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Celeron with Geoforce for playability.

This is a good 16 mission campaign, marred by cpu sluggishness. There is a little too much density packed into each mission, that causes cpu's to crawl along. The author believes that if you haven't got a powerful computer, and a powerful graphics card, you aren't a serious gamer. This may be true, but is a contradiction in terms. A little weeding and culling in each mission would make this campaign one of the better ones out there. You can, indeed, have as much material in each mission as he does have, the 'trick' as an editor, is only activate what's required at each point in the mission.

Start

Misstion 1: Speedboats.

I was quite hopeless at this. Altough I shot out, what I thought were, sufficient numbers of enemy boats, I always got a poor rating. It doesn't seem to matter any which way, the mission will end soon enough.

Mission 2: 3 AA's

You can have fun with this mission, or simply go thru the paces. It is slightly marred by attacking targets (tanks) that will end the mission (you basically go outside the trigger region)

Race up to top of hill and crawl your way round, counter clock. Two sentries and two spetz naz to deal with. (Your speed boat has been destroyed by a tank by this time).

Hit one of the three enemy at campfire, the others will run for it. 

There is no trouble puting satchels around the dumbed down AA tanks.

After you blow them up, you can either head to the exit point, or, you can progressively wipe out targets of opportunity,

If you choose the former. Run down hill and crawl your way into forest. There are two separate, three man patrols in the same valley as you.

If you choose to hang around, there is a BMP two T72's and a T80 to deal with in the south. A full squad in the north, a BMP at the AA's and several 80's in the east town.

Grab satchels from the dead spetz naz in the early part of the mission and deal with the lone T72 and Lone BMP in the south. An rpg soldier is there to deal with as well. Ignore the T72/T80 pair as the mission will end if you get near them.

Head back to the AA's and deal with a squad coming down to get you. Use the RPG to kill the BMP.

A final, large, squad is directly north on the road. The north forest is your best attack route. (use the bizon because, by now, your HK is low on ammo)

There are four more tanks. A lone T80 and 3 clumped in the village. Use your remaining satchels.

Mission 3: Incoming

Fly your chopper around the hill and blow up lots of tanks and soldiers.

I don't like mechanised anything, so I just stay on the machine gun. If I hit something, fine, if not, I let the game just progress........

Mission 4: Heavy Progress

Too Heavy.

Too many tanks, too much of everything, making it wallow. Use radio hotel and move on.

Mission 5: Kaboom

Probably the best in the campaign. You _can_ play this using three different strategies.

In all cases, you will run out of ammo, your ammo, and your health, are where you start this mission from. Just keep running your individual soldiers back there as and when required, keeping most of your squad in a wedge to fight off the opposition. Two good vantage points are tree clump directly north of camp, and better still, come down the road towards the tents. That cleans a lot out, quickly.

Above all, do NOT go near, or enter, the base until you've knocked out every soldier you can. You have enough time before the tanks arrive, but you don't want to be laying satchels, and fighting off stragglers at same time.

Be aware of two/ three soldiers at boats. Clear them out quickly in the same session as satchel laying, you need it as an escape route.

Get one of your squad the RPG, he'll take out the BMP when it arrives.

Two successive waves of soldiers will attempt to get the base back before the armour arrives. You can blow the base, and start picking them off. You have time.

Finally, race for the boat before the T80's get there. Drive the boat zig - zag, to avoid the shell fire that will try and get you.

That's the easy way. Two fun ways are as follows.

Method one.

Change your's and your soldiers satchels for mines before you go anywhere.

Head towards the trees near the road junction and attack the base, basically the tent area, from there. (Ignore the trucks behind you, you'll waste valuable ammo). As you progress up the road, start laying mines. At the end of the day, you want to liberally sprinkle mines up the road, and accross the entrance, and, two inside, centre, of camp.

Two separate squads of soldiers will always attack you from the left side, outside of camp, be aware of them.

Clean out guards at boats, as before, grab a rocket, as before, and lay satchels. Don't blow them. You can get satchels from the base area itself (first building, left).

Get your satchel blowers well out of the way. At least as far as the boats, or furhter, you don't want anything to hit them.

Get your snipers up into the treeline left of base, and let them deal with the two squads and BMP. The BMP will probably blow by mine.

A total of 6 T80;s is coming for you, the first lead two will blow, but mines rarely take the crew out. Let that crew get into centre of base, and blow baby blow.

Generally, at least, 2 more T80s will give way to the mines, the rest are done by satchels.

2nd method. Head directly west away from camp. You'll be in time to see four T80;s snuggle in on the road. They present no problem. Blow them all with satchels and let your snipers deal with crew (if any). Move even further west. A small squad is waiting on the dirt road.

Move down that road, a T80 is hiding at the junction in the trees, along with seven or so scattered sentries. Once the sentries are killed, the T80 is easy, with a satchel.

Move up the road towards the base. 2 snipers and a few others are somewhere in this area on patrol.

Finally, finish off the trucks with your HK's, get your snipers to hold fire, they will waste all their ammo.

Lasly, continue on as the first method, attacking the base up the road. 

You will need, as before, to get and lay mines liberally, to knock out two remaining tanks and BMP.

