
Subject: Rotatable MRLS 'Turret'
Posted by DutchNeon on Thu, 01 Jan 2009 23:20:12 GMT
View Forum Message <> Reply to Message

I was thinking about it, and wouldn't it be more fair for GDI to have the MRLS getting a 'rotatable
turret' like on the screenshot:

Screenshot from the map Field_TS, which also contains the beta Medium Tank.

-------------------

The Nod artillery can also rotate his turret, and the MRLS is the thing what GDI has, in place of
Nod having the Artillery.

Would it be even possible to create/do this? And what are the thoughts about it in the public ?
(therefor, I created the topic) 

Subject: Re: Rotatable MRLS 'Turret'
Posted by _SSnipe_ on Thu, 01 Jan 2009 23:35:06 GMT
View Forum Message <> Reply to Message

I love those mrl's

Subject: Re: Rotatable MRLS 'Turret'
Posted by Caveman on Thu, 01 Jan 2009 23:41:07 GMT
View Forum Message <> Reply to Message

TT is for bug fixing not for gameplay change. 

Subject: Re: Rotatable MRLS 'Turret'
Posted by DutchNeon on Thu, 01 Jan 2009 23:53:24 GMT
View Forum Message <> Reply to Message

You can see it as a bug imo. If the GDI MRLS is the counterpart of the Nod Artillery, and the Nod
artillery has a rotating turret, why doesn't the MRLS have one?

In TD itself, the MRLS also had a rotating turret, the counterpart for nod was the SSM Launcher,
which was a MRLS like vehicle, but with two huge missiles on the 'turret'.

The Nod SSM Launcher also had a rotating 'turret', like the MRLS.

The artillery in TD though was of a different concept, and wasn't really the counterpart for the GDI
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MRLS. It was more like an extra unit next to the Light Tank, as the GDI had the Medium Tank.

Higher teched in TD, and you could build the MRLS for GDI, and the SSM Launcher for Nod,
which were the counterparts of each other for both factions.

-------------------------------------------------------

GDI is more based on pure brute power, and Nod is more based on sneakiness and stealth.

The GDI humvee therefor costs more then the Nod buggy, but you can see the extra $ you used
to buy the humvee in the extra HP and Armor. The Nod buggy costs less, but gets higher speed
then the humvee, but less armor and HP (extra speed for the possible 'hit and run' tactics).

Then you got the Nod APC and GDI APC. There isn't much difference besides the Nod APC being
slightly bigger, and having a real turret in the middle, whereas the GDI APC has the 'turret'(gun)
on the right side of the APC. They got the exact same HP and Armor, and cost the same.

The Nod Artillery and the GDI MRLS. They got the same amount of HP and Armor. They cost the
same (although before the patch, the GDI MRLS was $750, which was weird). The Nod artillery is
slightly bigger. Then, you get the thing I don't understand. The Nod Artillery has a rotatable turret,
but the GDI MRLS doesn't. If you look in the statistics, they are pretty much there counterparts,
and the counterparts in Renegade have close to the same things, but the GDI MRLS is missing
something, a rotatable 'turret'! but why?

Then going to the higher costing vehicles, we get to see the real difference in the factions. The
Nod Light Tank is weaker then the GDI Medium Tank, but is faster, and has a lower profile then
the the Medium Tank. The DPS of the Light Tank is lower then The Medium Tank, but the Light
Tank is also cheaper.

The Flame tank, doesn't really have a counterpart, but is the thing Nod has for close combat.
Huge amount of HP and Armor, but it doesn't really have a big range. It's really effective against
tanks, in close combat ofcourse.

Then the Stealth Tank, the highest costing vehicle for nod. It is rather weak, faster then the
Medium Tank. It has the Lazarus Shield (Stealth), and it does good amount of damage. It doesn't
have a huge amount of range though, but it's ideal for possible 'hit and run' tactics.

