Tech Development

Updates


Cast Iron Life covers a period of warfare that saw the development of most technologies that define modern warfare.  During each turn, the player can invest production points in any of the available fields of technology.  As the game progresses, new fields are opened for research, some as a result of technological advancement, some as a result of Events.

Each turn during the purchase phase, the player may contribute to each tech field.  This contribution remains at the value set by the player until changed later.  Thus, if the player chooses to contribute 50 tech points to Small Arms tech, then each turn the player will be charge 5 production points unless the player changes it.  Tech Points are given based on the following rules:

Method 1 

Up to 20 production points spend during the production phase by the player.  This value remains set unless changed by the player.

· No more than 5 production points in any one field

· Each production point worth 10 tech points

Method 2

Up to 30 production points randomly assigned from unspent production points spent during the improvement phase.  The fields that receive these points are randomly assigned each turn.

· No more than 3 production points in any one field

· Each point worth 15 tech points

Method 3

Unlimited tech points as a result of buying units

· 1 tech point in the related field for each purchase of an upgrade, equipment or unit.

· 1 extra tech point in the related field for each purchase of the newest upgrade, equipment or unit.

Tech Fields


The following fields are initially available for the player in 1861 and will be included in the first implementation of Cast Iron Life:

Small Arms

Artillery

Naval

Tactical 

Intelligence


During the full game, the following fields will become available throughout the game:

Armor – Not available until the Artillery Tractor invention

Submarines – Not available until the Diesel Electric Engine invention

Air – Not available until the Wright Brothers invention

Jet Fighters & Jet Bombers – Not available until the Jet Engine invention

Pure Research – Representing private industry and invention, cannot be actively assigned production points, can only receive them during the improvement phase


Furthermore, tech fields are limited in how high they can reach until certain events occur:

Fighters & Bombers – All air units are limited to level 5 fighters (Bi-Plane 5) and level 3 Bombers (Bi-Plane Bomber 3) until the All-Metal Stressed Monocoque invention
High Explosives – All artillery is limited to level 3 until the Dynamite invention: 1866

Welded Naval Hulls – All naval units are limited to Late Armored Cruisers until the Welding invention: 1890

Tactical

This field represents the ever increasing understanding of tactical combat.

Initial Tech

Flanks and Main Body – The player sets up his units using the FMB format during all further battles.

500 Tech Points

Training Doctrine 1 Upgrade
Technological Barrier – No points can be added to Tactical until the player reaches Heavy Artillery 4 (2.5cm mortar).

1500 Tech Points

Long Range Artillery – The player sets up his units using the LRA format during all further battles.

2500 Tech Points

Training Doctrine 2 Upgrade

Assault Infantry Available

3000 Tech Points


Mechanized Infantry Available

Technology Barrier – No points can be added to Tactical until the player reaches Light Armor 1 and Fighter-Bomber 1.

3500 Tech Points

Combined Arms – The player sets up his units using the CA format during all further battles.

4000 Tech Points


Airborne Infantry Available

4500 Tech Points


Camouflage Equipment 

Technology Barrier – No points can be added to Tactical until the player reaches Squad Assault Weapon 1 (Clip-fed LMG).

5000 Tech Points

Training Doctrine 3 Upgrade

5500 Tech Points

Training Doctrine 4 Upgrade

Intelligence Tech Tree

The intelligence tech tree represents a nation’s intelligence assets, rather than any particular advances in the field of surveillance, code-breaking and monitoring technology.  If a result calls for inflated, it will be 150%-300% of the actual value.  If it calls deflated information, it will be 25%-50% of the actual value.

National Update (Amount of growth or loss between the previous Industry, Morale, Infrastructure and Agriculture and the current values) – At every 100 Tech points

Piece of Information (Army / Fleet) – At every 250 Tech points

Army/Fleet Info (Closest, Biggest) – At every 500 Tech points

Reliability of Information:

Intelligence Tech more than 3000 > Opponent’s Intelligence Tech

85% - Accurate

10% - Inflated

5% - Deflated
Intelligence Tech more than 2000 > Opponent’s Intelligence Tech

70% - Accurate

20% - Inflated

10% - Deflated
Intelligence Tech more than 1000 > Opponents Intelligence Tech

60% - Accurate

25% - Inflated

15% - Deflated
Intelligence Tech > Opponent’s Intelligence Tech

50% - Accurate

25% - Inflated

25% - Deflated
Intelligence Tech < Opponent’s Intelligence Tech

40% - Accurate

30% - Inflated

30% - Deflated
Intelligence Tech more than 1000 < Opponent’s Intelligence Tech

30% - Accurate

35% - Inflated

35% - Deflated
Intelligence Tech more than 2000 < Opponent’s Intelligence Tech

20% - Accurate

40% - Inflated

40% - Deflated
Intelligence Tech more than 3000 < Opponent’s Intelligence Tech

10% - Accurate

45% - Inflated

45% - Deflated

Small Arms


The field of small arms is the most active technology field for two reasons.  Armies are primarily made up of infantry, they are the most cost-effective choice of combat unit, and they’re produced in much higher quantity than any other, spurring technological development.  Secondly, it is the most detailed technology and the advances occur more often than in any other.

