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About the Game and the Manual

Red Alert: Conflict Zero, most commonly known as the Red Alert TBS Game, is a Turn-Based Strategy Game based primarily on the Command and Conquer games. Technology for units, structures, terrain, and many other features present within the game are derived directly from Red alert, the Tiberian story arc, Generals, and partially from other games. None of the items taken are official, but should be viewed as a fan creation.

Because this is a TBS, Turn-Based Strategy Game, game play has varied from the original Real-Time Strategy games, and attributes given to units have also been balanced accordingly. Given that there has been little testing for the game, more balance issues will likely arrive, and will be dealt with in the updates that I will make to the game every so often.

This is the manual for Red Alert: Conflict Zero. All rules of units, organization, objectives, and general game play thereof are to be found here. If the rulebook does not contain a rule that would answer a specific question about the game, please email me and I will provide an immediate answer, as well as include appropriate additions to the rule base in the next version of the manual.

Currently, this is manual version 0.1, as it has not been released to the general public or even posted on the internet before. As the game is still in testing, the coming months will hold updates to the rulebook very often, whether to resolve balance issues, to provide rules that were not included, or just to make the rulebook look better, flow more smoothly, etc. Also expect other documentation about the game to change.

All rules contained here onward are applicable only until December 31st, 2007, or until I change the rulebook, which is almost completely likely to happen first. Currently, the rulebook is only rated to the capacity of Tech Level 1 (See “Bases”), and will not have complete or satisfactory rules to make game play above Tech Level 1 available.

Common Terms and Abbreviations

Many terms, acronyms, and abbreviations are used within this manual that may be well-known to Command and Conquer players, but still should be defined for the rare case.
Acronyms:

IFV: Infantry Facilitation Vehicle
MCV: Mobile Construction Vehicle
APC: Armored personnel Carrier
UAV: Unmanned Aerial Vehicle

HALO: High Altitude Low Opening
TAU: Tactical Assault Unit
ATV: All-Terrain Vehicle
MAD: Mutually Assured Destruction
EMP: Electro-Magnetic Pulse
(Continued)

VIP: Vehicular Incindineary(?) Projector
ATIU: All-Terrain Infiltration Unit
RPG: Rocket-Propelled Grenade
MOAB: Massive Ordinance Air Blast (Colloquially known as “Mother Of All Bombs”)
AA: Anti-Aircraft
AI: Anti-Infantry
AV: Anti-Vehicle
AS: Anti-Structure

DPS: Damage Per Second
ROF: Rate Of Fire
SPM: Shots Per Minute
Abbreviations:

Dmg: Damage

s/s: Squares per Second

Terms:

Kirov: A Kirov is a measurement of speed, one Kirov being a rate of one square per second. The name is derived for the Kirov Airship, a powerful, but fatally slow aircraft that was used heavily in Red Alert 2 and the Yuri’s Revenge Expansion Pack.
Special: A special is a function that units can make that allows them to do something beyond their basic abilities to move and/or shoot. Specials sometimes cost money or take time to reload, being that they often give a tactical advantage.
Function: Functions denote the purpose of structures in the tech tree, so functions can serve to do anything from produce units, to research upgrades, to manage the economy.
Effect: Effects are the results of Powers when used. Because powers are so diverse, their attached affects tend to vary too.
Rush: A rush is when a large group of units, often of the same type, attack the enemy base or perform their abilities at the same time. Rushes are a common offensive tactic, but can be costly and time-consuming to assemble.
Turtle: To turtle is to place more emphasis on your base, economy, and defense, rather than offense and conquest. Turtleing enemies, however, often mount strong attacks once satisfied with their base, and so should be countered with rushes early in the game, due to turtler’s common mistake of placing defenses after tending to their bases and economy.

Noncom: “Noncom” is an adjective that means to not be able to perform, or just not be effective, in combat.
Procom: Procom is the opposite of Noncom, denoting combat worthiness or the purpose of entering into combat.
(Continued)
Superweapon: Superweapons are the ultimate way to put all your eggs in one basket during a short game. They are the most powerful weapons out there, being able to inflict massive damage on a huge scale, but because of that, they are expensive, time consuming, and make you a huge target, especially given that they often take hundreds of seconds to charge.
Subsuperweapon: Subsuperweapons are weapons that are often less combat-oriented and less costly and time consuming than superweapons, but are still dangerous.
Garrison: To garrison a building is to put your units into it. This is effective for defensive strategies, given their doubled range, sight, increased defense, and position.
Force Attack: Units will not attack their own, of course, unless ordered to.
Focus Fire: Focusing fire is an effective strategy to use all of or the majority of your forces to all focus on one target or group of targets at once. This can win skirmishes against superior, yet less coordinated forces.
Flank: To flank something is to come around the sides or the back of a battle or base in order to exploit their preoccupation with your primary force(s).
Rotate: All building have a default configuration, but can be rotated by 90 degrees in order to make them fit more effectively into your base.
Place: To place something is to erect it instantly on the field after its build timer is complete.
Queue: You can queue up multiple units at once in a single production building, and the next one will automatically build after the first.
Primary: Your primary production building is the one that units will automatically build from if you don’t specify a specific building from which they are to be produced. If you only have one of the appropriate type(s) of building, then that is automatically your primary production building.
(Continued)
Square: Squares are the primary unit of measurement on the field, and are clearly marked for easy identification. One square is roughly 2/3 of a square inch in real life.
Second: Seconds are the time component of the game. They have nothing to do with seconds in real life, but only restrict the amount of building, movement, etc. that can be preformed in a single turn.
Combo: Comboing usually denotes parings of offensive and defensive units, such as infantry and medics, or tanks and mechanic drones, for increased effectiveness, but can also generally just mean pairings of any type.