Then the Mammoth Tank. The highest costing vehicle in Renegade. It shows why GDI is more
based on Brute Force. It's huge, has regenerating HP, has a good amount of Armor and HP (the
highest HP and Armor of any vehicle in Renegade), has two firering modes (its cannons, and the
tusk missiles). The down things for the Mammoth Tank is that it's huge (!) It's hard to miss, and it's
slow (and it's fast points for Jet whores who like to 'snipe' the Mammoth Tank, before/without the
point fix ofcourse).
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Subject: Re: Rotatable MRLS 'Turret'
Posted by R315r4z0r on Fri, 02 Jan 2009 00:33:46 GMT
View Forum Message <> Reply to Message

Because since the MRLS can't rotate it's turret, it allows users to curve their shots around corners
without hitting the wall. If the turret turned, then you wouldn't be able to do that, unless you made
it turn really slowly.

It isn't exactly needed for it to turn anyway because you can already steer the rockets. It is better
for it to not turn that way you can fire the shots over obstacles. If you could rotate the turret, that
means you would have to always stay in an open line of sight as you wouldn't be able to avoid
possible obstructions.

Subject: Re: Rotatable MRLS 'Turret'
Posted by DutchNeon on Fri, 02 Jan 2009 00:39:54 GMT
View Forum Message <> Reply to Message

R315r4z0r wrote on Thu, 01 January 2009 18:33Because since the MRLS can't rotate it's turret, it
allows users to curve their shots around corners without hitting the wall. If the turret turned, then
you wouldn't be able to do that, unless you made it turn really slowly.

True, I also do that sometimes, but I doubt it was intended (just a thing you can do because the
'turret' doesn't rotate).

Next to that, I forgot to mention that the missiles sometimes 'home', but it's still not the biggest
advantage the Nod Artillery has, a rotatable turret.

The Arty splash is also huge, compared to splash of an MRLS, so the 'home' thing would be the
thing GDI had for the MRLS, as the shots of the Nod Artillery got a huge damage splash.

Edit: You can still fire over 'obstacles' with a rotating turret, because the turret itself isn't that fast
making a 360 (like the Artillery turret). Therefor, if the turret is still facing a different way then your
'aim', the missiles would make a turn towards your 'aim'.

Subject: Re: Rotatable MRLS 'Turret'
Posted by mrÃ£Ã§Ä·z  on Fri, 02 Jan 2009 01:00:25 GMT
View Forum Message <> Reply to Message

How about a server function "Enable / Disable rotateable MRLS Turrets"

Subject: Re: Rotatable MRLS 'Turret'
Posted by Chuck Norris on Fri, 02 Jan 2009 01:07:10 GMT
View Forum Message <> Reply to Message
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You have to remember that the MRLS and Artillery aren't meant to be used the same way. The
MRLS is more of a support vehicle, whereas the Artillery can be used on it's own (though it works
great as support for Light Tanks, or vice versa if you look at it as the Artillery doing the real
damage, as it usually does).

I think the Artillery is more like a "tank", just with low armor and a long range.

The MRLS isn't so, and it will lose to most things that can get close to it, let alone behind it. With
Nod's speed and stealth, an MRLS is much more easy to sneak up on than an Artillery, and the
vehicle itself is more prone to damage for reasons listed above. It simply can't defend itself as
well. I see it useful only for countering Artillery early game and for support of tank groups for
sieges.

I think the Artillery was made to sort of fill the role of a tank because, besides the Light Tank, Nod
lacks any real ones.

The Flame Tank can't fight as a tank really only useful for rushing), and a Stealth Tank can, but
against a group of Mediums and Mammoths, they'll likely lose (and if they win, they won't be able
to remain on and hold the field as good as GDI's remainder would).

I do think the Nod Artillery is "better", especially on server's with that crap where snipers do half
damage and with starting credits. It almost makes them overpowered in that situation, you could
say.

I don't understand why the MRLS was $750 before the patch, nor did I notice. It makes me think it
was intended to be better than it ended up and/or that the Artillery ended up better than was
intended?

This is just my random scattered thoughts on this, but I don't think the turret should be changed to
rotate.

