Xnova Next Gen

Game’s specification




Introduction 

Xnova Next Gen is an Online strategic war game in space. This is a game in real time domination mode where players will fight alone or in alliance to ensure their supremacy on a whole system of the universe. 

By "Online", we mean that it's a game taking place on the Internet, accessible from anywhere through a simple Web browser. 

By  real time, we hear that the game takes place continuously. Time does not stop, and all of the game world continues to live, grow even when the player is not connected. 

This document aims is to present the gameplay and features. Names and values presented here will be able to change depending on the choices and the results of the beta test. 

Anything that touches the background (history of races, narrative of buildings and technology, ...) will be established later. 

The important thing here is to have a clear vision of how the game is expected to work

This document will evolve with the changes made by the tests and new ideas. 

Language 

For a better opening to the Open source code should be fully reviewed and English. 

The game itself will be coded with a template engine to separate display HTML code and text content displayed. It is easy to propose several languages and  change it by clicking on an icon on the homepage. 
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1 Univers
1.1 Presentation

The game takes place in the future. Players have planets, can make colonies, a fleet and fight in the space.

1.2 Univers’s Composition 

A universe is composed by solar systems.

Every solar system is composed by planets.

• Universe 

o Galaxy 1 

· Solar System 1 

• Planet 1 

• Planet 2 

• Planet 3 

• Planet etc ... 

· Solar System 2 

o Galaxy 2 

o Etc ... 

Univers configurable values: 

- Number of galaxies (Default: 9) 

- Number of solar systems (Default: 250) 

- Number of planets in the solar system (Default: 15) 

What makes 33,750 planets in the universe by default. By counting the number of colonies of 10, this is 3300 active players at the same time ^ ^ 

Note: 

Each galaxy is like a sphere. 

Players in 1.1 and 250.1 will be neighbors and even the players will be 1.15 and 1.1 neighbors. This will make it more accessible the planets around and not promote players in the middle of galaxy. 

1.3 Resources 

1.3.1 Metal 

Resource used primarily for the construction of ships and buildings. 

Extracted through "Drills of Metal" kind of metal mine. It’s possible to get it by attacking or recycling.
1.3.2 Diamond 

Resource used primarily for the construction of ships and building. 

Extracted through the "Diamond synthesizer" digging to transform carbon diamond. 

It’s possible to get it by attacking or recycling.
1.3.3 Gold 

Resource used primarily for the payment of soldiers and the purchase of improvements  Obtained through the "Gold Concession" sort of mine. It’s possible to get it by attacking or recycling.
1.3.4 Antimatter 

Resource used primarily for fuel vessels and some weapons. 

Antimatter is generated from "Particle accelerators". It’s possible to get it by attacking.
1.3.5 Energy 

Resource used to power buildings and defenses of the planet. 

Produced from: 

· "Solar Plant" or "Solar Satellite" 

· "Space wind farm", placed in orbit they produce energy by capturing cosmic rays highly charged  in proton.  

· " Antimatter Central " realized from the merger of antimatter to produce energy. 

1.4 Planets 

Each planet has a bonus to the production of a resource. 

This bonus is 10%. (Value configurable) 

When creating the universe by installing the game, each planet will have a bonus. The distribution of bonus is random and the percentage of each is configurable (20% of planets with metal bonus, 25% with gold, 15% with energy, ...) 

1.5 Races 

When registering the player will have the choice between three races 

1.5.1 Race 1 (more on the attack): Aryatide 

o Specials Units  

Units with a powerful attack but has little PV 

(ship) lightRaptor

(ship) Heavy Raptor 

(Ground) Light Dévoreur 

(Ground) Heavy Dévoreur 

o Racial Technologies 

Unique: Kamikaze 

With level: 

· Enlistment

· War effort 

· Racial building : 

Temple 

o Bonus / malus 

-15% on the construction’s cost in resources and time for  war units

+ 10% on the construction’s cost in resources for defense structures 

1.5.2 Race 2 (more on defense): Sybian 

o Special units

Unit with an attack average but has a good shield and many PV 

(Ship) light armored ship

(Ship) heavy armored ship 

(Ground) light Phalange 

(Ground) heavy Phalange 

o Racial Technologies 

unique : ?  (Have to find it !)

With level: 

· Solidity 

· Master Architect 

· Racial Buildings

 ?  (Have to find it !)

o Bonus / malus 

20% on the construction’s cost in resources  and time for  defense structure

10% on the construction’s cost in resources for war units

1.5.3 Race 3 (more focused on economic): Human 

o Special units 

?  (Have to find it !)

(Ship) 

(ship) 

(Ground) 

(Ground) 

o Racial Technologies 

Unique : ?  (Have to find it !) 

With level: 

· Interest 

· War Economy

· Racial building  

Bank 

o Bonus / malus: 

+ 15% on resource production per hour 

+ 10% on  units creation time (terrestrial and space)

Buildings 

Formula for the buildings construction time: 

[(Diamond +Metal ) / game_speed] * [2 / (1 + Robot Factory level)] * 0.5 Nanites level 

Result * 60 * 60 = result in seconds. 

The game speed is 2500 by default. 

1.6 Resources producers 

The regulation in production  and energy consumption of resource producers buildings can be done by the coef_ressource variable.

The resources multiplier is Coef_ressource = 1. (Configurable) 

1.6.1 Metal Drill 

Produces Metal. (Considered as mine) 

Dependence: 

· Nothing for the first mine. 

· Then you have to start prospecting to find a vein of metal. See chapter functioning of the game: Mining and exploration. 

Cost Level 1: 

· Metal: 60 

· Diamond: 15 

Cost Factor: 1.5 (Price next level) 

Production per hour: 

· Metal: 30 * building_level * 1.1 building_level * Coef_ressource 

Consumption per hour: 

· Energy: 10 * building_level * 1.1 building_level * Coef_ressource 

1.6.2 Diamond Synthesizer 

Produces Diamond.(Considered a mine) 

Dependence: 

· Nothing for the first mine. 

· Then you have to start prospecting to find a vein of metal. See chapter functioning of the game: Mining and exploration. 

Cost Level 1: 

· Metal: 48 

· Diamond: 24 

Cost Factor: 1.6 (Price next level) 

Production per hour: 

· Diamond: 20 * building_level * 1.1 building_level * Coef_ressource 

Consumption per hour: 

· Energy: 10 * building_level * 1.1 building_level * Coef_ressource 

1.6.3 Gold Concession

Produces  Gold.(Considered a mine) 

Dependence: 

· Nothing for the first mine. 

· Then you have to start prospecting to find a vein of gold. See chapter functioning of the game: Mining and exploration. 

Cost Level 1: 

· Metal: 225 

· Diamond: 75 

Cost Factor: 1.5 

Production per hour: 

· Gold: 10 * building_level * 1.1 building_level * Coef_ressource 

Consumption per hour: 

· Energy: 20 * building_level * 1.1 building_level * Coef_ressource 

1.6.4 Particle accelerator

Produces Antimatter

Dependence: 

· Energy Technology Level 3 

Cost Level 1: 

· Metal: 400 

· Diamond: 550 

· Gold: 5 

Cost Factor: 1.8 

Production per hour: 

· Antimatter: 8 *building_level * 1.1 building_level * Coef_ressource * [1.05 + (Energy technology level * 0.01)] Particle accelerator Level 

Consumption per hour: 

· Energy: 20 * building_level * 1.1 building_level * Coef_ressource 

1.6.5 Solar plant

Produces energy. 

Dependence: 

· No 

Cost Level 1: 

· Metal: 75 

· Diamond: 30 

Cost Factor: 1.5 

Production per hour: 

· Energy: 30 * building_level * 1.1 building_level * Coef_ressource 

1.6.6 Antimatter plant

Produces energy. 

Dependence: 

· Energy Technology Level 6 

· particle accelerator at level 5 

Cost Level 1: 

· Metal: 900 

· Diamond: 360 

· Gold: 10 

· Antimatter: 90 

Cost Factor: 1.8 

Production per hour: 

· Energy: 30 * building_level * 1.1 building_level * Coef_ressource * [1.05 + (energy  technology level* 0.01)] antimatter plant Level
Consumption per hour: 

· Antimatter: 15 * building_level * 1.1 building_level * Coef_ressource 

1.6.7 Space wind farm

Produces energy. Feeds the mother planet. 

Dependence: 

· Can only be built on a moon. 

· Lunar Base Level 1 

· Energy Technology level 10 

Cost Level 1: 

· Metal: 5 000 

· Diamond: 9 000 

· Gold: 3 000 

Cost Factor: 1.6 

Production per hour: 

· Energy: 60 * building_level * 1.1 building_level * Coef_ressource * [1.05 + (Energy technology level* 0.01)] Space wind farm Level 

1.7 Units Producers 

Unless otherwise noted, the construction cost factor is 2. 

1.7.1 Space hangar

Allows the construction of spacecraft 

Dependence: 

· robot factory level 2 

Cost Level 1: 

· Metal: 400 

· Diamond: 200 

· Gold: 40 

Antimatter: 60 

1.7.2 Garrison 

Allows the construction of ground troops. 

