T24 Script & Storylines

Pre Game Player Briefing:

Emergency Protocol – 

If you become injured in the battlefield, stay on the spot and call for help. Shout. Get it? Call for help in a very loud voice. Shout. Anyone not understand? 

You are to always move in the field in pairs or larger numbers. If someone in your pair/group is injured, return to sign-in or closest referee and report incident to referees.

If you become lost in the battlefield, walk until you find a creek bed or a fence line. Follow the creek bed or fence line until you recognise your location. 

If you find a road or track, follow the road or track until you recognise your surroundings.

If completely lost, stay still and shout for help.

Toilet

When you are alive, you are a target at all times during T24. Toilet visits are no exception to this rule.

ONLY exception is when you are ‘dead’ and have already been checked into Bush Bobs for the respawn timed out period. When checked-in, you may walk directly to the toilet for nature visits. When done, you must directly return to Bush Bobs.

BBQs
Players are NOT to touch the barebecues in any way. All meals will be prepared by referees at appointed times.

Weapon Load out

Team CO, with Referee input will distribute the weaponry.

*Morita Sniper rifles are bolt-action mode (config 3) with 3 hits, snd 1. Team CO and 2IC cannot be issued with the sniper rifle.

*All other weaponry is config 2, 2 hits, snd 1.

Referee will ensure an even spread of weaponry, with attention to individual player needs, such as strength of player and size of gun.

Respawns

Respawn area is at sign-in. When dead, take your hat off your head immediately. 

You cannot communicate in any way while dead. Move directly out of the field towards sign-in. 

When at sign-in, report to the referee stationed there and get checked in. You will have a 30 minute wait before respawn, use this time to rest, eat, toilet, etc. 

Each team starts with a respawn ‘credit’ of 15 players. Team COs are worth 3 respawns, 2ICs are worth 2 respawns and rank & file players are worth 1 respawn each. 

Game rules
Standard rules apply and will be enforced. 

No sensor covering (only use immovable objects to hide you sensors).

Team tape must be worn uncovered at all times. If you are found without your team tape on, you will be deemed ‘dead’ for two hours.

First Rations Drop expected 1300 to 1330 hours

Second Rations Drop 1730 to 1800 hours

All team members must be present for ration drops.

1200 – First Orders Issue
1 – Your team is to establish a permanent defensive arbour of your campsite. Arbour sentries should use a password (or similar) means of IFF (identify friend or foe). If enemy presence is detected, arbour sentries should defend their camp aggressively.


*All team members are to spend a minimum of 2 shifts (2 to 3 hours each) on sentry duty during T24.


*Arbours are to have a maximum radius of 20 meters from the campsite.

2 – Your team is to establish 5 person short range defensive patrols of the area around the campsite. Short range patrols are to be aggressive in the defence of their team campsite.

*Short range patrols are to remain within 50 meters of their campsite.

3 – Your team is to send into the field one Long Range Recon Patrol. The LRRP is a 3 person team with an emphasis on stealth and recon.


*LRRPs primary objective is to find the enemy teams’ campsite. When found, the LRRP is to report to team CO the location. CO must formulate an attack plan and report the plan to Head Referee – by 1am.


*LRRPs are to not engage the enemy if at all possible. If engaged, they are to fall back and attempt a different route.

3(A) – First team to correctly report the location of the enemy team camp (and an attack plan) will get the green light for an assault on the enemy camp. This assault must be carried out before 5am.

Next Orders issue 1700
Third Rations Drop expected 0900 to 0930 hours

Fourth Rations Drop 0900 hours

All team members must be present for ration drops.

1700 – Second Orders Issue
1 – Your team is to maintain a permanent defensive arbour of your campsite. Arbour sentries should use a password (or similar) means of IFF. If enemy presence is detected, arbour sentries should defend their camp aggressively.


*All team members are to spend a minimum of 2 shifts (2 to 3 hours each) on sentry duty during T24.


*Arbours are to have a maximum radius of 20 meters from the campsite.
2 - Your team is to send into the field two LRPs. The LRPs are 5 person teams with an emphasis on recon.


*LRPs primary objective is to find the abandoned diamond mine. If found, the LRP is to follow IFF methods. If non-UN and/or non-friendly forces are detected, the LRPs can engage and retrieve any found resources (bag of diamonds/ maps/ orders/ etc). Resources are to be returned to base camp ASAP and delivered to team CO. Any player carrying resources that is killed must drop the resources on the spot. The dropped items are not to be placed in a concealed position.


*LRPs are to not engage the UN at all. UN forces are easily identified by a blue brassard on each sleeve.

