
Game Modes 

King of the Hill 

2 Teams / 2 rounds / 15 – 30 Min per round 

Game: Both teams will fight to hold control of the main flag point in the AO. 

How to win: team that holds the flag point for the longest wins. 

 

HVT 

2 Teams / 2 rounds / 15 – 30 Min per round 

Game: Each team will pick a HVT off their team to be held by the enemy team at a pre-

selected location on the field. Each team will have an attack & defend round. 

How to win: Based on if your attacking or defending.  

1) If attacking you must save the HVT and move him to your extraction point. 

2) If defending you must hold the HVT at your location for the full round time limit. 

(Note): HVT may only have 1 Pistol & 1 Rubber Knife on their person but may not 

use these unless they are not being detained (enemy player has a hand on them) 

 

Lockdown 

2 Teams / 2 - 4 rounds / 10 – 20 Min per round 

Game: Each team will get the chance to attack & defend the 3 main town capture points 

and secure them till the end of the round or till all points have been lost to the enemy team. 

How to win: Based on if your attacking or defending. 

1) If attacking you must break the lockdown by capturing all 3 town checkpoints.  

2) If defending you must hold at least 1 checkpoint till the end of the round. 

 

Intel Run 

2 Teams / 2 rounds / 30 Min per round 

Game: Transfer the intel bag & timer to the 3 Intel points and hold it there for 3 min at 

each location. 1 point per completed location. 

How to win: When its your teams intel collection round you want to secure more intel points 

than the other team in their round. If both teams get all 3 points the team that got them in 

the fastest time wins! 



 

Bombing run 

2 Teams / 2- 4 rounds / 10 – 20 Min per round 

Game: A Neutral Bomb will be placed at a central point on the field and each team will 

have a bomb attack / defense location. Each team must retrieve this bomb and take it to the 

bombing attack location and hold it there for 3 min. 

How to win: One team must get the bomb and take it to the bombing attack location and 

hold it there till the 3 min timer has completed and bomb detonates. 

(NOTE) If neither team gets the bomb to the bombing location in the time limit it is a draw. 

 

Prison Break 

2 Teams 1/3’s – 2/3’s / 1 - 2 rounds / 30 Min per round 

Game: A small team of Prisoners roughly 1/3 or 5-15 of the days players will be placed in a 

building with 1-5 enemy players guarding the location, the rest of the enemy will be tasked 

with eliminating all the prisoners before they reach the tree house extraction point. 

(NOTE) There will be 2 signals to start. The 1st siren starts the Riot & the 2nd signal siren 

starts the reinforcement guards to clear the AO. 

How to win: Guards must eliminate all prisoners in the AO. 

Prisoners must get at least one player to the extraction zone without being killed. 

(NOTE): Prisoners cannot be killed while inside the prison but once they have left the 

building only have 1 life to make it to extraction point.  

Front Guards if shot by a prisoner must walk to the respawn point that the rest of guards 

spawned from before they can engage any prisoners. 

 

Last man Standing 

Every man for himself / 1 - 2 rounds / AO size reduced every 5min. 

Game: everyone vs. everyone last man alive wins. Players will be given 2 min to set up 

anywhere on the field before the game on siren sounds and play can begin. 

 The 2nd siren will indicate that the play area is reduced to only the main town area and all 

players have 1 min. to get in the zone. (inside the tree line) 

The 3rd siren will indicate that players have 1 min to be within an 100ft area around the 

pool.  



 

 


