| SRR

Gunnery
Crevvs



Gunnery Crews Plugin

Table of Contents

O 0 oo [ T (o) T 3
R\ VAT=T o 1] g R @0 ] 1 0] o F= Y 1Yo ] o FE 3
2.1 Khaak Weap0onS TECHNOIOGY. .. .cccu ittt ettt e et e e e e e e e e e e e e e e e e e e e snnneees 3

2.2 Argon WeaponS TECHNOIQQY........ccuuu ittt et e e e e e e st e e st e s era e s eaaeaneans 4
— J_l ay.

4.2 Maximize Captures (AEGIS ONIY).....ccccciiiiiiiiiiiieeie e e e s e e s e e e e e aaaaeee e e e e s e s sasnnnnnnnes 7
4.3 Missile Defense (AEGIS ONIY)....uuiiiei i r e e e e e e ae e e e e e e s e e e e s ennnnrenees 7
4.4 Missile ASSaUlt (AEGIS ONLY ). i ettt e et e e e e e e e e e e e e e et beeeeeeeeeeeaaaaaaaeaaas 7
4.5 Notes Regarding TraNSPOILS. .......uuuuuuririeiitiiiiaaeeeeeeeeeeeeeeeeeesstara e eeeaeseeeaeerstaaeaaeaaaaaees 8

SN @ 0] 1 Tod 18 =310 ] 4 T 8
\ o= o] 1<] 1o [ TSSO 9
(ST I 01y ¢= 11 =0 T 9

6.2 Upgrading (from SIgNEA)........oueeeiiiieieeeee ettt e e e e e e e 9
6.3 Upgrading (From UNSIGNE)........cccoouuiiiiiiiiiiiieeeeeeeeeeeeeeeeeesssessenresaeeseeseeeeeaaaaeaeaeessesssssnnnnnnes 9
T A\ PSPPSR 9
6.5 AULNOI'S INOLES . ...eeii ittt ettt e sttt et e e s sttt e e s s s bbb e e e e e sbbbeeeeessnnnneeeeeeas 11
O Y A=T £ o] 1] (0 Y PP 11
6.7 CoNtACt the AULNQL..........eeiiii e eee s 16

ke ‘J
=\
'_J
_]
— |
7\
Copyright ©2004, Kurt Fitzner (a.k.a. Reven)
= All rights reserved.
This document may not be distributed in any forrthaiit the consent of the author.

Version 3 (Release) pg. 2 of 16



Gunnery Crews Plugin

1. I NMTTRODUCTION

From Ban Danna & the Admiralty of the Argon Navy

To: Argon Merchants
Subj ect: Khaak Research

The tragedy at President's End was a terrible event
civilians and the military who were sworn to protec
lives there. The appearance of a previously unknow
hostile race caught everyone by surprise. This sur
wild speculation and not a little panic. Rumors ab
weapons and terrible military defeats.

I am here to tell you these rumors are false! The
stood idly by in the face of this new enemy. We ha
increased sector patrols in key areas. Pairs of he
corvettes are a common sight in Argon sectors, help
space lanes safe.

We haven't stopped there. The Argon military has n
analysis of the recent Khaak conflict. Specifically
reports of a significant Khaak superiority in weapo

While it is true that Khaak weapons are very effect
they are vastly superior to Argon weaponry are simp
fact, Khaak weapons are actually slightly less effe
Where they have had an advantage up until now is in
purpose" nature of their weapons.

This information package is intended to give you th
Khaak weapons, and to fill you in on new initiative
Navy aimed at not only increasing
but yours as well.

Our brightest and best engineering teams at Omicron

day and night in conjunction with the finest tactic
Federation. | encourage you to take advantage of w
up with.
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2. NEAPOMNS COMPARISON

2.l HIHAAI<X WEAPOMNS TeCMoLoGs’

The Khaak seem to have focused their weapons tsiea single area — that of kyon particle
emission. All Khaak weapons encountered to date baen based on this principle. Kyon
emissions are extremely rapid — traveling over 880 The largest ship-mounted weapons
encountered don't seem to be able to hold a kyamlmherent for much over 4000m — roughly
the same range as an Argon ship-mounted GammarPRatee Canon.

Probably because of their focus on a single weafemmology, they have developed their kyon
technology to a high degree. Khaak weapons hawertain areas of strength. One is their
incredible speed — essentially instantaneous atrtteximum range. The second strength is their
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general-purpose nature. Kyon-based weapons anéyl@ffective against both shield and armor.

