Action Models
Load a game

Message Name:

Load

Description:

Loads a game

Parameters:



@name   //name of game to be loaded

Relevant Phases:
Playing
Precondition:

none

Triggers message:
GAME_LOAD
Save a game
Message Name:

Save

Description:

Saves a game

Parameters:



@name   //name of game to be loaded

Relevant Phases:
Playing
Precondition:

none

Triggers message:
GAME_SAVE
End your turn

Message Name:

EndTurn

Description:

Ends your current turn

Parameters:



none
Relevant Phases:
Playing
Precondition:

none

Triggers message:
END_TURN
Query Attackable Enemy City
Message Name:

QueryAttackCity

Description:

Query if a unit can attack an enemy city

Parameters:


@API_Army p_aArmy  
//army unit to attack with

@API_Location p_lDestination   //location of city to attack

Relevant Phases:
Playing
Precondition:

-enemy city exists at that location
-your army unit is adjacent to that city

Triggers message:
QU_ATTACK_CITY
Query Attackable Enemy Unit
Message Name:

QueryAttackUnit

Description:

Query if a unit can attack an enemy army

Parameters:



@API_Army p_aArmy 
//army unit to attack with


@API_Location p_lDestination  //location of enemy unit to attack

Relevant Phases:
Playing
Precondition:

-your army unit is adjacent to that location

Triggers message:
QU_ATTACK_UNIT
Query Map

Message Name:

QueryUnexploredMap

Description:

Query for an unexplored map square around a unit.  Note that this will only provide one unexplored map square, and it is not guaranteed to find the nearest one.
Parameters:


@API_Army p_aArmy     //army unit to do the exploration

Relevant Phases:
Playing
Precondition:

-the army unit to search with exists somewhere on the map
Triggers message:
QU_UNEXPLORED_MAP
Query Enemy Units
QueryEnemyUnit
Description:

Query for enemy army units in visible range of a unit
Parameters:


@API_Army p_aArmy     //army unit to do the exploration

@int p_iVisionRange       //Vision range of the unit (either 1 or two)

Relevant Phases:
Playing
Precondition:

-the army unit to search with exists somewhere on the map
Triggers message:
QU_ENEMY_UNIT
Query Enemy Cities

QueryEnemyCity

Description:

Query for enemy cities in visible range of a unit
Parameters:


@API_Army p_aArmy     //army unit to do the exploration

@int p_iVisionRange       //Vision range of the unit (either 1 or 2)

Relevant Phases:
Playing
Precondition:

-the army unit to search with exists somewhere on the map
Triggers message:
QU_ENEMY_CITY
Query Buildable Tile

QueryCityBuildable

Description:

Query if a unit can build a city at its current location
Parameters:


@API_Army

p_aArmy      //army unit to build the city
Relevant Phases:

Playing

Preconditions:


-a unit with that army ID exists somewhere on the map
Triggers message:
QU_CITY_BUILDABLE
Query Moveable Tile

QueryMoveable

Description:

Query if a given unit can move to a given tile (ex: Settlers can’t move onto ocean, ships can’t move onto land)

Parameters:


@API_Army
p_aArmy
//army unit to move


@API_Location
p_lLocation
//location to move that unit to

Relevant Phases:

Playing

Preconditions:


-that unit exists somewhere on the map
Triggers message:
QU_MOVEABLE
Query Buildable Unit

QueryUnitBuildable

Description:

Query if a unit can be built in a city (ie: you are far enough in the tech tree to build it)

Parameters:


@integer
unit_type
//integer representation of unit you want to build


@API_City
p_cCity
//city you want to build that unit in

Relevant Phases:

Playing

Preconditions:


-the city to build the unit exists somewhere on the map
Triggers message:
QU_UNIT_BUILDABLE
Query Buildable City Improvement

QueryImprovementBuildable

Description:

Query if a city improvement can be built in a specified city (ie: you are far enough in the tech tree to build it)

Parameters:


@integer improvement  //integer representation of improvement you want to build


@API_City  p_cCity  
   //city you want to build that improvement in

Relevant Phases:

Playing

Preconditions:


-the city to build the improvement exists somewhere on the map
Triggers message:
QU_IMPROVEMENT_BUILDABLE
Query if a unit can defend a City
Message Name:

QueryGarrison

Description:

Queries if a unit can garrison its current location
Parameters:


@API_Army p_aArmy             //army unit to defend with

Relevant Phases:
Playing
Precondition:

-a city exists at the destination

-unit is on the city it will garrison

Triggers message:
QU_GARRISON
Query if a unit can stop defending a city
Message Name:

QueryUngarrison
Description:

Quries if a unit can stop garrisoning its current location
Parameters:


@API_Army p_aArmy              //unit to be ungarrisoned
Relevant Phases:

Playing

Precondition:

-an army unit is garrisoning a city

Triggers message:

QU_UNGARRISON