3 - Your two LRPs have a secondary objective.


*LRPs secondary objective is to find Bush Bobs Bonanza. If found, the LRP is to approach in a non-hostile manner. If Bush Bobs Bonanza is open for business, the LRP can request a price list. Only the team CO can make purchases at the Bonanza. The pricelist is intelligence that must be dropped if the carrier is killed.


*Bush Bobs Bonanza is not open for business when UN forces are within sight. Bush Bobs merchandise is not strictly legal….. any player found carrying purchased equipment from Bush Bobs may be arrested by the UN and the equipment confiscated.

Next Orders issue 0900

0700 – Special Orders Issue

1 – A Sherbet smuggler is moving through the area. The smuggler is believed to be carrying significant quantities of sherbet in hand-held containers. The smuggler is protected by several bodyguards and will not go quietly.


*Bush Bob is known to be a sherbet connoisseur and will exchange merchandise for sherbet at half price compared to bags of diamonds (2 bags of diamonds = 1 bag of sherbet)


*Teams should send out patrols to find the smuggler and retrieve the supplies of sherbet.

2 – Short range patrols and/or arbour must be maintained.

Final Rations Drop for T24 are distributed now at 0900 hours.

All team members must be present for ration drops.
0900 – Third Orders Issue

1 – Establish OPs (observation points) on the Diamond mine, Bush Bobs Bonanza and the enemy base camp. OP teams are 3 person teams.


*OPs are about stealth and recon only. They are to observe activity by UN, Mercs, enemy movements and sales at Bush Bobs. Intel is to be reported to team CO for future planning.

2 – Short range patrols and/or arbour must be maintained.

Next Orders issue 1000

1000 – Fourth Orders Issue
1- Take control of the island.


*Team base camp must be held by friendly forces.


*The abandoned Diamond mine must be secured by friendly forces.


*The enemy base camp is to be taken and held.

2 – These objectives must be completed by 1200 hours

T24 Optional Scenarios
If the event is quiet (and/or players look bored) use the following scenarios between standard orders issues.

Attack on UN camp

*If required, a UN camp will be established halfway between the diamond mine and the sign in area UN can patrol this path as per the Referee briefing.

*The UN camp will be easily identified by a bright blue tarp. The tarp is to be setup to form a walled/roof area compound.

*Located at the UN base is medical supplies (ammo box with red cross, equals 20 respawns), supplies (bag of chocolates) and several UN guards.

*If attacked by players, the UN are to be aggressive in their defence. If the UN repel the attackers, the UN goes on psycho mode – deliberate ‘genocide’ assaults on both team campsites (or if only one team attacked UN, that teams campsite). If these assaults are required, the UN are on Config 2, 5 hits.

*If/when UN players are ‘dead’ they return to Bush Bobs and take an immediate respawn. Respawned UN are to form a patrol and go around the ring-road until they come to the track from the diamond mine to sign-in, where they can come back up the path and rejoin the other UN players in the base.

Kidnapping of the UN CO

*If required, a UN CO will be sent into the field, to patrol with the UN on the usual paths, roads, etc.

*The UN CO will be easily identified by a bright blue cap. The CO does not carry a gun nor wear sensors. 

*If attacked by players, the UN are to be aggressive in their defence of themselves and the UN CO. 

*If the UN repel the attackers, the UN continues on patrol.

*If players ‘kill’ all UN troops, they can kidnap the UN’s CO before respawned UN are back in the area. UN patrol is allowed to leave the roads/paths/etc to search for their captured CO. Blue brassards must still be worn during the search. 

*The UN CO must follow (reasonable) directions given by his kidnappers – ONLY if they point a gun at him. The UN CO can bargain one item of intel for his freedom if his kidnappers wish to do so. Intel allowed to be given out includes – location of enemy base or location of UN base or items stored at UN base or UN intel saying a smuggler will be in the area ONLY.

*If/when UN players are ‘dead’ they return to Bush Bobs and take an immediate respawn. Respawned UN are to form a patrol and go around the ring-road until they come to the track from the beginners base to sign-in, where they can come back up the path and rejoin the other UN players.

Establish Strong Points


*If required, both teams will be instructed to establish 3 forward strong points.


*The team whose base camp is behind the machinery shed is to set strong points at 1-Chapel Hill, 2-Taliban Hill and 3-rainwater tank near sign-in.


*The team whose base camp is not behind the machinery shed is to set strong points at 1-Chapel Hill, 2-Taliban Hill and 3-toilet cubicle towards the bottom of the site.


*Strong points are to be held against enemy attack. Team with all 3 strong points held will be awarded *small* victory points towards the overall score.

