Das ist SCHLACT SYSTEM!

How to fight a battle in SoB (Name kept only due to original author’s inability to formulate a witty acronym) V.0.1

A. Involving Unit and Weaponry Statistics

Unit chassis, be that a fighter of a battleship, are just that, chassis. The weapon systems and equipment mounted on the chassis should, in accordance with real life, never be ‘fixed’! For example, a unit mounted with a missile launcher performs very differently from a unit mounted with a rapid-fire machinegun. The former would benefit from extended range and perhaps, a little increase in firepower, but never the flexibility and rate of fire of the latter. Nonetheless, with either ‘enhancement’ the unit remains that, the ‘unit’. 

1. Point Allocation System

The point allocation system of a weapon system and/or attributes of a unit chassis is determined by a player’s technology and/or funding. When a player reached a specific technological ‘era’, the point system allowed for the creation of a unit and/or a weapon system increases. The funding of a player determines how many points the player may purchase for a specific unit or a weapon system. The player can freely mass-produce units with attributes well below the maximum allowed points to save resources. Nonetheless, the points given ONLY serves as the maximum of points that could be used, it is entirely NOT required to use them all. 

2. Units

Unit statistics are defined solely by defense, armor and mobility. Defense determines how much damage a unit can withstand. Armor determines the unit’s protection against weaponry while mobility determines how far a unit can move in a turn. These attributes are determined by one’s current technology level. For example, if defense and mobility attributes are fixed at a maximum of 10, and the player is given 9 points (perhaps due to limitation of technology), the player must allocate those 9 points on each attribute. A unit may have mobility of 4, and defense of 5, meaning the unit may possibly move 4 spaces in a turn while maintaining only 50 as its base hit-point.

3. Weapon Systems

Weapon systems are a little bit more complicated than unit statistics. The effectiveness of a weapon system is defined by range and firepower, with almost no exceptions. Once again, the point allocation system applies. Weapon systems greatly differ in their function depending on technology level and funding applied into its construction. For example, a player is given 6 points for the creation of a weapon system. Range determines how far a unit may be able to fire a particular weapon, while firepower determines how much damage can be done once the target is struck. This may lead to say, a creation of a missile type weapon, with 4 for range, 1 for firepower. Such weapon may travel 4 grids on the combat map, with only the capacity of doing 1 point of damage to its enemy. 

4. Special Augmentations

Special augmentations enhance a unit during battle, and can create elements of surprise against unsuspecting enemies. Some augmentations, like shielding, is capable of decreasing any physical damage contributed to units equipped with such system, while augmentations like nano-robotics are capable of repairing a unit during battle. 

B. The Combat System

The combat system is the soul of any turn based strategy game. As such, it should be carefully articulated and explained here. In standard turned-based fashion, units in SoB are subjugated to certain combat commands. These commands are move, attack, form squad, and special attack depending on the player’s equipment and technology available on a unit. 

A. Combat Commands

The command move will obviously dictate the maximum capacity of a unit’s mobility. Attack will allow a unit to attack a target with desired weapon system. Form squad allows the formation of units of the SAME TYPE into a separated or an enlarged, group. Special attack is a different variation of attack. Usually, special attack involves the use of more powerful weapons or unconventional tactics against an enemy. 

B. Range Calculation 

The points allocated on the ‘range’ attribute of a specific weapon system determine the range of a weapon. A range of 6 means the weapon may travel at a max of 6 blocks to its target destination.

C. Attack Commencing and Calculation

Attacks may be commenced right after a unit finishes its movement or while the unit remains still. Each weapon systems have their own specific set of attack calculation. The higher the attack point, the higher the damage contributed to an enemy. For example, a weapon system with an attack attribute of 9 means it could contribute 90 damage to a foe at max. The calculation goes like this, [defense – (maximum damage - armor point)] x total units in a squadron = total damage done to a unit.

D. Battle Formation

Battle formation is also important during combat. One should never expose the weakest unit in front of the battlefield, but escorted by units with better defenses. Only units of the same type can form a squadron in order to lessen any inconsistencies and confusion. The maximum formation of a fleet comes in a max of 10 fighter squadrons and 5 capital ships, they composes of what is known as a ‘fleet’. If a player wishes to change a given squad formation, it must not exceed the said maximum. 

E. Weapon Types

There are 2 types of weapons, smart/homing and dumb-fire. Homing weapons can be fired at any direction, including attacking units that may be behind another unit. Dumb-fire weapons can only be fired on a 4 directions grid, and cannot attack units situated behind another. Resources required to develop each weapon differs, and homing weapons are more expensive.

Addition

Ammunition

Special Weapon Attributes

Special Functions

