Observation Models

Enemy City Destroyed
Message Name:

EnemyCityDestroyed
Description:

One of your units destroyed an enemy city
Parameters:

@int armyID

//ID of army that attacked the city

@int x_pos

//x-position of city that was attacked

@int y_pos

//y-position of city that was attacked

Conditions:

none
Triggered By:
UPD_ATTACK_CITY returning success
Enemy Unit Destroyed

Message Name:

EnemyUnitDestroyed

Description:

One of your units destroyed an enemy unit

Parameters:

@int armyID

//ID of army that attacked the unit
@int x_pos

//x-position of army that attacked the enemy unit
@int y_pos

//y-position of army that attacked the enemy unit
Note: This does not return the x-y position of the unit that was killed
Conditions:

none
Triggered By:
UPD_ATTACK_UNIT returning successs
My Unit Destroyed
Message Name:

MyUnitDestroyed

Description:

One of your units was destroyed

Parameters:

@int armyID

//ID of army that was destroyed
@int x_pos

//x-position of the unit that was destroyed

@int y_pos 

//y-position of the unit that was destroyed

Conditions:

none
Triggered By:
DESTROYED_UNIT
My City Destroyed

Message Name:

MyCityDestroyed

Description:

One of your cities was destroyed

Parameters:

@int cityID

//ID of city that was destroyed

@int x_pos

//x-position of the unit that was destroyed

@int y_pos 

//y-position of the unit that was destroyed

Conditions:

none
Triggered By:
DESTROYED_CITY

New City Created

Message Name:

CitySettled

Description:

A new city has been settled
Parameters:

@int cityID

//ID of the newly built city

@int x_pos

//x position of city built

@int y_pos

//y position of city built

Conditions:

none
Triggered By:
UPD_SETTLED_CITY_ID
New Unit Finished Building
Message Name:

NewUnitComplete
Description:

A new unit has finished building
Parameters:

@int armyID


//ID of army unit being produced

@int x_pos


//x-position of the city making the new unit

@int y_pos


//y-position of the city making the new unit

Conditions:

none
Triggered By:
NEW_UNIT_COMPLETED
Unexplored Map Tile
Message Name:

UnexploredTile
Description:

Query response with x-y position of an unexplored tile by a unit.  Note that this is not guaranteed to be the closest unexplored tile with respect to the unit.
Parameters:

@bool success

//set true if there is an unexplored tile around that unit

@int armyID

//ID of army that is performing the search

@int x_pos

//x-position of the tile returned

@int y_pos

//y-position of the tile returned

Conditions:

none
Triggered By:
UPD_UNEXPLORED_MAP
Enemy Units Nearby

Message Name:

NearEnemyUnit

Description:

Query response with x-y positions of an enemy unit near a unit you control  
Note: this is triggered once for each enemy unit near the unit you are querying with respect to

Parameters:
@bool success

//set true if there are any enemy units in visual range of your unit
@int x_pos

//x position of the enemy unit found

@int y_pos

//y position of the enemy unit found

Conditions:

none
Triggered By:
UPD_ENEMY_UNIT
Enemy Cities Nearby

Message Name:

NearEnemyCity
Description:

Query response with x-y positions of an enemy city near a unit you control

Note: this is called once for each unit near the unit you are querying with respect to

Parameters:
@bool success

//set true if there are any enemy units in visual range of your unit
@int x_pos

//x position of the enemy city found

@int y_pos

//y position of the enemy city found

Conditions:

none
Triggered By:
UPD_ENEMY_CITY
Unit Position Update

Message Name:

UpdatePosition
Description:

Informs you of new position for unit with ID of armyID
Parameters:

@int armyID

//ID of army unit that has been moved


@int old_x

//old x position of the unit


@int old_y

//old y position of the unit
@int new_x
//new x position of the unit

@int new_y
//new y position of the unit

Conditions:

none
Triggered By:
UPD_ARMY_XY

City Can Be Attacked

Message Name:

CityAttackable

Description:

Query response whether a city can be attacked by a given unit

Parameters:
@bool success
//set true if the city can be attacked
@int armyID
//ID of the unit that will attack
@int x_pos
//x-location of the city to be attacked
@int y_pos
//y-location of the city to be attacked
Conditions:

none
Triggered By:
UPD_CITY_ATTACKABLE
Unit Can Be Attacked

Message Name:

UnitAttackable

Description:

Query response whether a unit can be attacked by a given unit

Parameters:
@bool success
//set true if the unit can be attacked
@int armyID
//ID of the unit that is attacking
@int x_pos
//x-location of the unit to be attacked
@int y_pos
//y-location of the unit to be attacked
Conditions:

none
Triggered By:
UPD_UNIT_ATTACKABLE
City Can Be Built

Message Name:

