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Ghosts Mission and objectives
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 “To have fun playing online First Person Shooter mission based games, in an efficient and team based way. To build team respect, trust, skill and co-operation, through the successful planning and execution of the mission objectives, and to accomplish these mission goals and objectives with the use of an appropriate combination of strategy, tactics, skill and co-operation.” 

From Ghost Recon to Operation Flashpoint GOTY ( a little bit of history….). 

Past

Ghosts were formed in 2003, playing LAN with Ghost Recon and mission packs, and stopping in the middle for pizza, and a chat. Frequency was probably 2 per month, and attendance was 3 to 4 most nights. 

In 2003, having played Ghost recon to death, we moved onto Operation flashpoint, and took on  the challenge of the best FPS tactical military operations simulator in the history of the PC (a position which OPF still holds now in 2007, although now threatened by Armed Assault). 

Personal and family circumstances of members changed, and we had difficulty meeting for LAN sessions. A more flexible way of meeting had to be sought, which retained the ‘fun and social’ factor but maintained a meeting frequency which the new game demanded. 

We choose Teamspeak as a comms platform, and internet hosting by members as the framework. We also introduced warm up ‘training’ missions, to help get members ‘mission ready’ at our meets. 

Present

Operation flashpoint has continued to gain community support throughout its 7 year history, and through the myriad of mods available, the Ghosts agreed to focus on the WGL mods (WarGames realism). These have continued to provide improvements to game operation, functionality, graphics and sound enhancements, and primarily, realism. It also provided us with a seemingly endless supply of multiplayer co-operative and CTF (capture the flag missions)

The future 

Armed Assault was finally released in Nov 2007, and it is the ‘sequel’ to OPF. The publishers have taken lessons from the success of OPF, and provided a gaming platform, which looks feels and works just like Operation Flashpoint, but has upgraded the graphics and multiplay and map size to make use of current hardware. 

The ghosts will slowly transition from Operation Flashpoint to Armed Assault, as member hardware improves to run it at a realistic speed. It will also take some time to refine as most games nowadays do, and for good co-operative missions to become available. We would not expect to transition to Armed Assault before sep 2007. 

(an email 08 Feb, 2005 OPF Critical Review, first mission with OPF)

Hope you all enjoyed the session last night. It was short, and late, but I think we made progress, and the Pizza was good. 
We got our Lan setup pretty quickly, and it was pretty stable until later, when Hammer's machine suffered some connection problems. All sessions from now on will be on wired LAN, as they are more reliable, and provide better bandwidth, less lag and better playability overall. I agreed to work with Hammer in advance of next session to ensure his laptop will hook up. My new LAN switch in place of the hub will greatly help this. 
On the game, there were comments of strange in game behaviours, like dead men getting up, and inability to stand up. I don't believe these issues are real, and much is our getting used to how the game and game engine works. We all have the same installation (and some almost the same hardware). The game won’t behave differently on One machine than another, since it is all the same code. So to get over this can I suggest that individuals get familiar with single player, before we meet as a group next time. You should use this to get correct keys, commands etc, which suits your particular style. 
I can suggest a mission, Ambush (single mission) as a good mission to demonstrate how the game and many of its features, graphics, vehicles, command structure, weapons, mission objectives, and success criteria work. Use the difficulty settings to get as much help as necessary. You should all at least complete fully this mission, to get the benefits/understanding i describe. 
There are some features, issues, and differences with this game and GR (ghost recon) that i'd like to highlight. OPF GOTY is not GR. There are very few similarities, although there is at least one mission in single mode, which has similar objectives to GR. So we need a bit of a paradigm shift here 

Many missions (not all) are goal oriented, and some require the minimum of force to get the job done (this might not suit some of the more trigger happy members of the ghosts). So blasting everything in sight will just leave us playing the same mission over and over. Because the missions and maps are longer, and bigger, it is important that we succeed early on. I don’t get much of a buzz sitting in the back of a transport truck for 5/10 mins over an over, only to be shot when i hop out ! (especially if Ming is driving!) 

