Al for ships

Name Description Range Description of Range

Damage How much damage g-100 0 - perfect
the ship takes (can 100 - Completely Destroyed
never be lower than
Maximum Heath}
Maximum Health The maximum ‘ v 89 - Near destruction
amourit of health a © O - N‘\M 0 - Always in perfect heath
Shlp can have

";'“ﬂ‘\ ’ . Xinab e £ repair _
e\/er ga(e/ r ' Y- paj (
Iy A ( J‘ )
Maximum Repair The Maximum 0-100 0 - Never repair anything
amount it can repair 100 - Can repair anything
%\Mﬁ\\ﬁ Ships in range Ir-;?‘v;emany ships in 0
. Friendly ships in Number of ships rated 0 -
E\\W"‘“‘“ range friendly >150
é, AINC Hostile Ships in Number of ships rated 0-
s Range as hostile < 100
Nerves Wlllmgness to-fight -100 to 100 -100 - Always run away
S4av) dnd Pk then Hop 100 - Always attack
{a¥ye Readiness Ability to quickly 0- 100 0 - Everyone asleep
make decision 100 - Full Alert
Fuel Amount The total amount of 0-
fuel
~nf « -BuetHPercent ~ The percentage of 0-100 0 Tanks Empty
{“\@‘a,@\ ~ fuel the ship has 100 Tanks Full
_ - i Hpi— 00— —— (. Not-UnderAttack
‘ ijf“ urderafad——————____ ——tYmderAttatk
Qﬁ&d!mess Willingness to help 1-10 1 Always willing to help
other ships 10 Rarely willing to help
Prewous V|ctones The number of battles 0 -

inwhich it considers
itself a winner
Previous Losses Number of battles in G-
which it fled orwas
seriously damaged
" How confident the -100- 100 -10 - Feels that it will lose all batiles
shlp |s in attackmg 10 Feels that it will win all battles
B ; 0-1 0 Nt in battle
1 In a battle




Continual ltems Changed

Name Description Checking Formula
Repair Improve Repair if {md*100 < repair)
Speed Repair = 1 + Repair
.v/ Damage Repair the ship if imd*100 < repair)

Damage = Damage - 1
O Readiness




Before any Iltems

Readiness
Name Description Formuta .
Readiness Modifiers to get active  If (Damage > 50) and (rnd * 100 > readiness) then
Readiness = Readiness + 1

Hostite ships More readiness if If (md * (Hostile ships in range) } > readiness} then

there are hostile ships Readiness = Readiness + 1
. in area

Friendly ships Relax if there are if (md * (Friendly ships in range) > readiness) then
friendly ships in the Readiness = Readiness -1
area

Under Attack Automatically improve i (Underattack = 1) then
readiness if the shipis Readiness = Readiness + 1
under attack

Prevent Underflow Forces Readiness to 1 if (Readiness < 1) then

if O or below Readiness =1 _
Prevent Overflow Forces readiness to if (Readiness > 100} then
100 if over 100 Readiness = 100

Repairs and Damage

Name

Description

Formula

Do not worry about

Repairing the Ship

See if ship Destroyed

Prevent from being
too healthy

Do not worry about
repairing if can not
repair or fully repaired
Repairs some of the
ship

Checks to see if the
ship is completely
destroyed

Prevent the ship from
being to healthy and
repairec beyond their
normal heath

If (Damagelg——“ Masimum Health) or (Maximum Repair = 0)
then End

If (Readin.ess > md *100) and (Repair > md*100) then
Damage = Damage - 1

if (Pamage = 100) then
Ship Destgﬁryed

It (Damage) FullHeath} then Damge = Full Heath
If (Repair > MaximumRepair) then Repair =
MaximumRepair




If (Possible Attack > 10) then Attack
If (Possible Flee > 10) then Flee

if bath are above 10 then the greatest is the way to go



Fleeing Logic

Initial Factors

Name Description Calculation Flags and Notes -

Record Starting initialDamage

information

Measure starting DistanceFromCenterOfEmemy =
distance AVG (Difference of ali Enemy