2.2 ARGOMN WEAPOMNS TEeCMoLoOGS’

Argon weapons research doctrine has been to deaalapge of technologies that can be used to
suit any given situation.

Developed by our own scientists is the Photon PQkeon (PPC). With a shot velocity of a little
- over 563 m/s, this weapon is significantly slowrt kyon weapons. It's maximum range is also a
, little over 4km. It is approximately 75% as effgetagainst shields as Khaak capital-ship weapons,
but somewhat more effective against armor.

Developed in conjunction with our Boron allieshig thew lon Disruptor (lonD). While this
L weapon is effectively useless against a ship's |iitris approximately 50% more effective against
J shields than Khaak weapons (fully double the effecess of a PPC).

Licensed from the Paranid is the Phased Shockwawei@tor (PSG). This weapon is somewhat in
between a PPC and PSG as far as damage is concanddoas an area effect. The Paranid have

not been willing to license their capital-mount (@aa) PSG, but we have been able to obtain both
Alpha and Beta PSG technologies. This weapongsumed in an anti-fighter situation.

3. ANALYSIS

As is shown above, while we have no one weaponighabre effective against both shields and hull
than a Khaak Kyon Emitter, we do have multiple waapthat outclass the best the Khaak have in any
one area.

Both the engineering teams and the tactical teaaws hgreed that new weapons technologies are
—_— simply not needed in order to effectively counter the Khaak. We ‘tloeed better weapons, we need to
better use the weapons we have. Thus our teamesfhiewsed their efforts in two areas:

3.1 sUuUNNERY CRENS

5 5 In response to the Khaak, we have undergone aalatidt in naval military doctrine. Being that
we need more effective weapons handling, we lodkinally for the best area to emulate.

Ground troops have long operated effectively ridgwn to the platoon and squad level, even when
cut off from their chain of command. This has b#ained into them from the day they enter the
— service. The navy has emulated this practicengilocalized shipboard weaponry teams much
I_\‘J more training. We have implemented a command tstreichat places more emphasis on

b= leadership and initiative at level of the local gmplacement, rather than the traditional navy top-
down leadership approach.

] In both simulations and in actual encounters, #& tmaining programs have yielded a tremendous
— increase in combat efficiency against Khaak ships.

In order to best offer the benefit of this new taily doctrine to our merchant ships, we are
beginning a merchant marine program. Argon Navpé&é"Military Personnel” are being offered
on a limited basis to large merchants for the mtaia of commercial shipping.

7 A\ It should be noted that while the training expemag been born by the Argon government, the
ongoing salary, materials, and infrastructure cfstthese personnel will be born by the merchants
who hire them.

™ r 3.0 ASGIS WEAPOIMN SYwY'ST=EM

When new weapons were deemed unnecessary, oueergiteams focused on new technologies
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that could increase the effectiveness of the weap@nhave. What has resulted is a breakthrough
in command and control technology we call tA&=Gl S Weapon System”

This is not a weapon in and of itself, or even pieee of hardware. What it is is a series of
interrelated upgrades to a ship's computers, tngckiensors, human-machine-interface (HMI), and
related infrastructure. In the past, many corgystems on board ship have been operated
independently of each other. The AEGIS systenssgtially the unification of many disparaging
and independent systems into a cohesive, linkedewho

A r It allows for the tracking of multiple targets, Wéhassigning each a threat level. It automatically
assesses the best engagement order for shipseatgitfat data to the crews at the local gunnery
control rooms.

necessary goals that each gunnery team needsdamplish to obtain the overall objective.
Incoming threats are automatically assessed, ttaekel assigned to a weapon system independent
of operator control, or in an operator-assisted enod

— Y. HON TO UuUseE

You will have three new commands appear on youetunenu. These commands (described in detalil
below) need actual crew in order to work. Thesmmands are the command-system representation of
the updated military doctrine taught now to the &rdNavy and being made available through the
merchant marine initiative.

