Unit Tactics: A Turn-Based Military Strategy/Simulation Game for the GameBoy Advance
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1. Abstract


Unit Tactics is a turn-based military (primarily Army) strategy simulation for the GameBoy Advance platform (with the possibility porting to other hand-held platforms). The main objective of the game is to act as the commanding officer of army units - e.g. squad and platoon-sized units, possibly up to battalions and brigades. It will offer basic AI in the individual soldiers - with each unit having a commanding officer capable of giving instructions to individual soldiers, even taking the initiative to respond to threats moving within their field of vision. Units can be instructed to utilize cover, moving at several speeds (e.g. slow, normal, double), and even to respond to opposing forces in different ways (e.g. cautious, aggressive, etc.). The interface will provide an easy overview of the battlefield - providing the most important information to the player instantly, and providing easy access to most used commands. 

2. Introduction

Unit Tactics is a military simulation that will enable the player to take control of large numbers of troops, and deploy them against opposing forces quickly and easily, enabling the player to maximize the use of strategic maneuvers and lightening movements to capture goals and subdue enemy forces, with a minimum of hassle and key presses. It is a turn-based strategy game based primarily on the use of land forces, with use of sea and air as supporting forces. Unit Tactics is intended for the Gameboy Advance hand-held platform. 

2.1. Background

Turn-based military simulations have a long history - usually utilizing a tile-based framework, they allow the player to concentrate primarily on position and maneuver to achieve the objective(s) of the game. Examples include historical military simulations such as the Civil War General series, Gary Grisby's Pacific War, as well as non-historical simulations, such as the many Risk-based games. An example of a turn-based strategy game for the Gameboy Advance is Advance Wars. 

2.2. Description

Unit Tactics is a top-down, turn-based, tile-based military strategy game focused primarily on land forces.  The main game play mode will present the user with a partial view of the level, along with a mini-map representation of the entire level (not obscured by the fog of war), and the available actions (unit commands, intelligence, settings, exit, etc.).  Units will be able to independently move in formation, scan for enemy forces, use cover while moving, and engage the enemy.  The player acts as the unit (squad, platoon, etc.) commander, and issues orders on where, how and when to move, along with formation type, movement speeds, route (shortest, cover, avoid enemy, etc.), and aggressiveness (cautious, normal, high, etc.). The units can be given precise waypoints, as well as objective points (capture bunker/hill/etc., destroy enemy unit(s), etc.). Units will be able to negotiate terrain automatically, modifying the formation to fit the available space (bridges, narrow passes, etc.), and will have simulated fields of vision based on formation position, and terrain. The command structure will allow the player to take over lower level positions to take personal command of squads, etc. – or to act only as the battlefield commander – relying on the subordinate (AI) commanders to carry out the details.
2.3. Features

· Deployments of squad and platoon-sized units possibly up to battalions and brigades 

· Ability to takeover commanding officers position at any level 

· Units have defined field of vision that can be obstructed by obstacles, smoke, etc. 

· Units able to scan while moving/resting - based on position in formation, speed, posture, etc. 

· Posture (Aggressiveness) determines how long units allow to ID possible threats (ID Friend or Foe) 

· Formations can be ordered to use various routes: e.g. Use Cover, Shortest Route, Avoid Opposition 

· Units able to entrench (build fortifications, etc.) 

· User interface will allow quick access to critical commands (go codes, attack/retreat, etc.), which can be applied to any formation (squad/platoon/etc.) 

· Overview of battlefield - providing most critical information instantly, with alternatives view (intelligence, etc.)

2.4. Genre

Turn-based military strategy simulation 

2.5. Platforms

Gameboy Advance 
Possible future: Other Hand-held Platforms 

2.6. Concept artwork

tbd
3. Game Mechanics

3.1. Main Menu

Upon boot-up, a brief intro screen is presented to the user, followed by the main menu, which has the following options and their resulting screens:

· Instant Action -> Instant Action Selector

· New Campaign -> Campaign Selector

· Resume Campaign* -> Campaign Selector 

   (* Only present if existing campaigns available)

· Training -> Training Selector

· Settings -> Settings Menu

3.1.1. Instant Action Selector

This menu presents the player with a selection of small scenario-based levels to play. It is presented as a way to practice, as well as offering alternative game play besides the campaigns. Once a level is chosen, the player is brought into Game play mode, and the selected level is loaded

3.1.2. Campaign Selector

This menu presents the player with a selection of campaigns – either new campaigns to start, or any existing campaigns that can be resumed. Once the campaign is chosen, the player is brought to Campaign mode, and the selected campaign is loaded.

3.1.3. Campaign Mode

This mode presents the player with all of the levels in the loaded campaign. Players will be able to replay levels already completed, but can only progress through the campaign as each preceding level is beaten (i.e. the player can’t skip through the campaign). Any stats on completed levels will be displayed (e.g. score, # of turns, # of enemy units destroyed, etc.). Once the level is selected, the player is brought into Game play mode, and the selected level is loaded.

3.1.4. Game play mode

The main game play mode is a top-down view of the level, or a portion of the level, along with a mini-map of the entire level, and (hideable) available actions (unit commands, intelligence, exit, etc.).

3.1.5. User Settings

This menu presents the player with all of the player-settables (e.g. sound on/off, etc.).

3.2. Game Play Mode

3.2.1. User Actions

· Select Unit/Soldier

· Set Waypoints

· Set immediate actions (attack/retreat)?

