JT SPLATMASTER

A WARNING!

PAINTBALL GUNS AND PAINTBALL GUN
ACCESSORIES ARE NOT TOYS!

= Careless use or misuse may resull in serious badily injury or death!

= Full eyw protection specifically designad Tor JT Splairmaster or painthall must
b wom by the wser and any persan within range; full e profection reguired
for player vs player play and any person within range.

= Muzst be 9 years ol age or older 1o operate or handhe any JT Splatmaster gun
and JT Splatmaster gun accessories. Children under the age of 18 require
adult or parantal supendsion.

- Read and undarstand all caulions. warnings, and aperating manwals befars wing
arry pairtbal gun of paintball gun accessory.

= Do ot aim pairdball gun at eyes or head of people or at animats.

= Paintbiall quns ane 1o be used with Painttals only.

- Lsa comman senss and hae fun.

IN NO EVENT SHALL SELLER BE LIABLE FOR ANY DIRECT. INCIDENTAL DR
CONSEOUENTIAL DAMAGES OF ANY NATURE, DR LOSSES OR EXPENSES
RESULTING FROM ANY DEFECTIVE PRODUCT DR THE USE OF ANY PRODUCT.

WARNING: This product contains ane or more chemicals that are known to Ehe Stxle
of Califormica 10 caisse cancer and hirth difects or other reproductive harm. Wash hands
after handiing. You must be at least 18 years of age to purchase this product. This
product may be mistaken for 2 firearm by law entorcement afficers or olhers. Allering
the color of the product or brandshing the product in public may be considered a crime.

JT SPLATMASTER 11723 Lime Kiln Rd. Neosho, MO 64850 1-800-220-3222
JT SPLATMASTER IS A BRAND OF KEE ACTION SPORTS, LLC.

MADE IN TAIWAN
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Use ONLY as directed

Be Safe and Have Fun!
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Safe Handling

Naver carry your IT Sphitbacter 1200 uneated or oul in the apen when nal on a playing
field The non-playing public and law enfarcement parsonnel may not be able b distinguish
between a 2200 Shotgun and a real finsarrry For your own salety and 1o prolect the imap of
the sport, always carry it in a suitable sase or bag, Salty and sate marker handling are the
most impartant aspects of JT SplatMaster play. Please practice each of the fallewing steps
wihilie unioacied befisre atempling to operats your 2200 Sholgun with Amema.

« Every parsan within rangs mus! wear JT SplatMaster Optix or eyewear designed specifically
1o meet ASTM standards (All IT masks meet or excesd ASTM standards)

« Treal every 2200 Shatgun as if it wens loadsd

* Nerver ook down the harrel of your JT SpttMaster shotgun

« Kieep the Sasety “0N" uriil ready to shoat

= Koo your firger oul af the trigger guard and away from the rigger untl you are ready 10 shoot

+ Keep the harrsl biocking devica in the barrel when not shooting

« Stare urlaaded and in a secure plce

+ Do not shoat at fragile objects such as windows and never point the 2200 Sholgun at
anything you do nat wish 1o shoot

« Ramanmber that the ultimals salety device ts you, the oparator

The Salety is  small mechanical push button above e trigger. (Fig. 1) When the Salety &
“ON", the red indicator on the kefl sicke ol the Saliety will NOT be visibhe and the JT SplstMaster
2200 Shotpun wil ot fire. (Fig. 1) When the Salety is “OFF", the red indicator on the leh side
af the Sasety will be visible. {Fig. 2) The Safsty should be on at 28 limes when not being fired.

Barrel Blocking Device

The barral biocking device shauld be installed at all times when not being fired, 2long with th
Saliety being in the “ON" position, whene the red indicalor is not visible. To install the Barrel
blocking device, pitace the plusg into the barrel end and push firmly untl it & fuly insented inta
the bearrel. {Fig. 3a, Fig. 3b)

{Fig. 3a) {Fig. 58]

Loading JT SplatMaster Ammo

The JT Spiathlaster 2200 Shotgun uses 50 caliber, water-soluble Amme, avaitile where this

product vias sold. Orly use JT SpkatMaster Amma with his 2200 Shotgun.

