Age of Empires Sample Playbook

Friday, July 11, 1997

Version 0.3

The play system is a simple, flexible way that the computer players can utilize sophisticated strategies during attacks.

The computer player selects a target and a play.  Those are passed off to a mid-level AI module that resides inside the computer player AI.  This mid-level AI module acts as the group commander for the units in the play.  It can make battle decisions without needing the higher-level computer player AI to be involved.

SYNTAX:

To key a play, start with the 'Play' keyword.  Must be followed by a double-quoted playname.

Play              "Simple Attack"

PlayType must currently be one of:

    Attack

    Annoy

    Flank

    Recon

PlayType          Attack

MinUnits must be at >= 1 and <= MaxUnits for the play to be available for use.

MinUnits          1

MaxUnits must be at <= 255 and >= MaxUnits for the play to be available for use.

MaxUnits          255

Power is a simple 1 to 100 rating of the play's overall, brute strength (i.e. aggression).

Power             100

Overflow directs where the extra units (beyond the minimum requirements for each group) go.  The available choices are:

    Balance (each group is filled equally)

    FirstGroup (the groups are filled in first come fashion)

Overflow

Balance

Intelligence is just a simple measure of the intelligence of the play.  It must be >= 1 and <= 100.

Intelligence
1

DeathPercentage is a gauge of the overall loss percentage that will be incurred if this play is run as designed.  It must be >= 0 and <= 100.

Death Percentage
50

TARGETTING: Allows specialization of the targets this play can be used on.

TargetChar must currently be at least one of:

    Any

    Stationary

    Moving

    Slow

    Fast

Multiple TargetChars must be on different lines

TargetChar        Any

TargetType must currently be at least one of:

    Any

Multiple TargetTypes must be on different lines

TargetType        Any

GROUPS:  The group makeup section allows subgroups to be organized within the units running this play.  This is what provides the facilities for coordination and choreography in the play.

NumberGroups must be >= 1 and <= 5 for the the play to be available for use.

NumberGroups      1

Groups are numbered between 0 and 4, inclusive.

To specify that a group must be filled with a particular type of unit,

Use the following syntax:  Group #      UnitType  Min - Max

Group 0           Ranged 1 - 255

The currently available unit types available are:

    Hand

    Ranged

    Priest

    Catapult

    Ballista

    Cavalry

    Legion

The min and max are used to allow a range of the given unit type to appear in the group.  If a unit type specialization is made within a group, the play will be invalidate if the minimum specialization requirement cannot be met.

PHASES:   The phases are a simple, state-driven system.  One and only one phase is always active in any given play that is being run.  There are 10 allowable phases per play.  Due to the triggering system, the phases do not need to be linear other than Phase 0 being the entry point. The phase 255 is the end phase; triggering to that phase will end the play.  Use the 'Phase' keyword followed by a number between 0 and 9 to start a phase.  The appearance of any non-phase keyword signifies the end of the current phase.

Phase 0

To assign a command to a group, use the following syntax:

    Group #        Command Values

The available commands are:

    Move X Y Z

    Attack

    Retreat

    Heal Group#

    Attack Saved Target

    Wait

    Reset Group Hit Point Tracker

    Reset Group Death Tracker

Group 0           Move  15 0 0

To create a trigger (up to three per phase), use the following syntax:

    Trigger Phase#ToGoto    TriggerEvent Value

The currently available trigger events are:

   Gather X (all units in group gathered within X tiles)

   Death X (X% of the group's units have died)

   HealthLost X (X% of the group's overall health has been lost)

   DamageToGroup X (Group X took some damage)

   DamageToAnyGroup (Any group took some damage)

   Level1EnemySighted (definition left to each game)

   Level2EnemySighted (definition left to each game)

   DeathOfGroup X (All units in Group X have died)

   HealOfGroup X (All units in Group X are at full health)

   Immediate (An immediate goto)

   Time X (X seconds have passed since last phase change)

Trigger 1         Gather 5 

//Attack Phase   

Phase 1

Group 0           Attack

Trigger 2         Death 50

//Retreat Phase

Phase 2

Group 0           Retreat

Trigger 255       Immediate

EndPlay must appear at the end of every play in the playbook.

EndPlay

The SimpleAttack play is just that, a straight-through-the-front-door attack.  It is fairly unintelligent, but it provides a simple play that the computer play can run at lower levels of difficulty.

Play              "SimpleAttack"

PlayType          Attack

MinUnits          1

MaxUnits          255

Power             100

Overflow          FirstGroup

Intelligence      1

DeathPercentage   50

TargetChar        Any

TargetType        Any

NumberGroups      1

//Staging Phase

Phase 0

Group 0           Move  15 0 0

Trigger 1         Gather 5

//Attack Phase

Phase 1

Group 0           Attack

Trigger 2         Death 0 50

//Retreat Phase

Phase 2

Group 0           Retreat

Trigger 254       Immediate

EndPlay

The FlankAttack play is a more sophisticated play because it involves a great deal more unit coordination to pull off.  It breaks the units in the computer player’s group up into two forces.  Each force then moves to a flank position on the target.  When both forces are in place, they converge to attack the target.

This play is very effective when used in concert with the computer player’s use of the waypoint system.  Since the computer players remember everything they see in the game, they can use the waypoint system to move their units around the map under the cover of fog of war.  Thus, the units can circle your town to attack from behind without being seen.  This is a fantastic thing to experience in a game because it’s a very complex, human-like tactic.

Play              "FlankAttack"

PlayType          Flank

MinUnits          1

MaxUnits          255

Power             1

Overflow          Balance

Intelligence      25

DeathPercentage   50

TargetChar        Any

TargetType        Any

NumberGroups      2

//Staging Phase

Phase 0

Group 0           Move  10  0 0 

Group 1           Move  -10  0 0

Trigger 1         Gather 2

//Attack Phase

Phase 1

Group 0           Attack

Group 1           Attack

Trigger 2         Death 0 50

Trigger 2         Death 1 50

//Retreat Phase

Phase 2

Group 0           Retreat

Group 1           Retreat

Trigger 254       Immediate

EndPlay

The HealAttack play is easily one of, if not the, most exciting tactic to witness the computer player use.  It uses one of the neat features contained in Age of Empires: the healing powers of the priest.

This tactic sets up two groups: one with a single priest and the other with the rest of the units the computer player decides to attack with.  The second group actually does the attacking.  But, when it takes too much damage, it runs back to get healed by the priest.  This stretches out the life of the units in the second group and allows them to destroy targets that were previously indestructible.

Play              "HealAttack"

PlayType          Attack

MinUnits          1

MaxUnits          255

Power             50

Overflow          FirstGroup

Intelligence      75

DeathPercentage   0

TargetChar        Any

TargetType        Any

NumberGroups      2

Group 1           Priest 1 - 1

//Phase 0

Phase 0

Group 0           Move  20  0 0

Group 1           Move  20  0 0

Trigger 1         Gather 2

//Phase 1

Phase 1

Group 0           ResetAliveCount

Group 0           ResetHitPoints

Group 0           Attack

Trigger 2         HealthLost 0 60

//Phase 2

Phase 2

Group 0           Move  20  0 0

Trigger 3         Gather 2

//Phase 3

Phase 3

Group 0           Wait

Group 1           Heal 0

Trigger 1         HealOfGroup 0

EndPlay
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