Miniature Warfare To-Do List

· Make a graphics class and get the program to display graphics to the screen. (Completed Dec. 5, 2004 by Kevin.)


· Get the general structure of the program done (a main loop, a turn loop, display, loading, main menu, etc.).
(Completed Dec. 8, 2004 by Kevin.)

· Make a unit (“mech”) class.
(Completed Dec. 9, 2004 by Kevin.)

· Make a battleforce class.
(Completed Dec.15, 2004 by Kevin.)

· Program some interface controls, like hotspots or buttons, as you feel are necessary for use in, like, the Main Menu or other parts of the program.  (That is, create any of these classes that you will need in order to get the Main Menu done, which is the next item on the list.  Plan to use these classes elsewhere, too.)
(Completed Dec.15, 2004 by Kevin.)

· Program the main menu.
(Completed Dec.15, 2004 by Kevin.)

· Program battleforce selection into the Game Options screen.
(Completed Jan. 13, 2005 by Kevin.)

· Program functionality for drawing graphics in the main loop.
(Completed Jan. 13, 2005 by Kevin.)

· Draw the isometric terrain tiles.
(Completed Jan. 13, 2005 by Kevin.)

· Program scrolling around the map.
(Completed Jan. 13, 2005 by Kevin.)

· Program move orders.
(Completed Jan. 13, 2005 by Kevin.)

· Program targeting for orders (like, so they can click a target to move to, or to attack.)
(Completed Jan. 13, 2005 by Kevin.)

· Program functionality for processing input in the main loop.
(Completed Jan. 13, 2005 by Kevin.)

· Program the main loading function to initialize classes and load graphics.
(Completed Jan. 13, 2005 by Kevin.)

· Program the game options screen so that it lists all available units.
(Completed Jan. 13, 2005 by Kevin.)

· Program the HUD to show a player’s battleforce.
(Completed Jan. 13, 2005 by Kevin.)

· Program in hot-seat style multiplayer functionality.
(Completed Jan. 13, 2005 by Kevin.)

· Program functionality to indicate turn change, to know when a player’s turn is up, and to give control to another player.  In fact, program it so manage the flow of turns.
(Completed Jan. 13, 2005 by Kevin.)

· Program order tokens.
(Completed Jan. 13, 2005 by Kevin.)

· Make an “Attack Order” button.
(Completed Jan. 13, 2005 by Kevin.)

· Have the player choose a target after clicking on the “Attack Order” button.
(Completed Jan. 13, 2005 by Kevin.)

· After choosing a target for an attack, roll for success and damage.
(Completed Jan. 15, 2005 by Kevin.)

· Display the success and damage rolls on the screen.
(Completed Jan. 15, 2005 by Kevin.)

· Have victims of attacks take damage clicks.
(Completed Jan. 15, 2005 by Kevin.)

· Program a RemoveFigure() function for the Cbattleforce class.
(Completed Jan. 15, 2005 by Kevin.)

· Kill (“K.O.”) figures that have too much damage.
(Completed Jan. 15, 2005 by Kevin.)

· When a figure is selected (highlighted), show its statistics in the HUD.
(Completed Jan. 16, 2005 by Kevin.)

· Show the players’ current points on the screen during play (a “leader board”).
(Completed Jan. 16, 2005 by Kevin.)

· When a figure has been killed, give points to the killer.
(Completed Jan. 16, 2005 by Kevin.)

· Program combat resolution (i.e., dice rolls, determining hits, damage, and effects.)
(Completed Jan. 16, 2005 by Kevin.)

· Modify combat values for figures based on how much damage they have taken.
(Completed Jan. 16, 2005 by Kevin.)

· Differentiate between ranged combat and close combat attack.
(Completed Jan. 16, 2005 by Kevin.)

· Only let a figure move its speed value.
(Completed Jan. 16, 2005 by Kevin.)

· Differentiate between primary attack and secondary attack.
(Completed Jan. 16, 2005 by Kevin.)