(Continued)

Pad: To pad means to add unnecessary strength to your base, defenses, or forces, just for safety or megalomania.

Veteran: Veterancy is a result of units surviving many assaults and neutralizing many enemies. Units who obtain veterancy receive many bonuses appropriate for their type and rank of veterancy.
Stealth: Finally, Stealth is when units are effectively invisible. No automated defenses will attack stealthed units unless they are able to detect stealth, and only infantry or vehicles who have the “Awareness” Special can detect and automatically attack stealth units. Stealth units are often represented by a proxy square of appropriate size that looks like the ground they are on. Enemy players may see the stealth units, so it is best to move them surreptitiously and when opponents aren’t looking in real life. They may also be asked to close their eyes, but this will alert them to the presence of stealth units. They are at liberty to visually, but not physically, search the field for stealth proxies whenever they feel like it. Stealth units must reveal themselves when shot at or when shooting at something themselves.
Game Mechanics

The Playing Field
As of yet, Red Alert: Conflict Zero is only available for multiplay on simple, symmetrical fields with simplistic terrain and blatantly balanced topography, resources, and objects. Several pre-made designs for fun, simple play are in the works, and physical productions of their concepts will be available soon. 

Players may also create their own playing field that suits them and their opponent(s). It is inadvisable to create nonsymmetrical maps, or maps that are overly complicated. Up to 16 players may participate in a single game at any time, and even more may be accommodated, but 1-on-1 play is advisable. 4 players may also participate without too much clutter, but those maps are beginning to get large and unwieldy as it is.

As time progresses, the individual models for units and terrain will be advanced and perfected, but for now, you may be lucky to have a single 3-D playing piece or a hill on your board.

All playing fields must be divided into squares 5/8 of an inch in width and height in some manner before they are played, so as to avoid conflict in measurements. Proxy squares are encouraged for mass-production of units, as is keeping track of the number of types of units you have. 
There are 3 primary types of field, Temperate, Arctic, and Urban. Temperate fields may incorporate many trees, for a forest, or few trees, for grassland. Arctic maps may range from barren tundra to alpine forests, and urban areas may be ruins, to city centers, and so on.

It is generally advised that smaller, rural buildings be placed sparsely in Temperate maps, more utilitarian, bunker-like buildings to be placed in Arctic maps, and Large buildings be generously scattered on Urban maps. All maps have their own quirks, inevitably, as do strategies appear for maps that are fun to play.

There are 4 things other than buildings that you will need to pay attention to on maps: Ore, Water, Static Obstacles, and Height Changes. Ore is discussed farther along in the manual in the “Economy” section.

Water is generally considered impassable terrain for all units except ships, aircraft, and hovering vehicles. If units are teleported over water using the Chronoshift (see the Tech Level 9 Page), or are “dropped” by destroyed carryalls, they will be destroyed. Aerial units ignore the water, given that they are, after all, flying, and hovercraft treat the water as any other land, going right over it. Ships may only travel in the water, with the exception of amphibious vehicles, which may come and go freely.
Static Obstacles are obstacles that cannot be destroyed, such as cliffs or other impassable terrain. They will inhibit your travel, but if used wisely, can be a major asset. Units may shoot over some lower objects, such as rock piles, that they can’t travel over, and so gain an advantage. Units can also shoot over low structures such as switchboards or razor wire, but likewise may not travel over them.

Height changes can be critical; for every inch a units is up, their range doubles when shooting down at the basic ground. Just the same, to hit an target when you have the high ground, the vehicle on a hill needs only to have the range to fire in a straight line parallel with the ground to the point where the unit would be if it was just as high up; conversely, if a unit shoots up an incline, it must measure it’s range along the slope of the hill, or, in the case of cliffs or other 90 degree angles, along the line from the vehicle shooting to the vehicle that is the target.

The field will, in the beginning, have shroud over it. In the video game, shroud was a dark black covering that was over all parts of the field that were not in the range of sight of any of the player’s units. However, that can’t be included in the tabletop game, so instead, shroud barriers are implemented. There will be 3 shroud barriers, made best out of black poster board or cardboard, that will be placed, respectively, in the middle of the field, a quarter across the field, and ¾ of the way across the field.

