UNIVERSAL ARMOUR CODE 1.2

INTRODUCTION

Welcome to the Universal Armour Code (UAC) designed to reflect the real world values of world war two combat tanks and vehicles world of Operation Flashpoint. The Universal Aspect comes from the ambition that this becomes a resource available for all, whether they are an independent editor or a mod team for use in coding their vehicles attributes. The system is in essence a war gaming formula, it requires little cpp knowledge, and includes an appendage of values for the most common tanks of world war 2 (see reference.xtml.) 

As follows is a step by step process for gaining the appropriate values of the ww2 tank or vehicle u want to code, however please check the reference section first to check if your required details are already there.

Lawrie Brewster 

(WW2 Veterans) 

SECTION 1 – TANK ENERGY

armor=550
That number in the cpp signifies energy. To get a realistic figure for our world war two tank we must first discover its armor value in millimetres, for the front, side and rear for the hull (discounting variances in turret or track armor etc.)

With our 3 numbers, one for the front, side and rear we can use them in a formula to attain a processed number that shall become our tanks armor value. 

STEP 1

FRONT ARMOR PLUS SIDE ARMOR PLUS REAR ARMOR = TOTAL

STEP 2

Now we have our total we must add a percent bonus depending what category our total falls into. Take your total and compare to the classes below, depending what class your total falls into add to that total the percent bonus identified.

LIGHT = ADD 5% ARMOR (ARMOR TOTAL UNDER 100 millimetres)
MEDIUM = ADD 10% ARMOR (ARMOR TOTAL 100 – 300 millimetres)
HEAVY = ADD 70% ARMOR (ARMOR TOTAL exceeds 300 millimetres)
EXAMPLE:

	Take this Panzer III Ausf E (remember variances in production types are vital to note.)

This Tank had 30mm Front, 30mm side and 25mm rear. So through step 1 we add our numbers arriving at a total of 85. 

This tank is thus under 100mm thus is classed as a light tank receiving as shown above, a five percent bonus, making the tanks total armor value 90.  
	[image: image1.png]





SECTION 2 – TANK DAMAGE

Naturally the protection of a tank is conferred by more than just armor thickness but also the shape of a or turret shapes etc. 

armorStructural=4.75 

To determine the above value for your tank take the total (including the tank’s class percent bonus) and divide the total by one hundred. 

So in the example above our Panzer III Ausf E would have an armor structural value of 0.9 

Meanwhile the figures below show the default for your tanks vehicle sections. Apply changes to these figures if your tank fulfils any of the attribute criteria shown below.

class HitTurret {armor=1.2;material=51;name=turet;passThrough=0;};

class HitGun {armor=1;material=52;name=gun;passThrough=0;};

class HitLTrack {armor=0.4;material=53;name=pasL;passThrough=1;};

class HitRTrack {armor=0.4;material=54;name=pasP;passThrough=1;};                

class HitEngine {armor=0.6;material=60;name=engine;passThrough=1;}                

class HitHull {armor=1;material=60;name=engine;passThrough=1;}

Straight Armor Plates (no changes to default) examples of such armor tanks include the Panzer III or the KV-2

Slope Armor Plates (+0.1 bonus to the Hit Hull value, and if that tank also has a sloped turret add +0.1 to the HitTurret and HitGun value.) examples of such tanks include the T34 or Panther.
Track Armor Plates (+0.1 attribute to the HitLTrack and HitRTrack values) examples of this tank include those german tanks armor plates hiding their wheels. 

Vulnerable Engine (-0.1 to HitEngine value given to tanks that are famous for mechanical unreliability or with disturbingly combustible components, for example the Sherman M4 had a nasty reputation for igniting the crew compartment upon taking a hit. 

Superstructure (+0.1 to HitHull(and armor structural), +0.1 HitTurret, +1HitEngine) the term superstructure applies most commonly to tanks whose components are part of a single structure. For example fixed tank destroyers such as the Jagtiger, or the KingTiger have superstructures. Use the attribute bonus for tanks famously armoured such as these heavy or super heavy tanks. 

Please note this particular bonus is not culminative with the Slope Armor Plate bonus above. 

SECTION 3 – WEAPONS

The UAC uses real life Armor penetration values for its ammo types. 

hit=140;indirectHit=60;

The ‘hit’ value represents a direct hit, and its value should be recorded by the historical value for what millimetres armor penetration the tanks round achieved. For gaming purposes the reference section includes fully researched (and simplified) figures for tanks corresponding AT shells and their HE value. For HE shells use the HE table below. However if you wish to code specific rounds etc then the value used is the armor penetration attained in millimetres by a range of 100 metres (though I believe any figure given the distance most tank combats are fought in operation flashpoint is appropriate.) So for example our PZ III Ausf E AP value is for its most common AT round, 67mm hence the hit value would be 67. The indirect value for this shell (which was a 50mm calibre) would be from the HE VALUE CHART below would be 10. 

The Indirect Hit value is measured through the HE value table bellow, which will measure according to the calibre of the gun, the potential damage of its High Explosive, if the gun calibre exists between two values then use a percentage between the two to achieve the value. 

	HE VALUE CHART

(For use in Indirect Fire Value for High Explosive ammunition types)

50 mm Calibre=IndirectValue 10

75 mm Calibre=IndirectValue 15

100mmCalibre=IndirectValue 22

125mmCalibre=IndirectValue 30

150mmCalibre=IndirectValue 50

200mmCalibre=IndirectValue 65


Please note that AT shells did little area damage, this HE chart if for determining indirect and direct hit values of generic HE shells dependent on calibre. However for AT shells please bear in mind that HE shell value charts should be negligible. 

Please note that research for tank reload times should be made, if unknown then remember rarely did a manual tank reload time beat 18 seconds. 

SECTION 4 – TANK SPEED

Tank Speed in the cpp is measured below as a single number that Operation Flashpoint understands as a speed measured in kilometres per hour. 

maxSpeed=20;

The sum of a vehicles top speed is measured by the vehicles recorded cross country speed not its recorded road speed. So for example our Panzer III Ausf E has a cross country speed of 18 Kph, hence the number in the cpp for maxSpeed is 18. 

FOR STATISTICAL DETAILS OF MANY WW2 TANKS PLEASE CHECK THE INCLUDED REFERENCE SECTION. 

SECTION 6 – THE UAC EXPERIENCE

THE UAC combat experience offers unparalleled realism in those seeking to simulate realistic ww2 tank encounters, while some authors may suppose their tanks are realistic, there is no guarantee their values will compare realistically to tanks of other mods. This system offers a tested and unbiased system of coding tanks based on real life data with a large reference section to allow help for many making their first ww2 tank. Included is a logo so you can show off your UAC compatible tanks, I urge you addon makers out their, whether in a mod or not to consider making a UAC compatible version of your tank also. We see beautiful tank addons being made but as more addons are binarized there is less and less chance of customising addons to OUR game playing needs, so take this opportunity now to utilise a system that encourages and upholds a chance for us to continue independent addon making while ensuring a level of compatibility unrivalled except for the tank combat realism this system achieves. 

Enjoy 

LAWRIE
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