If the maximum

acceleration is

reached, and Delta of

distance is negative

then Each time unit
Aftacks ships if a
friendly ship is in
danger

If there is little fuel,
attack rather than flee

Low on fuel

Lots of Fuel Be more willing to run
if you have lots of fuel
if the ship is damaged
be more willing to flee
and less willing to
attack

If the ship is in good
shape be more willing
to attack

Damaged

in Good Shape

Repairable if the ship is able to

ships)

DistanceFromCenterOffriends =
AVG (Difference of all Friendly
ships)

InitialSpeed
InitialPitch
InitialYaw

InitialRoll

For each ship under
attack with opinion >
150

Possible Attack +=
{ShipOpnion -150) /
Friendleness

if (PercentFuel < 30)
then

Possible Attack +=
{30 - PercentFuel) /
10

if (Damage < 60) then

PossibleAttack -= (60
- Damage)/ 5
if {Damage < 10) then

PossibleAttack -= (10
-Damage) /5
if (Repair > 90} then



%’JGW (iﬁi;@) fage

Ldi onidkd

Doddle Aoults

Factors te-forto flee orveuls of bat
Name Acceleration Movement Flags
if no previous factors  Increase acceleration  Delta Pitch = 0 No Change
in the current direction Delta Yaw =10
Delta Roll = 0

Measure starting
distance

If Friendly ship in the
area is in danger

Low on fuel

Lots of Fuel

Damaged

In Good Shape

Repairable

Nerves

Attacks ships if a
friendly ship is in
danger

If there is little fuel,
attack rather than flee

Be more willing to run
if you have lots of fuel
If the ship is damaged
be more willing to flee
and less willing to
attack

If the ship is in good
shape be more willing
to attack

If the ship is able to
repair easily, may be
willing to fight more

How willirig are you to
fight

For each ship under
attack with opinion >
150

Possible Attack +=
{ShipOpnion -150) /
Friendleness

if (PercentFuel < 30)
then

Possible Altack +=
{30 - PercentFuel) /
10

if (Damage < 60) then

PossibleAttack -= (60
-Damage) 7 5
if (Damage < 10) then

PossibleAttack -= {10
- Damage) / 5
if (Repair > 90) then

PossibieAttack +=
PossibleAttack + 1

PossibleAttack +=
(PosssibleAttack *
Nerves} / 100

If (Possible Attack > 100) then Attack
If (Possible Flee > 100) then Flee



Start Attacking or Fleeing
Factors to if Attacking or Fleeing

Name

Description

Formula Attacking Formula Fleeing

m Ships in area

s Calculate Hostile

ships in the area

Calculates
Friendly Ships in
the area

if Friendly. ship in
the area is in
danger

Low on fuel

Lots of Fuel

Damaged

In Good Shape

Repairable

Battle History

Rosh 30 fpides 8 gk

Nerves

Sees if there are
any ships in the
area to attack
Determines the
number of hostile
ships in the area
and calculates
their strength

If there are
friendly ships in
the area, be more
willing to help and
stay

Attacks ships if a
friendly ship is in
danger

If there is little
fuel, attack rather
than flee

Be more willing to
run if you have
fots of fuel

If the ship is
damaged be more
willing to flee and
less willing to
attack

If the ship is in
goad shape be
miore willing to
attack

If the ship is able
to repair easily,
may be willing to
fight more

Helps determine
how much success
and failure it has
had in the past

How willing are
you to fight

For each ship with opinion > @Ee
and <¥a0™%sk. 1 =7

For each ship with opinion > (
and <100

Possible Attack += (100 -
ShipOpinion) / 10

Possible Flee += {50 -
ShipOpinion) / 10

For each ship with opiniong
e 63

Possible Flee -= (ShipOpinion -
150) /10
For each ship under attack with

opinion > 150 (ﬁ\@n@\(\\ﬁ%%

Possible Attack += {ShipOpnion -
150) / Friendleness

if (PercentFuel < 30) then if (PercentFuel < 30) then
Possible Attack += {30 -
ParcentFuel) / 10