When a unit comes within 5 squares of a shroud barrier, that shroud barrier will be removed. This ideally allows for bases to be built without ultimate knowledge of the other player, at least until units cross the entire map. The shroud barrier in the middle of the map will regenerate after 100 seconds of no units crossing if the players agree to it, and if a player has a radar jammer, they may reset the shroud barrier closest to them after 100 seconds of not having enemy units cross it, if they so choose. A player with a radar jammer may also remove the shroud closest to them at any time.
Turns and Time
Turn Structure
Red Alert: Conflict Zero is a Turn-Based Strategy Game. This means, of course, that people need to take turns. Once the initial turn is over (see farther down) roll a dice, flip a coin, or do whatever you want to do to determine who goes first. Then the turns begin. 

When it is your turn, you must first begin by managing the units that you have in combat. This means you must choose whether to move them, in which case they cannot attack if they can’t swivel (see the tank rules under Tech Level 2, Light Tank.), to continue fighting, or to change targets, which happens instantly. (For more, see the “Combat” section.) If you decide to move them, they may move for 5 seconds (See Time Structure), and the enemy will have to option to pursue or disengage. If the enemy pursues, they may also move for 5 seconds. If your units are no longer within range of the enemy after their movement, or the enemy disengages and you do too, they leave combat and may be managed as normal during the general management phase of that turn.
After that, the general management phase begins. This is the phase where everything happens. In this phase you can modify queues, sell and place structures, order movement, change stances, and so on. You can also order attacks, but combat will not actually start until after the general management phase is over. Basically, the general management phase is when all units move, perform their special and functions, things build, and things get placed. If you told any units to attack, their combat will begin on your opponent’s combat phase. Also, if during your opponent’s turn, units come within range of defenses or guarding units, they will be attacked and that combat will be during your next turn.

Time Structure

Time is the currency by which all actions are preformed. All individual units, buildings, and defenses under your command have 15 seconds per turn to do whatever they can. This includes movement, production, specials, everything. Most specials have times for recharging, and each turn that recharging time is 15 seconds nearer to completion. Also, all units, structures, and defenses have times required to build them posted under their information on their appropriate tech level page and on the Main Chart. When you order something to be built, the time it takes to build will decrease by 15 seconds per turn until the units is completed, in which case it will appear 1 square away from the building next to the designated “entrance”. If the unit finishes construction and the production building it came from still has any seconds left, it will either do nothing, start the next order that it’s given, or begin progress on the next unit in its queue. This also applies for construction yard and cranes, when they build structures and defenses. However, those defenses must be placed, which happens instantly once a spot is chosen, for the building to either be open for more commands or to begin construction on the next item in it’s queue. Buildings may effectively be held this way until appropriate location, enough power, or anything presents itself.
Movement

All units can move across land, air, sea, or both land and sea. They may begin and end movement any time during your turn. For every second they move, they will move the number of squares equal to their speed, found under their tech level article or the main chart. Units may move from one square to another, or diagonally, but must finish their movement in a square of terrain that they are allowed to move onto. 

Some units move faster than others, and some units, such as the aurora bomber, are so fast that they can travel literally across 300 squares before their 15 seconds are used up. Aerial units will also always have to be on a square, although they have the unique attributes of being able to hover above or cross impassable terrain. When turning by 90 degrees or more, also unlike normal units that don’t need to turn, they must make one diagonal move to their left or right if they plan to turn by 90 degrees, and then make another diagonal move to their left or right if they plan to continue the turn to 180 degrees. If aerial units have a speed that exceeds 7 Kirovs, they also lose a second of movement. They may then continue on their new flight path. 
In order to interact with objects, such as to garrison buildings, place charges, or enter a building, units must be within one square of a building by the end of their time allowance. If it takes time to interact, they must then have sufficient time left in that turn, or the action will be completed after how ever many seconds it takes, unless it is cancelled. Units will not be reimbursed for any time spent on a cancelled action in previous turns, only for time spent that turn. Of course, that doesn’t really matter, because to do anything, the first thing you have to do is cancel the current action.

All decisions to move units may not be withdrawn after the resulting action, in this case, placing them on their new location, is completed. This applies for all things that take time, other than things that need to charge, load, or build thereof. Things that need to charge, build, or load may be cancelled, in which case time spent on the thing will be refunded only for the amount of time spent on the thing that turn. However, once a unit is built, or once a structure is completed and ready to be placed, time may not be reimbursed at all. Only cash will be refunded.

Combat

Combat is simple and straightforward. The priority for who attacks first is: Defenses always attack first. Units with awareness will attack first if attacked, unless attacked by defenses. If attacking another unit with awareness, the unit with awareness being attacked will still attack first. After that, the unit who first came in range during that players turn with the intent to attack will be the first to attack. If a unit comes within the range of an offensive unit without the intent to attack, the offensive unit will automatically attack, unless ordered to hold fire. The unit coming under fire will then defend itself unless it is ordered to hold fire and/or flee. If more than one unit comes within range of an enemy at the same time, the unit group with the right to attack first will have all their units in range attack before the other player’s units are allowed to attack. This also serves for defenses; If a unit comes within the range or 2 or more defensive structures at the same time
When combat begins, the unit(s) <In progress>