From what i can see, and in discussions with veterans of this game, there are many ways to approach a particular mission, and so, depending on the complexity of it, it will require preparation. I think that the game is about 20% Strategic 60%tactical, and 20% skill, and while shooting accuracy is important its only a small part of the picture. In a fire fight the likelihood of you surviving comes down to statistics. And if you are in a position to hit enemy troops, then you are also exposed to fire. And if you are exposed, then its only a matter of time before getting a bullet. So you have to play the odds. In this respect it is quite different to GR, and in my opinion, more true to real combat. There are sniper roles in some missions, but they must be used in context. 
I haven’t got to the bottom of how the multiple frag works in GOTY, but the game scripted missions do not allow it. So this puts a bigger imperative on staying alive, and out of harms way and keeping your team mates alive. I will look into getting more missions which allow multiple frags. However even with this on, the AI's have to be managed as part of the team. 
Location, position and navigation are important in GOTY, and we should ultimately be working from just a map, and compass. (we use the position marker now, but we should aim to be able to do without this, and use land features etc to determine location. All team tactics are based on position and navigation, and we will need to become proficient at this. One of the biggest weakness of GR was the map view which would show up enemies as red dots. Crap! 

If you have all played the ambush mission, you will realise how 'team' based the game is. To compete successfully we will have to improve our team and co-operative skills (move from independence to inter-dependence), and rely on each other. We will need to rotate the team leader role, but we must be clear as to what is expected as a leader or member. This is up for further discussion, and you all might have some thoughts as to how to implement this. 
I, for one got very bored with ghost recon, largely due to two aspects. 1. We did not improve our 'team' approach to completing missions, or any other skills, (the last island mission was the best example of that for me). If we are not playing as a team, then we should be at least shooting at each other, since there's not benefit to us all sitting in the same room, ruining around different sides of the same island. And if we are doing that they we might as well be playing unreal tournament. But we would get quickly sick of that. We might as well be playing single mission at home. 2. There was no strategy in any of the missions, and they were (with the exemption of different landscapes), repetitive. 
I hope that i have provided food for thought. and I think we should maybe spend a little time talking about some of the issues above before our next mission. 

Ghost Code of Practice 

Purpose of Code of Practice, 

The code of practice is not a rigorous one, and much of our sessions continue to be informal affairs. However the structured approach is meant to 

· Improve mission success probability

· Keep members alive as much as possible during the mission, 

· Keep the mission time to a minimum, 

· Engender team working, co-operation and mutual respect between members.

In an effort to make our sessions more ‘Fun’, I’m asking all of us to take responsibility for the following activities before and during and after a session. These are not hard rules, and are difficult to employ with small groups, of people who know each other pretty well. However we should all aspire to these principles, as their goal is to improve  mission success probability, keep members alive for the duration, and mission time to a minimum. 

Before going online. 

· Make sure you have a notepad and pen/pencil handy at all times.

· Open OPF 5.1, 

· start a mission, (clean sweep single player is good). 

· Play through the mission until dead or success

· Be sure that all your key commands are working to your satisfaction. 

· During the mission, press ESC, selection OPTIONS, VIDEO

· Check the video options are correct see here
· Go to the main menu

· Select MULTIPLAYER, check multiplayer settings see here
· When finished Back out of the game completely

Going Online,

· Log onto TS, if you cant get access then……… 

· Open Messenger, and check for other players,

· Run Messenger on a machine separate from your OPF machine if practical

· Set you online status to ‘online’

· Host will indicate if the TS server is up. 

· If the TS server is up, Open teamspeak, and select the appropriate server. 

· When online on TS, check the settings of you microphone, by choosing SETTINGS, ACTIVATE LOCAL MODE, you should hear a ‘delay’ then a feed back of what you say. Adjust your microphone to get a good sound level. Don’t ask for help, unless you have tried this first. 

