
Subject: Re: New year's community war 4th of Jan
Posted by Goztow on Sun, 05 Jan 2025 11:00:32 GMT
View Forum Message <> Reply to Message

Yesterday we played Walls Flying HD, Deth River HD, Volcano, Field HD, Uphill, Bio, Land HD.
Took us 3 hours. Field HD, Uphill and Deth river HD went to the end of the 30 mins time limit, the
others ended with base destruction. We played most games between 7v7 and 9v9

Here are my battle reports, do not hesitate to complete or correct them if I mixed some things up.

Walls Flying Battle Report - GDI Side
The battle for the harvesters took an unexpected turn when Nod successfully destroyed the GDI
harvester while narrowly saving their own. This early victory gave Nod a financial upper hand.
Capitalizing on their advantage, Nod launched an artillery assault, targeting the GDI refinery. The
refinery was heavily damaged but was saved by the quick actions of two hotwires and an
engineer. Despite being low on funds, GDI managed to deploy an early APC and MRLS for
defense. Interestingly, the repair efforts on the refinery stabilized the money flow, allowing GDI to
bolster their vehicle fleet. If Nod had committed fully to the artillery push, GDI might have been
overwhelmed.

GDI organized a defense around MRLS with repairs, a fast Havoc, an Orca, and two medium
tanks, while Nod fielded light tanks, a helicopter, and Sakura, later supplemented by stealth tanks.
A Nod technician attempted a sneak attack but was unsuccessful. Intense tank battles ensued,
with both teams vying for field control. Nod displayed creativity, but GDI's organization gave them
an edge.

GDI eventually added a second Orca, while Nod opted for two Sakuras. GDI's additional medium
tanks helped them maintain field dominance, surrounding Nod's entrance and camping an MRLS
at the Hand of Nod. Sensing an opportunity, GDI pressured the Nod airstrip, which was eventually
destroyed, sealing Nod's fate. Despite Nod's final efforts, GDI's combination of mammoth tanks
and ion cannon beacons clinched the victory.

This opening game was a close contest, with Nod dominating early on but GDI gaining the upper
hand through strategic armor deployment.

Death River Battle Report - GDI Side
The match began with an 8v8 setup and a slow start with little action. GDI deployed MRLS with
hotwire support through the tunnels toward the refinery side, while Nod concentrated artillery in
the field. GDI's strategy revolved around medium tanks, MRLS, and a Havoc, whereas Nod
equipped themselves with artillery, technicians, and stealth tanks.

Nod maintained field control for most of the game, with GDI managing to breach Nod's field
entrance only once. The tunnel area saw back-and-forth skirmishes. The turning point came when
Nod deployed a nuclear strike beacon, destroying the GDI refinery. Amid the ensuing chaos, Nod
rushed in with APCs and tanks. Two technicians infiltrated the GDI war factory and planted
explosives. Although GDI's hotwires managed to defuse three timed C4s, the fourth exploded,
destroying the war factory.
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However, GDI had been quietly preparing a counterattack, and two hotwires successfully
sabotaged and destroyed both the Nod refinery and the Hand of Nod. With ten minutes remaining,
the game became a standoff between GDI's barracks, silo, and AGT versus Nod's airstrip, silo,
and obelisk. Despite a points lead, Nod aggressively pursued GDI. GDI's defense, led by PICs, a
remaining medium tank, and repairs, gradually closed the points gap. In the final moments, a GDI
PIC rush destroyed the Nod repair pad, but Nod's counterattack on the AGT kept the points
difference tight.

The game ended with Nod narrowly winning by points, after a fiercely contested battle that could
have swung either way.

Volcano - GDI Side
This was a brief match where GDI attempted to control the tunnels and target the harvester but
lacked coordination. Nod destroyed the GDI refinery early, effectively ending GDI's chances.
Despite some harassment from GDI's humvee, Nod's artillery and flame tanks overran the base,
securing a swift victory.

Field HD - Nod Side
Field HD was the most epic battle of the evening, featuring an intense 9v9 matchup. GDI gained
the early advantage by destroying Nod's harvester and saving their own, rolling out MRLS soon
after. However, Nod stabilized by protecting their second harvester and deploying artillery and
light tanks.

Snipers played a crucial role in field control, with neither team securing a definitive hold. GDI
maintained control for extended periods but failed to camp Nod's buildings effectively. Nod's
strategic mix of artillery, light tanks, and a Sakura, with repairs, kept the fight balanced. As the
game progressed, Nod gained control of the field, camping the GDI war factory intermittently.

In the final minutes, the points gap narrowed dramatically. Nod deployed a chem warrior to rack
up points, and in the last seconds, Nod seized the points lead for a hard-fought victory. This
nail-biting match exemplified the high-stakes excitement of Renegade.

Uphill - Partial Game as Nod
Uphill was a chaotic game with GDI initially taking field control and establishing a points lead.
Nod, controlling the tunnels, managed to sneak stealth tanks into GDI's base, causing panic.
Despite GDI's defensive efforts, they gradually lost their buildings, leaving only the power plant.
Nod, having lost their refinery, struggled financially and failed to destroy GDI's power plant before
time expired.

GDI's defensive perseverance paid off, winning on points after a relentless and strategic battle.
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