Scenario Editor Manual


Welcome to the Scenario Editor (SE) of Panzer Elite. This tool allows you to edit a scenario and its terrain with all its aspects. Because the artificial intelligence is tied in closely to the editor you need to know our philosophy behind our AI system, so please read "Local & Global AI" below. We then describe each element of the SE briefly and will give you comments on each why we did it this way and some examples.





This Document is....


This docuemt isn't finished yet. It will be continuesly updated through the website. It was a decision of either delaying the tool to be published or this incomplete manual. I hope you understand.





Local & Global Artificial Intelligence


The AI of this game is far more complex than normal simulations. The reason is that more than one weapon category meets each other and thus far more options exist to fight than in other simulations, where basically they limit the combat to plane vs. plane or plane vs. ground targets.


In order to meet the demand of a proper AI in real time we developed the following system using a two folded approach: A scripted Global AI individual to each scenario and a real time Local AI for close combat maneuvers.





Global AI (GAI)


The global AI can be seen as the HQ commands given to combat groups. The GAI only knows the landscape from above (ie. in 2D) and units in combat groups (1-5 units). Its not the task of the GAI to decide a single units actions, merely its task is to form a decision base on which the individual unit can react better to the current combat situation. The GAI is implemented through the scenario editor and has the following components.





Combat Groups (CG)


CG's consist of 1-5  units (actually 8, but not used yet), most often of the same type. The individual data of these units is interpreted through statistics which the GAI uses to form decisions. Example: The amount of killed units, the amount of units fleeing the area or the overall condition of the units.





Paths & Areas


Additionally to the terrain features the GAI has access to defined areas & paths which are used for various objectives. These help the AI for many decisions and strengthen the computer player because simply good paths or positions are given to the AI by the scenario designer for free, the AI does not need to find all of them.


Paths helps the AI to find ideal passages through complex terrain, or to have a path for attack to give the AI a general direction of force, ideal withdrawal paths for faster reforming etc. Although paths help the AI to do some complicated things properly they will not be defined for everyday decisions like "go village" which will be calculated by the pathfinder.


Obvious uses for areas are definitions of victory conditions (mark villages or hills), entry or exit points for units and reinforcements or setup areas. Additionally areas mark good tactical positions for defense, offense or ambushes. Areas are also used to form artillery strikes (see below).





Scripts


The core of the general AI are the scripts. Scripting should not be mixed up with programming, because it isn't. Basically a script is a set of commands and options for the CG which are activated by events (also called a state engine). So for example a script could be activated when over 80% of the CG's units are destroyed. The command of this script would force the remaining units to disengage, withdraw and set their paths for the pathfinder to "safe", ie. finding protection would be more important than finding the fastest route. The pathfinder would take nearby ideal withdrawal areas into account.


Scripts can also have positions in them to direct CG's better in a overall sense. 


The scenario designer should feel like the army general commanding forces and telling them "if that happens then do this". The CG's of the computer AI also get scripts for general behaviour, tasks and goals. An example would be to give a tank CG the order to "move to village XYZ and hold that position". This goal stays in the CG's "mind" until it gets replaced by another through events.


Scipts also influence other scripts through parameters or can directly set the script for a number of CG's. Examples would be to put a general script in the HQ stack (scripts not assigned to a CG are stored in the HQ) to assign the withdrawal script to all units when overall casualties exceed 60%. This would retreat all AI units from combat when casualties are over 80%. 


Each CG has a set of scripts it can perform depending on events. For some further details read the AI part of the scenario editor below.





Local AI


We define local AI as routines performed for objects close to the player. This includes his crew members, wingman and nearby enemies. The following diagram lists the local AI modules and their dependency (update: diagram omitted). Note that the global AI sets the main parameters for these (the general task) and only the "evaluation & adaption" module changes local AI decisions what module needs to be consulted.





Movement


Different path finding algorithms are implemented depending on the "mode" of the enemy unit (or wingman, which uses the same). These modes are reckless, normal and cautious. 


