MECHFIGHT V 0.4.2

Nick Korn

2-8 players

approx. 5-10 min. playtime

Start Positions:


Gameplay begins with unique tokens representing the individual mechs on the numbered starting spaces around the edge of the board. First player puts their token on the 1 spot, second player on the 2 spot, and so on until all the players have placed their tokens. While you're setting up, also give each player a deck of the game cards (each containing 8 mech cards and 7 action cards) and a d6.

First Move options:


All the turns have the same options, and the first turn is no different. The player can try to launch and attack (either ranged or melee), defend against damage, try to counter melee attacks, attempt to evade damage, target another player, or move their token on the board.

Rules:

Ho'kay, so here's how you play.

Players all take their turns at the same time, so play proceeds in rounds. Each round has 4 phases.

Phase1: Communication

While in play, players are allowed to communicate information about the game in one specific way. At the beginning of the turn, players play three cards face up in front of them. These are cards that they will not be using this round. Players don't have to play them all at once, so they can place cards down in an order and with time to use these to tell other players certain information. (NOTE: Players may play action cards or mech cards in this phase, but they may not play mech cards of mechs not currently in play.) When all the communication has finished, players play two cards face down (one mech card and one action card) to signal that they are ready for the next phase.

Phase 2: Revelation and Movement

Players flip over their face down cards to reveal their actions for the turn. If any player uses the “move” action, now is when they move their mech (one square in any orthogonal (not diagonal) direction).

Phase 3: Damage

This is the phase where players figure out the damage to each mech. The main rules for each action are printed on the mech's stat cards. Players who are attacking must roll a die to see if their attack hit (based on the stats on each mech's stat card). For each space between the attacker and their target, remove the lowest number from a mech's “to hit” stat. (Ex. The Wildcat is making a ranged attack on a target. Because there are two spaces between it and its target, it needs a roll of 4, 5, or 6 to hit, instead of the 2, 3, 4, 5, or 6 that it would be if it were adjacent to its target.) When figuring out the spaces between a mech and its target, diagonals can be included. You cannot melee attack a mech who has no empty adjacent sides.

Phase 4: Resolution

Once damage has been calculated, if any mech's HP is zero or lower, that mech is destroyed. Its player is out of the game and its token is removed from the board. Play continues this way until only one mech is left in play, and that player is the winner.

Goals:


the goal of the players is to be the last mech standing. My goal in creating this game was to somehow combine the mechanic(s?) of Sissyfight with my passion for giant robots.

Analysis: 


It more of a challenge then I was expecting to expand on Sissyfight. The first couple versions of my game had the same feed back: “It's still Sissyfight.” The board was an early idea that actually wasn't implemented until the last minute. Die rolling was added to try and add an element of randomness so that the endgame could result with one player instead of two, and to simulate the somewhat random nature of large scale weapon fire. The first rendition of this didn't work out to well because my probability wasn't too well calculated and it was just a big pile of “I missed”. I had already started making differences in mechs so that the one you chose would actually make a difference and wasn't just a fancy way of telling players apart, but feedback told me that it would make sense to further customize  their hit probability, damage rates, and etc. so that the mechs would actually have a use in specific situations (and, I feel, have more personality).


In future renditions, I would play with the possibility of larger boards. However, the reason the current board is so small (and why I was avoiding having a board at all for a while) is because I didn't want to lose the original Sissyfight feel of “if you're in the game, you're a target”. Having a larger board would separate the battles of the players. This could be good, but the close quarters chaotic melee setup is better for these mechanics. I might also consider having more mechs to choose from (not necessitating more players, but just giving more options that could make the battles more diverse between games). In one of the earliest renditions, I had an action count of 8 options each turn, but I narrowed it down because many of them weren't being used under the circumstances. The current actions are pretty well balanced in their need of use, but I might also consider bringing more options back in future renditions. Also just as an aesthetic point, I would make custom tokens for this game, as well as better designed stat cards. I didn't have time to come up with any serious graphics for this game because I was spending most of my energy on getting the expanded mechanics to work. Plus I wasn't thinking about it since the original Sissyfight had no graphics either. Other then those things, I'm not sure what I would add. I'm sure something would show itself with enough play testing, but I ran out of things to add or change from feed back, so I'm fairly happy with it.

The following pages are the board, the deck (print out one for each player), and the mech stat cards, respectively.
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Wildcat – The Obligatory

Starting HP -  15

Ranged Attack – 2 damage, 2 3 4 5 or 6 to hit.

Melee Attack – 3 damage, 3 4 5 or 6 to hit, take half of ranged damage dealt to target. If successful, move adjacent to target.

Evade – attacker(s) need 5 or 6 on ranged / 4 5 or 6 for melee to hit. Ignore target card.

Melee Counter – Deal 3 damage to melee attacker(s). Ignore target card.

Target – Double ranged damage to target for the round. Cancels out evasion on the target.

Ranged Defend – Take maximum 2 damage from ranged attacks for the round. Ignore target card.