· If all is well, inactivate local mode and CANCEL from AUDIO SETTINGS

· If you are using ‘PUSH TO TALK’, make sure that the button does not conflict with buttons in the game. The right or left CTRL buttons are good options. 

· If you are using voice activation, make sure the level is set to it is not receiving background noise, or breathing when idle. 

· You may now carry out a comms check with other TS members. 

Connecting to the OPF server .

· You will be instructed by the host to start up OPF 5.1

· Follow the multiplayer instructions below to connect see here
· If you settings are correct, you only see the host’s game. Click on it and press continue. You will then wait with message ‘connecting to the server’ This wont change until the host has chosen a mission. 

Mission Selection

· Mission selection will be done in advance of the session, 

· Members should suggest or recommend a mission. 

· A mission which has bee researched by a member will take precedence over one picked from the list. 

· Where there is no precedence or researched mission, the team leader will be responsible for selection. 

· After mission selection and before it is hosted, a team leader is selected. (see team selection below) 

· Members will await the designation of a slot by the leader. Members may suggest or request slots, but the team leader will ultimately decide upon them. 

Mission Planning. 

· This is done at the map stage before commencing the mission.

· Its an informal affair, and inputs are welcome from all, on proposed tactics. 

· The map icons and notes are used by all to help with explainations. 

· The Team leader calls time on this part. 

· It should not take more than a few minutes. 

· Most tactics are derived as the mission unfolds, and the leader is responsible for it. 

Training

All sessions will commence with training of both rifle grenades, and if appropriate for the mission, LAW or armoured vehicle operation. 

Team Authority

· The team unit maybe a squad, or fire team. 

· A squad maybe one team or a number of fire teams. 

· There is always two layers of authority, Team Leader & Team Member.

· The team leader may also be the squad leader.

 Squad Leader responsibilities

· Mission Selection

· Assigning team slots. 

· Briefing

· Mission Strategy

· Planning and execution, and completion of the mission objectives. 

· Applying appropriate discipline to insubordinate team members,

· Making decisions, and delegating / directing team members during the course of the mission.

· Mission Debriefing and documenting mission details. 

Team Leader Responsibilities

· To take command of his team.

· To take instructions from the Squad leader

· To provide tactical suggestions on the Squad Leaders request. 

· To contribute to the mission debrief.  

Team Member responsibilities. 

· To take and active part in the team, be a team player and co-operate with the mission strategy.

· To take instructions from the Team leader

· To provide tactical suggestions on the Leaders request. 

· To contribute to the mission debrief.  

Assigning Team Leader

· This will be decided in advance of a mission selection. 

· Leadership will be rotated on a mission basis.

· A leader may give up his role, after unsuccessful mission attempts.  

· Any member may ‘pass up’ their leadership slot. 

· If the above leaves the group without a leader, then a team leader may be voted by consensus. 

Comms Protocol

· Comms will follow the game command structure where possible

· Comms may be directive or communicative

· Team leaders may give directive or communicative

· Team members may only give communicative comms.

· All directive comms must be acknowledged. ‘rgr 1  or copy 1”

· Each team will have a team channel on TS.

· Each member will have a broadcast key and a comms key.

· Broadcast will only be allowed between team leaders

· Team members will not communicate directly with other teams. 

· During missions all members will be referred to by their Team and slot, e.g.Alpha1,2,3 etc

· If the group is 2, then your call, and information e.g. “This is alpha 2 moving to bush at 3oclock. 

· If the team is larger than two, you must direct your call e.g, 


· “1 this is Alpha 4, enemy in sight 300meters, 9oclock. 

· “ Bravo team this is alpha1, say you position (response is by bravo1)

· “ All this is Alpha 4, vehicle inbound on your position, bearing 240  

· All should take a note of who’s who, before mission commencement. 