The reckless pathfinder will find the quickest route to the destination depending on unit type (foot, wheeled, tracked). Each unit type has its own "movement table" for each terrain which the pathfinder takes into account. This pathfinder takes the most time and spends less on spotting enemy positions.


The normal pathfinder uses a modification of the reckless but allows more time to be spend on searching for potential enemies. This is the default mode for most units.


The cautious pathfinder uses a special version to look for cover. The unit then moves from cover to cover in intervalls. Between these intervalls the unit stops and spends some time to try to spot enemies before ontinuing its movement.





Attack and Defense


Attacks are either vs. a unit, platoon or area. Unit attacks are just that: depending on target type the unit engages the other. If the distance to the target is not optimal for its weapon it will also move to change the distance. Attacks vs. platoons means that he will choose a target from that platoon first before it engages. The difference is in focus of the attcker, ie. a unit attacking a platoon concentrates doing so until the platoon is gone and tends to ignore other targets (with the exception of threats) while a unit attacking a single target can re-evaluate its targets anytime. A unit attacking an area has no individual target assigned and shoots the area to supress the enemy (lessens their chance to shoot back) to let other units move closer. Attack area also is used to attack dig in infantry in dense areas like buildings.


Defense is a modification of the above, only that the unit does not optimize its range (ie. doesnt move our of its assigned position) and tends to retreat sooner. Also the unit is far more likely to look for cover than to drive in the open to attack.





Unit Specific


The default AI is written to handle tanks tactics. Other units are the exception to the AI and vary in some aspects.





Infantry


This unit type is the most common exception to the AI and has special cases assigned to it. First an infantry unit which does not have anti tank capability tends to avoid tanks. Only in dense areas the infantry will engage tanks at very close range. Also infantry tends to use cover more often when moving. Generally Infantry tends to fight soft vehicles or other infantry first before engaging tanks.


Infantry consist of 5-10 men with standard weapons (rifle & grenades). Additionally they can have weapons like light machine guns or anti tank weapons. Depending on these weapons their priority targets can shift.





Guns & Artillery


Most artillery for indirect fire would be offboard, ie. outside the combat area. Artillery strikes thus can be set to come off the board (non engagable) or on board, the latter engagable. Artillery can be either AI controlled or player controlled with a designated area for impact.


Artillery have parameters like caliber, area of effect (row, square, line etc.), starting point and ending point, number of strikes etc. Basically its a preplanned incoming shelling in  acertain area which will move to another, thus making artillery barrages possible. The preplanning can be either event controlled (if enemy in area x do strike) or time controlled. Strikes only operates on areas. Basically the player marks an area on his map and calls an artillery strike with 2 or 3 options to choose from. The time when it should come can also be set with a certain minimum time for preparation.





Spotting and Searching


The computer has all units in the players vicinity listed.. This module now calculates which units see each other or, if not, what chance there is that they spot each other. Additionally each unit has a search mode where it actively looks for enemies. This increases the chance of course. Other parameters decrease the chance like being in motion, bad visibility (weather, smoke) or stress (too many enemy units nearby).





Evaluation and Adaption


The main reasons for a combat group to change commands comes from the global AI. Either the specified event becomes true and changes or the current task is completed and the next one will be assigned.


General events specified in the scenario editor can also change the task. "Losses" will switch tasks when the unit suffers losses, "under fire" will change tasks when they are under fire, "spotted enemy" will change task if they spotted an enemy for the first time, or "general retreat" will withdraw a unit from combat if a general retreat is ordered via the events.


Additional parameters the decision can obtain is the strength ratio of enemy to friendly units in a given range. The evaluation routine calculates the strength of each combat group (with modifiers for damaged, wounded, morale, experience etc.) and weights is against the strength of the nearby friendly units. This modifier in return can be used by the scripts of the scenario editor to give units other co mmands when this ratio drops below a certain value.





Crew Members AI


As explained in the design crew members have their own functionality. Their main task is to spot enemies. This chance is predefined by a visibility table and modified by their skill levels. The visibility table is dependent on the type of terrain the spotted unit is in, the range to the unit and the objects in between (trees decrease the chance). Other factors like weather and stress (measured in enemy units close to the player) modify this further.