L J It offers command personnel choices of broad targetptions, then breaks that down into the

The number of crew you must have to implement the mmaining doctrine depends on the class of ship

you have:
| r
Heavy Fighter (M3)
Small Transport (TS) 2 0
| jj Personnel Transport (TP) 2 0
r. J Corvette (M6) 3 0
Large Transport (TL) 5 0
Teladi Albatross (TL) 10
' ‘) Carrier (M1) 5 20
n Destroyer (M2)
Table 1 - Crew Requirements
e The needed "Military Personnel" are, as mentiories/a, now allowed to be hired out to approved
e organizations as they become available. Availghii short, however. You will findMilitary
Transports’ flying through argon territory. These are corteercivilian passenger ships used as troop
transports. These transports provide all the avigiI®lilitary Personnel to equipment docks and
- trading stations throughout Argon sectors.
2\ When a transport lands, you had best snap up amyavailable quickly - they are in short supply and
demand is extremely high.
Once you obtain the crew, you will of course haveay them. Highly trained military personnel don'
| r come cheap, and the new merchant marine programing funded through the merchants that reap the
benefits. The basic crew salary is 100 creditscpew person per hour. This is to be paid whether
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they are active or not.

Of course, there are more costs associated widlti@e gunnery crew. Maintenance, supplies,
infrastructure, retraining, drills... remember, ywill be essentially responsible for an active taily

unit. Itis the experience of the Argon Navy ttie general cost for an active gunnery crew program
comes to around 1,500 credits per hour per cresoperThe extra maintenance, training, and supplies
needed for the advanced AEGIS Weapon System willeegimately double that cost.

Remember, while you are covering the costs of thessonnel, and while they will follow your orders,
they are still members of the Argon Navy, and theyin short slupply. If you do not put them to,use
they have been directed to contact the Admiraltyéassignment

Once you have enough crew, the following ship condsaare available:

Y.1 ACTION STATIONS

“Gunnery Crews: Action Stations’ turret command — orders the gunnery crews to tharship's
turrets and prepare for enemy engagement. Thex @aldo implies “weapons free” — that is, the
gunnery crew will engage all enemies. Crew trajrincludes the following benefits:

» Target prioritization: Targets are prioritized in the following way:

1. All gunnery crews in all ships in a formation Mifst attempt to engage the target of the
flagship.

2. If unable to engage the flagship's target, gunosrws next attempt to target ships currently
firing on them.

3. With anAEGIS Weapon System installed, additional target piiatton is performed
based on the target's class. Gunnery crews waltlaenemy ships in order of their assessed
threat level — engaging the most dangerous shiarige of their local turret until that ship is
destroyed or out of range, then re-targeting omthe most dangerous ship. Target
assignments for small (M4 and M5 targets) are shos@r all turrets to avoid wasting
weapons fire on targets that need only one tuorengage effectively. Without an AEGIS
Weapon System, gunnery crews target the first erthatycomes into their sights.

- Automatic gun selection: In order to maximize weapon usefulness and tdkargtage of the
superior weapons available in different weaponsgasguns are selected based on the type and
range to the target while in an engagement.

Thus, if you have both Gamma HEPT and PPC laseitahle, it will use the PPC at long
range, then switch to the higher powered GHEPT vdhese enough.

If the turret has extra effective anti-shield weagahen those will be used until the target
shields are down, at which point the crew will glito anti-hull weapons.

Weapon selection is performed based on the follgwniteria:

1. If the target shields are above 5%, then gunoeys will first attempt to use any extra-
effective anti-shield weapons that are availakd@ (Disruptors or Phased Shockwave
Generators). As these are area-effect weaponswilienly be used if there are no non-
combatants in the weapon's effective range.

2. If the target's shields are below 5%, or if ahiield weapons cannot be used due to non-

1 “Military Personnel” that are on a player-ownedufgment Dock or Trading Station are subject to egassigned. Those that
are on a ship and are in excess of the numbeeuwf ttrat ship can possibly use are also subjedassignment. They will not
be reassigned if they are on a ship but not aciiess there are more on that ship than could ée ifishey all were active.

2 “Flagship” means the ship that has the playet.omll turrets on all ships will first try to enga whatever enemy the player's
ship has targeted.
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combatants or range (or any other reason), ame ifurret cannot use Gamma PPC
weapons, then a Gamma HEPT will be used (if avig)ab engage capital ships.

3. In all other cases, the best “general-purposeipea that the turret can mount and that
the ship has available will be used.