Possible Flee -= (30 -
PercertFuel) / 10
if (PercentFuel > 70) then

Possible Flee += (100 -

PercentFuef) / 10

if (Damage < 60) then if (Damage < 40) then

PossibleAttack -= (60 - Damiagé)  PossibleFlee += (40 - Damage)
/5 /5

if (Damage < 10) then

PossibleAttack -= (10 - Damage)

/5
if (Repair > 90) then if (Repair < 30) then
PossibleAttack += PossibleAttack  PossibleFlee -=

+ 1 PossibleFlee -1
PossibleAttack += PossibleFlee +=
PossibleAttack + PossibleFlee +
PreviousVictories PreviousLoss

PossileFlee += (PossibleFlee *
(-Nerves) ) /100

PossibleAttack +=
(PosssibleAttack * Nerves) / 100

W &L&w
o‘k\@ %@%‘é\&%\}

o






Hull registry: Audrey

Serial number: 686-5827B

Ship class: Notoron

Primary functionality: Exploration

Computer core: Experimental technology - no information is available***
Propulsion systems: Manuvering thrusters are a class G hydrogen*** jet -

- system, designed for stabilized turns only with a maximum configurable -

- modification of 1 in any direction. Class E primary propulsion system -

- consists of 2 configurable settings depending on polarity of charged -

- plasma***, When positive ions*** dominates the chamber, the ship can move -
- at any sublight speed on up to 1.852¢. When negative ions*** dominate the -
- reaction chamber, it produces a guantum rippling effect which can move -

- space/time around the ship towards a destination at a rate of 9.000c. -

- Although the quantum method of propulsion is still experimental, besides -

- the energy consumption, it will "get where you are going to you in a hurry" -
Navigation: Class ¢ array, maximum range of 1/300ths to 300 vi.

Scanners: Class G array, maximum range of 1/100ths to 100 vi.

Communicationg: Class G array, maximum range from 0 to 300 khz, increments of -
- .05. Maximum signal range is 300 vi when using maximum amplification of -

- 300dB.

e BOF ==

SPECS.BAK 01:36 Ia 1
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Hull registry. [:pr namel] Audjrey.
Crew call:

{:pr namel Jascn [:pr namel Rehskin.

{:pr name] Ian [:pr namel Lam-bert.

[:pr name] Kaysey [:pr name] Harmon.

[:pr mame] Philip [:pr name] Lahfohllett.
[:pr namel] Wade [:pr name] Tripp.

Serial number: 6 8 6-5 8 2 7 B.
Ship class: Orhpex t-71 Surveillance Craft.
Primary functionality: Surveillance, Defence, and Exploration.

Primary systems check.

Computer core: Cn-LINE.

Propulsion systems: Priming.

power systems: primary and secondary ready.
Navigation Array: Operational.

Scanner Array: Check!

Avionics: Off-line.

Notams: Staybillizers are unavailable.
Tactical's multi-axis display is unavailable.
Wehpong are unavailable.
Shields are unavailable.
Moreings are unavailable.
[:to 400,200) [:tc 500, 300]
Welcome UHboard the [:pr name} Audirey. [:syl
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i am

‘1—4—.-.-_..—--.—_._..-——-......—‘......_-—-—--

;§§S§g on Nav is good for now, would like it depen&aﬂ@
B

L& r-e,a

ﬁﬁﬂ;%@%*i@?;

[Tlan [Wlags
[Clonstruction

HOME.

