Part 1 - Ground Vehicles
Vehicle progression and vehicle experience does not seem to be very linear, 
on the whole it seems to be 3 or 4 groupings of vehicles, clustered around 
the similar weapon load outs and requirements, which on the whole seems to 
remove the ability of true levelling thru vehicles.

Vehicles in NC are at best a poor substitution of player models they bring 
nothing tactically to an OP battle and lack a presence.  Just as Hacknet 
became a major feature of OP battles so should Vehicle Combat and armoured 
Vehicles in general. Vehicle users should be rewarded for their efforts as 
most serious Drivers/Pilots are useless without their expensive Vehicle.

Some vehicle requirements seem strange and strain the class styles of those 
that are meant to use them, to high a strength requirement for spy's to high 
an intelligence requirement for PE's and tanks. Some have too high a dex/VHC 
requirement. Granted that the vehicles should progress until those that are 
specialised enough to use the higher/harder and more powerful vehicles can 
use the high end vehicles.

 

Ground Vehicles
Ground vehicles can be broken down into 3 categories; Open, Soft and Armoured. 

Open - Can target both the Driver and the Vehicle separately, takes normal damage from all weapon types. PSI has full effect. (E.g. they take the same amount of damage that they currently take)

Soft - Can only target the Vehicle, but the vehicle is softly armoured, more protection for the passengers/drivers than open, takes reduced damage from most weapon types. PSI has minimal effect.

Armoured - Heavily armoured vehicle gives good protection to all inside and takes minimal damage from most weapon types. PSI has no effect.

	 

 

Name
	 

 

Type
	 

 

   Damage per Burst
	 

 

Armour

	Ground Vehicles
	
	Max
	                   %
	Total
	%

	Chain craft
	open
	-
	-
	1337.5
	25

	Speed bike
	open
	-
	-
	535
	10

	Hovertech
	open
	-
	-
	802.5
	15

	Quad
	open
	-
	-
	1070
	20

	Car
	open
	-
	-
	1337.5
	25

	Combat Chain bike
	open 
	53.5
	10
	1337.5
	25

	Combat Speed bike
	open
	80.25
	15
	535
	10

	Combat Hovertech
	open
	107
	20
	802.5
	15

	Combat Quad
	open
	133.75
	25
	1070
	20

	4x4/reveller
	Soft
	240.75
	45
	3210
	60

	Scorpion Trike
	Soft
	267.5
	50
	3210
	60

	Heavy Scorpion Trike
	Soft
	321
	60
	4010
	75

	Rhino
	Armoured
	535
	100
	5350
	100

	Goliath
	Armoured
	802.5
	150
	10700
	200

	MGS
	Armoured
	267.5
	50
	18725
	350

	APC
	Armoured
	374.5
	70
	13375
	250


 

The table above shows the relative damage and armour of all vehicles in relation to the Rhino. The damage stated for the Rhino is damage I have consistently dealt to a warbot titan (my PvE standard) all damage per burst is relative to other vehicles and vs. a warbot titan. I.E. what each vehicle should deal to each other and to PvE mobs.

As you have probably noticed there are 2 new Vehicles stated in the list, the first is the Goliath, considering that the Rhino is too small (actual size) to physically hold 2 people and 2 passengers, and as the mainstay Main battle tank of neocron is quite poor as Vehicles should make a huge impact on the Op war scene, as the requirements needed do not match the rewards gained (single dimensional characters, that are useless without vehicles with no benefits vs. pistol PE's and rifle spies etc). 

 

The Goliath has 1.5 times the firepower of the Rhino and twice the amount of armour, graphically it is an enlarged Rhino, and the requirements for the Goliath are fairly steep for a gunner to use (these will be stated later) and the requirements to drive the Goliath are the same as for the old rhino. 

I have changed the rhino to be a single person vehicle with the idea that Ground Vehicles are mainly designed with PE's in mind and Air Vehicles are designed for Spy's, as you will see each class will be able to use each others earlier Vehicles (Such as the Heavy scorpion trike in the case of a SPY), For a PE to be able to drive/gun the Rhino he will need to heavily specialise towards vehicular combat leaving no room for much else.

 

The second Vehicle listed above that is new is the MGS, The MGS stands for "Mobile Genrep Station" basically it is the same as an APC but instead of having seating for 6, it has an enclosed Genrep hidden behind a door that allows for people to genrep to.

 

Now the stipulations for this MGS are the following

- Clan only

- 1 MGS per Clan at any one time 

- costs 150 million NCr

- Rank 11 and higher can spawn it.

 

With those stipulations any Clan will want one, but will not want it to be destroyed, it is a very tactical vehicle, with low firepower but high armour (to allow it to flee from a battle ground)

 

Now below is a table for the requirements of ground vehicles, a levelling progression for tread heads

 

	Name
	INT
	VHC
	STR
	HC
	TC
	Ammo
	notes

	Ground Vehicles
	 
	 
	 
	 
	 
	n/a
	 

	Chain craft
	5
	8
	-
	-
	-
	n/a
	 

	Speed bike
	7
	12
	-
	-
	-
	n/a
	 

	Hovertech
	10
	22
	-
	-
	-
	n/a
	 

	Quad
	7
	17
	-
	-
	-
	n/a
	 Noobie Quest item.