Subject: Re: Rotatable MRLS 'Turret'
Posted by _SSnipe_ on Fri, 02 Jan 2009 01:14:40 GMT
View Forum Message <> Reply to Message

Chuck Norris wrote on Thu, 01 January 2009 17:07You have to remember that the MRLS and
Artillery aren't meant to be used the same way. The MRLS is more of a support vehicle, whereas
the Artillery can be used on it's own

not always true, who says that this is its reason, u said the mrl is a support vech? just cause it is>
but lets say an error or glitch or flaw in design made it into that when it would not have been?

what I mena is u can lable a type of vech unless we sure thats what it was made for if lets say mrl
was meant to move the turret then the idea o it being a support vech would change 
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Subject: Re: Rotatable MRLS 'Turret'
Posted by Caveman on Fri, 02 Jan 2009 01:45:10 GMT
View Forum Message <> Reply to Message

It is clearly not a bug... Dont you think that even EA would have noticed that the MRLS couldn't
rotate the turret? Its not exactly something small now is it? Why dont we just make the flamer
have like damage range cos its only good at very close combat... 

Stop your whining and just the MRLS how it is.

Subject: Re: Rotatable MRLS 'Turret'
Posted by DutchNeon on Fri, 02 Jan 2009 02:02:49 GMT
View Forum Message <> Reply to Message

Explain me then, why there is a 'rotate' platform under the 'Missile Box'. Next to that, they based
the MRLS of the real MRLS...

Also, I wouldn't find it strange if they actually forgot it, because they also fucked up the point
system, the secondary fire glitch with the flame tank, certain flaws in maps, and to go on...

Next to that, I had my thoughts about the MRLS. It first costed $750. Wouldn't the $750 be worth
it, for a rotatable 'turret' MRLS? The price might have been right for the MRLS, if it had a rotatable
turret. They might have forgotten to add the rotate function of the 'turret', and therefor the MRLS
wasn't worth the price (or they just fucked up the price, or damage/splash of the MRLS, who
knows). GDI would have lacked starting vehicles then if the MRLS was $750, because they would
have had Humvees and APCS vs Arties and (possible) Lights.

Also, I'm not whining, I'm wondering what the thoughts are of the public of this idea/change. You
obviously find it a bad idea, and I can life with that...

Subject: Re: Rotatable MRLS 'Turret'
Posted by R315r4z0r on Fri, 02 Jan 2009 02:40:30 GMT
View Forum Message <> Reply to Message

DutchNeon wrote on Thu, 01 January 2009 19:39True, I also do that sometimes, but I doubt it
was intended (just a thing you can do because the 'turret' doesn't rotate).
Then you would be wrong. It was 100% intended for it to not turn. In fact, the way the tank is
modeled and rigged, leaves evidence that was originally intended to turn but was disabled before
the game was shipped.

You can't just model a vehicle and it somehow magically know what its turret is and how it can
rotate. You have to set up specific bones on the axis of the turret for it to even be able to spin.
You are able to enable and disable the rotating turret in level editor, thus giving evidence that
those rotation bones already exist on the MRLS model.
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Therefore, we can conclude, Westwood originally modeled and rigged the MRLS to have a turning
turret, but it was changed to a stationary turret before the game's release.

They obviously figured it was better for the user to simply be able to control the rockets rather
than control the direction they were shot in. 100% intended. And I agree with that decision.

Subject: Re: Rotatable MRLS 'Turret'
Posted by DutchNeon on Fri, 02 Jan 2009 03:12:06 GMT
View Forum Message <> Reply to Message

With Intended, I meant that you could shoot around corners, without actually hitting the wall  (for
example the nod base entrance on field) 

As in doubt, that they made the MRLS 'turret' not  rotatable so that you could shoot around walls
(where you can't see).

Edit: This is what I meant:

And before Yxs posts that I got radar hack (like you said on IRC of my 0 HP Sak SS, still being
alive)  :

And yes, I was running Fraps while taking those SS 

Subject: Re: Rotatable MRLS 'Turret'
Posted by Craziac on Fri, 02 Jan 2009 03:22:43 GMT
View Forum Message <> Reply to Message

Sure they did, why else would they curve the missiles?