ER_EVENTUALLY_ AN _IDEA THAT DIDN'T_WORK_THE_FIRS

tance abstraction {(100% at 50km, 50% at 2507} Ski

ON_SHIPS_AND DOCKS

FELT_PAD__ INSIDE CONDUIT HOLDER WKS D@NE
oo 6 = Bf @
oy '; g re ' s e’.., p t g

Need to add Dlrectlonal Orblt “Recallibration for us Mok 107
OTHER._SHIPS_DOR_CODE_MAY_NOT_WORK_IN_ALL SITUATIONS
01d weapon showed up on scan, no way! Test on purpose,
THEY_ARE_STAYING_ ON_ SCAN AFTER EXPIRED
' = G P not updatlng fast enough.
_CHECK__IMMED_STOP_WHEN,_

dece

Egibulance, e B2 g X ¥ 5 O
LBAVING STORM_OR_ INTERT DAMP:W O

'Prox;mlty detection-is not dozng what I ‘wanted it to with the

RESET_VS_TURNING_OFF_AND_ON, SHOULD_NOT_REPORT_OBJECTS_IN_RANGE___
The viewports should technically be translated ahead of the ¥,
CG__EASY_ NOW_SINCE MATRIX_IS_PRE-MANUFACTURED_ FOR OFFSET T L

ambient

Guldénce llnes on docklng, maybe get
RID_OF_GREEN_IF_IT_CONNECTS_OFFSCREEN, POINT-SLOPE_ON_CORNER_LINES
Is t:e way we do the interial dampenlng good now? Counteracts 80

rotate “moon, TR ¥ ot
AND_ WHEN_ON_! GROUND WE NEED _TO_BHE MOVED TOO, AND IN_ATIR_SINCE_AIFR _

pon launch speed, ¢heck dock program for location of weapon
FIRING_ORIENTATION WAS TOO _HIGH AND_RIGHT
Compass, test where it is poirting, seemed to be 180° off, -crad?
BASED_ON_LAT/LONG_SO_FIX_THAT_FIRST _ABOVE_ONLY_WORKS _WHEN LEVEL__
Test latitude readout, add map and make sure that it represents
OUR_ACTUAL_| MOVEMENT, SHOULD POINT WHERE WE_ARE_HEADED_ (PRECISION'?)

‘aa ﬂ r; V] -;l--!“.tij ara (1Y Ci e db C‘ tg eopp agmgsp ;“

'ﬂ"! 2 ._,. S

o e s y o! stg 11 ﬂﬂ(} Pl A b ’ ak/ OMZ , ,.‘-4-'-,!.._—:,-‘_--:..5-‘
3 f ’-a.- O ‘e\m:' .i"‘ﬁ‘a @g\.’l-.?- ’ ,4

Dlstance to park needs to:be calculated so they don't embed in the

DOCKING_PORT__RIGHT NOW_WE_ARE_USING_THEIR_BOUNDING_SPHERE
E}:hift program that Andrea suggested sy.J #°@muhwre

Maybe experiment w/
3-D_DISPLAY EVENTUALLY_ON.QURS_*AND*_ON_DOCK_PROG_ONCE_HE_HAS_MATS
Fuel consumption estimations and etc, low comsumption range passed
ANNOUNCEMENTS, *NEED_TO_RUN_A_CONSUMPTION_TEST_ FOR_ESTIMATIONS*_ ___
ospheric effect 24 needs blue higher, -24 is 1 too dark too
CIECK_WITH_TAPE, _IS_IT CORRECT?__WE_COULD_SEE_CLOUDS_W/NO_ATMO
We are net getting decent and GS alarms <10 and <5 km on decent
MAY HA%E BEEN_DUE_TO_UPDATE_RATES_OF VELOCITY_AND_ETC,_ _TOO_CHOPPY__
Need to test non-VPT type of scan
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-Begin Adylon Dataplex Transmission-

