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The Game
The game was developed in its entirety during a three-hour period in which the lead and only developer was attempting to read several chapters of electromagnetic physics.  The game was originally intended as an easy game that could be played over many days, requiring minimal effort each day.  It is playable by four players; any lack will need to be made up for by computer AI players.  Tactics used by these players will need to be determined once the game has been thoroughly tested.  

Corporate War is a strategy game that is turn-based in the sense that every player has a chance to give orders before any action is resolved; however, action is resolved simultaneously.  Each turn consists of three phases: the first is a report phase in which the player learns what happened the previous game-day; the second is an orders phase in which the player tells his forces where to move; the third is an action phase in which his soldiers attempt to carry out his orders.  If the game proves to be successful, it will be incorporated into a larger work as well as being playable on its own.  

This game is simple enough to be portable to networked hand-held game devices or online services.  The interface would consist of an 11x11 gameboard and a status window.  All known troops are represented graphically on the gameboard.  Clicking on any sector of the board displays in the status window all reports you’ve gathered about that sector as well as which troops you and your opponents can be seen in the sector.  Clicking on an individual soldier highlights him – you then click on the sector to which you want him to move.  When you receive reports, the report from a group will fill the screen; tabs along one side will allow you to tab between reports.  
Setting

In an archetypical cyberpunk world, 4 out of 9 major corporations have learned that an alien vessel has crashed in an abandoned city – and each wants to seize it for study.  Before it is safe for the recovery team to move in, the Corp must control a sizeable portion of the area.  You play the officer in charge of one special ops team sent to the area.  You know only what your underlings tell you, and they know only what they can see.  One day of game time is equivalent to one day of real time.  

Most of the game’s flavor will come from the reports (which will be text accompanied by one of a small selection of pictures).  The images will not be graphic and the reports will not contain exceptionally strong language.  The images will reflect a “dark industrial” motif; music should not inspire any sense of urgency but neither should it put the player to sleep.  This game should require about ten game days to complete; this translates to an equivalent amount of time in real life for the play-by-mail version, and less than an hour for a computerized version.  
The Map


The map is an 11x11 square grid, with each square (called a “sector” by the game) named by row and column.  The columns are named with numbers and the rows with letters, such that the Northwest corner of the map would be called “A1.”  The key control sectors are C3, C6, C9, F3, F6, F9, I3, I6, and I9.  The alien craft is located in F6 and alien forces, comparable to those employed by any single player, are active in adjacent sectors.  


Before play starts, players are randomly assigned to enter from one of the North, South, East, or West map edges.  All of any single player’s forces begin in a single sector, but the player can choose any sector along his map edge (with the exception of the corners).  

Winning 
To win, you must eliminate all enemy forces from 4 Key sectors and then keep at least 1 soldier in each of those sectors all the following day.  
The Forces


You have seventeen men at your disposal, including yourself.  You tell your troops where to go and the Doc patches them up.  You both stay with the Mobile Command.  The eight Grunts are unaugmented humans, equipped with standard arms and armor.  The two Combat Bunnies are cybernetically enhanced soldiers – they have artificially enhanced reflexes, neural interfaces with their guns, and integral arms and armor.  Similarly, the two Riders are cybernetically wired into their combat vehicles.  The two Ghosts are trained and outfitted for reconnaissance.  Additionally, each Corporation has sent a specialist unique to that Corporation.  

Each man is rated in four areas: Kill, Survive, Escape, and Info.  Kill is his ability to kill other soldiers.  Survive is his resistance to being killed.  Escape is his resistance to being noticed, while Info is his ability to notice enemy soldiers.  

Troop Type
Quantity

Kill
Survive
Escape
Info
used by:



Grunt

8

1
1
1
1
all



Combat Bunny
2

3
2
1
1
all



Ghost

2

1
1
3
2
all



Rider

2

2
3
1
1
all



Doc

1

0
0
0
0
all



Commander
1

1
1
2
3
all



Jengin-Man
1 (specialist)
3
5
2
2
BioTechnologies


Telepath

1 (specialist)
2
2
3
5
PsiCorps


Tactician
1 (specialist)
2
3
2
5
Atlantic Securities


Marksman
1 (specialist)
5
2
3
2
Industrial Union


Warbot

1 (specialist)
5
3
2
2
Tanker Toys


Necromancer
1 (specialist)
2
5
3
2
Phoenicae


Inquisitor
1 (specialist)
5
2
2
3
The Inquisition


Shaman

1 (specialist)
2
5
2
3
Totemic Tech


Assassin

1 (specialist)
3
2
2
5
Orchid Inc


The Aliens


The aliens have a group of 1 Combat Bunny and 2 Grunts begin in sector E5 and in G7, and a group of 1 Rider and 2 Grunts in sectors E7 and G5.  These groups move 2 sectors every day in a counter-clockwise fashion around sector F6.  Their 2 ghosts start in sector F6 and both move out to aid any group that is under attack (and also return the dog-tags for healing).  The Doc, Commander, and Specialist (Kill, Survive, Escape, and Info of 4) stay in sector F6.  If F6 is ever attacked, all surviving alien forces collapse on that sector.  
Giving Orders
 