· For ranged attacks, make sure that the target is within range.
(Completed Jan. 16, 2005 by Kevin.)

· Program enemy units, under certain cicumstances, to be obstacles.
(Completed Jan. 16, 2005 by Kevin.)

· Program indicator rings around the units.
(Completed Jan. 18, 2005 by Kevin.)

· Program manual selecting of units on a turn.
(Completed some time before Jan. 27, 2005 by Kevin.)

· Cut up the title graphics so that they are smaller and more square and more x^2.  This will improve performance.  (Drawing one big 800x600 image is very expensive in system resources.)
(Completed Jan. 27, 2005 by Kevin.)

· The order buttons should be bigger.
(Completed Jan. 27, 2005 by Kevin.)

· Program image scaling.  (So, you could draw a sprite at a float value of its regular size; like, 0.5 would draw it at half size.)
(Completed Jan. 27, 2005 by Kevin.)

· There should be a deploy battleforce function, which is like the regular mainloop function, but at a ½ scale and with limited functionality.
(Completed Jan. 27, 2005 by Kevin.)

· Program functionality for deploying battleforces onto the map.
(Completed Jan. 27, 2005 by Kevin.)

· Program critical hits and critical misses.
(Completed Jan. 27, 2005 by Kevin.)

· Program the Decoy special ability.
(Completed Jan. 28, 2005 by Kevin.)

· Program pushing damage.
(Completed Jan. 28, 2005 by Kevin.)

· Program the Hardened Armor special ability.
(Completed Jan. 28, 2005 by Kevin.)

· Program the Heavy Armor special ability.
(Completed Jan. 28, 2005 by Kevin.)

· Program DEATH FROM ABOVE attacks.
(Completed Jan. 28, 2005 by Kevin.)

· Program the Agility special ability.
(Completed Jan. 28, 2005 by Kevin.)

· Program figures so that they can be of type MECH, INFANTRY, or VEHICLE.
(Completed Feb. 15, 2005 by Kevin.)

· Do something about damage types (ballistic, energy, etc.)
(Completed Feb. 15, 2005 by Jared.)

· Program the Reflective Armor special ability.  (Take 2 less damage from any ranged attack damage of type ENERGY.)
(Completed Feb. 15, 2005 by Kevin.)


· Program the Reactive Armor special ability.  (Take 2 less damage from any ranged attack damage of type BALLISTIC.)
(Completed Feb. 15, 2005 by Kevin.)


· Program the Armor Piercing special ability.  (Ignore REFLECTIVE ARMOR, REACTIVE ARMOR, HARDENED ARMOR, and HEAVY ARMOR on enemies.)
(Completed Feb. 15, 2005 by Kevin.)
· Program the Brawling special ability.  (You get +1 to damage when making a close combat attack or a special attack.
(Completed Feb. 15, 2005 by Kevin.)
· When asking for a destination tile or a target figure, change the cursor.  This will help so that the player will know that the computer is looking for more information, and so he will know to give it.
(Completed Feb. 22, 2005 by Kevin.)
· Have some kind of indicator for what tiles are within the acceptable range for a move order.  Like, draw them a little lighter than other tiles.  “Acceptable” means that it is within the figure’s movement “radius.”
(Completed Feb. 22, 2005 by Kevin.)
· Program BASE CONTACT.  Know when a figure is in base contact with another figure.  This will probably involve writing a function to test whether two figures are in base contact with one another.  This would probably, then, be used as part of a bigger function which returns whether a figure is in base contact with any figure, and/or any opposing figure, and/or any friendly figure.
(Completed Feb. 22, 2005 by Kevin.)