= Make sure the Salety i “ON" and put JT SplathMaster Optb: or paintbial eye probective device
approved by the ASTM, fraking Sure thal anyane within range doss the same

« Locate the Magazine Guide and side & tovard the bamel end and lock the Guide into the
forward position by sightly twisting the guice and locking inla the notch 2t the top of the
miagazing (Fig. 4)

= Insert the Amma one 2 a time into the Magazing Door, until the magazing is full {Fig. 5).
The riaggazine will hald 15 rounds.

« Unilock the Magazine Guide, and be sure 1o bold it with your fingers and not release it ta
starn into the Amma, it may break the shels (Fi. 6)

Note: The spout of JT SplatMaster Amime containers (sold separataly) ar designed fo feed
directly into the Maganing (Fig. 7)

(Fig. 4)
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Firing Your 2200 Shotgun
Ahways keep your Shotgun pointed in a safe direction! Everyone within firing range should
always use JT SplatMaster Optix or ASTM approved eye and face protection when using the
JT SplatMaster z200. Make sure the Safety is ON and that the barrel blocking plug is installed
before following the steps below:
* Lnad the magazine with 15 rounds of Ammo
« Gripping the Pump Slide, cock the 2200 Shotgun by pulling back until the slide stops
(Fig. 8a) and then forward to load the Amma (Fig. Bb)
+ The z200 Shotgun has an anti-double cocking device which prevents double loading Ammao.
I you cannot pull the slide to cock the gun, it's probable that it is already cocked
* Remove the bamel-blocking device
« Aim the Shotgun in a safe direction
+ Set the Safety to the "OFF position, where the red indicator is visible.
+ Aim the Shotgun at the target, using the sights on the top to assist aiming
+ Place your finger on the trigger and pull with 2 smaoth squeezing motion
« After the first shot is fired, re-cock the slide. Repeat this for each shot
« Lse all the Ammo before refoading the magazine

{Fig.Ba) [Fig. BB}
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After you Play
+ Make sure you leave your eye protection on and make sure that anyone within range of the
Z200 Shofgun does the same

« While pointing the Shoigun in a safe direction, shoot several times fo insure there is no
Ammo remaining in the Shoigun or the magazine

* Place the barrel blocking device securely into the barrel

+ Push the Safety to "ON"

* The 2200 Shotgun i now ready to be cleaned and put away for future use

Cleaning

1. Before cleaning, be sure no ammo is in 2200 Shotgun. "Dry Fire” to be cerfain amma
is cleared.

2. Once your 2200 is unloaded, you can use a cloth dampened with water to wipe
off splattars, dirt and debris from the outside of the Shotgun.

3. Do not use any petroleumn based or aerosol productsicleaness, as they can damage
a-rings and plastic components. Water is enough to clean off Splathaster Ammao paint.

4_Clean the Shofgun barrel by using the supplied cleaning stick (Fig. 9), with a rag attached
o the end, to swab the barrel until free of paint. The cleaning stick can also be used to clear
broken shells from the barrel.

5. i step 3 does not tharoughly clean the z200 bamrel, you can cock the slide to the back
{Dpen) position (Fig. Ba) and run water from a faucet down the bamel.

B sure fo tharpugily diy fre manker as any melal componants may rust. A fair dier on & low
salfing wil assist in the digang process

(Fig. 9)
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Storage

When you are finished using your z200 Shotgun, it is important that you prepare it for siorage
by cleaning it thoroughly. This will not only serve to increase the life of the produd, but will
assure optimum performance on your next outing.

+ The Shotgun magazine must be clear of all Ammo when not being used.

+ Be sure the Safety is "ON" when not in use.

* Make sure the barrel blocking device/plug is in place.

* Store in a cool dry place.

+ Keep your 2200 Shotgun away from unsupervised children.

= Dbserve and obey all local, state and fedesal laws conceming the transportation of
paintball markears.

* Far information concaming any of the k&ws in your area, contact your hocal law enfiorcement.

* Always store the 2200 Shotgun in a secure location when not in use so as to prevent access
bry unauthorized persons.

+ Do not store the z200 while cocked.

SHOW US WHAT YOU GOT!

Upload your videos and photos showing us how you play
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DOUBLE TROUBLE

COURSE SETUP: GAME OBJECTIV!
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COURSE SETUP. GAME OBJECTIV
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