
OPERATION: The Final Conflict

LOCATION: Adrenaline Adventure Park

DATE: 26 November, 2023

TIME: 1000 - 1630

SCHEDULE

0900 - 1000 Setup / Briefing / Rules / Team division / Chrono

1000 - 1200 Phase 1

1200 - 1245 Lunch

1245 - 1630 Phase 2

RULES

ROE

● 10 feet (~3m) MERCY rule

● No body contact, abusive or vulgar language

● Semi-auto ONLY for all players, except LMG (must be approved by staff)

● No engaging players in their base; players inside bases are IMMUNE

● Artillery:

○ Officers/VIP may request artillery strikes for team points

○ Staff will use smoke grenades to denote strike point

○ Anyone within 20 feet of an artillery smoke grenade will be eliminated

● Melee:

○ Must be made of rubber/airsoft ready

○ Must be approved by staff

● Shields:

○ Limit: 2 per team

○ Defensive use ONLY

○ Must be approved by staff

● Explosive devices:

○ BB devices only, no sound/pyro

○ Launcher rounds that hit buildings/cover/shield, all inside/behind are eliminated

○ Must be approved by staff



● LMGS:

○ Must be an LMG platform, not just an M4 with a drum

○ Limit of 2 MGs per team for base defense (may change on game day)

○ 3-round burst ONLY

■ NOT 3-seconds

■ Noticeable time between bursts

● FPS Limits:

○ Standard Rifle/AEGS: 1.5 Joules

■ .20g: 400 fps

■ .25g: 360 fps

■ .28g: 340 fps

■ .30g: 328 fps

■ .32g: 320 fps

■ .36g: 300 fps

■ .40g: 285 fps

○ Marksman Rifles: 2.1 Joules

■ .25g: 425 fps

■ .28g: 400 fps

■ .30g: 390 fps

■ .32g: 375 fps

■ .36g: 355 fps

■ .40g: 336 fps

■ .43g: 325 fps

■ .45g: 317 fps

○ Bolt-action Rifles: 2.9 Joules

■ .25g: 500 fps

■ .28g: 472 fps

■ .30g: 456 fps

■ .32g: 442 fps

■ .36g: 416 fps

■ .40g: 395 fps

■ .43g: 381 fps

■ .45g: 372 fp

MEDIC(S)

● Once hit, you have a 60 second bleed-out

○ Friendly players can “drag” dead players with their consent

■ Must have 1 point of contact to “drag”

● YES: arm on shoulder

● NO: barrel on their backs

○ DO NOT move while bleeding out, act as though you are eliminated

■ You may move out of firing lanes

■ DO NOT call out people’s position

■ You may call for a medic or support

○ If you are being assisted by a medic or friendly, you can pause the bleed-out

■ Bleed-out continues if medic or friendly is eliminated

● Bleed-out time DOES NOT restart

○ OPTIONAL: bring a dead/red rag so you don’t need to keep your hand(s) up

● After 60 seconds, return to base/flag and respawn



○ DO NOT respawn at flags you were just eliminated at

GAME POINTS

● Flag pull: 10 pts

● Gold bar: 10 pts

● Briefcase: 10 pts

● Gas can: 20 pts

● Officer/VIP: 30 pts

○ Points will be deducted from

team that loses their officer/vip

● Objectives: 50-100 pts

PRICE(s)

● Walk-on admission: $45 +tax ($50.85)

● Online check-in: $40 +tax ($45.20)

● Membership: $30 +tax ($33.90)

● Minimum age of 12 (with mature/sponsor player)

● Barrel socks are REQUIRED

● Safe-zone/off field, barrel sock ON, magazine OUT, chamber CLEAR

● Eye protection must meet ASTM F2879:

○ Full seal + ANZI Z87.1 (or ANZI Z87+) + back strap

● Call your hits, DO NOT call other player’s hits

○ If you suspect someone of cheating, NOTIFY STAFF

● Players must have a visible ribbon with their team colour(s)

○ DO NOT misrepresent your team colour

■ You may lie when asked but you CANNOT use opposition colours



FIELD MAP



PHASE 1 - 1000-1200

Border Conflict

“In the early morning of ******** **, RED forces launched a surprise incursion into BLUE territory.

