Function Documentation

AI_Aide.exe
Functions
LoadColonyView(gameID as Integer, frm as frmMain)
Depending on eGameState, this function will show an existing colony, or load a new system.
SaveStatus
Saves the time/date to the database.
PerformStrategicTurn(frm as frmMain)
Processes the following actions in order.
1. Movement Orders
2. Collect Income
3. Conduct Research
4. Build Ships/Improvements
5. Conduct Trade/Espionage
6. Plan next turn movement
7. Increase a personality’s age on their birthday.
8. Check for aging out process.
AICore_AI.dll
No functions currently.
AICore_Combat.dll
Enumerations
CrewGrade (Crew Grade enumeration)
1. Green
2. Poor
3. Average
4. Veteran
5. Crack
6. Elite
damageResult (DAC enumeration)
1. Command Net
2. Long-Range Scanners
3. Sensors
4. ECM
5. EWD
6. Communications
7. Science Instruments
8. High Energy Capacitor Rings
9. Structure
10. N-Space Engines
11. FTL Engines
12. Magazines
13. Capital Hard Points
14. Standard Hard Points
15. Point Defense Hard Points
16. Radiators
17. Shields
18. Damage Control Crews
19. Power
20. Bridge
21. Aux Bridge
22. CIC
23. Flag Bridge
24. Life Support
25. Shuttlebay
26. Hangar
27. Inertial Comps
WeaponClass
1. Class I
2. Class II
3. Class III
4. Class IV
5. Class V
6. Class VI
PlanetaryZone
1. None
2. Zone A
3. Zone B
DamageLevel
1. Disabled (-1)
2. Damaged (-3)
PowerPlantGeneration
1. Primitive
2. Basic
3. Standard
4. Improved
5. Enhanced
6. Advanced
JettisonResult
1. Meltdown, no Jettison
2. Meltdown, jettison
3. No meltdown
Functions
GetGradeInit
Returns an initiative modifier based on crew grade.
GetCrewModifier
Returns attack modifier based on crew grade.
Initiative
Returns an initiative score.
SurrenderCheck
Returns True/False based on Aggressiveness, Willpower, Crew Grade,  and number of surrender conditions met.
RecoverControl
Returns true/false based on crew grade if the crew regains control from a tumble.
GetBaseToHit
Gets the to hit percentage based on range and weapon class.
CriticalHit
Returns the result of a critical hit.
LockOn
Returns true or false if lock on is attained. Accounts for signature, resolution, ECM, ECCM, Acquisition, crew grade, active sensors, and planetary zone.
DamageControl
Returns true/false one whether a damage control action succeeds. Accounts for damage level, crew grade, damage control crew availability and miscellaneous modifiers.
PPMeltdown
Returns a jettison result enum for a power plant meltdown. Accounts for crew grade, damage level, power plant generation, damage control availability.
DetermineDAC
Returns a damage result enum for damage allocation. 
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