Dependence: 

· robots factory level 2 

· popularity greater than or equal to 80% (during construction) 

Cost Level 1: 

· Metal: 300 

· Diamond: 400 

· Gold: 180 

1.7.3 Missile silo 

Allows the construction of missiles 

Dependence: 

· Unique Technology : Tactical Missile 

Cost Level 1: 

· Metal: 20 000 

· Diamond: 20 000 

· Gold: 100 

· Antimatter: 800 

1.8 Other

Unless otherwise noted, the construction cost factor is 2. 

1.8.1 Metal store

Will increase the planet’s storage capacity. 

Dependence: 

· No 

Cost Level 1: 

· Metal: 2 000 

Gain capacity: 250 000 units per level. 

1.8.2 Diamond store

Will increase the planet’s storage capacity. 

Dependence: 

· No 

Cost Level 1: 

· Metal: 2 000 

· Diamond: 1 000 

Gain capacity: 250 000 units per level. 

1.8.3 Gold Reserve 

Will increase the planet’s storage capacity. 

Dependence: 

· No 

Cost Level 1: 

· Metal: 2 000 

· Diamond: 2 000 

Gain capacity: 250 000 units per level. 

1.8.4 Antimatter container

Will increase the planet’s storage capacity. 

Dependence: 

· No 

Cost Level 1: 

· Metal: 2 000 

· Diamond: 2 000 

· Gold: 10 

Gain capacity: 250 000 units per level. 

1.8.5 Robots factory 

Improves the construction time of buildings and units. 

Dependence: 

· No 

Cost Level 1: 

· Metal: 400 

· Diamond: 120 

· Gold: 40 

· Antimatter: 60 

1.8.6 Nanites factory

Improves the construction time of buildings and units. 

Dependence: 

· robots factory level 10 

· computer technology level 10 

Cost Level 1: 

· Metal: 1 000 000 

· Diamond: 500 000 

· Gold: 150 000 

· Antimatter: 200 000 

1.8.7 Laboratory 

Allows you to conduct research on technologies. 

Dependence: 

· No 

Cost Level 1: 

· Metal: 200 

· Diamond: 400 

· Gold: 100 

· Antimatter: 60 

1.8.8 Spaceport 

Used to refuel allied ships parked on the planet. 

Dependence: 

· No 

Cost Level 1: 

· Metal: 20 000 

· Diamond: 40 000 

· Antimatter: 2 000 

1.8.9 Moon basis 

Necessary for colonize of your moon.

Dependence: 

· Can only be built on a moon. 

Cost Level 1: 

· Metal: 20 000 

· Diamond: 40 000 

· Gold: 10 000 

· Antimatter: 10 000 

1.8.10 Space jumpgate

Allows you to teleports units form a space jump gate jump to another. Cooldown of 1 hour between each jump. Do that teleports to door in your possession. 

Dependence: 

· Moon basis Level 1 

· hyperspace Technology level 7 

Cost Level 1: 

· Metal: 2 000 000 

· Diamond: 4 000 000 

· Gold: 800 000 

· Antimatter: 1 500 000 

1.8.11 Phalanx

Allows you to spy the movements of the fleet around. Each level of the phalanx can see on a solar system more around the phalanx. 

Dependence: 

· Moon basis Level 1 

Cost Level 1: 

· Metal: 20 000 

· Diamond: 40 000 

· Gold: 8 000 

· Antimatter: 10 000 

Cost Phalanx: 4000 gold and 1000 antimatter. 

1.8.12 Capitol 

Allows you to acquire unique technologies. 

(With factor 4 level 7 should be the maximum possible – cost in the 8 million diamond-so the technology possible at level 7 will be the highest) 

Dependence: 

· No 

Cost Level 1: 

· Metal: 1 000 

· Diamond: 2 000 

· Gold: 1 500 

Cost factor: 4 (very expensive Building) 

1.8.13 Palace 

Allows you to make colonize. Each level of the palace allow you a colony. The palace is only possible on a single planet. It is possible to transform a Government House in  palace to move the capital of your empire and the palace would became a Government House of the same level. 

Dependence: 

· Unique Technology : colonization 

· Only one per player

Cost Level 1: 

· Metal: 4 000 

· Diamond: 5 000 

· Gold: 2 800 

Cost Factor: 2.5 (Building expensive) 

1.8.14 Government House 

Allows to increase popularity of your colony. Each difference between the level of the palace and the Government House on yours colonies leads a decrease of 25% in popularity. It’s possible to transform a Government House in palace to move the capital of your empire, the old palace would became a Government House of the same level. 

Dependence: 

· Unique Technology : colonization 

· Palace Level 1 on another planet 

· No palace on the planet

Cost Level 1: 

· Metal: 2 500 

· Diamond: 3 000 

· Gold: 1 400 

Cost of transformation into palace equal to the cost of building the next level. 

1.8.15 Technical Center 

Allows technical improvements for ship and ground units. (see game feature chapter) 

Dependence: 

· Laboratory Level 2 

· Unique Technology: Improved troops 

Cost Level 1: 

· Metal: 400 

· Diamond: 500 

· Gold: 80 

1.8.16 Space Market 

Allows you to make purchases / sales between player. (See Chapter game features) 

Dependence: 

· Unique Technology : commercial development

Cost Level 1: 

· Metal: 1000 

· Diamond: 1500 

· Gold: 800 

1.8.17 Bank 

Allows you to make profits from the savings made in the bank. 

The player can deposit an amount equal to 30 000 units of resource (Gold, metal, diamond or antimatter). It’s possible to make a mix of bank resources, while respecting the limit. Each amount deposited (called deposit) can be removed only 7 days later. The interests of a bank deposit is 4%. The amount of interest can be increased through technology involvement. In case of withdrawal of resource before 7 days, the cost of removal are 10% of the amount withdrawn and no interest is paid. Once past 7 days, the duration of 7 days is automatically renewed and% interest credited automatically on the filing. The bank operates deposit. It is not possible to withdraw part of a filing. 

It is not possible to have more than the limit of total bank deposit. Any interest that would be exceed the limit , would be lost. 

Each level of the bank can store 30 000 units. 

Dependence: 

· Racial: Human 

· Laboratory Level 5 

Cost Level 1: 

· Metal: 800 

· Diamond: 1500 

· Gold: 1200 

1.8.18 Temple

Allows you to make offerings to the gods. Each hours the temple consumes 5 diamond and 2 golds per level. It will increase the popularity of 1 by level  for an hour. The points of popularity generated by the temple can not be lost even if occupation. (Ex: If the popularity is 10 + 20 generated by the temple, occupation popularity may decline only 10 as the temple to make offerings.) 

Dependence: 

· Racial: Aryatide 

· Laboratory Level 5 

Cost Level 1: 

· Metal: 800 

· Diamond: 1500 

· Gold: 1200 

1.8.19 XXXXX

Unique Building  for the sybian (race defenders)... We have to find an idea (
Dependence: 

· Racial: Sybian 

· Laboratory Level 5 

Cost Level 1: 

· Metal: 800 

· Diamond: 1500 

· Gold: 1200 

1.8.20 Intelligence Center 

Enables the creation of spy. (See rules of spying) 

Possible creation of a spy by level of the building. If the spy is killed then it’s possible to make another. 

Dependence: 

· Laboratory Level 5 

· Spy Technology Level 10 

Cost Level 1: 

· Metal: 800 

· Diamond: 2000 

· Gold: 1800
2 The ships 

2.1 Formula 

2.1.1 Construction Time 

[(Diamond + Metal + gold) / game_speed] * [2 / (1 + level space hangar)] * 0.5 nanites level
Result * 60 * 60 = result in seconds. 

Game’s speed is 2500 by default. 

2.1.2 flying times (in seconds) 

% Speed = fleet’s Sending  speed 

Ships’s speed = speed the slowest ship in the fleet, the reactor’s technology level is already included in this number (not the basic speed to use here!) 