The gunner is the only other crew member with custom AI because he needs to aim and shoot automatically. This AI is the same routine as the local AI of the computer enemy units and refers to the real ballistic formula used in the game to hit enemy units. Of course this chance to hit is modified by the skill level of the gunner, his visivility to the target and wether or not the target is moving.





Wingmen


Wingmen use most of the enemy AI routines because their task is identical. Their only modification are the player commands they follow plus their focus on protecting the player and forming formations with him.





The Basics


A scenario consist of the map, the units, areas & paths, scripts and settings. When you open the scenario editor you see a default map. This can be later changed into any one from the landscape editor. To the left you can the the floatingpalette with the following commands.


�


The arrow tool enables you to modify any existing icons on the map. You can change areas & paths, move units and access other tools.


The attributes command gives you access to the selected objects settings. Areas, paths, strongpoints and units are all selectable objects.


NOTE: You can switch between those two tools quickly with the "S" key.





�


Create area will let you draw a rectangular area. A settings menu will pop up with some options. "link to other areas" will allow to draw multiple, overlapping (!) areas which will be considered as one for gaming purposes. The other setting will select the primary use of the area. The name is important to give you access to this area from other SE units like script.


Create path is identical to area but will create a path with multiple nodes. You can end the path by clicking on the last node again. The following pop up will give you similar options as with create area. A path can have a width for each node, ie. You can narrow a path when it runs through a valley and widen it again when it reaches the area therafter. One note: clicking on the first node again imediately after selecting the create tool will create a point, another legel option for this tool.





�


Strongpoints will allow you to define positions and an assigned direction which you think is a good unit position. Combat units will look for these first if they are in the immediate vicinity. Note that strongpoints within areas are assigned to the area and thus can be found more quickly. Clicking on a strongpoint with the attributes tool will allow you to filter a strongpoint for either infantry, guns or tanks.





 �


Place Unit will activate when you select a group in the units window. Simply click into the map to place the combat group. Note that to place individual units you have to switch the toggle "units/groups" (see below).


The unit direction button allows you to set the direction the unit is initially looking to. The default direction will be to the enemy border (see border definition below).





�


The palette above allows you to hide certain SE elements. In order these elements are: paths, pathnames, areas, units, nodes, selected nodes and width of paths. Simply click on a button to hide the specific element, click again to show.





�


The group/single button switches between two displays: groups only and single units. Most of the time you will work with groups only, but to position single units you need to switch to the other mode.


The group direction button allows to hide the arrow of units which shows the direction they are looking to.





Scenario Settings


The global settings allow you to enter scenrio specific data like name (which appears in the campaign!), hostorical date and time, temperature, misc. texts and weather events.








Language is set by load time and defines the current language you are working in. This is for translation work only.


Scenario name is the name which appears in the campaign menu and which the player sees. This is NOT the saved scenarios name.


Date and Time lets you define the historical date/time the scenario is playing. The time also sets the clock accoringly (and the suns position) and sets the relative timer all timing events refer to. Important: Set this timer first because changing this will make all absolute timer events useless if they fall before the time ou set.


Temperature is just that.


Clouds define the cloud layer. You should not define snow or rain events with clear, blue sky!


Weather events are timed events which change the weather for a specific amount of time. Wind, rain snow and thunderstorms are examples. The name of the event also mentions what the two last parameters set. Start/Stop are the start and stop times for the event.


Variations are the chances for each scenario variation to happen. You can then give each combat group an A/B/C for each variation it should appear.


Texts are for briefing and debriefing. A separate document will describe exact functions of those. It is possible to enter commands into brackets Example:[circle (first german), 30] to draw unit symbols, lines, arrows and circles on the briefing map while the text is displayed.





Border Settings





The checkmarks in this dialog represent the ownership of the borders at the start of the scenario. A checkmarks is german ownership. This is important for things like withdraw, arriving reinforcements, airstrikes etc.





