Basic Mission Briefing Guide


Fighting a mission successfully is not always credited to the luck and ability of the player. It is although a work between several intelligence teams who collect information of various sources. These collections of information are tracked together in one source at the beginning of the mission or operation. This is called the Mission Briefing. As the mission author needn’t creep through mud and bush he can easily provide the necessary information to the player.

These information are important for the player because they tell him what to do. There are different ways of briefing the troops in the mission (by cut scene i.e.). I will explain the briefing and its content through the notebook (as briefing.html file) at the beginning of the mission.

Of course we know that people won’t read pages of try information on end. That’s way the briefing in OFP should be short but contain the most important information available.
This tutorial should give the author an idea how and what to write in the briefing.
These groups are important for your briefing.
1.
Opening statement by the unit or mission commander. 

a) A brief description of the overall operation. 

b) The purpose of the operation. 

c) The role of the unit. 

d) Participation of other organisation. 

e) Objectives (valid and necessary for mission success)

f) Specified, implied, and mission-essential tasks. (Infill point)

2.
Intelligence. 

a) The general situation of all forces involved. (If the author wants to reveal)
i. The disposition and strength of own forces in the sectors.
ii. The disposition and strength of friendly forces in the sectors.
iii. The disposition and strength of enemy forces in the sectors.
iv. The disposition and strength of civilians presence in the sectors.
b) Enemy capabilities.  (If the author wants to reveal)

i. Strength and type of the enemy troops. 

ii. Disposition of each combat group.
iii. Possible known routes.

iv. Strength and type of armoured vehicles.

v. Disposition of armoured vehicles.

vi. Possible known routes.

vii. Fortifications and Armour emplacements.

viii. Fire direction of emplacements.

ix. Direction and strength of defence line.
c) Friendly air and ground activity, including rescue.

i. Disposition of available units.

ii.  Type and capacity.
d) Priority arms requirements.
i. Weapons available.

ii.  Equipment available.
iii. Ammunition available
e) Possible evasion and escape routes.

· By air.

· By sea.

· By land. 
f) Areas of great danger.
· Detailed information of booby trap areas.

· Hostile areas and occupying force.
g) Terrain environment. .Desert, Wood, open Terrain, Mountain or Urban district.
i. Detailed description of the ground.

ii. Possible concealment  and cover.
If the author wants to write a good briefing he should be detailed in his given information. But you should write a short text.

1. Operations. 

a) Concept of the operation. 

· Bring a town under control

· Reduce the strength of enemy forces at a certain sector.

b) Execution of tactics. (This can be a silent run or a full scale ambush.)

· Silent run.
· Full scale ambush.

· Rescue mission.

c) Order of Objectives. 
d) Employment of vehicles
i. Transportation of units

ii. Including liaison with equipment being transported.

4. Weather. 

a) Time of sunrise or sunset.
·  For Special Operation teams.
· For Silent run operations.

· Full scale assault.

· Rescue mission.

b) Weather condition.
·  Cloudy.
· Covered.

· Cloudy and rain.

· Fair

c) Weather forecast for the next few hours.
·  Better
· Worse.

5. Communications. 

a) Call signs.
· List the call signs of all used units, friendly, too. Important if using sideChat.
b) Frequencies.  
· List all Radio channels and what they are for. Writing in the ‘text’ field of the trigger will give them their purpose. 

6. Special Mission Requirements. 

a) Available ammunition and content.
b) Arms available and used.

c) Medic requirements.
d) Debriefing, as required. (Will be done by the author)

7. 
The Note section in the notebook is very useful to give players some hidden information about what he could do. Just imagine the author has placed something in his mission which is not obvious for the player to handle. But this could and would not be placed in the mission briefing because the military won’t handle civilian affairs. E.g. A couple is walking through a field which is restricted by the military as Exclusion Zone. Of course the couple doesn’t know that and continues walking. The author wouldn’t say that in his briefing. Why? Because even the military wouldn’t know that civilians are walking through the field. Thus if the author would mention this in the briefing it could spoil the surprise for the player. That’s why this belongs hidden in the note section. 

8.
Map markers.

i. Place markers to mark locations and units groups.

ii. Front lines and hostile areas can be marked.

iii. Use a size (0.75x0.75 try different sizes) to prevent the map being crowded.

iv. With <a href="marker:Marker_Name">Text_displayed_in_briefing</a> it is possible to link the marker on the map with the text in the briefing.

v. Use a short text to describe the marker.

Of course there is no law or anything else to force you to write a good briefing or use this as a guide.

When you don’t want to disclose information about enemy size, activities or anything else then write it this way:

e.g.

Information about enemy activities are not available or perhaps 

The Reccon team was compromised and had to abandon the area before collecting information.

Hope this will help you having some ideas how to write your briefing.

I will enclose the Tactical Military Symbols as PDF file as source to find the right markers. 
Made by the Department of Peacekeeping Operations/Training Unit
Regards limmy3
Mail to:glrokedo@gmx.de
Disclaimer: I am not responsible for any damage done to your briefing files.
It is up to you to check the version of OFP and any marker add-ons you use.
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