Recommended Hardware

Mouse

Shoud be wired, laser, high resolution. Eg

· Microsoft LaserMouse 6000 (2000dpi)

· Razor DiamondBack

· 

 HYPERLINK "http://www.amazon.com/exec/obidos/tg/detail/-/B00004Z4HN/104-0200564-2771947?v=glance" 

Saitek Gamepad
 and mouse (for right handers)

Mouse Mat

A good mat is a must. 

Low profile, ergonomic shape, low friction
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The diamondback, above, and the solid 2-sided razor mousepat, are the best money can buy at Razor diamondback. 

Apart from the excellent precision, with two small thumb buttons, you can adjust the sensitivity easily, at any time, even during gameplay! 

Optional Input Devices

Here’s a good site to review different alternatives. If you want one you will have to track it down for delivery to Ireland.

HeadSet

This should be of an enclosed type, with a microphone. The quality should allow subtle noises eg rain and footsteps to get through.  All comms will be done with VOIP, which has a small delay. So user should be impervious to outside noise.  

· Plantronics headset

· 

 HYPERLINK "http://geek.pricegrabber.com/search_getprod.php/masterid=6732829" 

LTB Audio Systems USB True 5.1 Surround Sound Headphone w/ Mic

· Terratec Headset Master USB5.1. is a cost effective solution, comfortable with a detachable quality microphone, and it plugs into a USB. Although the sound quality is not very good for music, it represents good value for money for gaming.  
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Joystick 

Joystick for Airborne vehicles. 

A joystick must have a throttle function, and also have a swivel for rudder control. Both are Optional for rotary wing operations and CAS (combat air support). See the ‘keys for rotary wing aircraft’ below, for setting up the keyboard to fly without a joystick. If you think you are up to a pilots role, then one of these are recommended.

Options are

· Extreme 3D Pro Joystick[image: image13.jpg]



· Genius MaxFighter F-23U USB Joystick w/Throttle and Rudder    

· THRUSTMASTER/HERCULES/GUILLEMOT TG FOX 2 PRO USB JOYSTICK

All of the above are fairly in-expensive, USB designs. 

Computer Setup

EndItAll

This frees up available resources for the game, and also removes conflicting software etc. You can check on resources in the task manager, after running enditall, by CRTL,ALT,DEL, select
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The above shows a list of typical essential services required for windows XP. It should be used only as guidance. The task manager can be used to display how much ram is being used, before and after enditall. 

Comms Software

Teamspeak

	Windows

	Teamspeak 2 Win32 Client (RC2)

	version: 2.0.32.60

	size: 5.8 MB

	Download Now

	Download site


Like all VOIP software, it wont work without a microphone (doh!)

Audio and mic settings for team speak

To check these, select the audio properties button on the system tray (usually the icons on the bottom right side of the desktop [image: image4.png]


. You may need to double click on this to open the properties window. Make sure the microphone is set to mute in the play control window, and the microphone is the selected input device in the recording control window. (see below). Adjust the level of the microphone from the recording control windows as required) 
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OPF OnLine Setup

For connection to the Teamspeak server use the following settings, 

· First open TS2 client, then 

· Click Connect

· Local Address book,

· Right click servers,

· Click add new server,

· Put in the appropriate name (eg ghosts)

It looks like this new connection
Now click on the newly created server and make sure it looks like this

For registered users use these registered user connection settings  

For Guest users, use these guest user connection settings

You’re now good to go.

Shoot Voice activation software

The software pack is on the Ghosts Install Disk, or can be obtained from Fish’s temporary ftp (u need to contact him on msn to get details). You need to run the setup file, and follow the read me file instructions displayed at the end of the setup process. 

The installation of this software is optional for new members, however it does enable team commands to be issued to AI support units, without moving you hands from the controls. It is very reliable and accurate once setup, and the system is trained with your voice. 