The Editing Process


In order to edit a successful scenario the philosophy of the AI should be known (see first paragraphs). The following represents a rough guide in which order to edit the various elements.








The Script Commands


In order to give general commands to a platoon a script must be created. this script is event based, ie. it can be changed by an external event to another one. To access scripts use the ScriptList button in the editor. Selecting a different platoon will show its script list.





Script Order of Execution


The first script to be started is the topmost of the list (mostly with time or always setting). The script system now checks all scripts wether their event becomes true the "true" script with the highest priority (or is before the other script in case of equal priority) gets executed. When a script gets interrupted in this fashion (ie. another script turns true) the mode of return is defined in the "Return" setting (see below).





Variable Definition


This box has three parts: The first line defines the variables of the current script, the second line the event which activates it and the other lines are the script commands themselves.





Name


The first box contains an 8 letter name which is used to refer to that script. Its important to use shortcuts which are unique and easy to remember because other combat groups can access this name. Limit is 8 characters or numbers and should start with a letter.





Description


The longer box contains a description and has no further function. It should document the funtion of the script box and is for reference only.





Behaviour


this selection shows the behaviourset the platoon should refer to when that box is active. this means that behaviour sets can only be changed when the scriptbox changes as well. this allows units to act differently when events change.





Priority


default priority for Always scripts is 0, all other scrips are 1. When more than 2 events become true higher priority will be used first. If the priority is the same the order of the script commands will determine which script is executed (top first).





Return


Here you can determine what happens if the script gets interrupted. Options are:


Delete: disables the script for the duration of the scenario


Return to Top: returns to this script to the top (ie. first command)


Return to current: returns to the last active command of this script


return to next: returns to the next command (nice to skip a guard order which got interrupted)





Event Type Definition


This box defines the event type with its parameters. If this event is positive the scriptbox will activate, thus changing the commands of the platoon. The events are as follows:





Always


This marks the default flow of the commands. All scripts for a single platoon which have "Always" as its event are done in order of sequence. Event based scripts can interrupt this flow and will return when finished. Exception: Events that are marked as "G" in priority will change the "Always" path to themselves.





Timer


This event is timer based and has the option to activate on a specific time (on) or after a certain period (after). Note that you must specifiy the start time on the global settings for time events to work properly.


The format of the time is hh:mm:ss, if you enter only a number it is being converted to minutes, ie. 39 means 00:39:00, while 1:30 means 1 hour, 30 minutes.


An asterik before the time means a relative time after scenario START. Exmaple: *00:15:00 means 15 minutes after starting the scenario. A plus sign means time relative to the current time, ie. +00:15:00 means 15 minutes from now (see wait command for usage of this).





Global Event


This script will activate when a global event becomes true. Global events can be the Userflags (see below), and various states of global scripts.





CG State


This setting allows one platoon to act depending on the state of another. After selecting the combat group you can select between:


Misc: "destroyed", "withdraw" which is obvious


Scriptname: When a specific script is active of the selected combat group


Area: If the specified combat group is in a specific area.





Victory Goal


This setting allows a platoon to act on scenario goals state. If a goal becomes true or is still false the platoon will switch its scripts accordingly. Note: When acting on goals being false that box will become automatically active at start (of course). Please be advised to use that cautiously. 





Area


This event type reacts on areas defined in the scenario and certain units to be within. As long as the dfined units are in the area this event will be true. Settings are EnemyAll, EnemyTank, EnemySoft, Friendly as above and finally Player(me), PlayerAll, Player(other). Player(me) means the players side, while Player(other) means his enemy.





Script Commands


Move


After defining the movemode (cautious, normal, reckless, road, scout) the script allows to select a destination:


Misc: nearest or target type (definition still not implemented)


Path: Select a path to move to and use


Area: Select an area to move to


CG: Select a combat Group to move to





Note: The mode scout will keep distance to enemy depending on target. Spotted is enough for most modes, while when specifying a specific combat group as a target the scout will move as close to identify the target as well.





Engage


Engage will attack the specified target with the defined attack pattern (cautious, step by step, reckless, clear). The target can be either a target type, nearest enemy or an area. Note: Clear an area means to destroy 90% of the specified area.





