Engineer PlatoonData

CloseBase = true: (Requires NearMarkerType and MarkerUnitCount) Tells the builder to build on the nearest marker first.

T3FireBase = true: (Requires NearMarkerType and MarkerUnitCount) Tells the builder to build within T3 Artillery firing range of your current target.

TowardsEnemy = true: (Requires NearBasePatrolPoints) Tells the builder to build towards your nearest enemy first.

GetThreat = true: (Requires AdjacencyCategory) Tells the builder to use the old style getthreat function rather than the lower resolution threat map.
ShieldAssist = {<table>}: (Used with assist engineers) List of shield categories to assist when they are damaged.

UnfinishedUnits = {<table>}: (Used with assist engineers) List of categories to assist when they are uncompleted and the engineers that were building them are dead.

StrikeforceAISorian PlatoonsData

AvoidCategories = {<table>}: (Used with strikeforces) Specifies unit types for the strikeforce to avoid.
AvoidDistance = <num>: (Used with AvoidCategories) Specifies how far to avoid the specified units by.

UseAttack = true: StrikeForce will use attackmove.

Commander PlatoonData (when using AIBeahaviorsSorian.lua)

AttackDistance = <num>: Distance in map units divided by 10 that the commander will search for targets to attack.

LeashLength = <num>: The max distance in map unit that the commander can be away from his base.

DelayAttack = <num>: Time in seconds before the commander will look for targets to attack.

FindSafeLocation = true: (Requires Enhancement) Tells the commander to find a safe place to be while upgrading.

InfiniteBuild PlatoonData

Units = {<table>}: List of units to build in the infinite build platoon.

Massfab PlatoonData

ResetLevel = <num>: Energy storage percent that the AI will turn the massfabs back on.
ExecutePlan
EnemyPickerThread


aiBrain:ForkThread( aiBrain.PickEnemySorian, true ): Uses the SJ enemy picking function. Value is not required. If value is set to true it prevent the AI from turning on resource sharing used for cheater AIs).
aiBrain.BaseMonitor

aiBrain:AllyMonitorInitialization(aspec): Starts function for Base and Ally monitoring. Aspec is a table of values to set up monitoring.

SelfUnitCheckRadius = <num>: Radius to look for enemy units.

SelfUnitRadiusThreshold = <num>: Number of units before the alarm goes off.

SelfStructCheckRadius = <num>: Radius to look for T2 Artillery and TML.

SelfStructCheckRadiusDF = <num>: Radius to look for PD and AA.