	Car
	15
	27
	-
	-
	-
	n/a
	 

	Combat Chain bike
	10
	16
	-
	25
	10
	20mm Vehicle ammo
	 

	Combat Speed bike
	15
	25
	-
	35
	20
	Vehicle Rockets
	 

	Combat Hovertech
	20
	35
	-
	45
	25
	20mm Vehicle ammo
	 

	Combat Quad
	25
	45
	-
	55
	35
	Vehicle Rockets
	 

	4x4/reveller
	15
	37
	-
	-
	-
	n/a
	passenger and driver can not be targeted (open doors need covering)

	     Gunner
	-
	-
	55
	87
	-
	30mm Vehicle ammo
	

	Scorpion Trike
	30
	60
	35
	60
	50
	Vehicle Rockets
	Canopy for both driver/gunner - single fire rocket

	     Gunner
	-
	-
	-
	45
	25
	20mm Vehicle ammo
	same gun as the Combat Hovertech

	Heavy Scorpion Trike
	45
	72
	42
	80
	70
	Vehicle Rockets
	Canopy for both driver/gunner - triple fire rocket.

	     Gunner
	-
	-
	-
	45
	25
	20mm Vehicle ammo
	same gun as the Combat Hovertech

	Rhino
	60
	80
	60
	95
	80
	Vehicle Laser pack
	 

	Goliath
	30
	62
	-
	-
	-
	n/a
	 

	 
	-
	-
	105
	120
	85
	Vehicle Laser pack
	Ion Bean like the Ravager

	MGS
	30
	62
	-
	-
	-
	n/a
	 

	 
	
	
	55
	87
	-
	30mm Vehicle ammo
	 

	APC
	30
	62
	-
	-
	-
	n/a
	 


 

 

 

As stated above, the Scorpion Trikes and the Cockpit of the Reveller need to be covered completely, its very strange and wrong that you can target the driver/passenger of these vehicles as the wastelands are supposed to be completely ridden with nuclear fallout (hence PA's) and how the vehicles work, they also need to be covered from enemy fire (namely monks) as being able to kill the driver without even hitting the vehicles this far up the progression tree is a little bit off.

 

The Scorpion Trike has had a single firing rocket launcher fitted, as without this the levelling progression for a Tread head is fairly difficult (grinding nothing but mobs using a hover tech is painful, trust me).

 

The ground Vehicles also need the following change to how they drive.

 

Hover Vehicles - these need to hover, they should behave like drones (albeit heavier) pushed from behind, and when they go from a higher level to a lower level they should float downwards instead of hugging the ground no matter the terrain, this will also allow the hovertech to go over barrels that are stuck in the road that stop any vehicle at any speed dead.

Wheeled Vehicles - These need to be faster on roads than when there off-roading

Tracked Vehicles - These need the biggest amount of traction, they should be able to crawl up the sides of sheer slopes (mountains near Tech haven), and keep the same speed no matter what terrain they are traversing.

 

All "open" Vehicles should have their view locked to be directly behind them (just like when you go third person while riding the subway cabs) and not swivel around the vehicle as it currently does, moving the mouse left and right should allow you to look left and right, but the camera shouldn’t move as you turn the vehicle and should remain in the same position.

 

All soft/Armoured vehicles should have their view locked to the first person aspect, for both the driver and the gunner; this will allow non vehicle players to fight against them using the restricted viewing as an advantage. 

 

The gunner should be seeing through the turret (for the reveller/rhino/goliath, etc) giving him a greater tank experience, the HUD also needs changing from the current display to one similar to that of the Droners HUD, with ammo/health displayed around the targeting reticule.

 

Anti Vehicular Weapons
 

while reading this you probably have noticed that the Vehicles have gained such a boost that the question "why bring anything else to an OP fight" may of arisen a few times, well firstly as my old pappy would say (anti armour expert in the British army) "you can use vehicles to take a position, but you need infantry to hold a position" this is also true in Neocron, granted you may want to bring your own armoured support to fight it out with the enemies tanks or your own soldiers (PE's Spy's and Gentanks) could be carrying the AV launchers, which are all but forgotten in the game as PSI attack 2 does it all.

 

 

	 
	
	
	STR
	HC
	 
	Damage to vehicles
	% damage vs. moonstriker

	Basic AV launcher
	 
	 
	34
	54
	 
	100
	20

	AV launcher
	 
	 
	64
	84
	 
	225
	45

	Advanced AV launcher
	 
	 
	87
	109
	 
	350
	70

	Moonstriker AV shells
	 
	 
	110
	120
	 
	500
	100


 

 

As shown the regs for the AV launchers have been altered, Spy's and PE's now gain access to the lower TL's of AV launchers, leaving the tanks the ability to use the higher end ones, the Moonstriker was added as an AV weapon as it is a dumb fire rocket launcher and would add another dimension to this under used weapon.