Scout


*deleted*, modifed move command takes over that role (see move scout target)





Defend


This acts like engage, only the opposite. Parameters besides the target to defend are patrol (for areas), aggressive (ie, attacks threats immediately), ambush (for areas) and convoy. Note that convoy should only be used when the target to defend is a combat group.





Withdraw


This command lets the CG withdraw in a defined state. Reform means to look for similar fated CG's and try to build a new platoon. Panic is a direct retreat to friendly borders while defense is a slow retreat while defending the area. A tactical retreat means that the withdrawn CG tries to join other units in the area to support their script.


The target to retreat is either friendly borders (as defined in the borders setting),  path, area or even a combat group. Note however that a withdrawing CG with a CG as a target could under circumstances retreat forward depending on the location of the target.





Set


This sets the Userflags either true or false. This is for "handmade" events. For simplification we only support 3 user events, its easier to debug. Don't ask for more, you won't get it, try a more simple approach if you think you need them.





German/American


This defines an artillery or airstrike to come down. You need to define the air/art. strikes first before you can access them here. As a target only CG's or areas can be defined. Note on targeting CG's: Do not target the player with air or artillery strikes unless you told him that this is coming through the briefing or messages. Otherwise its pretty unfair because the player will be targetted anywhere on the map!





Wait


This is a wait order to allow units of a convoy to load or unload "cargo". This delay can be interesting for convoy/escort scenarios to let other CG's which sould ambush the convoy to react on that command. 





Scripting Scenarios


First its important to realize that you, as the scenario editor, are not in command of the units. You are the director of a battlefield, like the old hollywood movies. You tell each platoon their orders to explain their role in this battle. then you give them alternative commands in case something changes suddenly (=events).


You should NOT give a unit orders which are too detailed. Let the events guide the platoons around the map and remember that somewere is the player who can mess up things. Also remember that some goals of the player are dependent on computer controlled platoons, so better make the scenario work that he can achieve those.





Panzer Elite Script AI Documentation





Overview


Scripts can be applied to combat groups only. There is no such thing as a script for a single unit. Inner platoon tactics are AI controlled. The only thing the AI scripter can influence is the general behaviour.





Global Settings


The Global settings should be set as the first thing when you edit the scenario content. 





Settings


Language:	Automatic set by language you save


Name:		Name of Scenario. This name appears in the game!


Variations:	The chance which variation is being choosen (combat groups got variation settings)


Name Briefmap:	The filename of the birefing map. Will be set automatically (scenarionamemap.bmp)


Environment:	Historical date & time of scenario (important for time events!) and 


Duration:	Timelimit of scenario. Be careful with short time limits, but some scenarios should offer it





Load/Save Languag:	You can reedit the messages and text files and save them under another language


Edit Messages:		You can edit the messages which can be send by events or scipts.





Text


These boxes let you edit the texts which are part of the briefings. The various groups are:





Mission Goals Text


This is the text which is first displayed before the briefing, the Introduction of the scenario.





Mission Briefing Text


The briefing itself. Refer to the briefing commands how the birefing must be edited.





Mission Aid Text


The text which the ADC gives you as hints and tips for the scenario.





Mission success Text


If the mission is completed successful this text should conclude the introduction (Goals Text) to describe what happens.





Mission Failure Text


If the mission fails, you can describe the grim circumstances under which the player looses…





Scriptblocks


A script is attached to a platoon and is divided into script blocks. Each block has a condition when it should be executed (event based). Three separate sets of scripts can be defined and switched in between.





Parameters


A scriptblock has the following parameters listed:


Name:		Name of Scriptblock, limited to 10 letters


Description:	short on liner as comment for description (like "Attack Village St.Restan")


Behaviourset:	The behaviour of the platoon for this scriptblock (when and who to attck etc.)