· Up to his own field of ruins 

10 + [35 000 / (% speed) * Racine (5 000 / ship’s speed)] 

· In his solar system 

10 + [35 000 / (% speed) * Racine ((1 000 000 + absolute distance between the planets * 5 000) / ship’s speed)] 

· In its galaxy 

10 + [35 000 / (% speed) * Racine ((2 700 000 + (difference between systems) * 95 000) / ship’s speed)] 

· In another galaxy 

10 + [35 000 / (% speed) * Racine (difference between galaxies * 20 000 000 / ship’s speed)] 

2.1.3 Ships’s speed Calculation 

=>basic ship speed + technology  Level  * ( basic speed *ratio tech / 100) 

Where: 

- Basic speed = speed base 

- technology  Level = the technology’s level coming into account for the ship’s speed (visible in the "Technology", except for Bo and Lh, which use another tech at certain level) 

- Tech ratio = ratio multiplier technology (combustion: 10, pulse: 20, propulsion: 30) 

2.1.4 Antimatter’s  Consumption 

Conso = fuel ship’s consumption 

% Speed = fleet’s Sending  speed

· In his solar system 

1 + rounded lower [conso * ((1 000 + 5 * absolute distance between the planets) / 35 000) * (% speed / 100 + 1) ^ 2] 

Example: 

1 GT of 3:22:1 to 3:22:2 to 80% 

- Conso -> 50 per GT => 1 * 50 = 50 

- Distance -> | 1 - 2 | = 1 

- Speed = 80% 

1 + rounded lower [50 * ((1,000 + 5 * 1) / 35,000) * (80 / 100 + 1) ^ 2] 

1 + rounded lower [50 * 3.24 * 0.028714286] 

1 + rounded lower [5.74284] 

1 + 5 

= 6 

· Between solar systems 

1 + rounded lower [conso * ((2 700 + 95 * absolute distance between solar systems) / 35 000) * (% speed / 100 + 1) ^ 2] 

· Between galaxies 

1 + rounded lower [conso * ((4 * absolute distance between galaxies) / 7) * (% speed / 100 + 1) ^ 2] 

2.1.5 Gains on time flights with the research 

It’s possible to increase the propulsion technologies for the ship you want to set more quickly. The speed gain will be as follows: 

+10% Speed baseline level of internal combustion engine 

(For smaller cargo , big cargo, light hunter, recyclers and espionage probes) 

+20% of the rate base level by pulse reactor 

(For heavy hunters, the cruisers, colonization ship,  bombers and from Level 5, small cargo) 

+30% of the rate base level of propulsion hyperspace 

(For Battle ship, or destroyed, the Black stars and from level 8, the bombers) 

2.2 Small Cargo 

The small Cargo is a very agile ship for the resources’s transport from one planet to another. It’s faster than the big cargo since it was re-equipped with more powerful engines from obtaining the technology level 5 reactor pulse. 

Dependence: 

· Space Hangar Level 2 

· combustion Reactor Technology Level 2 

Cost: 

· Metal: 2 000 

· Diamond: 2 000 

· Gold: 200 

Cargo capacity: 5 000 

Hit Point: 4 000 

Shield: 10 

Attack: 5 

Speed: 5 000 

Consumption: 5 

2.3 Big Cargo 

The big cargo is a version allowing greater cargo capacity at a lower ownership cost 

Dependence: 

· Space hangar Level 4 

· combustion Reactor Technology Level 6 

Cost: 

· Metal: 6 000 

· Diamond: 6 000 

· Gold: 600 

Cargo capacity: 25 000 

Hit Point : 12 000 

Shield: 25 

Attack: 5 

Speed: 7 500 

Consumption: 25 

2.4 Light Hunter

The light hunter is a highly maneuverable ship that you can find on almost all the planets. The costs are not particularly high, as well as their shield and protect, their storage capacity is very low. 

Dependence: 

· space hangar Level 3 

· combustion Reactor Technology Level 1 

Cost: 

· Metal: 3 000 

· Diamond: 1 000 

· Gold: 200 

Cargo capacity: 50 

Hit Point : 4 000 

Shield: 10 

Attack: 50 

Speed: 12 500 

Consumption: 20 

2.5 Heavy hunter 

The heavy hunter is a direct evolution of light hunter with a fire power and protection shield improved. 

Dependence: 

· Space hangar Level 4 

· Pulse Reactor Technology Level 2 

· Protection Technology spacecraft Level 2 

Cost: 

· Metal: 6 000 

· Diamond: 4 000 

· Gold: 500 

Cargo capacity: 100 

Hit Point : 10 000 

Shield: 25 

Attack: 150 

Speed: 10 000 

Consumption: 75 

2.6 Cruiser 

The battle cruiser’s armor  is three times higher than a heavy hunter and more than twice their firepower. The cruiser is the fastest ship.

Dependence: 

· Space hangar Level 5 

· Pulse Reactor Technology Level 4 

· Ions Technology Level 2 

Cost: 

· Metal: 20 000 

· Diamant: 7 000 

· Gold: 1 400 

· Antimatter: 2 000 

Cargo capacity: 800 

Hit Point : 27 000 

Shield: 50 

Attack: 400 

Speed: 15 000 

Consumption: 300 

2.7 Battleship 

The battleship is the backbone of any military fleet. This is the ship holding the best speed and firepower: the best attack ship. 

Dependence: 

· Space hangar Level 7 

· Hyperspace Propulsion Technology Level 4 

Cost: 

· Metal: 45 000 

· Diamond: 15 000 

· Gold: 3 000 

Cargo capacity: 1 500 

Hit Point : 60 000 

Shield: 200 

Attack: 1 000 

Speed: 10 000 

Consumption: 500 

2.8 Destroyer 

The destroyer is the heaviest ship ever seen and has an amazing fire power. This is the most powerful ship except the Black star, but his speed is relatively low. 

Dependence: 

· Space hangar Level 9 

· Hyperspace Propulsion Technology Level 6 

· Hyperspace Technology Level 5 

Cost: 

· Metal: 60 000 

· Diamond: 50 000 

· Gold: 5 500 

· Antimatter: 15 000 

Cargo capacity: 2 000 

Hit Point : 110 000 

Shield: 500 

Attack: 2 000 

Speed: 5 000 

Consumption: 1 000 

2.9 Black star 

There is nothing more dangerous than black star approach. But 100 battle ship may destroy it. 

Dependence: 

· Space hangar Level 12 

· Hyperspace Propulsion Technology Level 7 

· Hyperspace Technology Level 6 

· Graviton Technology Level 1 

Cost: 

· Metal: 5 000 000 

· Diamond: 4 000 000 

· Gold: 450 000 

· Antimatter: 1 000 000 

Cargo capacity: 1 000 000 

Hit Point : 10 000 000 

Shield: 50 000 

Attack: 200 000 

Speed: 100 

Consumption: 1 

2.10 Tracker 

Ship specializes in hunting spacecraft, it has the strange characteristic to have a more developed rapid fire against the cruiser or battle ship than against cargo.

Dependence: 

· Space hangar Level 5 

· Laser Technology Level 12 

· Hyperspace Propulsion Technology Level 5 

· Hyperspace Technology Level 5 

Cost: 

· Metal: 30 000 

· Diamond: 40 000 

· Gold: 3 500 

· Antimatter: 15 000 

Cargo capacity: 750 

Hit Point : 70 000 

Shield: 400 

Attack: 700 

Speed: 10 000 

Consumption: 250 

2.11 Bomber ship 

The bomber ship was the best ship (Cost / fire power)  in front of heavy defenses. The ship is the slowest after the recycler. However, development of hyperspace propulsion technology at level 8 allows him to be re-equipped with more powerful engines. 

Dependence: 

· Space hangar Level 8 

· Plasma Technology Level 5 

· Pulse Reactor Technology  Level 6 

Cost: 

· Metal: 50 000 

· Diamond: 25 000 

· Gold: 3 750 

· Antimatter: 15 000 

Cargo capacity: 500 

Hit Point : 75 000 

Shield: 500 

Attack: 1 000 

Speed: 4 000 

Consumption: 1 000 

2.12 Recycler 

Dependence: 

· Space hangar Level 4 

· Combustion Reactor Technology Level 6 

· Missile Technology Level 2 

Cost: 

· Metal: 10 000 

· Diamond: 6 000 

· Gold: 800 

· Antimatter: 2 000 

Cargo capacity: 20 000 

Hit Point : 20 000 

Shield: 10 

Attack: 1 

Speed: 2 000 

Consumption: 300 

2.13 colonizer

Creates a basis for a new planete. 

Dependence: 

· Space hangar Level 4 

· Pulse Reactor Technology  Level 3 

Cost: 

· Metal: 10 000 

· Diamond: 20 000 

· Gold: 8 000 

· Antimatter: 9 000 

Cargo capacity: 7 500 

Hit Point : 40 000 

Shield: 100 

Attack: 50 

Speed: 2 500 

Consumption: 1000 

2.14 Solar Satellite 

Used to generate energy (See Chapter production of solar energy) 

Dependence: 

· Space hangar Level 1 

Cost: 

· Diamond: 2 000 

· Gold: 200 

· Antimatter: 500 

Cargo capacity: 0 

Hit Point : 50 

Shield: 10 

Attack: 1 

Speed: 0 

Consumption: 0 

2.15 Spy sonde 

Allows you to spy on other planets. (See Chapter spying) 

Dependence: 

· Space hangar Level 3 

· combustion Reactor Technology Level 3 

· Spy Technology Level 2 

Cost: 

· Diamond: 1 000 

· Gold: 200 

Cargo capacity: 0 

Hit Point : 5 

Shield: 0 

Attack: 0 

Speed: 100 000 000 

Consumption: 1 

2.16 Light Raptors 

Racial ship which has a very good attack but a weak defense 

Dependence: 

· Racial Aryatide 

· Space hangar Level 4 

· Pulse Reactor Technology Level 2 

Cost: 

· Metal: 8 000 

· Diamond: 6 000 

· Gold: 300 

Cargo capacity: 100 

Hit Point : 7 000 

Shield: 25 

Attack: 450 

Speed: 10 000 

Consumption: 450 

2.17 heavy Raptors  

Racial  ship which has a very good attack but a weak defense 

Dependence: 

· Racial Aryatide 

· Space hangar Level 6 

· Pulse Reactor Technology Level 5 

Cost: 

· Metal: 18 000 

· Diamond: 12 000 

· Gold: 1 500 

· Antimatter: 3 000 

Cargo capacity: 500 

Hit Point : 9 000 

Shield: 50 

Attack: 950 

Speed: 10 000 

Consumption: 650 

2.18 Light Armored ship  

Racial ship that has a good defense but an attack average. 