» Special Case: With anAEGI S Weapon System installed, gunnery crews will switch
the lightest weapon available during times theetuis tracking. This allows the turret to

engage enemies much more quickly.
» Missile Engagement: During target selection, the Gunnery Crews will @&y any missiles

which are deemed a threat to the ship. This iredwadl missiles that have an explosive yield
sufficient to reduce the ship's shields by 5% orevaf their current strength.

8 y With the extra target processing capacity oA&GI S Weapon System, Gunnery Crews will
also be able to engage missiles even when thap éne middle of a ship engagement. They
will target the missile when it comes into rangag shen immediately re-target back to the ship

they were engaging before.

— 4.2 MAXIMIZEE CAPTURESS (ASGIS OMNLY’)

“Gunnery Crews: Maximize Captures’ turret command — With the extra real-time moriitgr
available from an AEGIS Weapon System, the gunoesws are able to implement a tactical
doctrine aimed at maximizing the number of shigstwaed rather than killed.

The overall tactics are similar to tAetion Stationsommand, except that lighter weapons (not
including IRE lasers which are still lowest on geection list) are favored over heavier ones.
Additionally, the use of anti-shield weapons wiintinue after the target shields are down as long
as no non-combatants are in the area.

4.9 vissil.& DerFrFenss [ AECIS Orne. '.—’J
“Gunnery Crews. Missile Defense” additional ship commands® command — Intended to give you
an extra layer of protection against incoming néssithe AEGIS weapon system with crew

I . assistance can target incoming missiles from beypmetgy weapons range and engage them with a
F J mosquito missile configured as a "counter-missile".

Any incoming enemy missile fired on you which igetenined to be a threat to the ship will be
engaged with an anti-missile as long as it is bdyarur ship's minimum counter-missile launch

_‘J range. This minimum range depends on the sizewf ship:
i — * MB3/TS/TP = 500m
+ M6/TL = 750m
— .+ M1/M2 = 2.5km
_J
S Missiles that are not a threat will not be engageall in order to conserve counter-missile
ammunition.
— .4 vissil.& ASSALULT [ AEGCIS ONL ‘r’]
M “Gunnery Crews: Missile Assault” additional ship commands* command - this is perhaps the

ultimate combination of a ship's offensive weapaamg the AEGIS Weapon System's multi-

3 This command is in the “Additional Ship Command®nu — scroll down from the turret commands andethee two slots for
“Additional Ship Commands”. Choose one slot, hiteg, and this command is in that menu.
4 Like the Missile Defense command, this commarid the ship's “Additional Ship Commands” menu.
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targeting capacity. Depending on the type of rssilected either one of two things will occur:

1. Mosquito Missile: A single mosquito missile will be launched ateaiemy targets detected
within 42km of your ship. This is useful to “géktattention” of the enemy and make them
come to you.

2. Wasp Missile: One (in the case of a Khaak Scout) or two (foptiers) Wasp missiles will
be launched at alight fighters within 23km of your ship. Thereeano known light fighters
that will survive if the missiles hit. This is axtremely effective way to take out most of a

. | r Khaak cluster at long ranges.

U.5 NOTES REGARDING TRAMNSPORTS

. A B 6 .
L Merchant organizations large enough to run them_ pgadqua_rtersare allowed, W|th_a small fee,
J access to reports generated by the Merchant Mbidigon Office. These reports give the
complete flight plan for every operating militarptsport carrying military personnel you can hire.
Simply order the report through the command consnlgour equipment dock.

— S.concuLusion

The Argon Navy is doing everything possible to eaghe safety of our citizens, our shipping, and ou
allies. As Ban Danna said, the Argon Navy hasstatd idly by in the face of this threat.

We thank you, the merchants and licensed policéiatigs, for your assistance. By working together
military and civilian, we can protect our citizesaisd our commerce.

Together we will keep all Argon safe.

—
Tolian D. Reven

Project Manager
Advanced Weapons and Tactics Group
Omicron Lyrae

_,lj_l
5 Enter a “1" to select Mosquito Missiles, or a ‘®’select Wasp Missiles when you select this contman
6 In this case, “Headquarters” means own your ownifiigent Dock
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B. APPENDIX

