Campaign Mod Documentation (Alpha V2)

Enrolling in a Faction and House Communication

To begin the campaign you need to choose a faction to join. You can view these factions by typing:

/c housestatus

This will allow you to view the current status of all factions.  After deciding on a faction to join, you need to enroll. You need to type the faction you are joining exactly as it appears using the enroll command. The enroll command would be typed like this :

/c enroll#Housename

Here are a couple examples. Remember, the house factions are case sensitive and do require a capital letter when entered:

/c enroll#Davion

/c enroll#Wolf's Dragoons

You will be given your first lance upon enrollment. Once you are enrolled you will need to Login each time you enter the room or become disconnected. :

/c login

You should also Logout each time you want to stop playing the campaign and still remain in the room:

/c logout

You may chat with others in your faction once it has been chosen. This command only works when you are logged in:

/c HouseMail#<MailText>

Campaign Menu and Mech Display Screen

Once you have chose your faction and logged in, across the top you will have various options you can choose from. The campaign pull-down contains the following options to choose from (the following commands in parentheses are the old text commands for these buttons):
Login and Logout (/c login and /c logout): Logs you in and out of the campaign only, not the client.

Inner Sphere Status (/c isstatus): Shows you the current status of all planets in the Inner Sphere, who owns them,  and what they produce.

My House Status : Displays your current house status, including mech hangars, Player enrollment and experience rankings.

Player Status (/c players) : Shows which players are currently logged in and ready for action, and those are currently engaged in combat.

Task Status (/c tasks): Shows all current tasks open, being played, and lists completed tasks for that tick.

House Status (/c housestatus): Displays the current number of planets occupied and members each faction has.

Request (/c request):This is the command to request new mechs for your hangar, which can also be found in the Mech Display. The current space for your hangar is 6 + 1 additional space/per 1000XP.

Attacking, Defending, and Reporting

The next step is combat. After you decide which planet you would like to invade, you need to use the conquer or mechraid command. You do not have to own any control of the planet you are attacking to invade it. You will need to know your LanceID number or numbers when entering this command.

If you get a message saying: You didn't get a Jumpship for the task, then there is no player of that faction online, logged in, or of similar BV to your lance you are attacking with. Please note that the BV calculated by MegaMek.NET and the one calculated by MegaMek might differ. Additional modifiers based on the weight of your mechs are added to the BV as follows:

<35tons=00

40tons=20

45tons=40  

50tons=60

55tons=80

60tons=100

65tons=170

70tons=220

75tons=260

80tons=350

85tons=400

90tons=450

95tons=500

100tons=550
This is to ensure fair fights since BV is not that accurate.

IMPORTANT: If you're AFK (Away from Keyboard) for some time, be sure to LOGOUT first. Your enemies will be able to attack you and gain control of your planet. Penalties are currently being assessed for refusal of tasks and idling. 
This is not a permanent feature, but necessary at this time:

First time not defending: No penalty;

Second to Fifth time player loses 10 EXP + 10 C-Bills;

Sixth time player is automatically logged off.

These times are based on the attack tick which occurs about every 3-5 minutes once the task has been placed, so you could assess penalties fairly quickly if you are not logged out as long as you are logged in.

Currently there are the following two Attack Tasks Available:

Conquer: (/c Conquer#PlanetName#LanceID's)

Use Conquer to gain Control of a planet. The Enemy may only defend with Lances whose BV is +-30% of yours (or differs by 450 whichever is lower). If no one defends, you'll get 1% Control after 5 Mins.

MechRaid: (/c MechRaid#PlanetName#LanceID's)

With MechRaid you can steal Mechs right of the enemy Planets. The Enemy may only defend with Lances whose BV is +-20% of yours (or differs by 450 whichever is lower). If no one defends, you'll get 1 random sized mech after each 4-5Mins. If you fight and succeed you'll get up to 3 Mechs of the same Weight class as the Target Planet can produce or

Random if there's no Factory on the Planet.