CityBuildable

Description:

Query response whether a city can be built on a given tile

Parameters:
@bool success
//set true if there is an a city can be built on the x,y position passed in from QU_CITY_BUILDABLE message

@int armyID
//ID of the unit that will build the city

@int x_pos
//x-location where city will be built

@int y_pos
//y-location where city will be built

Conditions:

none
Triggered By:
UPD_CITY_BUILDABLE

Unit Can Be Moved
Message Name:

UnitMoveable
Description:

Query response whether a unit can move to a given tile
Parameters:
@bool success
//set true if the unit in question can move to the tile passed in from the QU_MOVEABLE message

@int armyID
//ID of the unit that will move

@int x_pos
//x-location where city will be built

@int y_pos
//y-location where city will be built

Conditions:

none
Triggered By:
UPD_MOVEABLE

Unit Can Be Built

Message Name:

UnitBuildable

Description:

Query response whether a unit can be built

Parameters:
@bool success
//set true if the unit type in question can be built

@int cityID
//city the unit will be built in


@int unit_type
//type of unit being built
Conditions:

none
State Changes:

none
Triggered By:
UPD_UNIT_BUILDABLE

City Improvement Can Be Built

Message Name:

ImprovementBuildable

Description:

Query response whether a city improvement can be built

Parameters:
@bool success
//set true if the improvement type in question can be built

@int cityID
//city the improvement will be built in


@int improvement_type
//type of city improvement to build

Conditions:

none
Triggered By:
UPD_IMPROVEMENT_BUILDABLE

Unit Is Garrisoning

Message Name:

Garrisoning

Description:

Indicate whether a unit is garrisoning

Parameters:
@bool success
//set true if the unit is garrisoning a city
@int armyID
//ID of unit that is garrisoning

@int x_pos
//x-position of the unit

@int y_pos
//y-position of the unit

Conditions:

none
Triggered By:
UPD_GARRISON
Unit Has Stopped Garrisoning

Message Name:

StoppedGarrisoning

Description:

Indicate whether a unit has stopped garrisoning

Parameters:
@bool success
//set true if the unit is garrisoning a city

@int armyID
//ID of unit that is garrisoning

@int x_pos
//x-position of the unit

@int y_pos
//y-position of the unit
Conditions:

none
Triggered By:
UPD_UNGARRISON

A Turn Has Ended

Message Name:

TurnOver

Description:

Indicates that any turn has ended
Parameters:
none
Conditions:

none
Triggered By:
GAME_TICK

Your Turn Has Started

Message Name:

MyTurn

Description:

Indicates that your turn has begun
Parameters:
none
Conditions:

none
Triggered By:
GAME_MYTURN
Your Player ID

Message Name:

MyID

Description:

Indicates what your player ID is
Parameters:
@int playerID
//your player ID

Conditions:

none
Triggered By:
GAME_MYID

Total Number of Players

Message Name:

NumPlayers

Description:

Indicates how many players are in the current game
Parameters:
@int num_players
//total number of players

Conditions:

none
Triggered By:
GAME_NUM_PLAYERS

Note: this is supported in TIELT, but the message is not yet implemented in CTP2
Program Begins
Message Name:

Connected
Description:

Indicates start of CTP2 program
Parameters:
@int num_players
//total number of players

Conditions:

none
Triggered By:
CTP2_START

Game Has Started

Message Name:

GameStarted

Description:

Indicates start of an individual game
Parameters:
none
Conditions:

none
Triggered By:
GAME_START

Lost Game

Message Name:

Lose

Description:

Indicates a game loss
Parameters:
none
Conditions:

none
Triggered By:
GAME_LOSE

Won Game

Message Name:

Win

Description:

Indicates a game win
Parameters:
none
Conditions:

none
Triggered By:
GAME_WIN

Saved Game

Message Name:

GameSaved

Description:

Indicates success or failure of attempt to save a game
Parameters:
@bool success
//set to true if game saved successfully, otherwise false

Conditions:

none
Triggered By:
UPD_SAVE

Loaded Game

Message Name:

GameLoaded

Description:

Indicates success or failure of attempt to load a game
Parameters:
@bool success
//set to true if game saved successfully, otherwise false

Conditions:

none
Triggered By:
UPD_LOAD

Game Finished

Message Name:

GameOver

Description:

Indicates end of an individual game
Parameters:
none
Conditions:

none
Triggered By:
GAME_DONE

Program Closed

Message Name:

Disconnected
Description:

Indicates end of CTP2 program
Parameters:
none
Conditions:

none
Triggered By:
CTP2_END