The ghosts follow the game command protocols, and brevity codes very closely, due to their simplicity, clarity, and ease of issue. All team members should be able to issue basic team commands, and may be required to lead a team in the course of operations on some missions. Training will be given to all members on the use of the command brevity codes, their meaning, and application. There is a flashpoint shoot commands sheet which summarises the most important commands, and this on in the Ghosts Install Disk, or get it here

Microsoft Messenger. 

http://messenger.msn.com/
Membership list

Hammer:
Donal1@eselect.tv
Fish

gerryabbott@hotmail.com
Ming

gerry_oneill50@hotmail.com
Eagle

hujo321@hotmail.com
Mac
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OFP Multiplayer Setup

OPF System Settings
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OPF Important KeyStrokes

General Keys

All of the keys below must be easily accessible and programmed to your liking

	Map
	Toggle for map, sticky. 

	Watch
	Overlay,Toggle, not sticky

	Compass
	Overlay,Toggle, not sticky

	Binoculars
	Equipment. 

	Night Vision
	Equipment

	Optics
	Aim mode

	Reload
	Exactly what is says on the tin….

	Lock/Zoom
	Lock in vehicles, Small zoom from normal mode

	Perform action
	Once the actions is navigated to, this activates it 

	Free Look
	Allows mouse look independent of motion. Direction cannot be changed in this mode. Essential to keep in formation, and covering ground, or for expediting a movement between one building, without slowing down, or without changing forward motion. Should map this to mouse key 2

	Next / Previous Action
	This should work with the wheel, allowing cursor to move through available actions/equipment. 

	Reload,

Change weapon, 

drop stance, 

go prone, 
	These should be programmed to keys close to your movement keys, so you don’t have to look down to change them. 


Keys for rotary wing aircraft

These can be double mapped, but should all be accessible from a single hand without needing to move from the keyboard. 

	Move forward (mouse down)
	Nose down, 

	Move back (mouse up)
	Nose up

	Turn Left
	Rudder left

	Turn Right
	Rudder Right

	Move up
	Throttle up

	Move down 
	Throttle down

	Free look
	Middle mouse is a good option. Should remap action button 

	Bank left
	Mouse left

	Bank right
	Mouse right


Patches/AddOns

Ghosts work with a single ghosts install. This is based on the WGL 5.11 patch of OPF GOTY. This is available as s download of 1.2gig. It contains install instructions. The Ghosts do not support non Ghost installations for OPF. 

Ghosts Server Commands, 

Access the server console is with the Chat key ‘/ ’, from inside the game

To invoke any of the commands below, you need to login as. Talk to the CO to get details of this.

	#login <password>
	Login as server administrator

	#restart
	Restart mission

	#reassign
	Go back to side selection screen

	#logout
	Logout, but stay connected as a normal user

	#init
	Reload server config file loaded by –config option.

	#kick <player_name>
	Kick given player

	#kick <player_number>
	Kick player with given number

	#mission <mission_name>
	Select mission with known name

	#missions
	Select mission

	#shutdown
	Shutdown server

	#userlist
	Display list of all users

	#monitor <interval_in_sec>
	Start server monitoring. Server CPU load and bandwidth usage is displayed in the global chat channel.

The default interval is 10 seconds. To stop monitoring type monitor 0.


Missions

New missions.

Missions are updated regularly through the mission pack, which is available as a separate download. It is approx 60mb, and replaces the existing MP folder in OPF. 

Members should make sure that the have the most current mission pack installed. 

Training Missions

	Name
	Ghosts01_Navigation

	Location
	Desert

	Type
	Individual

	Briefing
	All players spawned within 400m, on west of the Island. 

Map displays Flag location.

All players to navigate to the location and record time. 

	Equipment
	Compass, Map, Watch 

	Weapons
	None
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	Name
	Ghosts02_Target_Practice

Ghosts02_Target_Practice_morning

	Location
	Desert Island

	Type
	Individual, supervised

	Briefing
	All team members have 8 rows of 4 targets. 

All shooting must be done prone.

First shooting at markers. 

Subsequent shooting done within previous target boundary

Target sequence 1,2,3,4,3,2,1,2,etc to be strictly adhered to.

