What Rocks v2 Mod. Team Fortress type Games:

 Team Fortress Game:

This game is based on the original idea of a class based team game. Your first strategic choice is to determine which type of ship (class) you wish to Pilot. That decision will effect how you act and react in your team. A description of each ship’s capabilities and weapons is shown in the ship selection screen when you click on it there.

Game Type:

Alpha Team vs. Beta Team

6 – 12 Players 

Scoring, Rules, Tactics :

Server Settings: 

The game time is set per script default at 30 min and the point limit to win the game is 150 points. You can set the point limit value higher ( but not lower) in the server settings. You can reduce the time limit down to 20 minutes if you want to have the game end sooner or set a longer game time in the server settings (see Gameplay readme).

Rules:

First team to get 150 points wins the game. 

 Frag Points:

Alpha or Beta HQ
 
 80 Pts.

Alpha or Beta Station
 
 60 Pts.

In order to win the game you will have to accumulate at least 10 points by fragging other player ships in addition to destroying both stations. If you play long enough and have the game time set high enough you can accumulate enough points to win by frags alone without destroying a station or HQ.  


   

Frag points per player ship

Man o War 

Destroyer

10 pts.

Black Buzzard
Destroyer

  8 pts.

Pioneer

Engineer, medic
  5 pts

Sea Gull

Attack Bomber
  4 pts.

Wolverine

Escort, Strike

  3 pts

Storm Hawk

Fighter 

  2 pts.

Moth


Recon / Sniper
  1 pts.

Javelin


Missile Strike

  1 pts.

To reload your ships ammo based weapons or re-stock your missile launchers dock at your HQ. Defend your HQ, otherwise you have no place to re-arm!

Note: A ships “target assistant” automatically calculates the middle of a selected target. There may however not be any hull structure at the calculated “middle” of a station or base. In some cases it is advisable to use your zoom (the games default key is Y) and position your ship so that some hull structure is between yourself and the middle of your target.  

All Stations and HQ’s have AM weapon turrets with a range of 15 km and also PDTs (Anti-

missile turrets) with a range of approximately 8 km

Tactics and Notes:

Team Selection:

We recommend using the Gamespy chat room to agree on teams and ships before joining a game. You can also see who is playing where in the Gamespy server browser and the score situation in a game that may have already started. 

To join a game however, please use the in-game browser:

Start the game and select the Multiplayer button. Then choose the options button. Select a ship by clicking on it, the docs for that ship will be displayed. After you’ve decided which ship to use simply right click to leave that screen. Then press the button “Internet Game” to reach the in-game browser. Select the game / server you wish to join. 

The appropriate map will automatically load and be interrupted by a team selection screen.

Press the button for the team you wish to join (Alpha or Beta). After a few moments you will join the game at a point close to your base.

Tips: 

The “Pioneer” can deploy up to 2 miniature Gunstars type 8ty8 (default is key G). They are helpful against attacking enemy fighters or bombers and can provide additional protection for your base. It’s not a good idea to deploy them in an enemy bases range of fire. They are Antimatter powered and when they explode they may destroy the station or HQ, but you (your team) won’t get the points for that kill! Obviously, you don’t want to position them too close to your own base either.

The Pioneer can also deploy emergency repair packs in a dive bomber like manner (default is key H). If not retrieved, the packs self destruct after 8-10 seconds. Don’t try to throw them to a station. They will not be absorbed and may damage the station further when they self destruct.

The game can be played on two different maps. The only difference between the two maps is the background lighting and color.

The structures on the map are a large tunnel asteroid and several hollow asteroids. They provide cover while moving in close to the enemy. You can position a sniper (the Moth)  inside the tunnels or hollow asteroids too. But, be careful when you poke your head out of the large hollow asteroid that is near the enemy base.

