                                                                    Defend the Egg  Gla
 Blue Army – USA (friendly forces)
 Red Army= Gla  (OPFOR)

Channeling= high

Desert map, set at late afternoon. Wind from the Northwest at 5-10 knots with gust’s to 15 knots. Variable cloudiness, visibility is excellent.

Scenario starts out with the Blue army arrayed in the South, Red army arrayed in the North.

Briefing text scrolls across screen informing the trainee that 

he has one minutes to reconnoiter the area and to deploy his troops.

The trainee has access to the southern section of the map before the two minutes are up. After the timer has expired the map will enlarge and the Red army will spawn. The Red scouts will probe the Blue lines for weaknesses.  The Red scouts are made up of two teams containing one bomb truck and 3 Suicide terrorists each. Also note that the Scouts are set to use their routes in a random manner so as not to have repetition from game to game.

 If the trainee decides to go on the offensive and crosses over into the Red territory the OPFOR will go into the “Hunt” mode immediately and the battle will commence.  If the trainee decides to defend his area then a three-minute timer is started. After this timer expires the OPFOR will “roll the dice” and decide which avenues it will attack from.

Several teams of Rebels will attack deep into Blue territory at varied times and varied locales. Using caves to hide in they “pop” out and immediately begin attacking your forces. The main force will arrive via two random routes and engage the Blue army. Each individual unit type is assigned an attack priority, which it employs during the battle.  There is one team of “Technical’s” that is specifically designed to attack the airfield.

Win Conditions:

If the Blue army destroys 130 units of the red army the scenario will freeze and a text will roll across the screen informing the trainee that he is “victorious”.

Lose conditions:

If the blue army falls below 65% strength the trainee will fail.

If  any of the Airfield structures are damaged below 50% the trainee will fail.

In both cases a text will scroll across the screen informing him of his defeat and the screen will freeze.

How the game works:

 In order for all the counters and timers to be accurate to real time the FPS (frames per minute) is locked to 30. The machine must be capable of this frame rate (see recommended spec).

Each unit, with the exception of missile men, is assigned a point value.

Rangers = 1 point

Pathfinders= 2 points

Humvee= 4 points

 Crusader= 3 points. 

The trainee will lose if his over all point value LOST reaches 37 points; this is roughly 65% of his original division strength.

To view the statistics from the battle:

The game has ended in either defeat or victory. The screen will freeze and remain so until a new game is selected. 

The testing supervisor can then restore the debug window and look at the individual KIA counters.

The KIA counters record the losses incurred by the trainee by the following units counts;

Humvee’s KIA

Crusaders KIA

Rangers KIA

Pathfinders KIA

The overall count can be determined by   looking at the in game score screen.

How to setup the scenario
Install the map folder into the game “map directory”. This normally located in My Documents\Command and Conquer Generals\maps. Place the complete folder and do not remove any files from it. Select  singleplayer mode and then navigate to the map and select it.

Design specs:

OS – windows XP

CPU – PIV 2.4 ghs 

Ram- 1024 mbs

Video card- geforce 4 ti 4200  128mbs

The map was designed with the above specs. Detail was set to high with no noticeable problems or lag. The scenario will hiccup slightly when the map enlarges.