· Change settables (formation/movement/route/etc.)

· Get Soldier Info (health/status/etc.)

· Change view (map mode)

· Unit view (view all units in formation)

· Map view (view entire map)

· Cycle unit/soldier

· Rapid cycle through units/soldiers

· Campaign/Battle Intel

· Objectives (status: Completed/Uncompleted)

· Enemy Intel

· Tips

· Surrender/Quit

· Sound on/off

· Save game

3.3. Soldiers

3.3.1. Attributes

· Commander (bool)

· Unit (squad/company/etc.)

· Rank

· Position

· Health (max/current)

· Moral/Cohesion/etc.

· Weapon (-> Weapon class: ROF/Range/Dmg/etc.)

· Ammo (max/current)

· Armor

· Speed (max) (Affected by health?)

· Field of vision (distance/angle/facing)

3.4. Unit

3.4.1. Attributes

· Parent Unit

· Formation (file/line/column/wedge/echelon/scout)

· Rules of Engagement mode (attack/recon/infiltrate)

· Movement (Slow/Normal/Double)

· Route (Cover/Shortest/Avoidance)

· Aggressiveness (Cautious/Normal/High)

· Posture (Standing/Crouching/Crawling)

Each Unit will have a waypoint, target, and objective queue. The unit will move through the waypoint (some of which may have associated objectives), and any enemy soldiers found along the way will be added to the target queue. Targets will be passed up and down the chain of command – so any targets added to the parent unit queue will be passed down to all child units (i.e. when a squad locates enemy targets – and pass them up to the platoon, and then up to the company – all the platoons and squads will be informed of the new targets).

Unit can be detached from parent units (platoon, company, etc.). These will typically be scouting parties. This detachment will be automatic when the unit is selected by the player and given new waypoints.  Detached units will not inherit waypoint or objectives from their parent unit.

3.5. Combat

3.5.1. Order of Combat

1. Determine direction to waypoint/objective

2. Determine position in formation / direction to commander

3. Determine optimal path to objective (cover/shortest/etc.)

4. Scan field of vision for enemy units

5. Alter course if necessary (based on observations)

6. Move

7. Scan for enemy units

8. Give fire if enemy detected, and possible (in range, ammo, etc.)

9. Orient according to formation position

10. End of turn

The basic order of combat for each unit will progress as follows:

· Movement

· Combat

· Unit engages target at top of queue (if any)

· Each soldier engages target separately

· However – entire unit engages at the same time (and has the same target queue)

· Target has the opportunity to return fire (if still alive)

· If target is still alive – target will add attackers to own Unit’s target queue

· The report of gunfire will cause nearby soldiers to turn and attempt to locate attacking soldiers

· At the end of their turn Unit commanders will radio any new targets to parent unit.

· All targets destroyed will be similarly reported (and dequeued)
* Units moving cautiously and/or scouting (ROE=Recon) will stop immediately when enemy soldiers are detected – shifting to crouching or crawling position – seek cover, and attempt to evade detection while continuing on to waypoint/objective.

3.5.2. Fog of War (Range of Vision)

Terrain affect ROV

· Standing on a hill/mountain extends vision

· Standing in a valley – surrounding hills block vision

Cover affects ROV

· Crouching in a forest/bushes blocks vision

· Seeing into forest/bushes is more difficult

Close-in vision vs. Far-away vision

· Bushes/Cover (trenches/etc.) within the closer range are fully revealed (I can see into bushes/trenches, etc.)

· The outer limits only reveal terrain and any enemy units not under cover (e.g. he’s standing in the middle of a field)

4. Environment

4.1. Weather

4.1.1. Types

· Rain

· Snow

· Fog

· Clear (Normal)

4.2. Terrain

4.2.1. Types

· Plains/Savannah/Grassland/Tundra/Desert (Hard/Soft)

· Hills (Rolling/Sparse)/Dunes

· Forest (Sparse/Dense)/Jungle

· Mountains/Valley/Canyons/Chasms

· River/Ford/Beach/Ocean/Road

	
	Plains
	Savannah
	Grassland
	Tundra
	Hard Desert
	Soft Desert

	Cover
	1
	1
	2,3
	0
	0
	0

	Elevation
	0
	0
	0
	0
	0
	0

	Movement/Vehicle
	0/0
	0/0
	0/0
	0/0
	0/0
	-1/-3


	
	Sparse Hills
	Rolling Hills
	Dunes

	Cover
	-1, -2
	-1, -2
	-1, -2

	Elevation
	1
	1-2
	1-2

	Movement/Vehicle
	0/0
	-1/0
	-2/-4


	
	Sparse Forest
	Dense Forest
	Jungle

	Cover
	1,2
	3,4
	4,5,6

	Elevation
	-
	-
	-

	Movement/Vehicle
	0/-1
	0, -1/-3, -4
	-1/-4


	
	Mountains
	Valleys
	Canyons
	Chasms

	Cover
	-1, -2, -3
	0, -1
	1
	1,2

	Elevation
	2,3,4,5
	1,0, -1
	-1, -2, -3
	-2, -3, -4, -5

	Movement/Vehicle
	-2/-1, -2
	0/0
	0/0
	0/0, -1, -2


	
	River
	Ford
	Beach
	Ocean
	Road

	Cover
	0
	0
	0
	0
	0

	Elevation
	0
	0
	0
	0
	0

	Movement/Vehicle
	-
	-1/-1, -2
	0, -1/ -1
	-
	1/2