 

This is a fairly extensive over haul of vehicles and would help the progression of levellers and will also allow for more vehicles to be present at OP battles and in every day gaming.

Part 2- Air Vehicles
 

 

As shown in the first part of this vehicle analysis, the ground vehicles favour the PE as its main user, and as spies are the only real users of the air vehicles this, then will give PE's and Spy's more scope on a battlefield.

 

The Air vehicles were a great addition to the NC armoury and potentially allowed for a 3 dimensional OP battle instead of the conventional 2 dimensions that 99% of all OP battles are, this is mainly due to 2 factors, the first is the requirements needed to pilot the vehicles and the second is the armaments. For example, the assault glider, this fires a single vehicle rocket that shoots in a horizontal line from which the glider is facing, it doesn't shoot downward and wont aim left or right, if the weapon is fired while the glider is diving the rocket will impact on the glider that fired it, additionally as it is a single shot, its not very combat viable considering the speeds at which the glider moves.

 

Also another main issue with Air Vehicles is the camera position for both Pilot and Gunner, in the gliders the pilot view is third person as it is with all vehicles, while this is fine for glider pilots its not entirely fine for hover pilots as the hover vehicles take up much of the camera view space. 

 

Additionally the gunners position are always well crowded, the bomber view in the glider is awful, as the engine effects are bright white and the gunner must point the camera down which mean that they must look through the flashing white exhausts (sore on the eyes and may cause epilepsy), what needs to be changed is not the exhaust graphics, it is the view form which the bomber sees, he should be looking from the turret view, from underneath the glider.

 

Just like the ground vehicles, air vehicles can be divided by type, damage/armour stated is based off of the Hover bomber, and the relative speed is in comparison to that of the scout glider:

 

 

 

	Name
	Type
	Damage per Burst
	Armour
	Relative Speed vs. scout glider

	Air Vehicles
	 
	Max
	%
	Total
	%
	%

	Scout Glider
	open
	-
	-
	800
	20
	100

	Assault Glider
	open
	192.6
	40
	800
	20
	100

	Advanced Glider
	open
	240.75
	50
	900
	25
	95

	Advanced Assault Glider
	open
	192.6 / 240.75
	40/50
	900
	25
	95

	NC Flyer
	Soft
	240.75
	50
	1600
	40
	70

	NC Heavy Flyer
	Soft
	240.75 / 288.9
	50/60
	1700
	45
	65

	DoY Bomber
	Armoured
	240.75 / 240.75 / 481.5
	50/50/100
	4000
	100
	40

	DoY Hover Carrier
	Armoured
	288.9
	60
	6000
	150
	40


 

As shown there are two new vehicles, the NC flier and the NC heavy flier, these have been added to aid in the progression of levelling and that of op warfare. The two new Vehicles are more like Heavy interceptors when compared to the two large DoY craft just like the gliders are fast attack.

 

 

The requirements below should show a steady progression and should show a different weapon load out to what is currently fitted, as the current weapon systems aren't logical, as gliders carrying bombs are physically impossible (no storage).

 

 

 

	Air Vehicles
	INT
	VHC
	STR
	HC
	TC
	Ammo
	notes

	Scout Glider
	40
	60
	-
	-
	-
	n/a
	standard glider, access to every class except tank

	Assault Glider
	45
	65
	-
	-
	-
	n/a
	

	     Gunner
	-
	-
	35
	60
	50
	Vehicle Rockets
	same gun as the Scorpion Trike

	Advanced Glider
	50
	70
	-
	45
	25
	20mm Vehicle ammo
	same gun as the Combat Hovertech

	Advanced Assault Glider
	60
	75
	-
	45
	25
	20mm Vehicle ammo
	same gun as the Combat Hovertech

	     Gunner
	-
	-
	35
	60
	50
	Vehicle Rockets
	same gun as the Scorpion Trike

	NC Flyer
	65
	80
	-
	75
	75
	30mm Vehicle ammo
	same gun as the Reveller

	NC Heavy Flyer
	75
	90
	-
	85
	85
	30mm Vehicle ammo
	same gun as the Reveller

	     Gunner
	-
	-
	42
	80
	70
	Vehicle Rockets
	Same gun as the Heavy Scorpion Trike - small aoe range

	DoY Bomber
	90
	98
	
	95
	90
	Vehicle Bombs
	As the bomber normally but dropped by the pilot - big aoe range.

	    Gunner
	-
	-
	55
	87
	-
	30mm Vehicle ammo
	same gun as the Reveller

	    Gunner
	-
	-
	55
	87
	-
	30mm Vehicle ammo
	same gun as the Reveller

	DoY Hover Carrier
	95
	101
	-
	-
	-
	n/a
	 

	    Gunner
	-
	-
	55
	87
	-
	30mm Vehicle ammo
	same gun as the Reveller


 

 

As you can see the bomber's pilot is responsible to drop the bombs now as co-ordination at present is difficult, and if the following changes are made the Hover bomber won’t want to stick around in a hotspot dropping bombs casually, instead the 2 occupants now gun reveller type guns, for added protection vs. gliders and fliers.