6.1 IMSTALLATIOMN
Unzip the zip file into your X2 folder. All scriptand language files should go to their correct

directory.
—'IJ—‘ 6. UPGRADING [ ~eoM s,'sns.:J
Currently, there are no issues if you are upgrabtlmthfrom a signed version artd a signed
version.
: J 6.9 UPGRADING [ ~eoM UI'ISI'EI'IEEJ
J the version you are upgradifigm is unsigned, it ifiighly recommended that you first install an
If th i di i igned, it ikighl ded th first i Il
unsigned Upgrade” script. It doesn't matter if you install the wpde script before or after
installing the new plugin, but you shouldn't runuftil after both are installed.
T The upgrade script is available frdtp://ftp.excelcia.org/x2/scripts/GunneryCrewsUmtgeazip
U Included in the download are instructions on eyagtiat do do. Note that after installing the

upgrade script, theH'ired Gunnery Crews' ware will be deleted from every ship on whickvias
installed. This ware is deprecated and no longedun this plugin. The upgrade script will credit
you the full original purchase price - you will rfe¢ out any money.

Once you have completed the upgrade procedureusmithe game, the following notes about
restarting the gunnery crews commands apply:

» If you areupgrading from version 1.03 or earlier:
- r 1. Stop all Gunnery Crews commands on every tufrevery ship that they are running on.
2. Restart the script.

- If you areupgrading from version 1.04 to 1.91 (Beta 1 of Version 2):
Messages in the message log will tell you thattiramands were automatically restarted. Due
8 i to a bug in the restart code, the commandsNa@IT actually be running even if they appear to
be. Follow the steps above, just as if you wereagligg from version 1.03 or earlier.

« If you are upgrading from version 1.92 through 1.95:
The Gunnery Crews commands will automatically teate themselves. A message will appear
in the message log for each turret on each sHipgelou to restart the command If you wish,

_‘J do so.

» If you are upgrading from version 2.00 through 2.11:
The auto-restart code is correct from version 2100 on. No special actions need to be taken if
you are upgrading FROM version 2 or later.

Of course, you will still need to have the corneginber of Military Personnel crew members on
— ] board your ships for the commands to “stay” resthrt
6.4 mFAD
- _ Q: What will happen if | upgrade from an earlier (igmed) version?
7 AN A: If you follow the instructions and download theléitupgrade script, all your "Hired Gunnery Crew"

wares will be deleted - this ware isn't used anyangou will be credited with the money. You will,
unfortunately, have to find enough crew to man ytouarets though.

e | r Q: Is the AEGIS upgrade required in order to use gynoews?
A: No. The "Gunnery Crews: Action Stations" commanktdicl is the main gunnery crews command,
is available without buying any upgrade. All thehieeded are enough crew.
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The AEGIS upgrade will make the "Action Stations'imand more efficient at shooting down
fighters, but will have little effect when in conttegainst a capital ship.

Q: Isn't the AEGIS Weapon System upgrade a little agjpe?

A: As mentioned above, it's not required in orderde gunnery crew. It's an optional component. It

makes your ship better able to engage large nunabdighters and shoot down incoming missiles. It

will make a Titan about twice as effective agalfigiiters. How much would another Titan cost? The
real benefit of the AEGIS system is to concentcat@bat power. Two ships are always more difficult

—_ J_l

to coordinate than one.

The AEGIS system also makes available the comm@uomhriery Crews: Maximize Captures". Capture
a single Xenon K, certainly no more than two, anlili have paid for itself.

In summary, yes, it's very expensive. But at sooiatpyou have to ask yourself... what else doveha

L J to spend my money on?

Q: How do | get crew?
A: There will be passenger transports flying througboh space carrying Military Personnel. Follow
them.
—_— Q: Is there any easier way to find the military traor$g?
A: If you have your own Equipment Dock, you can aceemegport through the dock's command

console that will give you the location of all ntaliy transports currently operating.

Q: Why does it cost so much to operate a ship witmgoncrew?

A: The Gunnery Crews commands are completely usadesaif-of-sector combat. They give you in-
sector benefits only. As such, you don't need &this Gunnery Crews commands on patrol ships. Just
ships you will be taking with you into battle.

The maximum cost to operate a ship is 270,000 txrear hour (half that if you don't have an AEGIS
upgrade). This is approximately the profit from taucthree solar power plants if you operate yoip sh
_ﬂr‘ at "Action Stations" continuously. A single as$iaaon mission will provide enough money to

operate your ship for 5-80 hours (depending on goanbat rating).

Additionally, modern warships don't go around comdiusly at action stations. Besides crew fatigue,
one reason is the cost. If cost is a factor for, yoen only run the Gunnery Crews commands when you
L ‘ are going to go into a serious battle. Get involvethe moment. Prepare for combat... you give the
J,_,J order to go to action stations. Makes things sbebal, if you ask me.

