Chance Lyon, Mike Kersey

CS380-B

10/15/2006

Project Proposal
Blunt Force Combat
Overview:


Blunt Force Combat is a medieval warfare simulator.  It pits two large armies against each other on a battlefield to fight to the death.  Each army has a dynamic composition and leadership, which determines what units to deploy and how. Formations, terrain, and multiple winning conditions drive these decisions.  At the high level is a general, who chooses squad types, and directs squads on the map to attack and move.

The middle level is the leader of a squad, who decides which formation to use, and where to attack at a tactical level (for example a wedge formation splitting an enemy line formation).  At the lowest level are the units themselves, who react only to nearby enemies and allies.  They decide which unit to attack and control their own movement.


Battle resolution has a few options:  First, if an enemy general is killed, the enemy loses, Second, if all units are killed (leaving the general), they lose.  


Combat resolution is a time-based random chance based on the “Two men enter, one man leaves,” style.  When two units of opposing factions enter a combat area, they fight for a limited time, and one dies. There are no statistics other than movement speed at the unit level.

To make a balanced and interesting battle, we will be using a rock-paper-scissors approach.  There will be three formations, and three unit types.  The number of allies in the squad nearby will also play a factor (bravery or morale).  In addition, the leader and general units are extra-strong.  These factors combined make Blunt Force Combat appealing and entertaining to watch.
Key Features:


Formation Movement


A* pathfinding


Hierarchical AI


Formation Based Combat Model


Multiple Procedurally Generated Armies that Fight


Finite State Machines


Graph-based army analysis (optional)

Engine:


OpenGL


Height Map


2D Sprites

Battle Composition:


2 Armies


300 x 200 Height map grid

Army Composition:

5 Squads ( 100 units )

3 Scouts


1 General

General Composition:


2x Strong Unit


Protective Formation


Directs Squad Attacks


Chooses Squad Composition


Has at least one super attack
Squad Composition:


1 Leader


20 Units

Leader Composition:


5x Strong Unit


Selects Formation

Leader Attributes:


Formation – Line, Wedge, V


Wedge > Line > V > Wedge 

  
Preferred Unit - 
Unit Types:

Archer


Soldier


Berserker


Scout


Archer > Berserker > Soldier > Archer





All > Scout

Archer:

Can Attack from Range (10 squares + height above target)


Half effective in melee


Speed:  High

Soldier:


Only Melee


Speed: Medium

Berserker:


Only Melee


Speed: Low

Scout:  


No Attack


Speed: High

Arrow (Temporary)


Speed:  Ultra High (2x High)

Combat Resolution:


Two units enter square

Set Random Timer to resolve

Start at 50% chance to win

· Modified by formation type comparison with enemy squad.

· Modified by unit type comparison with enemy.

· Modified by relative unit numbers in each squad.

At end of timer, roll against our chance to win, one enemy dies.

Battle Resolution:


General Dies


All Non-General Units Die

Leader Promotion:


Squad Leader Dies

· New Random Squad Leader

· New Squad Leader chooses a formation (could be the same).

· Squad unit composition remains the same. 

Scout Functionality:


The general can only see what his scouts can


Scouts are sent ahead at the beginning to find enemy units


Once an enemy squad is revealed it remains revealed


The general can then assign squads to act based on the revealed squads.