Remove on exit:	The script is deactivated for the entire scenario when another event is executed


Return to top:	The script is started new from start when left for another event temporarily


Priority:		When two events demand two scripts to be started at once priority takes precendence


ScriptSetIndex:	3 Sets are attached to a platoon, this sorts the script into on of those three





Events


The type of event defines when exactly the script is being launched. This can be a multitude of things and are listed below. If two events become true the priority setting (see above) is decisive which comes first. If priority is equal the order in the script block defines it (top first).


Events have up to 3 parameters. If not used they are listed as "none" below. The AI scans all script blocks and checks wether their condition is true or not. If yes the one it finds with highest priority is exectued. If the AI does not find a script with a true event it defaults back to the always scripts. If all always scripts are removed it will continue on the last script which was executed.





Always-none-none


Default script which is executed first. Multiple always scrips can follow each other and will be executed in order top to bottom. Always scripts should have the switches defined (return to top or remove on exit).





OnWithdraw-none-none


This event is true as soon as the platoon attempts to withdraw. This scriptblock, when present, decides two things: Where to withdraw to and (if necessary) to switch the scriptset. The commands of a OnWithdraw block are predefined and are limited to:


Withdraw-none-Area


GotoSet-none-Set1


The withdraw AI now chooses one area which is nearest to the platoon but furthest to the enemy and goes there. When arrived the platoon switches scriptsets as defined.





TimerAt-00:00:00-none


The event becomes executed when the timer setting is true. Two timer settings are valid: absolute or relative. To make absolute timers work you need to define the scenario date and time in the settings. Times are defines as follows:


Absolute:	15:45:12	quarter to 4 pm


Relative:	+00:10:00	10 minutes after scenario start


Relative:	*00:10:00	10 minutes after scriptstart (NOTE: not applicable here, but used below)





GlobalEvent-Flag1..3-true/false


When userflags are set scripts can react to them. We support 3 flags only (to lessen confusion), and they can be set to true or false with scriptcommands (see below)





MissionGoal-goal-pending/success/failed


Depending on the status of defined mission goals scripts can be launched. Note that when you change the definition or name of goals you need to update the script with the correct name





CGState-CombatGroup-destroyed/withdraw/spotted/identified/scriptname/area


Depending on the state of a platoon (=Combatgroup) scripts can be launched. Parameters are:


CombatGroup:	The group which state is checked


Destroyed:	when the CG is destroyed the event becomes true


Withdraw:	when the CG withdraws


Spotted:		when the CG is being spotted, is true as long as the CG remains seen by enemy units


Identified:	same as above, only identified (usally range is less)


ScriptName:	If the CG executes a specific scriptname


Area:		If the CG is in a specific area





Area-area-unitlist


This event is being executed when certain defined units are in the area. The units to be defined can be choosen among the following:


Enemy:				Your opponent, depends on side your are playing


Friendly:			Units on your side


Enemy/Friendly All		Any unit type


Enemy/Friendly Soft		Any soft vehicle or unit (infantry, trucks, jeeps etc)


Enemy/Friendly Tank		Any armoed vehicles (tank, assault gun etc.)


Player All			Any player (important for multiplayer scenarios)


Player Me			You, the player


Player Other			Any other player but you


UserDefined 1..3			A userdefined type, seee definition of user types.





Script Commands


Under the event definition any number of script commands can be defined. They will be executed in order top to bottom as soon as the script is being launched. When the script is interrupted and being returned to afterwards the "Return to Top" flag determines wether the script is being continued or started all over, or even being deleted ("remove on exit" flag).





Move-How-Where


Simple move command. Note however that the behaviourset associated with the scriptblock still can force the unit to engage units it comes across.