Q: Why do all the Boron, Teladi, and Argon ships hguanery crew too?

A: They are generally friendly with the Argon, whodarding to the fiction surrounding this upgrade)
invented the Gunnery Crew training.

_‘J In balance terms, the Al ships were always wayweak. This helps give them more challenge.

Q: What about the Khaak? Aren't they way to powerbw®
A: That's a matter of opinion. | can still take ou€tamak Destroyer one-on-one with a gunnery crew

 — equipped Titan in about ten seconds (that isnbaggeration). Without the gunnery crew script
— installed, | could hardly ever take out a Khaaktbmer with a Titan. This plugidoes make the

Khaak harder, but things are stillich the same as the were before. A Titan without gonoews
can't take out a Khaak Destroyer without gunneeyvst A Titan with Gunnery Crews can take out a
Khaak Destroyer with gunnery crews.

: Q: Yes, but what about attacking a Khaak Destroyen witiltiple friendly destroyers. Say, with five
7 Teladi Phoenix. Before this upgrade | could takeaolihaak Destroyer that way without losing any
ships. Now | lose two or more.

A: First of all, this is arguably not a bad thing. ®you get to the poi nt where you are pushing Khaad
— F Destroyers around, what else is there left to dbéngame? This plugin makes Khaak Destoryers
harder, absolutely. The question remains, is thiadchthing?

That being said, with some setup, you can taked{ltaak Destroyer without losses. If you approach a
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Khaak Destroyer with any number of destroyers ftbenrear, and you are going to lose some. Doesn't
matter if your destroyers have Gunnery Crews, doesatter if they have the corbomite device. Some
are dead. Especially if they are slow behemotlestlile Teladi Phoenix.
First you must get the Destroyer's attention, onenaer so that you are in its flight path. Spread o
your fleet a little. You want one ship in front,caane each to either side, above, and below. You wa
to converge your fleet on the enemy at approxirgdted same time - timing is important. If you have
your approach angles set up right, you'll splitehemy's fire across multiple ships. If you are
approaching generally from the target's front, wdllialso close to effective weapons range very
q!r

quickly. This will allow your ships' Gamma HEPTsdet into range and take out the target faster.
| have used this approach successfully. It worker& are probably other tactics and strategies that

work too.
The point is, this plugin changes the dynamics.pBirardering a bunch of ships to go attack a Khaak
| _J Destroyer isn't good enough any more. You havégtd §mart. The tactics you need to use must
change as the dynamics change.
. g y g
6.5 AUTIHOR'S NOTES
A This has come a long way since it was first reldaséersion 1.04 was the first public release. It
— had 296 lines of code spread over 3 scripts (owehath wasn't used) that took up 114 kilobytes.
— Version 3, as of last count, has 2870 lines of dod® separate scripts that take up 756 kilobytes

of space (good thing | trimmed thabeee lines of code | guess Microsoft isn't the only one that
suffers from software bloat. Point s, it's comergg way (yes, | said that already).

There are still some shortcomings — hopefully ahaswill get worked out. Right now, the

Maximize Captures command isn't that intelligefihat's high on my priority list of things to fix.

With the newtwin-task tracking systenm place, mass drivers are a whole lot meanaeet new

logic to take advantage of this fact. Right nowawon selection is actually pretty simple — too

ﬁ‘f—‘ simple to really take full advantage of the varistgapon combinations out there. My plan is to
create a system where different weapon-selectiothab plans are evaluated based on their
predicted T (time-to-kill).

The newly introduced method for getting the persbibm crew your turrets is also something | want
— to play with. There are lots of possibilities fbis in the future that | want to explore. Crew
J coming from quests, the ability to use slave labmare upgrades that introduce further automation
that reduces the crew requirements. | want toenfialally getting your ship set up with this
weapon system to be an accomplishment that yofeedproud of. Your suggestions will help!

_ Which leads me to my last point — which is to thamkryone for the suggestions, help in testing,
FQJ and support. It's been a fantastic experience.
6.6 vERSIOM HISTORYY
'_J
ﬁ
~— |
First beta release
. 1.01| Second beta release ¢ Changed the turret command from COMMAND_TYPE_TURRET to
w— Y COMMAND_TYPE_TURRET_25 for compatibility with othecripts.
74 1.02| Unreleased * Changed the language file from xx0021.xml to xx2488
Minor timing changes
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1.03| Unreleased ¢ Altered the initialization mechanism to conformctarrent setup script
methodologies.