· Program figures of type ARTILLERY.
(Completed Feb. 22, 2005 by Kevin.)
· Program breakaway for units in adjacent squares to other units.
(Completed Feb. 22, 2005 by Kevin.)
· Program the Point Defense System special ability.  (Any friendly figure in base contact with this figure may use this figure’s DEFENSE value.)
(Completed Feb. 23, 2005 by Kevin.)
· Don’t allow artillery attacks if the attacker is in base contact with an opposing figure.
(Completed Feb. 23, 2005 by Kevin.)
· Program the Hand-to-Hand Weapon special ability.  (Instead of your regular damage, the target of your close-combat attack takes 1d6 damage.)
(Completed Feb. 23, 2005 by Kevin.)
· Program FORMATIONs.  (3-5 figures of type INFANTRY and/or VEHICLE that are in BASE CONTACT with each other may move together as a formation.  When a move order is given to just one of the units, all the units can move together using the lowest speed value in the group.  Each unit moves one at a time.  At then end of movement, each unit in the group must be in base contact with at least one other unit in the formation.  Each figure gets an order token, but this only counts as 1 order against the number of orders allowed per turn.)

· Program it so that optional special equipment can be disabled (in HeroClix, this would be like declaring “I’m turning off Blades/Claws/Fangs.”)

· Prompt the player whether to turn off optional special equipment when appropriate.

· Most of the time, I am checking for when the mouse goes down instead of when it clicks (that is, goes down and then comes back up.)  I should make it so I am checking for clicks instead in these places.


· When deploying your battleforce, have the computer automatically cycle through every figure in your battleforce.

· For Battleforce Deployment, don’t show figures on the map who haven’t been deployed yet.

· Program the Infiltrate special ability.  (Deploy the figure after normal battleforce deployment, in turns.  Figures of type VEHICLE or MECH can be deployed outside of their deployment zones, up to their speed value.  INFANTRY can be deployed outside at 2x their speed value.  No figures can be deployed into your enemy’s deployment zone.)

· Program functionality in the Game Options screen so that people can change the build total of their battleforces (150, 300, etc.)


· Get some kind of XML parsing going on so that we can save and load battleforces, figures, and customizations (like, to let people call our special abilities something else.  This way, we can call our special abilities something generic, and just have an XML file which renames them properly for actual MechWarrior play.)


· Enable saving and loading of battleforces to file.


· Program victory conditions and defeat conditions and consequences, including VC1, VC2, and VC3.

· Program the Game Results screen (victory, loss, points, statistics, etc.)

· Program a way to determine who goes first.  (Basically, roll 1d2 and if 1, Player 1 goes first; if 2, Player 2 goes first.)


· Program in functionality for displaying TERRAIN pieces.  Terrain can be of different types: blocking, hindering, water, or elevated.


· Program terrain item selection into the Game Options screen.

· Program functionality for adding terrain items to the board.


· Program terrain so that blocking terrain is an obstacle for movement and line-of-sight.

· Program the Jump Jets special ability.  (You ignore figure bases and terrain for movement purposes, even though you can’t occupy blocking terrain at the end of your move.  You fail to break away only on a result of 1, unless your opponent has GRAPPLE.  You cannot use this equipment and RUN at the same time.  A CAPTOR cannot use JUMP JETS.)

· Program functionality to utilize elevated terrain.

· Program stairs for raised terrain.


· Program hindering terrain modifiers for combat and line of sight purposes.

· Program the Camouflage special ability.  (You get a +2 defense against ranged attacks when occupying HINDERING terrain.)


· For ranged attacks, calculate line-of-sight.  LINE OF SIGHT is blocked by blocking terrain and some other stuff.  It also needs to consider whether the line passes through HINDERING terrain.

· Have some kind of indicator showing which targets are valid for an attack order.  Valid means that it is within range, and there is line-of-sight to it.  If there are no valid targets, show the Attack button as being disabled.

· Program RAM special attacks.  (Figures of type VEHICLE who have range and LINE OF SIGHT to an enemy figure can give a ram action.  Move into base contact with the enemy, and then roll an attack.  The attacker takes 1 pushing damage to do this.  If successful, the enemy takes 2 PUSHING damage.)