How: 


Step-by-step:	Tactical movement: half moves ahead, other half spots/covers, then vice versa


Scout:		Same, only one unit advances (scouts), others follow up when scout stopped


Normal:		Normal formaiton movement


Road:		Normal movement, sticks to road (column movement)





Where:


Path		Uses defined path as movement guide (moves from node to node)


Area		Moves into specified area until all units entered


CG		Moves to specified Combat Group whereever they are





Engage-until-target


Engages specified target until condition is met. Conditions are:





Until:


Xxx%		Until xxx% of target destroyed (combat group target only)


15:34:00	Until absolute time reaches 15:34


*00:10:00	for limited time: 10 minutes relative of script start


+00:10:00	for limited time: 10 minutes since scenariostart





Target:


CG:		Combat Group specified


Area:		Any target within Area


UnitList:	Userdefined unitlist





Defend-How-Who


Defends or protects target. Defending area includes moving into the area and use strongpoints (if defined). Defending a combat group means targetting all units targetting to be defended CG. If you want to defend a moving combat group use convoy command with that unit.





How:


Leave Area:	Defending units may leave area to hunt attackers


Stay in Area	Defending units will stay in area and won't leave it





Who:


Area:		Specified area. Note: Strongpoints in area will be used


CG:		Specified CG will be defended





Withdraw-none-area


Withdraw commands, only to be used in "OnWithdraw" scriptblock. It lists alternative areas the AI analyzes and picks on from (see OnWithdraw above)





Set-UserFlag1…3-True/False


Sets one of the three global userflags true or false. The global event can then react to it and change scripts or commands.





German/American-Strike1…5-Target


Issues an artillery strike immediately on target, no delay. Any delays should be implemented with the Wait command (see below).





Strike:		Number of the artillery strike slot as in "Define Artillery Strike"


Target:		Area or CG to be targetted. Note: Targetting a CG means lots casualties





Wait-Time-none


Waits a specific amound if time. Note: Events can still interrupt wait commands.





Time:


15:32:00	Until scenario time reaches timer


+00:10:00	10 minutes relative to scenario start


*00:10:00	10 minutes relative to script start (should be the most used version)





Unload-none-none


Unloads any cargo the unit has (infantry gets activated and execute the always commands.





GotoSet


Activates another set of scriptcommands, ie. Switches the whole set to an alternate.








Behaviour Sets


Behaviour sets are attached to each scriptblock and define the general behaviour of the platoon regarding things like spotting, under fire, out of fuel etc. You attach a behaviour set to a platoon by choosing on of the presets. You can modify any of the settings for each scriptblock for customization.


The settings and their results are:





Threatlevels


ThreatLow


ThreatMedium


ThreatHigh:	Range<X,	Dice<X,	Engage/Smoke/Ignore ELSE Engage/Smoke/Ignore





This setting defines what the platoon will do when it encounters an enemy unit. You can set the reaction depending on threatlevel and range of the unit to yours.


A threat is defined as how well the opposing unit can penetrate, ie. Damage you. A low threat is someone who barely can harm you, medium threats could harm you under circumstances, high threats can harm you by fireing at you.


The range setting defines the range under which the following reaction will only be executed (ie. Units of the threalevel but longer range gets ignored):


Dice<X 		defines a random element


Engage:		Attacks the unit


Smoke:		Provides a smokescreen to block vision (if available)


Ingore:		Ignores the unit





EngageTactic:	Defines the tactic used when engage is executed under above conditions. A dice range is available to provide a random factor.





WithdrawCondition:


Defines when the platoon withdraws (Onwithdraw becomes true). Settings are:


Platoon<5,4…2:	When platoon strength is under value withdraw is initiated


AmmoLow:	When Main Gun ammo is low


FuelLow:	When Fuel is Low


GunDamaged:	When Main gun is damaged





UnderAttack:	Defines what the unit does when it is attacked. Options are Engage, smoke, ignore as above.





Explanation


We thought it necessary to give a platoon a set of orders what happens when the unit gets attcked, damaged, runs out of fuel etc. Instead giving global settings we allow each platoon a different behaviourset for each scripblock. Why? Well, sometimes you want that a platoon ignores all enemy and reaches a specific area before it is drawn into any combat.