* Added the "Hire Gunnery Crews" ware to a secondpegent dock. It is no
available in Argon Prime and Omicron Lyrae.

1.04| First public release

Added an automatic update system so commands oestilt themselves
when updated.

ﬂf—‘ 1.91 First beta of version 2 Added missile engagement

Stub functions in place to support automated "anigisile missiles"

1.92| Second beta of versiom  Fixed a potential hang issue where missiles ttatagaged at long range ¢
2 cause the game to hang. Sorry about that.
I u * Reduced the engagement range of missiles to thermaxCIWS laser
I—q range, instead of the maximum main laser ranges dlfows the missile to
get in closer before it is engaged. Hopefully thia GOOD thing, as it will
reduce the time spent engaging the missile (astbes have less distance t
travel and WMDs can be used immediately) and affevturret to re-target
] back on ships.
— 1.93 Third beta of version 2  Added XML language files for French, Spanish, amair@an.
(S * Fixed the README so that Omicron Lyrae is mentioasda selling point.

* Fixed a bug introduced in 1.04 where the "Hire GamrCrews" ware would
not appear in the equipment dock unless you hadqusly used version 1.
or earlier.

1.94| Fourth beta of version Fixed a bug where enemy missiles were always benggged regardless of

2 whether or not they were a threat.

* Added the "Gunnery Crews: Missile Defense" commahith will engage
incoming missiles (which are a "threat") fired atiyfrom beyond 2500

ﬁf_l meters with one of your own mosquito missiles.

1.95 Fifth beta of version 2«  Altered the gun selection logic so that a GHEPfidsselected as a "Heavy'
laser if the turret can mount Gamma PPCs. ThHieesuse both weapons
the same damage to the hull, and the GPPC is nastr f

* Added the Bridge Control command that allows yotate manual firing

ke JJ control of a turret via the joystick's fire buttoA helper program called

J_" JoyScript is required to support this.

2.00 Version 2 (finally!)

Script restarting is finally working properly. Fany future version, you will

now only have to install the code and all ship$ rettart any turret

commands that are running to make use of the new.co

T— ‘J * There is now only one message per ship when tuestart, instead of one
message per turret.

* The "Bridge Control" command configuration has beemmented out in th

script "setup.plugin.guncrews.xml". This meang tha "Bridge Control"

command will not appear on your menu. This commeiralild work, but is

L] considered unsupported in version 2. Version Bheilthe version that
— contains this code. If you want to use it, then youst uncomment the line
| in the setup script.
-
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2.10 Version 2.1 release

The "Bridge Control" command has been uncommentedupgrade in the
JoyScript utility allows the system to detect wlitthrunning. When you ar
running JoyScript and it is configured properlyeritthe "Gunnery Crews:
Bridge Control" command will be available. WherySoript is not running,
then you will not be able to access that comma¥wlu must have JoyScript
version 1.04 or later for this to work.

e The "Minimum Safe Distance" that you must be fromoa-enemy is now

—‘J—l dependent on what Weapon of Mass Destruction yewsing. If you are

using a Gamma PSG, then the distance is 7km, ateeits 5.

* The minimum engagement distance (the distanceythamust be away fro
a missile fired at your ship) that you must be bemn anti-missile is
launched is now dependent on the class of shipay®in. If you are in an

L M1/M2, the distance is 2.5km. If you are in an M€ distance is 750m. |

- you are in an M3 (Argon Nova only) then the diseisc500m.

J * New turret command, "Gunnery Crews: Maximize CagglirWith this
command, smaller weapons are favored over larges,and WMDs will be
used regardless of the shield status of the enbotynpt regardless of
whether or not friendlies are in the area). Thian attempt to maximize th

_ number of captures over Kills.
— * New "Additional Ship Command" command, "GunnerywseM5 Wasp
— | Assault". This command launches one or two waspitessat every M5

within 23km of your ship. While this probably istérrible useful, it is a
whole lot of fun to take out a 20 ship Khaak clusités way.

2.11 Version 2.11 — bug fixNote, the file "plugin.guncrews.engagemissile.xméls deprecated in version

release 2.10. From this release on, it is no longer inelliéh the distribution. You are

free to delete it from your <X2>/script directory.

