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Installation:


Place the "DeltaOps1_1.22.pbo" file in your:


	"x:\operationflashpoint\res\campaigns" folder.





Addons Required:


4 User Made addons are required for the campaign. Install the addons by unzipping them, and placing the ".pbo" files in your:


	"x:\operationflashpoint\addons" folder.





* Delta Rangers Pack by Ballistic Addons Studios (BAS_DeRaW.pbo, BAS_Weap.pbo) (Available at www.concept-5.com/ballistic)


* Hemp by AK-George (ak_hemp_medium.pbo)


* Seat by Zwadar (zwa_bench.pbo)











Three Campaign Modes of play:





1. Delta Career: You have 6 operatives (including you), if they die in mission, they are not available for the rest of the campaign. If your are not careful, you will end up playing the campaign with no team at all.


2. Delta Mission: Play mission to mission, with a full set of operatives each time.


2. Delta Lone Wolf: Play the campaign with no squad, just you and your weapons against the enemy. Can be very difficult.








(Background)


April, 1991


After the war on the Malden Islands, and the end of General Gubas' reign, russian troops remained on the islands, exiles from moscow, but tolerated under a NATO peace treaty. 


With the onset on Glasnost, the russian forces are further dislocated from moscow, and more and more are becoming renegades with a considerable amount of military force.





After the war, the FIA remained for a few years in a peackeeping role, after NATO withdrew all but one platoon, Alpha, stationed on Malden. In the past two years, old FIA members and remenant survivors of the war formed a local milita, who presented the appearance of policing the islands. The militia were really running large illegal operations, such as drug and weapons smuggling. The local russians allowed this as they recieved large amounts of "protection" money. 





In recent weeks, something has been strange on the islands. A few alpha soldiers have been killed in roadside ambushes. Civilians are reporting increased activity by the milita, they have been taking more towns and resources from the residents, and killing civilians. 





The small and inexperienced special forces group from Alpha have been working day and night to settle things town, but they are overwhelmed.


NATO Hq is thinking about sending in Delta, a team of elite spec ops, veterans from the war in the eighties.








Notes (old):


This is part one of a two part campaign.





Delta Operations is not an acurate depiction of special forces work, it was just made as a fun little campaign. I didn't have much time to do this (back when i first made it), but it is a polished as i could make (back then).





This campaign set was originally made as coop missions, a coop version of most missions in this campaign will be released in a later, seperate pack. I got the idea to make the delta missions into a singleplayer campaign after it was suggested in a review by Hangfyre at www.opflashpoint.org of the L13 Mission Pack, in which there are a few coop delta missions.





As the campaign is about Spec Forces in general, not the U.S. Delta Force (other countries have "Delta" units, often trained by U.S. Delta), you can select you squad armpatch of choice for the duration of the campaign (at end of training mission).





As a special forces team, you have access to all the weapons in the Ballistic Weapons pack. 





You can also save your progress at anytime in the mission, by using the radio code Hotel: 0-0-8.





You play as the leader of a special forces unit, Delta. You are the commander of 5 other soldiers. If you need to brush up on commanding, visit http://www.theavonlady.org/theofpfaq/index.htm and look for the Operation Flashpoint Commander Guide by Zovirl. A handy little guide for learning about commanding a squad. Good orders from a commander can be as lethal as well placed bullets.





Have Fun.





Nagual





Changes in 1.2:





Too many to list. Inclusion of code and weapons from OFP:R expansion.


Inclusion of M4 Pack and Kegetys Weapons


Thompson gun taken out due to muzzle flash, and that part is done better with handguns.


Choose Campaign path at the end of the Weapons Practice.


Fires: tanks burn after being destroyed, do not go too close to the fire or you will get burnt, or die.


Cumulative Wounding: As the campaign takes place over around 2 weeks, your soldiers will not have time to heal properly, so if they get wounded alot their skill will degrade and they will be less effective through the campaign.


Lone Wolf Mode: Play solo.


Credits cutscene at end.





Changes in 1.22:





BAS Spec op weapons replaced all weapons, including BIS orginals.


Choose Squad patch at the end of the Weapons Practice. Patch will remain for duration of campaign.


Added BAS default "Soldier" model as player / squad units.


Fixed bug in mission 17, couldn't "Retrieve Files"


Default enemy soldiers armed with high dispersion AK47 to make firefights more interesting.





Credits:





Campaign made by Nagual.


Mission 11 made by Blue Streak.





Credits for Scripts Used:


Script:Trajectory.sqs 


Author:[MIT]Pjotr





Script:AmmoCrate.sqs v 2.0


Author:By Backoff & DeaDMeaT Productions





Script:SmokecamouV1.sqs


Author:CHARON


 


Script:AIRBONE PARADROP SCRIPT


Author:Modified From Rapple.sqs by: Mustang60348


Modified:Modified by the[]coyote





Script:Eject/Manual Chute Open Script 


Author:Kaiser





Script: Variable Weather


Author: CodeRedFox, an old snippet from ofpeditingcenter.com forums.





Script: Firesource.sqs


Author: A script used in the Resistance campaign by Bohemia Interactive Studios (developers of the game).





Known Bugs (minor)


Intro of Mission 14: This cutscene does not reflect the vehicles you are using at that point in the campaign, due to initIntro.sqs not registering that variable.





100% Unofficial, Use at your own Risk.
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