If you give most units the engage command in the behavioursets the game will come to a "lock" real fast: As soon as units see each other they stop and shoot at each other. To provide dynamics and fluid battlefields the settings provide the tools to implement that:


Engage can be limited to high threats and different ranges


Engage can be set to step by step which moves closer and closer to the enemy, thus changing the threat level a swell (being close is calculated as a higher threat because you can penetrate the armor better)





User Defined Unitsets


With this option you can choose any unittype you defined in platoons and put them in a list. This list can be used for engage to pick specific units to attack. Exmaple: The player has the mission to destroy any anti aircraft guns in the game. Now are those distirbuted among many platoons. In order to specifiy a target or event you need to put all antiaircraft guns into one userdefined group.





Artillery Strikes


Artillery strikes are predefined and sets not only the number of strikes available to the player but also defines the types of strikes the AI can use. The parameters are:





#	Guntype		Guns	Volleys





#:		Number of available airstrikes of the type for the PLAYER


		If this number is 0 that type of strike is only available to the AI


Guntype:	Size of guns used


Guns:		Number of guns, ie. Shots fired for each volley


Volley:		Number of times all guns shoot at target





Note: 4 guns with 10 volleys shoot 10 times with four guns. 10 Guns with 4 volleys shoot 4 times their guns. Difference is the time factor or intensity of the fire.





Mission Goals


We got 4 different types of goals:


Primary:			Must be completed to finish scenario


Secondary:		Optional, completion will score full points


Bonus:			Gets bonus points/skills/Medals


Hidden:			Cant be seen by the player until he fullfills them (replay value)





We define 5 different types of tasks:


Destroy:			Player needs to destroy x% of the units of a CG or within an area


Identify:			Player needs to identify x% of the units in a specified CG or area


Survive:			x% of the units must survive until end of scenario


Arrive:			x% of the units of a CG need to arrive in a specified area


Clear:			Specified area needs to be cleared of any enemy units





Percent:


In order to give the player better chance to succeed a x% value can be entered. Reason is that if you give the player the tak to clear an area a single soldier running around will hinder that mission goal to be completed. So use 90% as a max, on tough tasks you can lower that value.





Description


To better identify mission goals you can enter a remark here. Its not being used in the game, only for better verification of the scenario.


In order to make those mission goals more interesting they should be described creativley in the briefing. A "Clear Area Village" can be described in the brief as:


Conquer the village


Search and destroy all units in village


Some enemy is hiding in the village, find them and rout them out of the village!


The user should not get the impression that "only" 5 different tasks exist. Also think about combinations of mission goals like "Clear Area" and "CG need to Arrive in Area", meaning that if the player doesnt clear the area in time the CG will never arrive in the area as well.





Combat Groups, Platoons and Units


To define a CG just rightclick on the nationalities flag. Give the CG a name. Note: The name is used as a reference, so make up you mind because changing it afterwards means trouble with scripts.


NOTE: The Player on the german side is Platoon Falke, on the American he is platoon Alpha. Complementary platoons are Bravo, Charly, Delta for the americans, Adler, Bussard and Habicht. Those names should be only used to platoons associated with the player and his goals. Secondary platoons with other goals (ie. Only to create larger battlefields) can have any names, but remember, those are used in the game.





Settings


The variation settings come up. Checkmarking one means the combat group is active for that variation. Example: Only checking "B" means that combat group is only active for the scenario if variation B is being selected by the random generator.


Reinforcement means that the platoon is not visible until after a global event sets them into the game (see script commands).


Loaded Infantry means that the CG directly underneath the platoon is being loaded into. Basically it means the infantry is handled like a reinforment and will unload (be created) on command or on engage.


Score is the additional point value the player gets for destroying all elements of the platoon in ADDITION to the single units value. Set this value only for difficult platoons (ask Sidi for point values)





Units


If you add a unit the requester shows all available. Units which have mismatching availability dates (compared tot he scenario settings date) will be displayed in red. An abreviated form of the main guns is displayed for better identification. For available modifications the checkmarks will light up. By default all units have 80% fuel and 80% ammo (ie. They have dirven there plus already fought).





Player Platoon


In order to define the player platoon set the combatgoup settings so that all variations are off (ie. Uncheck ABC). Note that the display now shows "Player" in the platoons headline.


IMPORTANT: The side you define the player platoon in defines the nationality the player plays.








...to be continued....


