Hold mode. 
3. Press the Start Button to start the game. 

 
o The game will start with the device in the LOCKED state.  In order to unlock 

the bomb, the planting team will need to hold the two outer buttons 
simultaneously until the loading bar in the graphics window is filled up.  
Planting procedure is as follows: 

 
1. Hold the outer buttons until the loading bar in the graphic window is 

complete. 
Note:  If either button is released before the bar has completed, the progress 
will reset. 

2. The indicator lights will turn yellow. 
3. Flick the red toggle switch and the indicator lights will turn RED. 
4. Press the middle button to start bomb count down. 
5. The count down will begin. 
 
o To Disarm the bomb the defusing team will need to hold the outer buttons 

until the loading bar on the graphic window is filled the device is defused.  
Make sure that the device is not moved too much.  The indicator lights will 
turn from green to yellow to red.  If the device is moved too much, it will Fail. 

 
• Decode Mode: 
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Domination Mode 
Domination mode has 2 teams that need to hold the area where the Boom Box is located.  
Each team is designated a color.  To capture a point, the team will hold their colored button 
until they have captured the unit.  At that point, their score counter will being/continue to 
increment.  At the end of the game, the referee can take count of the points to announce the 
winning team.  It is encouraged to have multiple Boom Boxes on the field to allow more 
capture points.  During Domination mode, music will be playing to allow users to locate the 
Boom Box. 
 

Virus Mode 
In Virus mode, players are split into two teams – one team’s goal is to infiltrate the enemy 
building, capture the virus sample and transport the sample safely back to their base.  You 
are encouraged to create your own, unique gameplay scenarios but here is an example: 
 
Scenario 1: 

“We, the Brotherhood of Nod, are looking to steal the sample of a recently 
developed virus that has the ability to spread rapidly and has an effective 

95% mortality rate.  It is so deadly that it is stored in a secure facility and in 
a special containment field.  This field will instantly destroy the sample if 

the battery runs out or if the case is shaken excessively. 

Your mission is to infiltrate the building where it is being stored and gain 
access to the sample.  You will have 15 minutes to get the sample back to 

our headquarters before the battery runs out and the sample is destroyed.  
Additionally, avoid excessive shaking of the sample as it can trigger the 

self-destruct as well. 

Our fate is in your hands.”   

The referee will start by designating a target building where the sample is stored and 
headquarters for both the Nod and GDI Forces (start and respawn point).  The Boom Box 
will start at the storage facility.  Once the game is started on the Boom Box, both forces will 
attempt to reach the sample facility and either defend or steal the case.  Once the Nod 
forces reach the Boom Box, they must disconnect it from the building’s power supply (see 
Connecting/Disconnecting from the Power Supply for more detailed instructions on how to 
disconnect the device).   
 
Once the Nod forces have disconnected the Boom Box, they have 15 minutes (adjustable via 
the menu) to safely transport it to their headquarters.  The Boom Box will audibly notify the 
carrier if they are shaking it excessively and continued shaking will result in the virus being 
destroyed and GDI forces winning.  If the player carrying the Boom Box is hit, they must put 
the Boom Box on the ground and head back to their HQ to respawn.   
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Lastly, once the Nod forces reach their headquarters, they must reconnect it to a power 
supply similar to how they disconnected it.  Once that is complete, the Nod forces will have 
won the scenario. 
 
 
During the scenario, GDI forces must protect the Boom Box and prevent Nod from taking it 
back to their base.  If Nod succeeds in removing it from the storage facility, GDI should 
attempt to recapture the device and carefully transport it back to the storage facility.  Once 
there, they can reconnect it to the building’s power supply, thus winning the scenario.   
 
Connecting/Disconnecting from the Power Supply 
In order to remove the capsule from the storage facility, the system must be disconnected 
from the building’s power supply and switched to battery operation.  To do so: 

1. Hold the outer buttons until the loading bar in the graphic window is complete. 
Note:  If either button is released before the bar has completed, the progress will 
reset. 

2. The indicator lights will turn yellow. 
3. Flick the red toggle switch and the indicator lights will turn RED. 
4. Press the middle button to disconnect the system from building power. 

 
To reconnect the capsule: 

1. Hold the outer buttons until the loading bar in the graphic window is complete.   

Settings Menu: 
The Boom Box was designed to be easy to use out of the box but allow customizations as 
you get acquainted with the game play.  All of the settings are saved directly to the 
microcontroller and the current value of the setting is indicated by a ‘>’ next to the value. 
 
On the Main Menu screen, press the ‘#’ key to enter the Settings menu: 
 

1. Game Options 
2. System Options 
# to Exit 

Game Options 
 

1. Bomb Mode: 
a. Game Clock – this setting controls how long the overall game lasts.  The 

planting team must plant the bomb within this time or the disarming team 
wins.   

b. Bomb Clock – this setting controls how long the disarming team has to 
deactivate the bomb.  If this reaches zero, the planting team wins.   

c. Hold Length – this setting controls how long the pair of outer buttons need to 
be held down (consecutive seconds) to unlock/defuse the bomb.   