Initial Tech

Musket Units

1000 Tech Points

Rifled Musket Units and Upgrade

1500 Tech Points

Grenade 1 (Black Powder) Equipment

2000 Tech Points


Machinegun 1 (Gatling) Equipment

2500 Tech Points

Repeating Rifle Units and Upgrade

3500 Tech Points


Bolt-Action Rifle Units and Upgrade

4000 Tech Points


Machinegun 2 (Maxim) Equipment

4500 Tech Points


Grenade 2 (HE Grenade) Equipment

5500 Tech Points


Semi-Automatic Rifle Units and Upgrade

6000 Tech Points


Machinegun 3 (Water-cooled) Equipment

6500 Tech Points


Flamethrower Equipment

7000 Tech Points


Early Submachinegun Units and Upgrade

7500 Tech Points


Squad Assault Weapon 1 (Clip-fed) Equipment

8000 Tech Points


Late Submachinegun Units and Upgrade

8500 Tech Points


Machinegun 5 (MG42) Equipment

Squad Assault Weapon 2 (Belt-fed) Equipment

9000 Tech Points


Early Assault Rifle Units and Upgrade

10,000 Tech Points


Late Assault Rifle Units and Upgrade

Artillery


Artillery provides not only artillery units, upgrades and equipment but also potent infantry equipment.

Initial Tech


Light Artillery 1 Unit and Upgrade


Medium Artillery 1 Unit and Upgrade


Heavy Artillery 1 Unit and Upgrade

500 Tech Points


Light Artillery 2 Unit and Upgrade

1000 Tech Points

Medium Artillery 2 Unit and Upgrade


Heavy Artillery 2 Unit and Upgrade

1500 Tech Points


Light Artillery 3 Unit and Upgrade

2000 Tech Points


Medium Artillery 3 Unit and Upgrade


Heavy Artillery 3 Unit and Upgrade

2500 Tech Points


Light Artillery 4 Unit and Upgrade

3000 Tech Points


Medium Artillery 4 Unit and Upgrade


Heavy Artillery 4 Unit and Upgrade


AT Munitions 1 Equipment

3500 Tech Points


Light Artillery 5 Unit and Upgrade


Medium Artillery 5 Unit and Upgrade


Infantry Gun 1 Equipment

4000 Tech Points


Heavy Artillery 5 Unit and Upgrade


Personal Mortar 1 Equipment

AT Munitions 2 Equipment

4500 Tech Points


Light Artillery 6 Unit and Upgrade


Medium Artillery 6 Unit and Upgrade


Personal Mortar 2 Equipment

5000 Tech Points


Light Artillery 7 Unit and Upgrade


Medium Artillery 7 Unit and Upgrade


Infantry Gun 2 Equipment

5500 Tech Points


Light Artillery 8 Unit and Upgrade


Medium Artillery 8 Unit and Upgrade


Heavy Artillery 6 Unit and Upgrade


Infantry Gun 3 Equipment


Personal Mortar 3 Equipment


VT Munitions Equipment

6000 Tech Points


Light Artillery 9 Unit and Upgrade


Medium Artillery 9 Unit and Upgrade

6500 Tech Points


Heavy Artillery 7 Unit and Upgrade

7500 Tech Points


Heavy Artillery 8 Unit and Upgrade

8000 Tech Points


Heavy Artillery 9 Unit and Upgrade

9000 Tech Points


Heavy Artillery 10 Unit and Upgrade

Naval

Initial Tech


Steam Powered Wooden Frigate Unit

500 Tech Points


Ironclad 1 Unit and Upgrade

1000 Tech Points


Ironclad 2 Unit and Upgrade

1500 Tech Points


Ironclad 3 Unit and Upgrade


Armored Turret 1 (9” Brookes Rifle) Equipment

2000 Tech Points


Ironclad 4 Unit and Upgrade


Armored Turret 2 (15” Dahlgren Smoothbore) Equipment

3000 Tech Points


Ironclad 5 Unit and Upgrade


Armored Turret 3 (25cm Breech-Loading Rifled) Equipment

3500 Tech Points


Torpedo 1 (Whitehead) Equipment

4500 Tech Points


Early Armored Cruiser (Royal Sovereign) Unit and Upgrade


Armored Turret 4 (13.5”) Equipment

5500 Tech Points


Late Armored Cruiser Unit and Upgrade


Armored Turret 5 (12”) Equipment


Torpedo 2 Equipment

Pure


Pure research cannot be contributed to by the player, only by random contribution at the end of the turn.

Pure – Sonar, Radar, Radio, MASH, Chemical Weapons, Nuclear Weapons, 

Initial Tech


None

Technological Barrier – No points can be added to Pure until the player reaches Industry 85.

1000 Tech Points


Motorization Equipment

1500 Tech Points


Chemical Munitions Equipment

2000 Tech Points


Radio Equipment

2500 Tech Points


Sonar Equipment

3000 Tech Points


Radar Equipment

4000 Tech


MASH – Armies within 2 hexes of a supply depot receive 25% bonus during Casualty Return phase.

Armor
Coming Soon

Air

Coming Soon