Single shots only. 

Retain a single bullet in each magazine.

Remaining ammo gets rewarded

Empty magazines, or >1 round, get penalties. (Excluding last mag) 

Target time 4.15sec.  



	Equipment
	Compass, Watch, Map

	Weapons
	M16

4x30 round Magazines. 
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	Name
	Ghosts04_Target_Practice_Grenade

	Location
	Desert Island

	Type
	Individual, supervised

	Briefing
	Each member has an ammo create directly behind them. 

Get 10 (max) grenades from the crate and step forward to the flag pole

Knock down the bin with the grenade.

Step forward to the knocked barrel, and knock the next one and so on.

Tip. Try to get the grenade just behind the barrel, so that it is knocked forward, reducing the distance for the next target. 

	Equipment
	Compass, Watch, Map

	Weapons
	None. 
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	Name
	Ghosts05_Target_Practice_Law

	Location
	Desert Island

	Type
	Individual, supervised

	Briefing
	All soldiers carry a LAW, with 5 rounds. 

Threee target types. 

Moving targets to the north, Tanks and APC’s 

Static targets to the south, 

To activate the moving targets, move up to the barrier, Left is for tanks, and right is for APC’s. 

Three ammo crates contain 20 rounds each .

	Equipment
	Compass, Watch, Map

	Weapons
	Law unguided missile launcher. 
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	Name
	Ghosts03_LoneWolf

	Location
	Negova 

	Type
	Up to 3 v 1

	Briefing
	Two teams, East with up to 3 units

West a single Unit Lone wolf.  

West must stay within town boundaries, i.e. within a few meters from.

West must not go prone at any time. 

West must stay alive until clock chimes 5.15am. 

East must find and kill Lone wolf before 5.15am. 

Neither side must kill civilians. 

	Equipment
	East: Compass, Map, Watch, Binoculars

West: Compass, Map, NVG’s

	Weapons
	East: Pistol, pistol rounds,

West: H&K with Silencer. 
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	Name
	Ghosts_6Ninjas

	Location
	Everon

	Type
	Co-Operative, fire fight

	Briefing
	This is a decrypted, and enemy re-inforced ‘Clean sweep’ mission, for 5 players. Team re-spawn has been added.

Its likely that you will have to scavange weapons due to limited ammo. 

Two fire teams, one of 3, other of 2. 

Clear the town of Montignac, in the north of Everon

Useful mission to get started. 



	Equipment
	None needed

	Weapons
	Alpha Black, Grenades, H&K

Alpha Blue, M16.  H&K





Multiplay mission descriptions

	Map
	Mission
	Description

	Kolgujev
	Conquerors
	3 tanks, get in as gunner. Get authorisation when enemy sighted.. Would be good with 4 or 6, 2 or 3 as driver, and others as gunners. 

	
	Hold City
	4 AI’s hold derelict city. Re-spawn, time trial

	
	tlf_1_11_c_Operation_lojac

Co. operative
	Helicopter transport. Release hostages, seems to be re-spawn. And a team of 11, but no ai’s. 

Also various levels of difficulty (8!) from pansy, to Jesus.

	
	wg_dm_ruins_v5.0

Force on Force
	Good derelict town for force on force, could be free for all, or 2 on 2.

	
	wg_co_06_navy_seals_v1.1
	Good night covert mission. Land by boat onto the threat island. 

	
	1-32 Kolgujev Mines 
	Capture the flag. With AI,s and two groups, alpha and bravo.

	Everon
	Tow of EP1
	Two snipers, take out scud, then Kill ranking officers. WGL version particularly challenging. 

	
	Island Escape
	WGL. Hold off a platoon, and a couple of BMP’s with only 4 units. No re-spawn. Save the chopper, and refuel tanks and take them to the extraction zone, which is hot with armoured vehicles. 

	
	Oil war
	7 units, neutraise an enemy tank, destroy a BMP and take the tank to an enemy base. Hold the camp against 4 enemy T72’s . 