Dependence: 

· Racial Sybian 

· Space hangar Level 4 

· Pulse Reactor Technology Level 2 

Cost: 

· Metal: 8 000 

· Diamond: 6 000 

· Gold: 300 

Cargo capacity: 100 

Hit Point : 20 000 

Shield: 100 

Attack: 250 

Speed: 10 000 

Consumption: 450 

2.19 heavy Armored ship  

Racial ship that has a good defense but an attack average. 

Dependence: 

· Racial Sybian 

· Space hangar Level 6 

· Pulse Reactor Technology Level 5 

Cost: 

· Metal: 18 000 

· Diamond: 12 000 

· Gold: 1 500 

· Antimatter: 3 000 

Cargo capacity: 500 

Hit Point : 32 000 

Shield: 200 

Attack: 350 

Speed: 10 000 

Consumption: 650

3 Terrestrial Units

Still have to find technology dependence for terrestrial unit

Construction Time :

[ (Diamond + metal+gold) / game speed ] * [2 / (1 + garrison level)] * 0,5^nanites level

3.1 General

There are two types of ground units, the units trek and the carborne units. The value  « sit» is the power of fire n the buildings opposite, so their ability to destroy. Each unit can rise in rank.

3.1.1 Building Destruction

A building can’t loose during a sit more than 25% of his actual level.

3.1.2 Ranks

Two ranks will be available : Veteran and Imperial. Exemple : Infantryman (default rank), Infantryman Veteran (first rank), Infantryman Imperial (second rank). Each rank will give bonus at the statistics. The ranks unlock for EACH unit of EACH planet in his barracks. That is to say that if you unlock the Infantryman Veteran on the planet 1, they will not be unlock on the planet 2. 
It will repeat the operation on this planet for your barracks can create Infantryman Veteran. The bonus apply would reflect only the base unit.

3.1.2.1  Veteran Rank

Bonus :

· +10% of HP (compared with the base unit)

· +10% of Shield

· + 5% of attack

· + 5% of seat

Costs :

· grade Cost in metal
= Actual cost in metal  x  10

· Grade Cost in diamond
= Actual cost in diamond x  10

· Grade Cost in gold
= Actual cost in gold  x  7,5

3.1.2.2 Inperial Rank

Bonus :

· + 20% of PV

· + 20% of shield

· + 10% of fight

· + 10% of seat

Costs :

· Grade Cost in metal
              = Actual cost in metal x  20

· Grade Cost in diamond

   = Actual cost in diamond  x  20

· Grade Cost in gold
              = Actual cost in gold x  15

3.2  Pedestrial Units

	Type
	Cost
	Statistics
	Infos

	
	Metal
	Diamond
	Gold
	Antimatter
	Hit point
	shield
	attack
	siege
	attack type

	Polymorphs
	10000
	2000
	2000
	2000
	6000
	60
	300
	75
	Contact

	Special Force
	5000
	2000
	2000
	0
	5000
	50
	150
	50
	A distance

	Grenadiers
	3000
	1000
	2000
	0
	3000
	30
	100
	100
	A distance

	Fantassins
	3000
	0
	1000
	0
	2000
	20
	75
	10
	Contact


3.2.1  Polymorph

Description :

· This is the best of Pedestrial unit ! This unit could almost be considered as a unit carborne because it is actually a kind of mecha, equipped with powerful laser and a shield very special. It uses some properties of antimatter to return part of the energy absorbed during an attack.

Shield Bonus :

· 75% of damage absorbed by the shield are returned.

Dependance :

· Garrison – Level 8

· …

3.2.2  Special Forces

Description :

· The special Forces are units of the elite, who have received the best training possible and benefiting from them biological treatment capacity well above the common people. In addition, this unit has a specific weapons capable of inflicting greater damage to the formidable Tank.

Attack Bonus :

· +30% damage on Tank. 

Dependance :

· Garrison – Level 5

· …

3.2.3 Grenadiers

Description :

· The Grenadiers are units of light artillery, the pyrotechnicians in a way. They are doubly more effective against units carborne. They are expert in explosives and bomb are formidable, both on the battlefield that in a seat. They nevertheless have a relatively low defense.

Attack Bonus :

· +100% damage on carborne unit.

Dependance  : 

· Garrison – Level 3

· …

3.2.4 Infantry

Description :

· The infantry soldiers are the foundation of an army, they have low statistics but are cheap. Their strength is not to overlook if they use the mass effect. They are more effective body to body.

Attack Bonus :

· +30% damage on units of Contact

Dependance  :

· Garrison – Level 1

· …

3.3 Carborne Units

	Type
	Statistics

	
	Metal
	Diamond
	Gold
	PV
	Shield
	Attack
	Siege
	Attack type

	Tank
	35000
	10000
	10000
	35000
	350
	1500
	200
	Distance

	Bombers
	30000
	5000
	10000
	20000
	50
	100
	1000
	Distance

	Speeder
	15000
	5000
	10000
	15000
	100
	150
	50
	Contact

	Quadripode
	10000
	2000
	5000
	7500
	70
	300
	50
	Contact


3.3.1 Tank

Description :

· The tanks are carborne units the most sophisticated available, and most powerful! The tanks are formidable in combat, and are wreaking havoc in both categories of units. Their fire power is exceptional, they have a very good shield and a lot of points. These are formidable opponents.

Dependance  :

· Garrison – Level 12

· …

3.3.2 Bombers

Description :

· The bombers are heavy artillery units, which are extremely significant damage on buildings opposite, and can significantly reduce the level of targeted industries (in a seat).

Dependance  :

· Garrison – Level 12

· …

3.3.3 Speeder

Description :

· The speeder levite to a dozen centimeters of ground. It is equipped with a laser beam to its bumper, and it is intended to wreak havoc in the ranks of units trek. It darkens and mowing everything in its path.

Attack Bonus :

· +300% damage on units trek.

Dependance  : 

· Garrison – Level 10

· …

3.3.4 Quadripode

Description :

· The quadripode is a malicious quite large, housing two soldiers. In a managerial position, and another at the shooting range. Autoporto unit is the least evolved, but remains higher than a foot. It is more effective against the special forces and enjoys a shield a little more resistant to attack by Grenaders.

Attack Bonus :

· +10% damage on the Special Forces.

Defense Bonus :

· -10% 
damage inflicted by Grenaders.

Dependance  :

· Garrison – Level 10

· …

4 The defenses

4.1 General 

	Type
	Costs
	Statistics

	
	Metal
	Diamond
	Gold
	Antimatter
	Hit point
	Shield
	Attack

	Missile Launcher
	2 000
	0
	200
	0
	2 000
	20
	80

	Light Laser artillery
	1 500
	500
	200
	0
	2 000
	25
	100

	heavy Laser artillery
	6 000
	2 000
	800
	0
	8 000
	100
	250

	ion Artillery 
	2 000
	6 000
	800
	0
	8 000
	500
	150

	Gauss  Canon 
	20 000
	15 000
	3 500
	2 000
	35 000
	200
	1 100

	Plasma Launcher
	50 000
	50 000
	1 000
	30 000
	100 000
	300
	3 000

	Small Shield
	10 000
	10 000
	2 000
	0
	20 000
	2 000
	1

	Grand Shield
	50 000
	50 000
	10 000
	0
	100 000
	10 000
	1


4.2 Descriptions and information on individual defense 

4.2.1 Missile Launcher 

Description: 

The Missile Launcher is the first defensive structure that you can build. As the game is more advanced, it is generally used as a booster to protect the largest structure (Gauss cannon and plasma launchers). 

Dependence: 

· Space hangar level 1 

4.2.2 Artillery laser light 

Description: 

light Artillery laser is the second defensive structure that most players can build. It’s used heavily in all stages of the game 

Dependence: 

· Space hangar level 2 

· Laser Technology level 3 

· Energy Technology level 1 

4.2.3 Heavy Artillery Laser 

Description: 

The heavy artillery laser is the third defensive structure usually built by the players. This is a significant improvement compared to light laser artillery, but is still not as powerful as the big guns (Gauss cannon and plasma launchers). 

Dependence: 

· Space hangar level 4 

· Laser Technology level 6 

· Energy Technology level 3 

4.2.4 Gauss canon

Description: 

The Canon Gauss is a good defense against enemy ships. It can be easily replaced by the plasma launcher and is usually built until it’s developed. 

Dependence: 

· Space hangar level 6 

· Energy Technology level 6 

· Weapon technology level 3 

· Shield Technology level 1 

4.2.5 ions Artillery

Description: 

The ions artillery is a very good defensive structure that has a very powerful shield so that the hull was not damaged. The ions artillery reates damage individuals on the operation of computers in disrupting computer systems. 