You give orders to your troops after receiving their reports from the previous day.  You can give each individual soldier separate orders if you desire, but your troops are more potent in groups.  There is safety in numbers, and so your soldiers meet up when they are in the same sector; therefore, all troops of the same allegiance that are in the same sector at any given moment are considered a group.  
You can give exactly one order – Move.  You can tell each soldier (or group) to move to any other sector that is within 2 sectors away (moving between adjacent squares or along diagonals).  Any soldiers that are not given orders remain until the day’s end in the same sector they began the day.  
Carrying Out Orders
 

This is handled entirely by the program and is not influenced in any way by the player.  Indeed, the player does not particularly need to be informed of any of this in order to play.  
This actually consists of three phases, because all action is simultaneous.  The first is the first sector of movement for soldiers that have been ordered to move a total of two sectors.  The second is the only sector of movement for troops that were ordered to move only one sector.  The last phase is the second sector of movement for troops that were ordered to move a total of two sectors.  

If soldiers from opposing players move into the same sector during the same phase, they may encounter each other.  The highest Info rating of each group is compared to the Escape rating of every enemy soldier – if any Info rating for either group exceeds any of the enemy Escape ratings, an encounter occurs.  Your troops will move to the sector to which you order them, unless they encounter enemy troops.  Any soldiers that see enemy troops will automatically engage in combat, regardless of orders.  Combat is resolved by sorting each group of soldiers into “marching orders” and then comparing the first of one group against the first of the other group, the second versus the second, and so on.
Combat

Marching order is determined in this way: using only soldiers that have been seen by the enemy, the soldiers are ranked from highest Kill rating in front to the lowest in back.  In the case of ties, higher Escape is placed farther back.  If there are still ties, the higher Survive is in back.  Ties here are broken with higher Info going more forward.  If one side has more soldiers than the other, the first excess soldier double teams on the first enemy, the second excess soldier on the second, and so on.  Similarly, all soldiers that are unseen by the enemy are ranked in their own marching order according to the same rules, and then double team against the enemy’s regular marching order.  
 If your group encounters enemies in the target sector, it will engage in one round of combat and then remain in the same sector.  If your soldiers encounter an enemy on the way to their target sector, their actions depend on the relative combined Kill ratings of the two groups.  If the passing group has a higher total Kill rating after 1 round of combat, the group will continue to its target sector.  If the Kill ratings are even, the group will stop in that sector.  If the passing group has a lower Kill rating, it will retreat to its starting sector.  

If even one soldier from a group survives, he collects dog-tags from his teammates.  If he brings these to the Mobile Command AND the Mobile Command has been ordered to stay in a Key sector for at least one day, all the dead troops are revived by the next day in the Key sector.  
Three-way Gunfights

The above system is modified for combat involving three or more groups.  If two groups (or more) are in a sector but are not fighting each other when a third moves in, decide marching order normally for all groups (comparing Info and Escape against only the third group).  Divide the third group’s marching order in two, with the middleman going towards the front.  Of the two unmoving groups, the one with higher total Info attacks the rear half and the other group attacks the front.  If there is one group in a sector and two (or more) other groups move in, then resolve as above but substitute the established group as the third group.  


If three groups simultaneously enter a sector, determine marching order as above for each group.  The group with the highest total Info rating pits its top half against the bottom half of the second highest Info rating, who pits their top half against the bottom half of the third highest-rated group.  
Gold Rush

If all forces move into the sector at the same time, divide each group into a number of parts equal to one less than the number of groups involved (each of four groups would be divided in three and each of five groups would be divided in four).  The first part of the highest Info-rated group fights the last part of the lowest rated group; the second part fights the lowest part of the next-to-lowest Info rated group.  The first part of the second-highest group fights the next-to-last part of the lowest group; the second part of the second Info rated group fights the next-to-last part of the next-to-last Info rated group, and so on.  
Four-way and Five-way Gunfights

Any groups that began in the sector when other groups move in do not fight other groups that were already in the sector.  When dividing their marching order, only divide it into a number of parts equal to the number of opposing groups currently entering the sector.  The calculations will effectively create a portion of “zero” soldiers to fight any part of another group that was also already in the sector.  
Reports
 

A group will always report which sector they left and which sectors they have entered.  If a combat has previously occurred in any sector they pass through, they will report corpses wearing the insignia of which ever Corp are appropriate.  They will report finding the wreckage of a Command Center, but will not otherwise identify the type of corpse found.  If there is fighting in an adjacent sector, they would report “fighting to the Northwest, in sector X#,” for example.  If the group’s highest Info is one higher than the Escape rating of any group in an adjacent sector, your group would report “movement to the North” or Southeast or whatever direction is appropriate.  


Your group will also report any combat they have been through, their casualties, as well as the presence and allegiance of any enemy soldiers in their sector.  Of course, if a group of troops were wiped out completely, you would receive a message that you have “lost contact” with that group.  
Comments

I will test this game in the near future as a play-by-mail system, doing the necessary calculations myself (at least until I find/make a program to handle that for me).  The four players will be people I know and can rely on to play daily – they will not know who the other players are, and in any case they have never met.  


As I stated initially, I intend this game as a simple double-blind game which would entertain me for a few minutes each day for an equivalent amount of effort.  It should be possible to expand this into a larger strategic game in which you allocate resources to various staging areas, as well as controlling the equipping and development of each soldier.  It would not be the first of this genre and would probably compete poorly if it does not add another dimension which this simpler game lacks.  