Mission 6: Overseer.

Hmm, ok, very scrappy and very sluggish on small cpu's. Don't bother knocking them all out, game will end regardless. Watch mountain for two separate squads between bravo and charlie checkpoints. Then another squad coming out of forest charlie delta.

Tanks seem to rush ahead despite your radio waypoints, and game ends in a desultory fashion after you hit the town, and enemy starts fleeing.

Avoid the tanks and shulkas in valley between charlie delta, your tanks will solve that issue.

Hard to see purpose of mission, very scrappy.

Mission 7: Steep opposition.

A good opening and a poor., mistriggered end.

At start of campaign, until you eventually knock off the first target, look out and slow down. The enemy is coming at you from all forward directions. The answer is to _slowly_ make your way up the valley and up the slope. The triggers are very poor, the officer will not move from his position and sometimes move in the wrong direction. Only way thru this mess is to make your way up the slope, slowly. Blowing the 2nd BMP at the top is your best option. It will take out much opposition. Grab the sniper rifles because your way out of Steyr Aug by now. Move to a position overlooking the 2nd camp and pop your way.

The 2nd part is infuriating. The target marks are phantoms, the game rarely ends.

Mission 8: Hammertime.

Not a bad mission at all. Clean out the 2 bmps and single T72, run over any soldiers, and finally head off and get repaired.

You will be given a repair truck in your squad. Immediately tell him to wait. Getting him to follow is death.

Use your radio to move the tanks, and you keep beghind the lead three tanks, all the way to town. Get repaired by your truck when safe to do so. A good mission, lots of action. Enemy tanks, are, unfortunately severly dumbed down.

Mission 9: Back down.

A promising start, and an over the top end.

Move your way down the valley taking out the squads as the come at you (Sticking to the forest for the first part is a good idea (tm). Be aware of a T72 coming behind you.

Finally, end up at the first base. Your RPG will knockl out the BMP and with it, most of the opposition squad.

Move your squad into the 2 AA vehicles and get rid of that pesky chopper.

Get them out of the AA's an commander the tank. Use it, to knock out the Shilkas in the centre of 2nd camp and progressively start using 'spare' tanks in the base as each one of yours becomes paper thin. Not sure what the radio is all about, they don't appear to help muchly.

Mission 10: Airplane End

Never can hit anything with these things. I think the purpose of this mission is to crash, so eject out when it suits you and save some trouble.

Mission 11: Escape

Killing off the shilkas causes a chopper to arrive that won't land. 

Getting to the southern squad causes confusion between getting to their boat and the conflicting commands the officer gives. However, if you get to the boat, simply drive a very long way north into green territory and it's all over.

Otherwise, the base, (almost) works as intended. Follow the sun. You can easily avoid the patrol squad between the two forests.

Sneak round to front of base and pick off the seven man squad. Be careful, one sentry remains near the chopper. Fly the chopper along the coastline north (avoid the shilkas). Eventually you'll end up in green terriitory. Voila. The only dissapointing thing is the movement trigger doesn't occur for this option (the one for the southern squad is thouroghly misleading)

Mission 12: Defend base.

Use your Hight explosive gun and the numeric plus key to knock out troops. I always get red crosses on this mission so do what you must, it will end soon enough.

Mission 13: Snipers post

This is a tough, but very balanced mission. Probably the best choreagraphed in the campaign. Get down out of the house asap and grab an rpg, you will need to take out two BMP's soon enough (and a T72 with satchel). The 'trick' is to stay alive. You have more than enough reinforcements.

Mission 14: Beefy

You're telling me it's beefy. Unlike most armour battles, this one's well choreagraphed, the enemy is moderately intelligent, and it's not a total free for all. You're in command of four tanks. Use the external view (numeric enter) to watch the battlefield. The first town is relatively easy (to begine with) as the opposition is soft Shulkas and BMPS for the most part.

Once you hit the town, circle it, but avoid the centre because jamming into buildings is tiresome. Your tank squad is high AI and will deal with what you cannot.

Wait for hoever long it takes for your support staff to arrive. Spend all the time you need in repairs and health. Make *sure* all your people and tanks are fixed up. The next town is much tougher with plenty of RPG to knock you about apart from tanks.

A well done mission. Commanding these things is a pain when it comes to repairs and health, the bis engine aint that good at these things, but this mission accounts for it well.

Mission 16:

Be prepared for a long walk.

Use the numeric enter key to watch initial propgress in the apc. When ordered to get out, make your way alonmg the green map arrows to the destination. The remainder of the force gets bogged down, you can wait with them, and go later, or go sooner, either way, you're on your own. Grab an RPG when the opportunity arises, it's good against bmps shilkas and T72's that stand in the way. Keep to the forests. The last forest contains four soldiers waiting for you, then, it's all over with an inexcplicable vast quantity of friendly armour already there.

Mission 17: Final.

Quite original, but it is not "freakin awsome"  (according to the author), it's just a big pain controlling those squads. Again, the bis engine will let you down in this regard with insufficient controls. All the same, original, and well concieved. I found, as a tank commander, the mission was thouroughly bugged towards end of game. My tank squad simply wouldn't move/ attack targets.