· Program INDIRECT FIRE special attacks.  (If you want to attack a target which your line-of-sight to is blocked, you can use a ranged combat attack to attack this single target.  The garget cannot be in base contact with a friendly figure.  The attacker must have a maximum range value > 0, not be in base contact with any opposing figure, use a damage value with the range type, and have an attack value > 0.  The enemy still has to be within your range, though.  The target gets a +3 to its DEFENSE value for this attack.  If you succeed, the target takes damage equal to your damage value, for a maximum of 2 damage.)  Only allow ballistic type to do indirect fire special attacks.

Class that interprets damage type vs certain units. Mechs will take damage and heat from energy attacks.  Infantry only take 1 damage from energy attacks.  Ballistic attacks may be indirect but you must add 3 to the targets defense value.

· Program pathfinding for move orders.  (Don’t just restrict movement based on speed; have the computer figure out all the possible legal move orders based on HINDERING TERRAIN, BLOCKING TERRAIN, BASE CONTACT, etc.)


· When highlighting acceptable tiles for a move order, consider blocking terrain, blocking figures, opposing figures’ threat ranges, hindering terrain, and pathfinding.


· For the in-game interface’s miniature display of all figures on the battleforce, include functionality for scrolling left and right if a battleforce is bigger than can be displayed all at once.


· Program a figure close-up box for the in-game interface.  It should look really cool and contain at least as much information as is on a WizKids combat dial.


· Program a HEAT dial.  Allow figures to take clicks of heat.

· Program the Repair special ability.  (Make a close combat attack to a friendly figure.  Neither you nor your “target” may be in base contact with an enemy figure.  Ignore all non-heat effect close combat modifiers.  If you succeed at the attack, repair the target either this figure’s damage value, or 1d6.

· Program CHARGE special attacks.  (Figures of type “MECH” and attack values greater than 0 can charge. If a line of fire between the attacker and the target crosses any non-water terrain feature or other non-infantry figure’s base, the target gets a +2 to its defense value for this attack.  Give the attacker a move order to run; it must end the move in base contact with the target.  Then, do an attack on the figure to resolve the order—the movement and the attack are both part of the same CHARGE order.  If successful, the attacker scores impact damage to the target equal to its primary damage value +1.  After resolving the attack, the attacker is dealt pushing damage equal to half of its primary damage value, minimum 1, regardless of whether the attack succeeds. The attacker also gains 1 heat from the attack and 1 heat from the run move, in addition to any other heat generated by the order. )
· Program CAPTURING functionality.  (Infantry can make a close combat attack to capture a target instead of damaging it.  The target gets +3 defense against this action.  If successful, the target becomes captive.  If you fail, you take 1 PUSHING damage.  Captives may not be given orders, they do not count as friendly nor opposing to anyone, they do not count towards the unit limit for movement formations, and all figures ignore their special equipment.  The CAPTOR—that is, the figure who succeeded at the capture attempt—may only be given move orders, may not get rid of their captives, may not be moved such that their captives cannot be placed in base contact with them, and may not be the target of capture attempts or ranged combat attacks.  Any order tokens on a captive are removed at the end of the next turn of the player who previously controlled it.  A figure may only have one captive at a time.  Captives may not be targeted for any purpose and ignore all damage.  A captive MECH loses HEAT at the end of each turn of the player who previously controlled it.  A captive MECH cannot be moved, but captive INFANTRY and VEHICLES may.  They always move with the captor, using the lower of their two speed values.  A captive must be in base contact with its captor both before and after moving.  Any speed special equipment posessed by a captor may be used by the captive.  If the captor is eliminated, the captive ceases being a captive and may be given orders normally.)

· Program the Bypass special ability.  (If you have no order tokens on you, and you started the turn in BASE CONTACT with a CAPTIVE vehicle or mech, eliminate this unit to gain control of the captive target—it jumps from the enemy’s battleforce to your own, and ceases being captive.  Your enemy gains victory points for this eliminated unit.)

· Program the Rapid Strike special ability.  (Once per turn, when you succeed at a close combat attack against a single figure, immediately make a second close combat attack against the target for free.  You take 1 click of heat to do this.)