Dependence: 

· Space hangar Level 4

· Ions Technology level 4 

4.2.6  Plasma Launcher 

Description: 

The plasma Launcher is the best defense of the game and quite expensive but well worth its price. No ship has not fire fast against this defense. In addition, the attack is 1.5x higher than destructive. 

Dependence: 

· Plasma technology level 7

· Space hangar level 8

4.2.7 Small Shield 

Description: 

The small shield is a defensive structure with a respectable absorption capacity. The cargo are unable to penetrate only a small shield. 

Dependence: 

· Space hangar level 1 

· Shield Technology level 2 

4.2.8 Large Shield 

Description: 

The large shield is an improved version of small shield. It costs 5 times the resources necessary to the small shield and had a 5 times higher protection. Light Hunters can not penetrate a large shield. 

Note: The small and large shield are cumulative. 

Dependence: 

· Space hangar level 6 

· Shield Technology level 6

5 Technologies

Formula for time to research technologies: 

[(Diamond + Metal ) / game_speed] / (planet’s laboratory level + intergalactic laboratory level) 

Result * 3600 = result in seconds. 

Formula for time to research unique technologies: 

[(Metal + Diamond + Gold) / Game_speed ] / (planet’s laboratory level + intergalactic laboratory level) 

Result * 3600 = result in seconds. 

It is possible to research both a unique technology and another technology. 

5.1  Unique Technology 

An unique technology is a technology that has only one research’s level. Once the research done, this will unlock an option in the game. Unique technologies are accessible with the capitol building. 

5.1.1 Geological Research 

This research allows the deposits’s exploration for mining. This research also gives the Level 1  of the Geology technology. 

Dependence: 

· Capitol Level 1 

Cost: 

· Metal: 900 

· Diamond: 850 

· Gold: 1 000 

5.1.2 Colonization 

This research allow you to create Palace, Governement House and colonizer ship. 

Dependence: 

· Capitol Level 2 

Cost: 

· Metal: 15 000 

· Diamond: 1 800 

· Gold: 3 000 

· Antimatter: 2 000 

5.1.3 Siege 

This research allow you to hold siege in planet. (See combat’s principle) 

Dependence: 

· Capitol Level 3 

Cost: 

· Metal: 15 000 

· Diamond: 18 000 

· Gold: 8 000 

· Antimatter: 5 000 

5.1.4 Improved troops 

This research improves the efficiency of troops and ship through the technical center building. 

Dependence: 

· Capitol Level 2 

Cost: 

· Metal: 10 000 

· Diamond: 12 500 

· Gold: 8 000 

5.1.5 Tactical Missile 

This research enables the construction of missile silo. 

Dependence: 

· Capitol Level 3 

Cost: 

· Metal: 30 000 

· Diamond: 21 000 

· Gold: 8 000 

5.1.6 Commercial Development 

This research enables construction of the space market 

Dependence: 

· Capitol Level 4 

Cost: 

· Metal: 40 000 

· Diamond: 50 000 

· Gold: 35 000 

5.1.7 Trade Agreements 

This research allow you to realise trade agreements through partnership technology. (See partnership technology) 

Dependence: 

· Capitol Level 4 

Cost: 

· Metal: 42 000 

· Diamond: 53 000 

· Gold: 38 000 

5.1.8 Kamikaze 

This research provides a new racial option when launching an attack with ship. The option kamikaze sends the fleet crash on opposing defenses to do the maximum damage. The fight takes place in a turn, the defense attack the fleet and the survivors crash against the defense. The damage done were multiplied by 5 and add a zone effect. In return, this type of attack costs 5 times more antimatter because  shields and speed are increase to successful suicide attack. 

Dependence: 

· Capitol Level 4 

· Racial Aryatides 

Cost: 

· Metal: 42 000 

· Diamond: 53 000 

· Gold: 38 000 

5.1.9 Occupation 

This research enables the occupation of an hostile planet. (See combat’s principle) 

Dependence: 

· Capitol Level 6 

Cost: 

· Metal: 450 000 

· Diamond: 650 000 

· Gold: 300 000 

· Antimatter: 180 000 

5.1.10 Horn of plenty 

This research increases the production by 30%. 

Dependence: 

· Capitol Level 7 

Cost: 

· Metal: 4 000 000 

· Diamond: 3 000 000 

· Gold: 1 000 000 

· Antimatter: 1 500 000 

5.1.11 Last Wall 

This research increases the defenses ‘s hit points and shield by 30% 

Dependence: 

· Capitol Level 7 

Cost: 

· Metal: 4 000 000 

· Diamond: 3 000 000 

· Gold: 1 000 000 

· Antimatter: 1 500 000 

5.1.12 Berserck 

This research increases the units’s attack by 30% 

Dependence: 

· Capitol Level 7 

Cost: 

· Metal: 4 000 000 

· Diamond: 3 000 000 

· Gold: 1 000 000 

· Antimatter: 1 500 000 

5.2 Technology with level 

Unless otherwise indicated, the cost factor to the next level is 2. 

5.2.1 Geology 

Each level allows a more accurate exploration and additional opportunities to find an interesting vein size. 

Dependence: 

· Unique Technology "Geological Research" 

Cost: 

· Metal: 20 

· Diamond: 15 

· Gold: 30 

Chance to find the right vein: 

10% + 2% * technology_level. 

Vein’s Size found: 

Mini size: 10 000 * technology_level * 1.1 technology_level

Maximum size: 20 000 * technology_level * 1.1 technology_level

Choosing the vein’s size by a random 0 to 100% between the 2 extremes.

5.2.2 Mining Extraction

Each level of this technology is equal to the level of the new metal or diamond mine during its construction. The level of a new gold mine is equal to Mining technology level -1 during its construction. 

Dependence: 

· Unique Technology "Geological Research" 

Cost: 

· Metal: 120 

· Diamond: 60 

· Gold: 45 

Cost factor: 1.5 

5.2.3 Commercial Partnership 

Allows the realization of commercial agreements between player. It’s possible to sign an agreement for each level of this technology. It isn’t possible to make many an agreement with the same player. The agreement is between 2 planets. The type of resources credited depends on the planet bonus resources. (A planet with an energy bonus can choose the resource’s type credited) Both players must have developed technologies Trade Agreements and commercial partnership. It is no longer possible to accept partnership if the player has reached the maximum number of possible partnership. 

Dependence: 

· Unique Technology "Trade Agreements" 

Cost: 

· Metal: ?

· Diamond: ?

· Gold: ?

Resource’s Production : 

40 * 1.1 level of technology per hour 

5.2.4 Computer 

Lets you control a fleet by technology level. 

Dependence: 

· Laboratory Level 1 

Cost: 

· Diamond: 400 

· Gold: 200 

· Antimatter: 400 

5.2.5 Space Weapons 

Allows you to unlock better ship’s weapons . 10% bonus by level. 

Dependence: 

· Laboratory Level 4 

Cost: 

· Metal: 800 

· Diamond: 200 

· Gold: 20 

5.2.6 Shield 

Allows you to unlock the improvement ships’s shields. 10% bonus by level. 

Dependence: 

· Laboratory Level 6 

· Energy Technology Level 3 

Cost: 

· Metal: 200 

· Diamond: 600 

· Antimatter: 80 

5.2.7 Ship’s Protection

Allows you to unlock improved  ships’s armor. 10% bonus by level. 

Dependence: 

· Laboratory Level 2 

Cost: 

· Metal: 1 000 

5.2.8 Energy 

Improves energy production. 

Dependence: 

· Laboratory Level 1 

Cost: 

· Diamond: 800 

· Antimatter: 500 

5.2.9 Hyperspace 

Allow better propulsion systems

Dependence: 

· Laboratory Level 7 

· Energy Technology Level 5 

· Shield Technology Level 5 

Cost: 

· Diamond: 4 000 

· Antimatter: 2 000 

5.2.10 combustion reactor 

Dependence: 

· Laboratory Level 1 

· Energy Technology Level 1 

Cost: 

· Metal: 400 

· Antimatter: 600 

5.2.11 Pulse reactor 

Allow better propulsion systems

Dependence: 

· Laboratory Level 2 

· Energy Technology Level 1 

Cost: 

· Metal: 2 000 

· Diamond: 4 000 

· Antimatter: 6 000 

5.2.12 Propulsion hyperspace 

Allow better propulsion systems

Dependence: 

· Laboratory Level 7 

· Hyperspace Technology Level 3 

Cost: 

· Metal: 10 000 

· Diamond: 20 000 

· Antimatter: 6 000 

5.2.13 Laser 

Dependence: 

· Laboratory Level 1 

· Energy Technology Level 2 

Cost: 

· Metal: 200 

· Diamond: 100 

· Gold: 50 

5.2.14 Ions 

Dependence: 

· Laboratory Level 4 

· Energy Technology Level 4 

· Laser Technology Level 5 

Cost: 

· Metal: 1 000 

· Diamond: 300 

· Gold: 50 

· Antimatter: 100 

5.2.15 Plasma 

Dependence: 

· Laboratory Level 5 

· Energy Technology Level 8 

· Laser Technology to 10 

· Ions Technology Level 5 

Cost: 

· Metal: 2 000 

· Diamond: 4 000 

· Antimatter: 1 000 

5.2.16 intergalactic Research Network 

The Intergalactic Research Network allows you to associate your laboratory in order to reduce the research time. Each level allows a planet more to join. The laboratory must be at least level 6 to be taken into account. The combination of several laboratories does not obviate the need to mount its laboratories at a level required by technology. For example, to search hyperspace propulsion technology, you need at least one laboratory level 7. 