Move – Move the token for this mech one square in any orthogonal direction. Ignore target card.

Perfect Frame: Berserker – Crazy Eyes!

Starting HP -  12

Ranged Attack – 2 damage, 2 3 4 5 or 6 to hit

Melee Attack – 4 damage, 3 4 5 or 6 to hit, take all of ranged damage dealt to target. If successful, move adjacent to target.

Evade – attacker(s) need 4 5 or 6 on ranged / 6 for melee to hit. Ignore target card.

Melee Counter – Deal 4 damage to melee attacker(s). Ignore target card.

Target – Double ranged damage to target for the round. Cancels out evasion on the target.

Ranged Defend – Take ½ damage from ranged attacks for the round. Ignore target card.

Move – Move the token for this mech one square in any orthogonal direction. Ignore target card.

Phoenix – Rising from the Ashes!

Starting HP -  12

Ranged Attack – 1 damage, 2 3 4 5 or 6 to hit

Melee Attack – 2 damage, 3 4 5 or 6 to hit, take half of ranged damage dealt to target. If successful, move adjacent to target.

Evade – attacker(s) need 6 on melee to hit / 6 for ranged to hit. Ignore target card.

Melee Counter – Deal 2 damage to melee attacker(s). Ignore target card.

Target – Double ranged damage to target for the round. Cancels out evasion on the target.

Ranged Defend – Take ½ damage from ranged for the round. Ignore target card.

Move – Move the token for this mech one square in any orthogonal direction. Ignore target card.

Nova Scorcher – Turning things to Ashes!

Starting HP -  14

Ranged Attack – 3 damage, 3 4 5 or 6 to hit

Melee Attack – 2 damage, 2 3 4 5 or 6 to hit, take half of ranged damage dealt to target. If successful, move adjacent to target.

Evade – attacker(s) need 5 or 6 on melee or ranged to be hit. Ignore target card.

Melee Counter – Deal 4 damage to melee attacker(s). Ignore target card.

Target – Double ranged damage to target for the round. Cancels out evasion on the target.

Ranged Defend – Take maximum 3 damage from ranged for the round. Ignore target card.

Move – Move the token for this mech one square in any orthogonal direction. Ignore target card.

Iron Coleslaw – Behold it's IRON FIST!

Starting HP -  17

Ranged Attack – 3 damage, 4 5 or 6 to hit

Melee Attack– 4 damage, 5 or 6 to hit, take half of ranged damage dealt to target. If successful, move adjacent to target.

Evade – attacker(s) need 5 or 6 on ranged / 4 5 or 6 for melee to hit. Ignore target card.

Melee Counter – Deal 4 damage to melee attacker(s). Ignore target card.

Target – Double ranged damage to target for the round. Cancels out evasion on the target.

Ranged Defend – Take no damage from ranged for the round. Ignore target card.

Move – Move the token for this mech one square in any orthogonal direction. Ignore target card.

Panzer Titan – The Stuff of Legends

Starting HP -  20

Ranged Attack – 2 damage, 2 3 4 5 or 6 to hit

Melee Attack – 2 damage, 2 3 4 5 or 6 to hit, take half of ranged damage dealt to target. If successful, move adjacent to target.

Evade – attacker(s) need 4 5 or 6 on ranged / 4 5 or 6 for melee to hit. Ignore target card.

Melee Counter – Deal 1 damage to melee attacker(s). Ignore target card.

Target – Double ranged damage to target for the round. Cancels out evasion on the target.

Ranged Defend – Take no damage from ranged for the round. Ignore target card.

Move – Move the token for this mech one square in any orthogonal direction. Ignore target card.

Dreamstation Wii-60,000 – It functions on BEAMS!

Starting HP -  17

Ranged Attack – 4 damage, 4 5 or 6 to hit

Melee Attack – 2 damage,2 3 4 5 or 6 to hit, take half of ranged damage dealt to target. If successful, move adjacent to target.

Evade – attacker(s) need 5 or 6 on ranged / 4 5 or 6 for melee to hit. Ignore target card.

Melee Counter – Deal 1 damage to melee attacker(s). Ignore target card.

Target – Double ranged damage to target for the round. Cancels out evasion on the target.

Ranged Defend – Take no damage from ranged attacks for the round. Ignore target card.

Move – Move the token for this mech one square in any orthogonal direction. Ignore target card.

Great Gun Kaiser – KAIZA BEAMU!!!!

Starting HP – 17

Ranged Attack – 3 damage, 4 5 or 6 to hit

Melee Attack – 3 damage,3 4 5 or 6 to hit, take half of ranged damage dealt to target. If successful, move adjacent to target.

Evade – attacker(s) needs 5 or 6 for ranged or melee to hit. Ignore target card.

Melee Counter – Deal 2 damage to melee attacker(s). Ignore target card.

Target – Double ranged damage to target for the round. Cancels out evasion on the target.

Ranged Defend – Take no damage from ranged attacks for the round. Ignore target card.

Move – Move the token for this mech one square in any orthogonal direction. Ignore target card.