Subject: Re: Rotatable MRLS 'Turret'
Posted by KobraOps on Fri, 02 Jan 2009 04:55:13 GMT
View Forum Message <> Reply to Message

They wont fix it for a reason, because it isnt broken. Its part of the game. If u want a rotatable
turret play the map C&C Snow.

Like said earlier, fixing bugs - not changing gameplay
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Subject: Re: Rotatable MRLS 'Turret'
Posted by ErroR on Fri, 02 Jan 2009 11:18:27 GMT
View Forum Message <> Reply to Message

I PWN ARTYZ WITH A MLRS, mlrs pwns an arty in 3 shots (3 clips w/3) if it can cover due to the
mlrs rockets being tracking, but if someone attacks it from side/behind/too close, it's dead.. a sbh
remotes u from the back and u don't have time to turn   

Subject: Re: Rotatable MRLS 'Turret'
Posted by Caveman on Fri, 02 Jan 2009 12:21:03 GMT
View Forum Message <> Reply to Message

Yeah thats probably what happened... They intended for it to rotate and make it cost 750... They
realised it was a bad idea to have it rotate and allow the missiles to curve instead(for whatever
reason.. Go and ask them), however they forgot to change the price... The game gets released...
oh shit nod have, lights and artys out on the field and we cant do anything because we need
750/800 for a mrl/med so they changed the price with a patch... You just proved yourself wrong... 

Subject: Re: Rotatable MRLS 'Turret'
Posted by _SSnipe_ on Fri, 02 Jan 2009 12:33:55 GMT
View Forum Message <> Reply to Message

I wish there was someone who made this game we can talk to

Subject: Re: Rotatable MRLS 'Turret'
Posted by Reaver11 on Fri, 02 Jan 2009 13:53:11 GMT
View Forum Message <> Reply to Message

There is go to the petrogylph forums. I did it before and if you are lucky you will get a reply of a
former worker on renegade.

For the MRLS please leave it as it is. If it gets a turret then the price should be higher which alters
renegade to much. (Nod will really pwn the first secs in a game)

Internaly the MRLS is setup for a rotatable turret. Only some parts are poorly done. The two poles
under the launchingequipement and the turret bone is not in the middle.

As said before TT is for bug fixing not gameplay changing.

Subject: Re: Rotatable MRLS 'Turret'
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Posted by Ghostshaw on Fri, 02 Jan 2009 14:21:59 GMT
View Forum Message <> Reply to Message

We won't touch the MRL. This is a balance change. As for enabling/disabling it server sided, I am
not sure the normal MRL is capable of it, but if it is we would still need to transmit this to clients.
Theoretically we already provide facilities for it, but I do not know how far we will extend it.

Subject: Re: Rotatable MRLS 'Turret'
Posted by Craziac on Fri, 02 Jan 2009 22:35:54 GMT
View Forum Message <> Reply to Message

I think for the MRLS you can just check the Rotation Turret box (or whatever it's called, I don't
have LE open) and it works. But it needs to be both server- and client-sided, so if the objects.ddb
data is sent from server to client, it should work fine.

Subject: Re: Rotatable MRLS 'Turret'
Posted by a000clown on Fri, 02 Jan 2009 23:52:56 GMT
View Forum Message <> Reply to Message

I already asked about this exact thing a long time ago, try using the search next time.
 http://www.renegadeforums.com/index.php?t=msg&th=29877&start=0&rid=0

Subject: Re: Rotatable MRLS 'Turret'
Posted by BlueThen on Sat, 03 Jan 2009 02:56:43 GMT
View Forum Message <> Reply to Message

Clown wrote on Fri, 02 January 2009 17:52I already asked about this exact thing a long time ago,
try using the search next time.
  http://www.renegadeforums.com/index.php?t=msg&th=29877&start=0&rid=0
The search function here doesn't work.

Subject: Re: Rotatable MRLS 'Turret'
Posted by ArtyWh0re on Sat, 03 Jan 2009 14:12:51 GMT
View Forum Message <> Reply to Message

Interesting posts ive read. I personally like the MRLS better when it has a rotating turret but I
understand why it does not and why it won't be changed.
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