Dependence: 

· Laboratory Level 10 

· Computer Technology Level 8 

· Hyperspace Technology Level 8 

Cost: 

· Metal: 240 000 

· Diamond: 400 000 

· Gold: 80 000 

· Antimatter: 160 000 

5.2.17 Graviton 

The Graviton is the top technological research. 300,000 cost of energy, only the most powerful empires can afford such research. Despite its enormous cost, the research only takes a second because it requires no resources. 

Dependence: 

· Laboratory Level 12 

· Energy Technology Level 10 

Cost: 

· Energy : 300 000 

5.2.18 Spy 

Dependence: 

· Laboratory Level 3 

Cost: 

· Metal: 200 

· Diamond: 1 000 

· Gold: 80 

· Antimatter: 100 

5.2.19 Terrestrial Weapons 

Allow you to unblock the improvement of terrestrial weapons. 10% bonus by level. 

Dependence: 

· Laboratory Level 4 

Cost: 

· Metal: 800 

· Diamond: 200 

· Gold: 20 

5.2.20 Units Resistance 

Allow you to unblock the improvement of ground units hit points. 10% bonus by level. 

Dependence: 

· Laboratory Level 2 

Cost: 

· Metal: 200 

· Diamond: 400 

· Gold: 20 

5.2.21 Improved Protections 

Allow you to unblock the improvement of ground units shield. 10% bonus by level.

Dependence: 

· Laboratory Level 6 

· Shield Technology Level 4 

Cost: 

· Metal: 200 

· Diamond: 600 

· Antimatter: 80 

5.2.22 Solidity 

The technology will increase the defense structures hit points of 1% per level 

Dependence: 

· Laboratory Level 4 

· Energy Technology Level 3 

· Racial Sybian 

Cost: 

· Metal: ?
· Diamond: ?
· Gold: ?
· Antimatter: ?
5.2.23 Master Architect 

Reduces the defenses’s construction time  by 1% per level. 

Dependence: 

· Laboratory Level 6 

· Robots factory level 5 

· Racial Sybian 

Cost: 

· Metal: ?

· Diamond: ?

· Gold: ?

· Antimatter: ?

5.2.24 Enlistment

Reduces the time of ground units’s creation by 1% per level. 

Dependence: 

· Laboratory Level 8 

· Racial Aryatides 

Cost: 

· Metal: ?

· Diamond: ?

· Gold: ?

· Antimatter: ?

5.2.25 War effort 

Reduces ships’s creation time by 1% per level. 

Dependence: 

· Laboratory Level 6 

· Robots factory level 5 

· Racial Aryatides 

Cost: 

· Metal: ?

· Diamond: ?

· Gold: ?

· Antimatter: ?

5.2.26 Interest

This technology will increase the performance of banks by 0.5% level. 

Dependence: 

· Laboratory Level 6 

· Bank Level 1 

· Racial Human

Cost: 

· Metal: ?

· Diamond: ?

· Gold: ?

· Antimatter: ?

5.2.27 War economy 

Reduces the buildings cost by 0.8% level. 

Dependence: 

· Laboratory Level 10 

· Robot Factory level 8 

· Human Racial 

Cost: 

· Metal: ?

· Diamond: ?

· Gold: ?

· Antimatter: ?

6 Game play and features

6.1 Storage capacity of planets

At the origin, a planet has a storage capacity of 500 000 units by resource: metal, diamond, gold, antimatter.

Then it is possible to increase this capacity by the construction of container.

(See section building)

It’s also possible to set up a level of exceeding for the maximum level of filling, level which will be configurable. (By default a 10 % exceeding level)

6.2 Mines and prospecting

In order to have a game play less linear in its functioning, the mines of metal, diamond and gold aren’t infinite. (Mine = Drill of metal, synthesizer of diamond and golden concession)

Indeed every mine can extract a certain amount of resource. Once this quantity reached, it collapses and it is necessary to reconstruct it. To facilitate the reconstruction, there are technologies which will allow to have bigger and quicker to build mines.

Nota : 

The first mines of metal and diamond don’t require technology to be to create. They are offered in a sense to allow to discover the game. Then once exhausted, they must be reconstructed according to the way described below.

Let’s take the example of a mine of metal to illustrate the process:

The player wants to build a mine of metal.

· He has to launch a prospecting via a geologist. The access to the prospecting is situated on the compartment of the concerned building.

An unique technology : 

Geological research => this technology allows to research how to prospect and gives the first level of Geology technology.

Geology technology:

Each level increase chances to find a vein of the wanted resource. In addition, the more this technology is developed, the bigger the found vein will be. 

Nota : 

So, with this technology, mines are proportional to the level and/or the needs of the player. A set value may block HL players and may oblige them to re-build a mine too often which may be tiresome.

 Prospecting costs some resources at each time it’s launched. (See Geology technology)

The player isn’t assured to find the vein he searches. It’s very possible that he finds another vein or a good vein but with not enough available resources for him.

Once the result of the prospecting known (Time of research about one minute) the player choose or not to build the adequate mine.

The player can thus possess 3 mines of the same type at most or 3 mines of different type. His choice will recover from his strategy.

If the result of the research does not correspond to the expectations of the player, he will be able to re-launch a prospecting. The maximum number of prospecting is 5. He can happen that a prospecting finds no vein. The last prospecting will find necessarily a vein. It can serve as punishment for the players who will be too greedy and will refuse a beautiful vein.

Once the mine build, its production depends on its level. (See section building) 

Once the quantity of available resource is exhausted, the mine doesn’t produce any more. It is then necessary to destroy it (free) then to reconstruct it.

Once the prospecting made, the technology "Mining Extraction" allows to build directly a mine at a coherent level with the needs of the player. (See section technology) the level of the new mine will depends on the technology "Mining Extraction".

Nota : 

Mines can suffer damages due to natural catastrophe or attacks on the planet. See section random events and section attack.

6.3 Basic resources

Each planet receives some basic resources when it’s colonized. Default resources are: 

· Metal : 500

· Diamond : 500

· Gold : 50

· Antimatter : 100

Basic values are configurable.

6.4 Attack system

6.4.1 Simple spatial attack

A simple attack is made by sending war starship to an enemy planet. The attacking fleet would fight against the defensive fleet (the enemy one and/or the one of enemy’s allies parked on the attacked planet) and the terrestrial defenses of the attacked player.

The fight is set in 10 turns.

During each turn, fleets hurt each other with.

The tenth turn finished, there would be 3 possible endings:

•
The attacking player wins: he has totally destroyed the enemy fleet.

•
The attacked player wins: he has destroyed the attacking fleet.

•
Draw, no winner: both player still has a part of their fleet. The attacking ships which haven’t been destroyed go home.

Destroyed ships let remains in orbit. There would be a possibility to obtain a moon.

(See section game feature: moon)

The attacked player’s defenses would regenerate depending on the sovereign’s popularity on his planet. (In the limit of a 75% rate)  

6.4.2 Grouped simple spatial attack

5 players have the possibility to gather in order to attack one planet at the same time. 

6.4.3 Spatial attack and siege

The player needs the unique technology Siege to make this kind of attack. 

(See section unique technology) 

When this technology is developed, it allows to send units to besiege a enemy planet for 8 hours maximum (this value is configurable). The choice of the attacking player to do or not a siege and its duration by one hour section is possible only at the moment when the attacking troops are sent.

A besieged planet doesn’t produce any units during the siege. 

If a commercial ship arrives with resources, they would be automatically transported on the attacking player’s motherworld. 

In order to free the besieged planet, there are 2 possibilities: 

· Once the occupation time elapsed, the attacking fleet goes home.

· Allies of the attacked player (or himself but from a non-besieged planet) can send troops to help him. If reinforcements win against the attacking troops, the besieged planet is freed. 

6.4.4 Simple attack and plundering

In order to carry out the pillage of an enemy planet, it is necessary to attack with the space and terrestrial units.  

The battle would take place in 2 parts: first, there would be a simple spatial attack. Then if the attacking player is victorious, his terrestrial troops would land and launch a terrestrial battle: only terrestrial units would face themselves.

The terrestrial battle is also set in 10 turns.

There would also be 3 possible endings:

· The attacked player wins: the terrestrial attacking troops are destroyed and the attacking fleet goes home with the remaining ships.

· Draw: the attacked player survives and the attacking player goes home.