Lance classes are designated by the Battle Value of the lance. These are the current classes of lances based on BV:

FeatherWeight: 0-1599 
Light: 1600-2299 

Recon: 2300-3199

Medium: 3200-4199 

Support: 4200-4999 

Heavy: 5000-5999

Attack: 6000-6999 

Assault: 7000-9999

Terminator: 10000+
You may attack with more than one lance as long as you have access to multiple lances. Simply add a space after each lance number to add on lances. You can get the LanceID with the /c myStatus command. Here are a few examples, with the second example showing the use of 3 lances:

/c conquer#St. Ives#2

/c conquer#New Avalon#1 3 5

/c mechraid#New Avalon#1 2

If one of your planets are being attacked and you would like to defend it, you need to use the /c join command. You can only defend planets that you have control in. The /c join command is similar to the /c conquer except you are replacing the planet name with the TaskID number of the attacker you wish to defend against. You can get this TaskID number by typing /c task. The command is as follows:

/c join#TaskID#Lance ID

Here are a few examples, with the second example showing the use of 3 lances.

/c join#26#2

/c join#45#1 3 5

IMPORTANT: You must be logged in to attack or receive notifications of those that are attacking you.  Once you have finished the battle, the attacker and defender both need to report the outcome. The commands are different for each, so be sure you are using the right command. 

The command is as follows:

WINNER of the battle:

/c report#TaskID#win#<LostMechID's>

When entering in the MechID numbers for lost mechs, you need to refer back to your LanceID. The order that the mechs in that lance were given to you is the order you would report them. If you did not lose any mechs, you may simply replace the MechID numbers with 'none'. Here are a few examples:

/c report#45#win#1 4 -The winner lost Mechs 1 and 4

/c report#22#win#none -The winner did not lose any mechs.

LOSER of the battle:

/c report#TaskID#loss#<SurvivingMechID's>

When entering in the MechID numbers for surviving mechs, you need to refer back to your LanceID. The order that the mechs in that lance were given to you is the order you would report them. If you lost all your mechs you may simply not add anything at all. Here are a few examples:

/c report#45#loss#1 4 -The loser had Mechs 1 and 4 survive the battle

/c report#22#loss#none -The loser lost all his mechs.

Reporting MULTIPLE lances:

When reporting wins and losses with multiple lances, use the same formulas listed above for wins and losses. The only difference will be in your LanceID. When listing your mechs you will need to list the LanceID, followed by a comma, and then the MechID. When listing the units, make sure there are no spaces after the commas, but there is a

space between units. Here are a few examples of multiple lance wins and losses:

/c report#45#win#12,1 12,4 4,1 4,2 4,3 
The WINNER lost Mechs 1 and 4 in LanceID 12 and Mechs 1, 2 and 3 in LanceID 4.

/c report#22#win#17,1 17,2 17,3 17,4 

The WINNER lost all his mechs in LanceID 17. He also had LanceID 18 in that battle, but lost no mechs, so would not have to report any losses for that LanceID.

/c report#45#loss#7,1 7,4 13,1 

The LOSER had Mechs 1 and 4 in LanceID 7 and Mech 1 in LanceID 13 survive the battle. 

/c report#22#loss#12,2 12,3 12,4 

The LOSER had Mechs 2, 3, and 4 in LanceID 12 survive. He also had LanceID 15 in this battle, but none of them survived, so they were no survivors listed for that LanceID.  

If it should be necessary to Cancel a Task (Your opponent disconnected and never came back etc), you can use:

/c cancel#TaskID to do so.

Experience

After each fight you'll get a 10% chance per Mech you killed during that fight to get a pilot skill increase. This is not a perfect system for Leveling up yet, so expect it to change into something better someday...

Fight Rules: The player with the lower BV (use the one calculated by MegaMek.NET not the other one, in

case of a tie, defender) chooses map or maps. His opponent may choose his starting location. His opponent has to start on the directly opposite side then. Map size may be no larger than 1 map per lance used in the battle on each side. (i.e. 1 or 2 Maps for a 1v1). If an agreement on the number of maps used cannot be reached, use the /roll command to settle the dispute. The winner of that roll may choose the number of them maps only, not the type.

Normal rules apply to the rest of the setup.

Double Blind: If both agree on it, fine. Normal campaign standard is NO Double Blind otherwise.  Should one of the players have to abort the game due to Real Life reasons, he has to report a loss with whatever mechs he has surviving.  If there are any rules questions, the official BT rules will be used as long as it’s possible (i.e. if MegaMek allows to walk for free, just don’t do it. If it adds a +10 on short range to hit, you can’t do anything about it).