2. Domination Mode: 
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a. Game Clock – this setting controls how long the overall game lasts.  The 
points leader when this clock reaches zero is the winner. 

System Options 
 

1. Volume Controls – this setting will determine how loud the beeps and background 
music will be during games.  

2. Brightness – this controls the overall brightness of most lights on the Boom Box. 
3. Accelerometer – this determines the sensitivity of the accelerometer built into the 

Boom Box.  This is mostly used in Bomb Mode where excessive movement can 
cause the bomb to detonate. 

4. Batt. Status – this will give you a quick glance at the power level of the battery.  The 
% reading is primarily for LiPo batteries and indicates the approximate remaining 
battery relative to a minimum safe low voltage.  For example, a 3-cell LiPo has a 
maximum voltage of around 12.6V and should not drop below 9V.  When the battery 
reaches 10.8V (halfway between 12.6V and 9V), the % displayed will be 50%.  Again, 
this is just an estimate which is why we also display the raw voltage that you can 
use to determine the correct time to swap batteries.    

 

Battery Installation 
The Boom Box can be powered by any battery that provides over 5V and uses a Deans 
connector.  We generally recommend a small, stick-shaped lithium-polymer battery (either 
7.4V or 11.1V is fine).  The following batteries are a good example of size: 
 
https://hobbyking.com/en_us/turnigy-nano-tech-1200mah-3s-25-50c-lipo-airsoft-
pack.html 
 
Please refer to the manufacturers for safety information and instructions regarding the 
use, charging, and storage of LiPo batteries as incorrect use may be dangerous. 
 

1. Turn the key switch to the ‘Off” position and lift the core out of the case using the 
handles. 

2. Flip the core onto it’s front to expose the battery compartment. 
3. Slide the battery cover open. 
4. Connect a freshly charged, stick-type LiPo battery using the Deans connector. 
5. Slide the battery into the compartment and tuck the wires away next to it.   

Note:  It will be a tight fit for most batteries.  Be careful with the wires and battery 
when attempting to insert them. 

6. Slide the battery cover closed. 
7. Flip the core over and insert it back into the case. 
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Limited Warranty	
The	warranty	obligations	of	Hobby	Forge,	LLC	(“Hobby	Forge”)	for	this	product	are	limited	to	the	
terms	set	forth	below:	

What	is	Covered	

This	limited	warranty	covers	defects	in	materials	and	workmanship	in	this	product.	

What	is	Not	Covered	

This	limited	warranty	does	not	cover	any	damage,	deterioration	or	malfunction	resulting	from	any	
alteration,	modification,	improper	or	unreasonable	use	or	maintenance,	misuse,	abuse,	accident,	
neglect,	exposure	to	excess	moisture,	fire,	improper	packing	and	shipping	(such	claims	must	be	
presented	to	the	carrier),	lightning,	power	surges,	or	other	acts	of	nature.	This	limited	warranty	does	
not	cover	any	damage,	deterioration	or	malfunction	resulting	from	the	installation	or	removal	of	this	
product	from	any	installation,	any	unauthorized	tampering	with	this	product,	any	repairs	attempted	
by	anyone	unauthorized	by	Hobby	Forge	to	make	such	repairs,	or	any	other	cause	which	does	not	
relate	directly	to	a	defect	in	materials	and/or	workmanship	of	this	product.	

Without	limiting	any	other	exclusion	herein,	Hobby	Forge	does	not	warrant	that	the	product	covered	
hereby,	including,	without	limitation,	the	technology	and/or	integrated	circuit(s)	included	in	the	
product,	will	not	become	obsolete	or	that	such	items	are	or	will	remain	compatible	with	any	other	
product	or	technology	with	which	the	product	may	be	used.	

How	Long	this	Coverage	Lasts	

The	standard	limited	warranty	for	Hobby	Forge	products	is	six	(6)	months	from	the	date	of	original	
purchase.	

Who	is	Covered	

Only	the	original	purchaser	of	this	product	is	covered	under	this	limited	warranty.	This	limited	
warranty	is	not	transferable	to	subsequent	purchasers	or	owners	of	this	product.	

What	Hobby	Forge	Will	Do	

Hobby	Forge	will,	at	its	sole	option,	provide	one	of	the	following	three	remedies	to	whatever	extent	it	
shall	deem	necessary	to	satisfy	a	proper	claim	under	this	limited	warranty:	

1. Elect	to	repair	or	facilitate	the	repair	of	any	defective	parts	within	a	reasonable	period	of	time,	free	
of	any	charge	for	the	necessary	parts	and	labor	to	complete	the	repair	and	restore	this	product	to	
its	proper	operating	condition.	Hobby	Forge	will	also	pay	the	shipping	costs	necessary	to	return	
this	product	once	the	repair	is	complete.	

2. Replace	this	product	with	a	direct	replacement	or	with	a	similar	product	deemed	by	Hobby	Forge	
to	perform	substantially	the	same	function	as	the	original	product.	