* The "Missile Defense" command will now no longeefmissiles during out-
of-sector combat. It's highly doubtful that antissiles are even effective

= | while OoS.
e Turrets will now engage all incoming missiles i€yhare not currently busy
engaging a ship. They continue only to engageilessthat are deemed a
threat to the ship when they are already engagsiym

Added the AEGIS Weapon System ware

* Deleted the Hired Gunnery Crews ware and wroteag®code that will
delete the ware from any ships it was installed ®his script no longer
conflicts with the Hull Repair System script.

* Added target prioritization by class - the systean now search for the best
target available on a per turret basis.

* Made "fast gun tracking”, Missile Defense, Wasp sMésAssault, and turret
target re-prioritization for missile interdictionlong with the new target
prioritization) all functions of having the AEGIS&&pon System installed.

¢ Added checks to make sure "Military Personnel"aregour ship before you

can use turret commands.

L] * Added crew payment (5000 per crew per hour)
ﬂ
S

291 First beta of version 3
ke J

¢ Added an Artificial Life plugin to spread Militafgersonnel around Argon
sectors in transport ships.

* Wrote a slightly better "fiction" to explain thiggem.

* Setup script places the AEGIS Weapon System in i\Ryime, Omicron
Lyrae, and 5 other random Argon Equipment Docks
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2.94

Fourth beta of version

3

Fixed a targeting that caused a turret to go my(@hie next target it engage
had to be closer to the ship) right after it hadlena kill — made the script
three whole lines shorter too. Fixed a bug andenihd code more efficient
to boot. Yup, I'm justhat good.

¢ Cost per hour for military personnel has been reduethank ticaki for that,
would have left it as it was. :) Now 50 credits peur for inactive crew
(basically nothing), and 3000 credits per hourafctive.

* Caodeis in place that allows turrets to cooperatevbich targets to engage.
For starters, only one turret will engage an MMMérfighter unless there
aren't enough targets for every turret. No semsweérkill — let's spread the
loving around.

* The Military Personnel Transports AL plugin is neeparate from the
Gunnery Crews script.

* My wife suggested that the whole thing works befseeing that it's live cre
we're simulating) if the command name was changé@dtion Stations”
rather than “Attack Enemies”. | thought about tfeata minute and
thought... yes! Sounds great. So I'm changisg it reads more like what
you would actually say to live crew.

2.95

Fifth beta of version 3

Not exactly sure whatad this version — 2.94 was submitted for signism this

may end up as 3.1, or this may still make it as(Rdte: This made it to 3.0)

* Major change to how tracking and firing works. This \aémost a complet:
rewrite of the logic in the inner tracking and riigiloop.
Previously, a limitation in the script command thans the turret (the fact
that it takes over 150ms to execute — which isetsteots of a mass driver)
made it so that precise refire delays were impéssiGetting all weapons to
fire at their exact refire rate has been sort eftthly grail for me on this
project. | had just about thrown up my hands sgdst and was just
implementing a form of cheating | hoped the “PmwEhat Be” would let m
get away with (firing more than one shot per tuaiet on guns with very fa
refire rates) when it came to me that | could sgfithe aiming into a
separate process. Now, there are essentiallyttwedds” - one handles
firing, the other handles aiming. One thread cardusly aims, and the firin
thread is now free to perform very precise timifigach shot. The practica
upshot is that: A) every weapon will fire at its xmaum rated refire rate an
B) weapons won't slow down as much when the fraategets laggy — the
new system isnuch more immune to game lag.

* Achange in the missile targeting logic — much nresponsive missile
tracking now.

* The Military Personnel idea has been picked upthgr script writers, so it
has been split off into its own separate release.

* Debugging output standardized and lots more ad#iedv outputs to an
external log file when debugging is enabled. laftthings that | previously
only assumed worked have now been verified to work

3.00

Version 3.00 release

* Fixed bug where the Action Stations script coulitcwto a null gun
e Added support for Kyon weapons — something fientlsh way comes.
* Created a trimmed down XML readme for translation.

Version 3 (Release)

* Added another AL plugin to resupply race capitapsh
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6.7 COMNTACT TIHe AUTI-HOR

Written by Kurt Fitzner (Reven”on the Egosoft Forums
You can contact the author &fitzner@excelcia.org
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