· Program the Pulse special ability.  (Once per turn, when you succeed at a successful ranged attack against a single figure, you immediately get a second ranged attack against him for free.  He gets a +2 to his defense for this second attack, and you get 1 HEAT for it, if you are a MECH.)

· Program ARTILLERY tokens.

· Program ARTILLERY attacks.

· Program RUN orders.  (Figures of type MECH can move up to 2x their movement, for an additional click of HEAT.)

· Program the Grapple special ability.  (Figures in base contact with you only succeed at breakaway on a 5 or 6, even if it has EVADE or JUMP JETS equipment.)

· Program the Evade special ability.  (You get +2 defense against ranged combat attacks, and you only fail to break away on a result of 1—unless you are breaking away from someone with GRAPPLE.  If you are a MECH, you do not gain 1 HEAT when using the RUN option.)

· Program a feature to zoom in and zoom out during gameplay.  Remember the player’s zoom setting across turns.

· Program ASSAULT ORDERS.  (An assault order allows you to move and then attack.  You can move your entire speed and then make a close-combat attack, or you can move half your speed and then make a ranged-combat attack.  While doing this, you may not RUN, you may not be a member of a FORMATION, and you gain one more click of HEAT after resolving the order.  The target gets a +1 to his DEFENSE for the order.)


· Program the Alpha Strike special ability.  (When succeeding at a ranged combat attack against a single target, the victim takes any normal damage plus the difference between the victim’s current HEAT setting and the heat setting which causes shutdown.)


· Program vents and the “Vent” action for mechs.


· Program mutli-target attacks.

· Program the Anti-Personnel special ability. (When making a ranged attack, include as targets any figures of type INFANTRY who are in base contact with your declared target(s).)


· Program shutdown units.

· Program the Flamers special ability.  (When succeeding at a close combat attack against a single figure of type INFANTRY or VEHICLE, the victim takes any normal damage + 1.  If succeeding against a MECH, deal 0 damage and 2 heat.  SHUTDOWN mechs ignore a flamers attack.)


· Program the Electronic Camouflage special ability.

· Program the Streak Missiles special ability.  (When making a ranged combat attack against a single target, ignore figure bases and terrain for line of sight purposes.  If the attack succeeds, the victim takes 1 less damage than usual, for a minimum of 1 damage.  You can’t target a SHUTDOWN mech or a figure with ELECTRONIC CAMOUFLAGE.)


· Program the Improved Targeting special ability.


· Program the Salvage special ability.


· Program the Command special ability.


· Program the Avoid Ammunition Explosion: Critical heat effect.


· Program the Avoid Ammunition Explosion heat effect.


· Program the Ammunition Jam heat effect.


· Program the Avoid Heat Sink Overload: Critical heat effect.


· Program the Avoid Heat Sink Overload heat effect.  (If this figure is not already SHUTDOWN, roll 1d6.  On a result of 1 or 2, this figure gains 1 click of HEAT.)


· Program the Weapons Offline heat effect.  (This figure cannot use special equipment with the energy range type or make ranged combat attacks using the energy ranged type.)


· Program the Avoid Shutdown: Critical heat effect.  (If this figure is not already SHUTDOWN, roll 1d6.  On a 1 or a 2, this figure is marked with 2 order tokens.  If the figure is already shutdown, roll 1d6.  On a result of 3-6, this figure restarts.)


· Program the Engine Overheat heat effect.  (This figure cannot use speed special equipment and cannot RUN.)


· Draw a minimap as part of the in-game interface.
(Jared is working on this.)
· Show friendly and enemy units on the minimap.


· Enable clicking on the minimap to change the viewing window.  You’d probably want to do some kind of Map.CenterOn(tileX, tileY) function.

· When deploying your battleforce, have the map CENTER on your deployment zone.

· Program map centering on figures.  (That is, when you double-click on an icon for a figure, the map view moves so that he is centered on the screen.)

· Allow auto deployment of battleforce as an  option


· Pretty up the game’s graphics and interface.

· Go through the MechWarrior rules and make sure we haven’t missed anything.

· Do the credits.