3. Issue	a	refund	of	the	original	purchase	price	less	depreciation	to	be	determined	based	on	the	age	
of	the	product	at	the	time	remedy	is	sought	under	this	limited	warranty.	
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What	Hobby	Forge	Will	Not	Do	Under	This	Limited	Warranty	

If	this	product	is	returned	to	Hobby	Forge	or	the	authorized	dealer	from	which	it	was	purchased,	this	
product	must	be	insured	during	shipment,	with	the	insurance	and	shipping	charges	prepaid	by	you.	If	
this	product	is	returned	uninsured,	you	assume	all	risks	of	loss	or	damage	during	shipment.		Hobby	
Forge	will	not	be	responsible	for	any	costs	related	to	any	setting	up	this	product,	any	adjustment	of	
user	controls	or	any	programming	required	for	a	specific	installation	of	this	product.	

How	to	Obtain	a	Remedy	Under	This	Limited	Warranty	

To	obtain	a	remedy	under	this	limited	warranty,	you	must	contact	Hobby	Forge	through	our	support	
email	address	(support@hobbyforge.tech)	to	begin	the	RMA	process.	

If	it	is	decided	that	this	product	should	be	returned	directly	to	Hobby	Forge,	this	product	should	be	
properly	packed,	preferably	in	the	original	carton,	for	shipping.	Cartons	not	bearing	a	return	
authorization	number	will	be	refused.	

Limitation	of	Liability	

THE	MAXIMUM	LIABILITY	OF	HOBBY	FORGE	UNDER	THIS	LIMITED	WARRANTY	SHALL	NOT	
EXCEED	THE	ACTUAL	PURCHASE	PRICE	PAID	FOR	THE	PRODUCT.	TO	THE	MAXIMUM	EXTENT	
PERMITTED	BY	LAW,	HOBBY	FORGE	IS	NOT	RESPONSIBLE	FOR	DIRECT,	SPECIAL,	INCIDENTAL	OR	
CONSEQUENTIAL	DAMAGES	RESULTING	FROM	ANY	BREACH	OF	WARRANTY	OR	CONDITION,	OR	
UNDER	ANY	OTHER	LEGAL	THEORY.	Some	countries,	districts	or	states	do	not	allow	the	exclusion	or	
limitation	of	relief,	special,	incidental,	consequential	or	indirect	damages,	or	the	limitation	of	liability	
to	specified	amounts,	so	the	above	limitations	or	exclusions	may	not	apply	to	you.	

Exclusive	Remedy	

TO	THE	MAXIMUM	EXTENT	PERMITTED	BY	LAW,	THIS	LIMITED	WARRANTY	AND	THE	REMEDIES	
SET	FORTH	ABOVE	ARE	EXCLUSIVE	AND	IN	LIEU	OF	ALL	OTHER	WARRANTIES,	REMEDIES	AND	
CONDITIONS,	WHETHER	ORAL	OR	WRITTEN,	EXPRESS	OR	IMPLIED.	TO	THE	MAXIMUM	EXTENT	
PERMITTED	BY	LAW,	HOBBY	FORGE	SPECIFICALLY	DISCLAIMS	ANY	AND	ALL	IMPLIED	
WARRANTIES,	INCLUDING,	WITHOUT	LIMITATION,	WARRANTIES	OF	MERCHANTABILITY	AND	
FITNESS	FOR	A	PARTICULAR	PURPOSE.	IF	KRAMER	ELECTRONICS	CANNOT	LAWFULLY	DISCLAIM	
OR	EXCLUDE	IMPLIED	WARRANTIES	UNDER	APPLICABLE	LAW,	THEN	ALL	IMPLIED	WARRANTIES	
COVERING	THIS	PRODUCT,	INCLUDING	WARRANTIES	OF	MERCHANTABILITY	AND	FITNESS	FOR	A	
PARTICULAR	PURPOSE,	SHALL	APPLY	TO	THIS	PRODUCT	AS	PROVIDED	UNDER	APPICABLE	LAW.	

IF	ANY	PRODUCT	TO	WHICH	THIS	LIMITED	WARRANTY	APPLIES	IS	A	“CONSUMER	PRODUCT”	
UNDER	THE	MAGNUSON-MOSS	WARRANTY	ACT	(15	U.S.C.A.	§2301,	ET	SEQ.)	OR	OTHER	APPICABLE	
LAW,	THE	FOREGOING	DISCLAIMER	OF	IMPLIED	WARRANTIES	SHALL	NOT	APPLY	TO	YOU,	AND	
ALL	IMPLIED	WARRANTIES	ON	THIS	PRODUCT,	INCLUDING	WARRANTIES	OF	MERCHANTABILITY	
AND	FITNESS	FOR	THE	PARTICULAR	PURPOSE,	SHALL	APPLY	AS	PROVIDED	UNDER	APPLICABLE	
LAW.	

Other	Conditions	
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This	limited	warranty	gives	you	specific	legal	rights,	and	you	may	have	other	rights	which	vary	from	
country	to	country	or	state	to	state.	

Thank	you	for	supporting	Hobby	Forge.		We	hope	your	product	brings	new	life	to	your	hobbies	for	
years	to	come.	

 


