CREATE A MOVE

Every move comes now in a comma separated file that you can find on the DATA/MOVES folder. Players are now able to edit name, accuracy, damage of every move, create new moves, etc.

If you open the text files, you'll see the moves listed in an increasing order of complexity. For instance, in the KICKS.TXT file you will find something like this:

KICKS=4........LOW FRONT KICK___65___3___1___BODY........LOW ROUND KICK___60___4___1___LEG........MIDDLE KICK TO THE BODY___45___4___2___BODY........HIGH ROUND KICK TO THE HEAD___30___5___2___HEAD

The first move is the most simple form of kicking, the low front kick, or push kick. Then you got the Low kicks, the mid kicks, and last, the High Kicks. Fighters will low kicking ability will to for the more simple forms of kicks. Guys like Crocop will attempt for mid and high kicks more often.

KICKS=4 means that there is 4 different types of kicks in the game. You can change that number if you wanna include new moves.

Now to The kicks. The moves are always listed in this form ........NAME OF THE MOVE___BASE ACCURACY SCORE___BASE DAMAGE SCORE___RANGE___TARGET, so in the case of low round kicks you will see:

........LOW ROUND KICK___60___4___1___LEG

that means

NAME OF THE MOVE = LOW ROUND KICK

BASE ACCURACY SCORE = 60%. That means that the base score for landing a LOW ROUND KICK is 60%. This score will change based on the modifiers that are the attacker kicking ability, and the defender's kicking defense. There are also other factors like speed, or if one of the guys is stunned.

BASE DAMAGE SCORE = 4. That is tha basic damage, and for kicks I've used a scale from 1 to 5. Again, the

damage may be altered by the modifiers, which are strenght of the attacker and the kicking ability. And since kicks require a more complex body mechanics in MMA like the proper use of the hips, the kicking ability will play a much bigger damage factor then the strengh. So Sakuraba will actually probably do a lot more damage with his low kicks than Tank Abbot would.

RANGE = 1. Range is the distance from where the fighter sucessfully perform his attack. A range of 1means that he will have to come close and attack. 2 means he may attack for a bigger distance. Coming close to your opponent means you will be more vulnerable to counter attacker. I use an 1 and 2 scale, that means close and distant, really. You can change these numbers as you wish but you cannot score higher than 2 or lower than 1. Those are the base scores, the modifiers are speed, reach, and reflexes. Reach interfers a lot, that means if Igor Vovchanchyn fights Semmy Schilt he will be open for a lot of counter attacks.

TARGET= Self-explanatory. It's good point out that there are not many types of target as of now. So a kick to the tights and a kick to the shin will be considered a leg kick. And a kick to the ribs, liver or chest plate will be all the same thing to the engine: a body kick.

If you want to add new kicks use one of the move lines as a template. For instance:

........HIGH ROUND KICK TO THE HEAD___30___5___2___HEAD

now change it was you wish:

........SPINNING BACK KICK___25___4___2___BODY

and paste it togheter with the other moves. it's important to remember that the moves are listed in an increasing order of complexity, so if you believe a Spinning kick is the most complex of kicks you pasted it after the High Kick:

KICKS=5........LOW FRONT KICK___65___3___1___BODY........LOW ROUND KICK___60___4___1___LEG........MIDDLE KICK TO THE BODY___45___4___2___BODY........HIGH ROUND KICK TO THE HEAD___30___5___2___HEAD........SPINNING BACK KICK___25___4___2___BODY

or if you believe high kicks or mid kicks to be more complex paste wheve you want them to be. For instance:

KICKS=5........LOW FRONT KICK___65___3___1___BODY........LOW ROUND KICK___60___4___1___LEG........SPINNING BACK KICK___25___4___2___BODY........MIDDLE KICK TO THE BODY___45___4___2___BODY........HIGH ROUND KICK TO THE HEAD___30___5___2___HEAD

Remember that as you add/remove kicks you also have to change the number of moves. so if you add one move, change to KICKS=5. If you don't change the sim won't reckon the new moves.

Now to the subs. There is to SUBMISSION files, one is called TOPSUB.txt and the other is called BOTTOMSUB.txt. The names are self explanatory.

The system is pretty much the same as with the kicks. But the moves are listed in every basic position from the ground. So there is the GUARDSUBS, the HALFSUBS, THE SIDESUBS, the MOUNTSUBS and the REARSUBS. That is to make sure that be guys who is in the bottom of the mount won't be pulling any triangle chokes before he improves his position to FULL GUARD. And that the guy who is inside his opponents guard won't be going for any straight armbars before he passes the guard.

For instance, in the TOPSUB.TXT file you will see

this:

GUARDSUBS=5........CAN OPENER NECK CRANK___60___3___0.05___NECK........SHIN LOCK___50___3.5___0.55___FOOT........TOE HOLD___50___3.5___0.55___FOOT........HEEL HOOK___50___3.5___0.65___FOOT........KNEE BAR___40___4.5___0.55___KNEE

GUARDSUB=5 means there is currently 5 different types of submissions you may try when you're inside someones guard. They're mostly leg locks, leg-based subs. They're also in order of complexity. The very first subs is the more simple, strenght based type of sub, which is the CAN OPENER NECK CRANK. As it progresses, the list of subs goes to foot based subs, and the things like KNEE BARS and HEEL HOOKS, when the guys is seriously risking losing position while attempting them.

The subs are rated much like the kicks. For instance, a knee bar:

........KNEE BAR___40___4.5___0.55___KNEE........NAME___BASE SCORE FOR SINKING IN THE SUB___BASE DAMAGE SCORE___BASE RISK OF REVERSAL___TARGET

NAME: Again this is self explanatory.

BASE SCORE FOR SINKING IN: it's a 0-100 scale. In the case of knee bars, I have it at 40. This is the base score and the modifiers are strenght, submission skill, and if one of the guys is stunned there is also a mod.

BASE DAMAGE SCORE: Again it's a 1-5 scale, but some subs surpass that scale and are rated at 6 or 7. It's dumb, I know. The base score for KNEE BAR is 4.5, and the modifiers are again, strenght and submission ability.

BASE RISK OF REVERSAL: How much the guy is riksing losing the top position while going for a sub, in a 0 to 1 scale. For knee bars this value is pretty big, 0.55 (or 55%) since the guy has to drop back to hold the entire leg. For neck cranks, the risk is pretty small, only 0.05 or 5%.

The subs are also listed in order of complexity. While guys like Coleman will attempt lots of CAN OPENERS, Sakuraba will try lots of knee bars and stuff like that.

TARGET: As with the kicks, there are lots of generic targets, like KNEE, NECK, FOOT, ARM. So in a shoulder lock is really and arm lock. And ankle lock is a foot lock and so forth.