The Black Market

To view the current Black Market Status, use:

/c bmstatus

The AV: behind a mech tells you the average value that a mech like this has been worth.  To add a mech to the market, use the /c sell command.You can use some additional commands there:

/c sell#<HangarMechID>#<AuctionTime>#<MinBid>#<Comment>

Please note that all commands after the HangarMechID are optional. You can use as many of them as you want to but you have to stick to this order. Default values are Auctiontime = 5 Ticks, MinBid = 1.  Some Examples:

/c sell#2 

This will add Mech #2 >from your hangar to the Black Market with an auctiontime of 5 ticks and a minbid of 1 CBills.

/c sell#1#12 

This will add Mech #1 from your hangar to the Black Market with an auctiontime of 12 ticks and a minbid of 1 CBills.

/c sell#3#8#23 

This will add Mech #3 from your hangar to the Black Market with an auctiontime of 8 ticks and a minbid of 23 CBills.

/c sell#0#11#10#Used. Only minor PPC scratches on Left Torso 

This will add Mech #0 from your hangar to the Black Market with an auctiontime of 11 ticks and a minbid of 10 CBills with the given comment.

In order to Bid for an auction just use

/c bid#<AuctionID>#<BidAmount>

You can see the AuctionID's from the bmstatus list.. Example usage:

/c bid#1#5

this will add your bid of 5 CBills for Auction #1 to the list of bidders.  To view your current bids use:

/c mybids

If you put a mech on the market but want to cancel the auction, you can recall it from the market using:

/c recall#<AuctionID>

Be aware that MechBay (TM) will charge you a small amount of money for that. You can also use Recall to recall your bids.  If you just want to get rid of a mech, you can always scrap it make room for another mech in your hangar. Use:

/c scrap#<HangarMechID>

You won't get any money from that action.

THE BIG CHANGE

Since the BIG CHANGE, you won't get your lance from your house for free. You have to order mechs from your house (or buy them at the Black Market (Soon)). In order to do so either see the former Request Menu in the Client or type

/c request#<WeightClass>

i.e.: /c request#Medium

The cost of mechs are as follows: 

Light: 10 C-Bills 

Medium: 20 C-Bills 

Heavy: 40 C-Bills 

Assault: 80 C-Bills

You'll see that new mechs get transferred to your personal Hangar now (Look at the MyStatus Page). From there you need to assign them to Lances. You can create a new Lance with as many mechs as you wish up to 4, but the lance will not be combat ready until 4 mechs are issued to the lance. The formula is as follows:

/c CreateLance#MechID#MechID... OR /c CRL#MechID#MechID...

i.e.: /c CreateLance#2 or /c CRL#2#3#5#6
The next and most important command can be used to a) Put mechs into a lance, b) remove mechs from a lance, c) exchange mechs in a lance 

/c EXCHANGEMECH#LanceID,Lance-MechID#Hangar-MechID

OR

/c EXM#LanceID,Lance-MechID#Hangar-MechID

This will Exchange the Mech from the Lance with the one from the Hangar. If either the Lance has no Mech at that ID (i.e. you lance consist only of 3 Mechs and you enter MechID 4), it'll be added to the lance. If the Hangar-MechID is omitted, i.e.

/c EXM#0,3 then the Mech will be removed from the lance and put into your hangar.  Since this command is rather Complex, here is a big example:

This is the MyStatus of our Example:

Status for Player: a

Money: 25

Exp: 618

Member of House: Liao

Lance #0 : WSP-1L[#1](4/5),OTT-7J[#2](3/5),VLK-QA[#3](4/5),WSP-1L[#4]

(4/5) -- BV: 1817

Contents of Hangar:

#0 Valkyrie (VLK-QF) (4/5) produced by Davion. BV: 563

He wishes to take Mech 1 (the Wasp), and replace it with the Javelin in

the hangar. So he would type:

/c EXM#0,1#0 and would end up with this Lance: Lance #0 : OTT-7J[#1]

(3/5),VLK-QA[#2](4/5),WSP-1L[#3](4/5),VLK-QF[#4](4/5) -- BV: 2090 and

the Wasp in the Hangar.

Notice the VLK has been added to the end of the lance and the other mechs have been moved forward for new MechID's!  Alternatively, he could have typed: /c EXM#0,1 and he would would remove Mech Id 1 from his lance and have a Lance with 3 Mechs (unusable until lance is brought back up to 4 mechs... ) and the WSP and the VLK

in his Hangar.  He could then type /c EXM#0,4#0 to move the VLK from his Hangar to his Lance, completing it again.

Money:

You'll get Money as a salary, each tick you're logged on. The amount depends on your EXP. Another way to get to money is to fight battles.

