CounterAttack v 2.6

By MaxEd of ZX-ARTS Studio. Visit us at http:\\www.wtcsities.com\zx-arts\

1. WEAPONS:

Weapon
Dmg
Acc
Cr
AP
Resp
Pre
Ammo
A.pack
W.cost
A.cost

.32 Gun
5
30
28
2
2
3
10
10
80$
10$

.38 Gun
8
30
27
2
2
4
10
10
100$
10$

.45 Gun
10
25
23
2
2
4
8
8
120$
15$

UZI
3x5
25
22
2
2
4
8x3
8x3
180$
15$

M-16
3x6
24
20
2
2
5
6x3
6x3
200$
15$

AK-47
3x8
20
14
3
3
5
6x3
6x3
230$
20$

Shotgun
20
20
17
2
3
5
1
5x1
190$
15$

DB Shotgun
2x18
18
16
3
4
6
2
5x2
250$
25$

Combat Rifle
25
35
27
3
4
6
5
2x5
450$
15$

Sniper Rifle
50
50
28
5
8
-
1
5x1
600$
25$

Light MGun
5x7
25
20
5
6
8
8x5
8x5
550$
30$

Heavy MGun
5x15
23
17
8
-
-
6x5
6x5
700$
45$

Grenade Lnc.
60/20
30
25
7
-
-
1
1
800$
20$

Rocket Lnc.
90/35
50
25
7
-
-
1
1
900$
50$

Laser
80*
80*
68
5
-
-
1
1
850$
90$

Grenade
50/15
13
6
3
-
-
1
1
-
30$

*- Laser DMG and Laser ACC both calculated using this formula: (Повреждения и Аккуратность Лазера)

DMG = 80 – WALLS*15

ACC = 80 – WALLS*5

Комментарии к таблице:

Weapon – Название оружия.

Dmg – повреждения, наносимые оружием.

Acc – Аккуратность оружия

Cr – Критическое попадание.

AP – очки действия, необходимые для использования оружия (Action Points)

Resp - очки действия, необходимые для ответного выстрела из оружия (Response Fire Action Points)

Pre - очки действия, необходимые для упреждающего выстрела из оружия (Preemptive Fire Action Points)

Ammo – количество патронов в обойме

A.pack – количество патронов в упаковке, которую покупаешь (может быть больше, чем Ammo) 

W.cost – стоимость оружия

A.cost – стоимость пачки патронов.

В Dmg: MxN – М выстрелов по N повреждений.
2. ITEMS

Item
Effect
Cost
AP to use

First Aid Kit
Heals up to 25HP
50$
3

Medical Kit
Heals up to 50HP
90$
5

Super Medical Kit
Restores HP to maximum
120$
8

Booster
+3AP –15HP
30$
1

MegaBooster
+5ap –25HP
60$
1

Killer
Your next hit is critical, -5 ACC
50$
1

Smasher
You can target player behind 1 wall, -6 ACC
40$
1

Basher
Double damage to next hit, -6 ACC
20$
1

Sharper
+3ACC, -15HP
20$
1

X-Sharper
+RND(10)ACC –(SAME)HP
40$
1

X-Booster
+RND(6)AP –(SAME+1)HP
50$
1

Rope
Fall deals no dmg to you
30$
2*floor

Motion Scanner
You can shot through wall
100$
-

Kevlar Armor
Armor (20HP)
220$
8 to wear on.

Heavy Armor
Armor (35HP) –1AP
350$
10 to wear on

Exoskeleton
Armor (5HP) + 1AP
320$
10 to wear on

Battle suit
Armor (40HP) –2AP –4 to all CRIT
500$
10 to wear on

Комментарий:

RND(smth) = случайное число от 0 до “smth”

3. Moves

Move
AP
Description

Walk
2
Move 1 square on flat surface

Run
1
Move 1 square on flat surface, you cannot fire or use items after this move.

Jump*
6
Move 1-2 sq. flat. You can jump over holes.

Panic Jump*
3
Move 1-2 sq. flat. You cannot fire or use items after this move.

Strafe*
3
Move 1 square on flat surface. 

Walk Up/Walk down
4
Move 1 square up or downstairs

Fall
ALL
You can fall of window, taking (FLOOR-1)*10 DMG.

Reload Weapon
2
Reloads current weapon with new ammo pack

Change weapon
2
Changes current weapon

Buy
4
Executed near Shop

*- This move cancels Preemptive Fire when executed from point out of opponent’s view (Это движение отменяет упреждающий огонь, когда вы начинаете его из точки вне поля зрения оппонента)

4. General Rules:

Beginning game:

Each player begins with:

Money: 0$

HP: 100HP

Weapon: 32. Cal gun

Ammo: 10 inside weapon + 2x10 in inventory

Beginning turn:

You begin each turn with 10AP (if no modifications are present).

Firing at enemy:

You can target someone only if you have clear line of sight for him.

HIT = RND(Weapon.ACC)-Distance

If HIT>0 then you’ve just hit your target and get Weapon.DMG money.

If HIT>Weapon.CR then you’ve just killed your target and get 100$

If HIT<=0 then you’ve missed and get no money.

Response Fire:

Response Fire can be executed AFTER you’re fired at if you have enough AP left.

Preemptive Fire:

Preemptive Fire can be executed when target moves FROM OUT OF SIGHT within your line of sight not using strafe or jump moves. When target moves in your sight, Preemptive Fire CANNOT be executed.