With relative calm over the past months and a perceived impassable forest, the majority of BLUE

forces were stationed far from the region. RED forces aim for a quick penetration to be able to

set up a strong beachhead and test BLUE responsiveness. BLUE will need to utilize their knowledge

of the land to buy time for reinforcements from surrounding bases. It is unclear at this point

whether this is a diversion or the main brunt of the RED forces.”

RED FORCE

★ MAIN OBJECTIVE: Create a beachhead encompassing Hyperball, Tower Tag, Killhouse,

Castle and Trenches

○ Hold all flags at Tower Tag, Killhouse and Castle for 15 mins to win Phase 1

○ Timer will reset if any of the flags are lost

★ SECONDARY OBJECTIVE: Capture and hold BLUE HQ for 15 mins

BLUE FORCE

★ MAIN OBJECTIVE: Hold positions until reinforcements arrive (1200)



○ Hold all flags at Hazard County, Juno Beach and Bridge to Far for 15 mins to win

Phase 1

○ Hold BLUE HQ until 1200 to win Phase 1

★ SECONDARY OBJECTIVE: Capture RED HQ

PHASE 2.1 - 1245-1345

HOT LANDING

"The RED forces were overwhelming and BLUE defences quickly crumbled as reinforcements

seemed to never arrive. As RED reinforces their beachhead, a BLUE recon aircraft is shot down

over the forest containing vital intel for the war effort and a high-ranking RED officer is en route

to interrogate the pilot. BLUE must rescue their pilot before the officer arrives, and if possible,

capture the officer. But with a defeat already in the morning, BLUE may not have the strength to

pull off such an operation."

BLUE FORCE

★ MAIN OBJECTIVE: Breakthrough and rescue downed pilot located somewhere in Juno Beach

○ Retrieval of the pilot to BLUE HQ will be a win, but game may continue for secondary

objective

★ SECONDARY OBJECTIVE: Capture high-ranking RED officer



○ Officer’s last known location was Tank Attack

○ Escort officer to BLUE HQ, at least 1 BLUE must be within 10 feet of officer or they

can escape

RED FORCE

★ MAIN OBJECTIVE: Defend against BLUE incursion and hold pilot until they can be

interrogated

○ Downed pilot may be placed anywhere within Juno Beach

★ SECONDARY OBJECTIVE: Protect high-ranking officer

○ Officer must start the game in Tank Attack

■ CANNOT enter HILLBILLY

■ When shot, officer is down until revived or captured

■ Must freely go with captors

■ Can escape if no BLUEs are within 10 feet

PHASE 2.2 - 1245-1345

CORNERED BEAST

"The morning infiltration seemed easy at first for RED and any BLUE resistance was quickly mowed

down. However, unable to secure a proper beachhead in time, BLUE reinforcements quickly

changed the tides, advancing hard into the forest, and putting RED on the defensive. With the



quick BLUE advance, a large contingent of RED was encircled and now desperately fights to free

themselves from the vengeful BLUE."

RED FORCE

★ MAIN OBJECTIVE: Escort VIP out of the encirclement

○ Escort VIP to Hillybilly to win

○ If VIP bleeds out, they must return to Hyperball to respawn

○ VIP will have 5 “guards” who respawn in Hyperball

○ Half of RED starts in Hyperball, once eliminated, must respawn in Tank Attack,

Bridge to Far or Hillbilly

★ SECONDARY OBJECTIVE: Recapture Juno Beach and Hazard County

BLUE FORCE

★ MAIN OBJECTIVE: Capture Hyperball and stop VIP from escaping

★ SECONDARY OBJECTIVE: Maintain control of Juno Beach and Hazard County


