
Wars

This document describes the working of wars, nuclear weapons or bioweapons in iWars.

Players can use their soldiers and weapons (collectively called troops) to have wars with other players. 

Wars are fought over territories. A player (attacker) might start a war with another player (defender) by 

sending their troops to the defender’s territory. The defender may also station their troops on their own 

territories for defense. 

An attacker's troops may be carried over ships, vehicles, or airplanes. The same rules of distance, 

capacity and operation apply as discussed in the trade section with one minor change. The transport 

vehicles used do not make the return journey back to the attacker. These vehicles are stationed on the 

defender’s territories to carry the troops back if required. A defender need not use ships, vehicles, and 

airplanes to carry troops to their territories. A transfer of troops to a player’s own territories is 

instantaneous. 

The outcome of a war is determined by a sequence of battles between the two warring parties. Each 

battle is carried out after a predetermined amount of time passes. This time is set by the contest 

administrator. Players can use this time to come up with an agreement and stop the war from 

continuing. Each battle results in a loss of troops for both the warring parties. The winner of the battle 

loses 25% of their troops and the loser of the battle loses 50% of their troops in a battle. If the winner’s 

troop loss is more than the loser’s troop loss, then the winner’s troop loss is made equal to the loser’s 

troop loss.

For example, if Player A has a troop count of 100 and Player B has a troop count of 4, and if Player A 

wins the battle, Player A's troop loss would be 25 (25 % of 100) and Player B's troop loss would be 2 (50 

% of 4). But since this violates our second rule, the winner’s troop loss would also be 2 in this case. So, 

for the next battle, Player A will have 98 troops and Player B will have 2 troops.

The following algorithm is used for determining the winner of a battle.

Let WA and SA be the number of weapons and soldiers committed by an attacker in a war and let WD 

and SD be the weapons and soldiers committed by a defender in a war. 

Let ‘d’ be a positive number (between 0 and 1), determined by the Contest Administrator that 

represents a bias that favors the defender. 

The probability of the attacker winning is calculated as PA = [(WA + SA) / (WA + SA + WD + SD)] * d 

A random number R between 0 and 100 is then generated and if R is < PA, then the attacker wins and if 

R is > PA, then the defender wins. 

Each warring party can keep sending troops to the territory where the war is taking place. But the war 

ends if one of the warring parties loses all their soldiers in a battle. If an attacker wins, he/she takes 

control of the territory and the building that is built on it. Any weapons that were not destroyed in the 

war are also taken over by the attacker. Civilians working in the building are captured as prisoners. If the 

defender wins, he/she keeps control of their territory. Any weapons not destroyed in the war and 

transport vehicles left behind are also taken over by the defender. 



If multiple attackers attack the same territory, and if the defender loses all their soldiers, the territory is 

won by the attacker that won the last battle against the defender. The troops belonging to the other 

attackers are sent back to their host player on their respective transport vehicles. The other attackers 

may then attack the new owner of the territory.

War can also end if the attacker and defender agree to certain terms. The attacker can then call their 

troops back and end the war. It should be noted that the attacker’s troops can only go back if the 

defender allows it. This feature is added to not let the attackers escape a losing war.

In addition to conventional wars, players can also use their nuclear weapons or bioweapons to attack 

other players. If a nuclear weapon is used to attack another player, all the soldiers and civilians deployed 

on the defender’s territory are killed and the building and weapons are destroyed. If a bioweapon is 

used, 10% of the civilians and soldiers are killed every predetermined number of minutes. This time is 

determined by the contest administrator. A bio-attack can be stopped if the player evacuates all the 

civilians and soldiers from the territory and keeps the territory empty for a certain period. A clever 

attacker might use this window to attack that territory and gain control over it as no soldiers would be 

present for defense.

Carrying out bio-attacks and nuclear attacks would be illegal in contests, but players might do it if they 

feel confident about not getting caught.