· The attacking player wins: The terrestrial attacking troops plunder the planet and load at full capacity the remaining ships before returning home. This step takes 1 hour whatever the troops and ships are. It isn’t possible to plunder more than 50% of the resources of the planet by attack. During pillage, the plundered player can’t spend any resources in anyway. 

6.4.5 Pillage and siege

This kind of attack begins like a normal siege (see section Spatial attacks and sieges), but when the siege is underway, terrestrial troops begin their fight.

Here also, 3 possible endings: 

· The attacked player defeats the first wave of troops: during the siege, the attacking player can send more troops in order to be victorious.

· Draw: the attacking troops wait to re-launch their attack each hour until one side is defeated.

· The attacking player wins: he plunders the planet according to plundering rules (see section Simple attack and plundering)

Once the plundering finished, transports and terrestrial troops go home. Space ships stay around the besieged planet until the end of the planned siege. If one of them is destroyed during an attempt of freeing the besieged planet, the resources it would contain are lost.

If an attempt is launch during the loading of the plundered resources, the battle doesn’t disrupt it (to simplify in a first time).

6.4.6 Attack and occupation

The player needs the unique technology Occupation to make this kind of attack. 

(See section unique technology) 

The occupation makes it possible to temporarily take possession of the attacked planet. It is possible to occupy only one planet at the same time per player. (An attacking player can carry out only one occupation at the same time, on the other hand a player can have several planets occupied at the same time within the limit of his total number of planet - 1).

 During the launching of the attack, it is necessary to select the occupation mode and to define the duration in hour. The limit of occupation is 48 hours.

The principle of this attack proceeds as a simple attack. Once the battle won, the occupation is set up. The remaining attacking troops take possession of planet. The occupied planet does not produce any more units.

The troops of occupation have additional maintenance costs paid out of gold and taken each hour on their planet of origin. If the maintenance costs are not paid, the occupying troops return on their planet.

The occupation of a planet makes it possible to obtain part of the resources which it has.

The rate of the resources won by the occupant on the occupied planet is equal to 100% minus the percent of popularity of the emperor on the occupied planet. The minimum rate is 25% and the maximum one 100%.

Each hour of occupation makes lose a point of popularity to the sovereign.

The won resources are then credited on the planet where came from the attack. It is not possible for the occupant to launch construction of units, buildings or defenses. On the other hand it can have all information concerning the planet. (Level of the buildings, technologies, bonus, etc…)

It is not possible to the attacking player to send units in reinforcement to his occupying troops.

An occupation ends if:

· The definite time of occupation is elapsed: the troops return on their planet of origin.

· The maintenance costs aren’t pay: the troops return on their planet of origin.

· An ally of the occupied player sends troops (or from another planet of the occupied player): if the troops of occupation lose the combat, the occupation is raised. The player takes again possession of his planet fully.

6.4.7 Remains field

30% of the diamond and metal and 10% of gold composing the destroyed starships are found in the remains field after the battle.

6.5 Colonization

It is possible to colonize other planets.

Here is the procedure:

1) To have the unique technology Colonization.

2) To create a palace on the mother-world.

3) To create a starship of colonization.

4) To send the starship of colonization on a planet.

· If the planet is free => colonization will proceed.

· If the planet is occupied => the ship return to its planet of origin.

· The resources contained in the vessel of colonization are credited to the colony during creation.

5) Once the planet colonized, it is necessary to build a residence of the governor to stabilize his authority on this planet. The popularity of a colony is at a 50% rate at the beginning. On the other hand, there is a malus of -20% for each level of difference between the residence of the governor and the level of the palace. This malus is not valid during the first 7 days of the creation of planet.

6) In order to be able to colonize a new planet, it is necessary that the level of the palace is higher than the number of colonies. Without this condition, a ship of colonization cannot colonize a new planet.

The palace is a single building in your empire and locates your capital planet. It is possible to transform a residence of the governor into a palace.

6.6 Popularity

Popularity is an index of the satisfaction of the population of a planet towards the player. It is measured on a scale from 0 to 100% for each planet.

The popularity of a new planet is 50%. (During the creation of the account or of a colony)

	Profit of popularity
	Loss of popularity

	+1 per building created
	-3 by battle lost (By troops originating from this planet)

	+1 by spy uncovered on planet
	-1 by demolition of building

	+2 per battle won (By troops originating from this planet)
	-1 per hour of occupation




The random events can also bring a profit or a loss of popularity. (See random events)

Your level of popularity influences: 

· The rate of repair of your defenses after an attack.

· Your losses during an occupation (and the profit of the occupant).

A level of popularity lower than 45% involves between 10 and 70% of chance to have a strike of your producing personnel of resources (Metal, diamond, gold, antimatter), the strike can last from one to 4 hours.

A level of popularity lower than 20% involves between 10 and 70% of chance to have sabotages of your buildings and defenses. The sabotage of building can be a financial malus for repair of the building (probability of 70%): Between 25 and 50% of the cost of the building taken on the resources, or the complete loss of a level of building.

For defenses, there is possibility of losing units. You can lose between 10 and 20% of the number of units of defenses of the same type.

Calculations for the maluses are launched every 8 hours.

A level of popularity of 100% grants you a no-claims bonus of 2% the production of resource per hour. 

6.7 Ranking

For the ranking of the players:

General ranking: 1000 units of resources spent = 1 pts.

Fleet ranking: A ship = 1 pts.

Technology ranking: A research = 1 pts.

Building ranking: 1000 units of resources spent for the buildings = 1 pts.

Defense ranking: A defense building = 1pts.

Alliance ranking: 1000 units of resources spent by the members = 1 pts.

6.8 Trade

The trade between players is possible with the unique technology commercial development. This technology allows the creation of a new building: the space market.

Each level of this building makes it possible to post offers in the solar system of the planet and the next and previous solar systems at the number of 2^(level of the space market-1).

For example:  the level 1 allows posting of the offers in the solar system of the planet (for example 10); the level 2 allows posting in the solar system preceding and following (either 9.-10.-11).

In the market each player can put on sale his resources at the price which he wishes. It is the law of supply and demands which will make the prices vary. The prices are fixed in units of resource per units of another.

For example: 400 units of gold to the price of 10 units of metal for 1 unit of gold are finally sold 4000 units of metal. 

The players can also launch offers of purchases. (Ex: to buy 500 gold for 8 diamonds the unit) There will be 2 tabs to envisage: Purchases and Sales.

Then the player has to send transporters with resources to the planet of the offer. It takes a certain time to rejoin the planet with which one trades. The first arrived on planet can trade. It is possible to send the ships and to see them returning empty.

6.9 The protection of the beginner

The protection of the beginner applies until the player has 5.000 points in the General ranking. Until this limit, the newbie can attack (or be attacked only by) players having between 5 times more and 5 times less points than us, or between 20% and 500% of our points.

The too weak players for you are marked in green in the menu Galaxy, accompanied by the symbol (w). The too strong players for you are marked in red in the menu Galaxy, accompanied by the symbol (s)

For example :

Yellow: My points

Green: Low limit of players who I can attack or be attacking by.

Orange: Low limit of players who I can attack or be attacking by

At the beginning:

20 < 100 < 500
100 < 500 < 2 500
When we start to progress:

800 < 4 000 < 20 000
A little more…

1 200 < 6 000 < no limit
And more

3 200 < 16000 < no limit
And finally

5000 < 300 000 < no limit

6.10  Holidays mode

The holidays mode makes it possible to put in pause your account under some conditions.  

The holidays mode is activated via the personal options of the player.  

The minimum duration of the holidays mode is 48 hours. 

The maximum duration of the holidays mode is 30 days. 

The holidays mode can be turn on only if the player does not have any fleet in flight and if he’s not the target of an attack. 

During the holidays mode, productions of resources are stopped, it’s not possible to be attacked and the player will be able only to see his private messages. 

The holidays mode can be turn off via the personal options of the player.  

The 30 days of the holidays mode spent, the player becomes inactive (I) and his account will be likely to be erased the 35th day.

6.11  Inactive players

After 7 days without connection on his account, the player becomes inactive.  The icon (i) appears meadows of his pseudo in the menu galaxy. 

After 28 days without connection, the icon changes to (I).  The inactive accounts of game are automatically deleted after 35 days, on the other hand the account of the player in itself remains in the data base (Thus one will be able to start again it by email ^^ or at the time of the emails of masses). 

If a player who had his account deleted connects to the game, he’ll have the possibility to recreate a planet and start again the game.  

An automated script will function in order to erase inactive game accounts. This script will be able to some maintenance on the game.

An inactive player will receive an email of revival at the 7th, 14th and 28th days of inactivity.
6.12 Key of the menu Galaxy

(S) = Strong player

(W) = Weak player

(H) = Mode Holidays player

(B) (crossed out) = Blocked player

(i)= Inactive player 7 days

(I)= Inactive player 28 days

(IB)= player/account blocked for destruction

6.13 Spying

Spying is done in 2 stages: the sending of probes and spy. 

The probes make it possible to have basic information about the spied upon planet and its ships. The chances of success of your spying depend on your level and the target level of spying technology. 

