
Subject: A crazy thought, and probably not original, but meh
Posted by Spoony on Fri, 09 Mar 2007 13:23:54 GMT
View Forum Message <> Reply to Message

A Renegade total conversion based on.... *drum roll*... Command and Conquer.

Let's be honest, Renegade isn't... so much crap is in Renegade that was never in C&C, and half
of the stuff in Renegade that was in C&C is nothing like HOW it was in C&C.

EG... just to rattle off a few guidelines
- Technicians free, have a crappy pistol and can fix a building (slowly). But, only one technician
can repair a building at once; for more urgent repairs, you need an Engineer.
- Minigunners pretty much as the GDI/Nod Soldiers are, except they don't get points for attacking
heavy tanks.
- Grenadiers effective vs infantry, reasonably competent vs tanks and buildings
- Rocket Soldiers actually worth using vs tanks, and the primary anti-air unit. Nearly useless vs
infantry
- Flamethrowers effective vs infantry and structures, not much use vs tanks. Chem Trooper
basically a more powerful flamethrower who is immune to Tiberium
- Engineers can't fix infantry and tanks (perhaps they shouldn't even be able to fix buildings,
because I'm pretty sure they couldn't in C&C) - repair pads are used for fixing tanks. Can destroy
any building they enter (assuming there isn't some fancy way of "capturing" it), but are otherwise
unarmed.
- Commando a deadly sniper and carries C4, but does nothing at all against vehicles and aircraft
- Vehicles other than the APC and Chinook can't carry passengers or be driven by soldiers other
than the Minigunner
- When your tank is destroyed, you die nine times out of ten and the other time you're left with
critical health. You can't exit your vehicle either, unless you go back to base and sell it (Repair
Pad?)
- Humvee, Buggy, Medium Tank, Light Tank pretty much as they are in Renegade (other than the
change in transporting infantry)
- APC as it is in Renegade, maybe toned down a little combat-wise since it becomes the only
transport vehicle
- Stealth Tank as it is in Renegade except made more effective against air units
- Mammoth Tank cannons effective vs vehicles and structures, rockets effective vs infantry and
aircraft. Vice versa is not effective. (In terms of damage, pretty much as it is in Renegade except
for the part about aircraft)
- Flame Tank deadly against infantry and structures, ineffective against tanks
- Artillery deadly against infantry and structures, ineffective against tanks, weak armour, can't
swivel its turret
- MRLS fires two rockets instead of six, deadly against infantry, good against structures and
aircraft, OK against vehicles but weak armour
- Orca has six rockets before needing to reload, Apache has a finite amount of machinegun ammo
before needing to reload. Armour made so that the only weapons which do worthwhile damage to
it are Rocket Soldiers, Mammoth Tanks, Stealth Tanks, Attack Bikes, the MRLS, the Advanced
Guard Tower, and the SAM Site. However, those seven things should be GOOD AT KILLING
AIRCRAFT
- Chinook carries five passengers plus the driver, but see the driver changes
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- Guard Tower much like they are in Renegade, but cannot target aircraft
- Advanced Guard Tower only fires rockets. Damage-wise, pretty much as it is in Renegade
- Nod Turret effective against vehicles, ineffective against tanks
- Obelisk as it is in Renegade except it cannot target aircraft. The SAM Site is Nod's anti-air base
defence
- Beacons can only be carried by infantry or PASSENGERS in a vehicle (not drivers)
- GDI has two beacon options: Ion Cannon and Air Strike. Ion Cannon more powerful, Air Strike
has a greater area of effect.
- Nod Nuclear Strike is considerably more powerful than the Ion Cannon
- Harvester drops 700 per trip, no constant flow of credits (i.e. 2 per second)
- Unit costs as they are in Renegade, INCLUDING THE MINIGUNNER (technician is the only free
unit). Dunno about beacon costs, maybe have them like the current version of RA:APB?
- Points system as it is in Renegade, with one exception: you don't get points for shooting things
you don't damage (Minigunners, Commando, etc)

Anyway, this has probably been considered before. I'd kick things off myself only I don't know how
(incidentally, I really couldn't care less if it doesn't LOOK good... as long as it plays good...
because let's be real, Renegade doesn't look good). Anyone think it'd be worth doing?
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