XShadow's Battlecity Player's Guide


Revision Two, released August 18, 1998





Preface:





It seems like the player of today would have an advantage knowing the ins and outs of the game.  For the player who wants such an advantage, I present the Battlecity Player's Guide.





-XShadow, Lieutenant(1.6k points), ex-Major(7.7k points) dated August 18, 1998





Revisions:





Revision Two: Revised some damage factors, added some stuff.


Revision One: Initial release





Distribution Requirement:





This document is to be distributed to any player wishing to have it at no cost.  I want to promote FREE understanding here, not to turn a profit to people who already have it.





Future updates may be obtained at:


http://www.angelfire.com/wa/xshadow/bcguide.html


-or-


http://shadow.8m.com/bcguide.html





(Probably the first one, for now)





Webmasters may provide a link to the BC Player's Guide site, but not to the actual file itself.  Those wishing to distribute the file on their site or to distribute a modified file for their own purposes should contact XShadow at _xshadow_@yahoo.com.





Battlecity Keyboard Controls:





[arrow keys] - move


[u] - pick up any item underneath


[d] - drop selected item in inventory





[p] - Displays rank and number of points


[n] - Toggles name option


[c] - Opens chat box at bottom


[q] - quit





[shift] - fire weapon(if Laser or Cougar Missile present in inventory)





Battlecity Technology:





AV Laser Research 


> Time Bomb Research 


> Orb Research 


> Cougar Missile Research 


> Wall Research; Walkie Talkie Research





Sentry Cannon Research


> First Aid Research


> Anti-Tank Mine Research


> Plasma Cannon Research


> DFG Research


> Sleeping Sentry Research





AV Laser:  The standard weapon.  Press [shift] to fire.  The AV Laser will damage anything except for rocks, sand pits, and terrain.  The AV Laser inflicts one point of damage to anything it damages.





Time Bomb:  The weapon of choice for attacking.  Double-click to activate.  Once activated, Time Bombs may not be transferred between players.  After a Time Bomb is dropped, players have ten seconds to destroy it(by means of a laser or missile) or it will detonate and inflict massive damage to anything within one square of it.  The Time Bomb will kill other players happening to be in the detonation zone and all buildings can be destroyed with two.  The Time Bomb has no effect on the City Center.





Orb:  The ultimate weapon.  While useless in inventory, if placed on an enemy's City Center, it will destroy the city and all inhabitants if the city has eleven or more buildings, or an Orb Factory.  Scoring is as follows:





Orb Factory; less than 11: 20 points


11 - 15 buildings:  20 points


16 - 20 buildings:  30 points


21+ buildings:       50 points





Cougar Missile:  The best projectile weapon, it will inflict damage equal to two and a half times that of the laser.  However, due to its massive damage capability, it may not be shot while moving.  The Missile will damage anything that the Laser can, and is an excellent supplement to most attacks.





Wall:  Walls are useful for blocking off enemy access to certain areas of your city.  They can handle fifteen shots of a Laser, six shots of a Cougar Missile, or one Time Bomb.   They are most effective when placed in the City Center(the 'no parking' zone).





Walkie Talkie: Walkie Talkies are useful for communication; anyone can transmit information to everyone in the same city with a Walkie Talkie(and anyone else in the same radar screen).  This allows attacks to be coordinated; commandos to be recalled, and communication to take place over long range.





Sentry Cannon:  Sentry Cannons are the backbone of the defense.  They will prevent enemy movement through the square on which they are placed, and will automatically fire shots as powerful as Cougar Missiles towards a nearby enemy.  They will deter less-determined enemies from attacking your city if placed correctly; they may kill more determined enemies if they are careless.





First Aid:  First Aid will restore all health to a player when double-clicked.





Anti-Tank Mine:  Invisible to the enemy, they inflict damage equal to two cougar missile shots when trampled on by an enemy tank.  Useful to guard factories and entrances to the city.  However, a Laser of Cougar Missile will destroy a mine.





Plasma Cannon:  The big guns of your defense, they inflict damage equal to six laser shots when a shot hits an enemy.  They function as Sentry Cannons, only that their shots appear as red balls which have longer range.





DFG:  Nicknamed "Mantraps", DFGs will prevent all movement and external action(firing, laying a mine) of an enemy tank that treads on it for five seconds.  Like Anti-Tank Mines, DFGs are invisible to the enemy and are devastating when placed correctly.  They may be destroyed by a single shot of a Laser or Cougar Missile.





Sleeping Sentry:  These are just like Sentry Cannons, only that they are invisible to the enemy and trigger when the enemy is next to the Sleeping Sentry.  When triggered, they pop up and shoot at the enemy as a Sentry Cannon, with shots just as devastating.  Placed in an unwary spot, they can be an excellent guard to an attack.





Battlecity Damage Guide:





Hospital:  0 points of damage, restores 1 per second to friend or foe in the Repair area.