Advion Dataplex

Response o
Information Guery

Security acoess:
Simon Nix

DMNA Garnetic Plug
#F171,. 334. 7

Security grarteaed

Subject Nisus, Planetary System

hMission: NrA . .
Location: CAB71} ) 33 2114 Relative Coordinates From Salactic Zero
Description: Discovered PE07 by the Twelfth Unistellar Council. The system has

two native intelligence species -the Uryelli, and the Gomadon. Sinoe its colonization the Nigus
sytem has row become an active and varted rmultispecial web of life. g

Stars: =
Planets: =
Ast. Feld: 2
Anomalies: =

Armaments: Strongarm Solar Synchronous Outer Defense Platforms

Sheilding: Dense Heliopolis provides litbde protection
PropSys: MNA, AL

PropCap: N/A ’

Crew: MA,

Passengers: N/A

-End Adylon Dataplex Transrmission-
Sealant scgramibie code: 42721



| Uni".sfell.ar Defense Coalition

FIDENTIAL

Path: United Nations Deep Space Relay Platform BREAK CODE: 13648:343:A27
Path: Novastus Relay BREAK CODE: 13835:953:A27
Path: Haringer 7 Naveal Quipost BREAK CODE:  14969:230:G3
Hardcopy Date: 12:20:2808
Send: From: United Nations Stelfar Operations Adminisirator

Nicole Charler
Send: To: Commander- Tyrus 8-Century City District

Jason Reskin

Send: Respond: Scramble: 284:343:202

Send: Subject: Cothic 09 Security Breach: Condifior:: EC.C.

Send: Emergency Condition: Chaos

Af 2:40 this moming. we received a distress signal from the Gothic 09 Prison Facility at
counterpoint 234:12:01 from the Tyrus 8 horizon. The position of the facility s 24,000 km offset
frorn nomindl station keeping and is fumbling away from the system at an accelerating rate
of 2514 km an hour.  Two hours previous, the stafion indicated a security breach affer a
shipment of food and clothing suppliments were loaded from the Cargo Vessel imernius.

As you are aware, the Gothic 09 facility is a unpublicized confinement platform for the
securing of political and severely viclent criminals and is confrolled and owned by the
Deadzone Marauders, which are at present, enemies with the Unistellar Heel. Any such
acknowledgment of the facility is stricfly forbidden within the Unistellar Fleet, though
authorized officers, fike yourself, are given priviedge.  According to the disfress signal, the
cellblocks were opened systematically until reaching an area which they referred to as the
“Pif". it is known that that one of our top spy elements were capiured by the Marauders tweo
years ago. 1t is also believed that this element, Agent Home, may be held in the “Pit", their
maximum security block. It is your mission o refrieve Agent Home and retumn safely fo
Unistellar Space before their facilifies can be repalred. It is unknown as to who or what
caused the security breach, but if encountered, gather Priorty Information Alpha.  Mcintain
radic silence if at all possible unfil on the retun flight. One reinforcement ship will be
standing by, but that is all.  Assemble your flight crew and prepare for departure. Good
luck.

Sincerely,

Nicole Charter

United Nations Stellar Operations Adminisfrator

Send: Close: Scramble: 639:394:293

@ Page 1
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Planetary Data Stardate .

Star Name Rainfall. . =@ . 27w /yE

‘Flanet Number _ f“?,:Humidity %
el

Name _ Soil Or Inor Si Cr G S Di

CircumﬁEEenqe,____w;wmi Su Au Sg Mg Un Q T U O PL

Highest Temp _ OF | A Ave Winds _ mph

Lowest Temp. __ j oF Storms None Ave Heavy 100

Thickness _ OF _ LightningXEarth

Pressure /éqft Ave Current ~mph

Land Mass % Other

TG W _ _ %

Gases A M 0O CO HN S KR

L HE ¥ B T OP SI X R FS

Rotatibn _ HﬁD M

Revolution .‘ D;M Y

Distance . A.UY

MassXFarth ‘ '_7 i

Density

GravityXEarth

Escape Velocity __ LkmSg

Satellites

Picture

Information




Planet / Moon Stardate .__ Class




