SW:IA Public Alpha v0.85 Patch: Notes on the Imperial AI

1. All the standard General ZH AI stuff, attack paths, areas, etc.

2. The entire area not inside base areas, needs to be in an area called CombatZone and tech buildings should be well within this area.

3. The AI needs waaaay too much buildspace. Go to Civilian--->Structures-->TempBase to give you an idea of the "ideal" size an AI base needs for InnerPerimeter. More is better! (The base starting point should be in the middle of the “box” for best effects).
4. Got to manually add the skirmish players into the map. Names: SkirmishIMPERIALS and SkirmishREBELS. (make sure to check AI player only) Just to avoid future editing once the Rebel AI is done. If not done already, make sure PlyrCivilian is also present.
5. The AI will refuse to build a building if it cant fit in the appropriate space designated in the buildlist. If you see the AI stuck and not doing anything, or building certain buildings... might need to adjust where the supply dock is for example. Requires extensive “testing” on all maps until everything is located just right.

6. The AI can and will garrison structures on the map to defend its base. There is the option of up to 3 garrison buildings per base/player. Name the individual structures as such:

 PlayerX GarrisonX

Put X in place of the base location number. For example: Player1 Garrison1. Up to 3 per Player.