Housing:  0 points of damage


Research:  0 points of damage


Factory:  0 points of damage





AV Laser:  1 point of damage


Time Bomb:  25 points of damage if it detonates


Orb:  Special


Cougar Missile:  2.5 points of damage


Wall:  0 points of damage


Walkie Talkie:  0 points of damage





Sentry Cannon:  2.5 points of damage


First Aid:  0 points of damage


Anti-Tank Mine:  5 points of damage to enemy tank


Plasma Cannon:  6 points of damage


DFG:  0 points of damage


Sleeping Sentry:  2.5 points of damage





Battlecity Structural Guide:





Note: "HP" = Hit Point, for those of you who don't play RPGs.





Player:  10 HP





Hospital(0): 1 HP


Hospital(25):  50 HP; recovers 2.5 HP per second with housing nearby





Housing(0): 1 HP


Housing(100):  100 HP; recovers 1 HP per second if available jobs nearby





Research(0): 1 HP


Research(50): 50 HP; recovers 1 HP per second if housing nearby





Factory(0): 1 HP


Factory(50): 50 HP; recovers 1 HP per second if housing nearby





AV Laser:  1 HP


Time Bomb:  1 HP


Orb:  1 HP


Cougar Missile:  1 HP


Wall:  15 HP


Walkie-Talkie:  1 HP





Sentry Cannon: 10 HP


First Aid:  1 HP


Anti-Tank Mine: 1 HP


Plasma Cannon: 15 HP


DFG:  1 HP


Sleeping Sentry:  5 HP





Money Management:





Initial:  $20,000,000


Maximum:  $40,000,000





Hospital:  $2,000,000 to build; -500,000 each per cycle; provides 25 jobs


Housing:  $500,000 to build; +10,000 per resident per cycle, 100 capacity


Research:  $500,000 to build; -750,000 each per cycle; provides 50 jobs


Factory:  $500,000 to build; -0 each per cycle; provides 50 jobs





Note: Factories will cost you $750,000 per cycle when building products.


Note: Research and Factories will not function if not fully occupied.


Note: Research and Factories may only be serviced by Housing within 12 tiles.





Battlecity Item Placement Guide





0 = Will not block off enemy access to an area


1 = Will block off enemy access to an area





AV Laser = 0


Time Bomb = 0 [activated or deactivated]


Orb = 0


Cougar Missile = 0


Wall = 1


Walkie Talkie = 0





Sentry Cannon = 1


First Aid = 0


Anti-Tank Mine = 0 [although if they die, it's a success]


Plasma Cannon = 1


DFG = 1  [for five seconds]


Sleeping Sentry = 1





Hospital = 1 [the top two-thirds will]


Housing = 1


Research = 1


Factory = 1 [the top two-thirds will]





City Center = 1 [the top two-thirds will]





Item Placement Strategy





*Initially place Sentry Cannons on the City Center(one on each spot) to deter enemy attackers.  Then place Sentry Cannons near the City Center and the Sentry Cannon Factory to defend your city(while having Sentry Cannons for perimeter defense).





*The Ideal Placement of Sentry Cannons on the City Center is:





CCC


CCC


X   X


   X





Where "C" = City Center, and "X" stands for cannons on City Center "No Parking" Zone, and X is a cannon in front, being able to fire.





*For attacking and defense, AV Lasers are arguably better than Cougar Missiles, since you are allowed to shoot while moving, which is critical when facing turrets and mines.





*First Aid is cheaper to maintain than a hospital; it earns you $250,000 a cycle with Research and Factory fully staffed.  It is just as effective and portable.





*Time Bombs are more essential than lasers for attacking.  A single bomb deals damage equal to 50 AV Laser shots and 20 Cougar Missile shots in a single detonation.  They will deal damage to anything that an AV Laser or Cougar Missile can do damage to, so they are the ultimate attack weapon.





*Time Bombs deal double damage to housing, and factories and Hospitals when placed in the area accessible to players.





*Orbs held in an enemy CC(that is too small to be orbed) will not rebuild unless shot, or the Orb factory is rebuilt(demolish, then build).





*DFGs may be placed under a player to hold the player for five seconds.





*If a player shoots a DFG with a player stuck on it, the DFG will be shot and the player will escape.





*A player with Walkie Talkies, when transmitting information, transmits to all players in the immediate radar region and all players of the same affiliation with Walkie Talkies.





*Sleeping Sentries are occasionally visible to enemy players(this has happened to me; it's fun when it happens).





Battlecity Ranks





Private			0 points


Corporal		100 points


Sergeant		200 points


Sergeant Major		500 points


Lieutenant		1000 points


Captain			2000 points


Major			4000 points


Colonel			8000 points


Brigadier		16000 points


General			32000 points


Earl			64000 points


Duke			100000 points


Lord			200000 points





The Rules of Battlecity





1) No player may deliberately pick up his/her phone to artifically create lag to the server.  Doing so will get you reset the first time; a one-month ban the second time.





2) No player may attack a city of less than fifteen buildings without an orb factory and/or time bomb factory.  Otherwise you will be reset.





3) No player may use any version of Battlecity than those provided by CoDehammer at its website(www.codehammer.com) or the www.battlecity.com website.  If it is not there, you are not allowed to use it, and if you do, you will be banned from Battlecity(this includes those hex-edited by self or others, for text or for cheats).





Tricks of the Trade





Sorry, but you'll have to find your own tricks within Battlecity.  I have discovered six; you may find more.








*End of File*


©opyright 1998 by the Midnight Hour Programming Group.