	
	Dark Night
	8 spec ops. Land by parachute, then to a forest overlooking a town. Gotta remove all resistance in the town. Tried before

	
	Co-operative
	5 soldiers, release 3 hostages, seize base. From Entre Deux. Kill all enemy holding out at a farmhouse west of the town. Nice weapon here a mortar. 

	
	Wolves on Everon
	One of the first missions, however not completed. Go over land, get a boat. Then destroy military helicopters and A10 planes. 8 Units with re-spawn.  

	
	Return to Eden
	3 groups, alpha, bravo, charlie. Take the high ground around the church, then remove resistance around the airfiled, including Shikla. 

	
	Op thunderbolt
	Take over Vernon, from the hillside, limited resources, also take out Artillery. Looks good. Can re-spawn, and has 9 players/AIS Re-spawn

	
	Trip to hell 2
	Castle, clear Saint Pierre on the cost .destroy patrols and artillery. Get transported from first to next objective 9 soldiers. Re-spawn

	
	Blood letting
	A wgl mission. Get to and destroy the safe, house, then retrieve the medical supplies, and get to the extraction boat. 4 special forces units, with re-spawn. 

	Malden
	Scarface
	Cobra, helicopter mission up to 8 pilots.  Take out scuds, among AAA

	
	Wgl_BMP_Camp
	6 person with re-spawn, and various Gear options. Avoid/Engage enemy, but destroy the three BMP’s and get to extraction.  

	
	City conflict
	Hold the barricaded town. Re-spawn time trial and score to win .

	Nogova
	Conqerers
	Tanks x 3 no re-spawn

	
	Co-operative
	3 Abram’s M1A1, and re-spawn

	
	Sieze the castle
	Don’t know the time to hold and time for mission

	
	Rise of evil
	Get the hostage, get the nukes. Spec ops x3 no re-spawn. Too easy. AI quite defensive

	
	Trip to hell 3
	Spec ops. 

	
	War Cry
	Assault on Mirov. 8 men, re-frag. Part of large assault with APV, completed. 

	
	Weed ops
	Intercept a convoy. Long journey on a motorbike. 4 bikes  Re-spawn.

	Kolggev
	TFL_1_11_c cooperative Operation LoJack
	Find a hostage. Allowed re-spawns, also different difficulty levels. 

	
	Conquerors
	3 tanks, get in as gunner. Get authorisation when enemy sighted.. Would be good with 4 or 6, 2 or 3 as driver, and others as gunners. 

	
	Hold City
	4 AI’s hold derelict city. Re-spawn, time trial

	
	
	

	
	1-32 Kolgujev Mines 
	Capture the flag. With AI,s and two groups, alpha and bravo.

	Malden
	Scarface
	Cobra, helicopter mission up to 8 pilots.  Take out scuds, among AAA

	
	City conflict
	Hold the barracaded town. Re-spawn.timetrial and score to win .

	Nogova
	Conqerers
	Tanks x 3 no re-spawn.

	
	Co-operative
	3 abrams, and re-frag

	
	Sieze the castle
	Don’t know.time to hold and time for mission

	
	Rise of evil
	Get the hostage, get the nukes. Spec ops x3 no re-spawn. 

	
	Trip to hell 3
	Spec ops. 

	
	War Cry
	Assault on Mirov. 8 men, re-frag. Part of large assault with APV, completed. 

	
	Weed ops
	Intercept a convoy. Long journey on a motorbike. 4 bikes  Re-spawn.


To enter the server iP and Port, click on the ‘Remote button on the multiplayer screen above.





When you’re done, use the join, or ‘connect to net’ button. 





OPF client settings for joining a server game 





For server, same settings but IP is 0.0.0.0., and user clicks ‘Initialise Net’ button, or ‘Create’ 





Server must also have Ports 2585 UDP and UPT open, if they are connecting through a router. 





Video settings





Difficulty settings





Audio settings





Ram being used
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