Probes can give information on: 

· Type of resource  bonus of the planet (Spying Technology level 2) 

· Quantity of Ships (Spying Technology level 4)

· Quantity of Defenses (Spying Technology level 6)

· Type of ships (Spying Technology level 8)

· Type of defenses (Spying Technology level 10) 

But no information about resources, technologies or improvements can be obtained without the sending of spies.

Spies can give information on: 

· Resources of the planet  (Spying Technology level 10)

· Quantity and type of terrestrial troops  (Spying Technology level 11)

· Level of technologies  (Spying Technology level 12)

· Troops Improvements  (Spying Technology level 13)

· Ships Improvements  (Spying Technology level 14)
Nota:

The sending of spies is not possible until the 8th level of Spying technology and the building of the « Information Center ».

Each level of this building allows creating one spy. Then The spy can be affected to the counter-spying on the planet or launched in a spying mission. If a spy is killed during a mission, he can be replaced by creating another one.

6.13.1 Probes spying

The results of a probes spying depend on the number of probes you send. This number is proportional to the difference between your level of Spying technology and the one of your target and to what information you want to obtain.

· If your level of Spying technology is inferior to your target one: you have to compensate by sending more probes in order to maximize your chances of success. This quantity of probes is calculated according to this formula:

[Targeted player level minus your level] ²

For example: 

Targeted player level of Spying technology: 10

Your level of Spying technology: 7

So you’ll have to send ((10-7) ²) 9 probes to compensate.

· If your level is equal or superior, you just have to send the number of probes required to obtain the kind of information you want.

Obtained information types depend on the number of sent probes even if your level of Spying technology is superior to the target one. 

· Type of no-claims bonus of the planet: 1 probe   

· Ship numbers: 2 probes 

· Defense numbers: 3 probes 

· Type of ships: 5 probes 

· Type of defenses: 7 probes

So to launch a spying mission via probes, you’ll have to send the number of “compensating” probes plus the number of required probes to the aimed information.

Chances of success of a probes spying (in %): 

	Targeted player level minus your level
	>0
	=0

(by compensating probes or by level of technology)
	<0

	Formula
	100 -  [50 / ((Your level minus targeted player level)* 2)]

Limited to 95%
	70%
	30 % - (5% * (Targeted player level minus your level)]


6.13.2 Spies Spying 

The spies spying missions are accessible via the building “Information Center”

 Recall: 

It is possible to create 1 spy by level of the building.

If the spy is captured, it is possible to recreate another to replace him. Once a spy is created, it is needed to send him in mission on a planet. The journey time corresponds to the time used by a conveyor to join the planet.

Once the spy is on targeted planet, he awaits for orders. He remains on the spot until the player who spies gives him the order to return.

Chances of being discovered during the infiltration of a spy:

4% * 1.1*(targeted player level of Spying technology)    (Maximum 35%)

So a spy would have, at least, 65% chances to succeed his infiltration on the targeted planet. Once he is on the planet, he sends a report giving his status (awaiting for orders which would be made by using the Information center).

Chances of counter-spying according to the type of spying mission:

· Resources of the planet: 10% of being discovered

· Quantity and type of terrestrial troops: 15%

· Level of technologies: 20%

· Troops Improvements: 25%

· Ships Improvements: 30%

· Return to motherworld: 5%

Chances of the discovering of the spying mission:

(Chances of counter-spying according to the type of spying mission) + 1,5% *(Number of spies in counter-spying on the planet

Maximum 85%

Example : 

For a resources spying mission, with 5 counter spies: 10% +1,5%*5 = 17,5%

The spy realizes his mission instantly. He is then available for a new mission.

But, the level of discovering increases after each mission for a spy: after n missions the chances are (Chances of counter-spying according to the type of spying mission) + 1,5% *(Number of spies in counter-spying on the planet + n*((Chances of counter-spying according to the type of spying mission) + 0,5% *(Number of spies in counter-spying on the planet). 

The level returns to normal after 2 hours of inactivity. 

Example: you launch 2 resources spying missions, one after the other, with 5 counter spies:

Risks of being discovered the 1st time: 10% +1,5%*5 = 17,5%

Risks of being discovered the 2nd time: 10% +1,5%*5 + (10% + 0,5%*5) = 30%

If a spy is discovered during a spying mission or when he arrives on a planet, he is killed and the targeted player receives a message showing where the spy was coming from.

Else the targeted player has no mean to be aware of the spying.

6.14 Unit improvements

The improvement of the space and terrestrial attacking units is done by the technical center (see building section)

The improvement is done by type of units but the following researches should initially be launched:

· Terrestrial units :

· Terrestrial weapons: Improves by 10% the attack per level of technology

· Units Resistance: Improves by 10% the defense per level of technology

· Improved protections: Improves by 10% the resistance per level of technology

· Ships :

· Protection of spaceships: Improve by 10% the resistance per level of technology

· Shield: Improves by 10% the defense per level of technology

· Space weapons: Improves by 10% the attack per level of technology

Each level of these 6 technologies allows improving the units via the technical center but does not bring back any no-claims bonus (by their own).

In the technical center, there is the list of the units which you can currently build. If you developed space weapons technology level 1, you will have the icon allowing improving the capacities of attack in front of each type of vessel. Launching the improvement of the light hunters will benefit only the light hunters. The other ships will not have any no-claims bonus.

Thus according to the strategy of the player, he will have the choice to develop or not certain ships. A small improved ship could thus be more interesting than a large one which does not have any improvement for the moment.

Each improvement costs resources.

The level of your technical center limits the capacities of possible improvements, even if you have technology necessary. Each level of the technical center corresponds to a level of possible improvements.

(For example: If you have space weapons level 6 and that your technical center is level 4, you will just be able to improve 4 levels of the weapons of your ships.)

The basic cost of an upgrade is 10% of the price of a ship. Then the price of upgrade is doubled each level.

6.15 Random events  

The random events are launched regularly (even if they are random!!). The best frequency would be every 4 hours.

But a player could be victim of an event only one or 2 times per day. The probabilities of appearance have to be defined.

A random event can do many things as:

· + 1 of popularity

· + 5 of popularity

· -1 of popularity

· -5 of popularity

· One hour strike (no production of resources for one hour)

· Loose of resources: 1% (expenses of repairs)

· Profit of resources: 1% (discovery of a rich layer)

· Destroyed mine 

· Loose of mining reserves

Have to be completed

6.16 Moons 

Chances of a moon creation :

After an attack, there is 1% of chance to create a moon by 100 000 ressources put in the remains field.  Maximum of 20% 

The diameter of the moon is calculate when it is created : 

Have to be completed
Maximal number of cases per moon :

((Moon diameter) / 1.000) ²

The moon diameter is written in the Galaxy menu beyond the S symbol, the T being the minimal temperature of the moon. 

For example:

A moon has a diameter of 8774 km.

8774 / 1000 = 8.774

8.774² = 76.98 (more or less!!)

We round down so this moon would have 76 cases at maximum. 

When a moon is attacked by one or several Death Stars :

There are 2 possible endings: 

· The moon can be destroyed and the percentage of this event is calculated by the following formula: (100 - [image: image2.png]J(Moon diameter)



 ) * [image: image4.png]J/(Number of attacking Death Stars)




· The attacking Death Stars can be destroyed and the percentage of this event is calculated by the following formula: [image: image6.png]J(Moon diameter)
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6.17 Game messaging system

The game messaging system is split into 2 parts:

· Player messages

· Game reports

These 2 parts have distinct displays for new messages in order to make easier the view of new messages coming from players.

The Game reports part deals with all messages automatically generated by the game. This part contains under-parts:

· Spying reports

· Battle reports

· Events reports (Random events, meteo...)

· Transport reports

· Commercial reports

The player messages deals with messages sended by other players. This part contains under-parts:

· Player

· Alliance

Each message has a « Report it! » button. This button allows contacting game operators in case of rude messages or prohibited messages (advertisement for websites…). 

Players can also send messages to game operators. 

Messages from game operators are clearly identifiable from the other messages.

6.18 Administration

There isn’t any game account with administrator or operator rights.

The administration interface is separated from the game.

The Sections of the administration interface are the following:

· Management of the double accounts

· Management of the number of attack (Recording of the number of attacks that a player received in 24h to see whether bash or not)

· Management of the members (Addition, suppression, reset, ban)

· Operators messaging system 

· Administrators messaging system (2 levels of access in the administration)

· Mass mailing (game messages and email) (with options: all players, all players of a race,…)

· Various additions (resources, units, etc.)

· Statistics 

The statistics part is extremely important. As Xnova NG is a new play with new concepts and races, it will be necessary statistics for us on all, in order to see whether the play is balanced or not.

We’ll be able to see the distribution of the ships of the players of signal 50, distribution by races, etc…. We’ll really have to make statistics on all!

6.19 Planet size 
Have to be completed

6.20 Solar satellite’s production
Have to be completed

6.21 Weather
Have to be completed

Xnova 


Next Gen





Game’s specification


Version : 0.9








Version 0.9                                                                                                                                  Page 2 of 89

