Nethog’s SMAC(X) Rush Reference Chart

Completion

Cost # Minerals to Purchase Unlts

%2

Ss Total perMin| 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26 27 28 29 30 31 32 33 34 35 36 37 38 39 40

1 2 2.00 | 2

2 4 20012 4

3 6 20012 4 6

4 8 200 |2 4 6 8

5 11 220 |3 5 7 9 11

6 13 217 |3 5 7 9 11 13

7 16 229 |3 5 7 10 12 14 16

8 19 238 |3 5 8 10 12 15 17 19

9 22 244 |3 5 8 10 13 15 18 20 22

10 25 250 | 3 5 8 10 13 15 18 20 23 25

11 28 255 |13 6 8 11 13 16 18 21 23 26 28

12 31 258 |3 6 8 11 13 16 19 21 24 26 29 3

13 34 262 | 3 6 8 11 14 16 19 21 24 27 29 32 34

14 37 264 | 3 6 8 11 14 16 19 22 24 27 30 32 35 37

15 41 273 |3 6 9 11 14 17 20 22 25 28 31 33 36 39 41

16 44 275 13 6 9 11 14 17 20 22 25 28 31 33 36 39 42 44

17 48 282 |3 6 9 12 15 17 20 23 26 29 32 34 37 40 43 46 48

18 52 289 |3 6 9 12 15 18 21 24 26 29 32 35 38 41 44 47 50 52

19 56 295 |3 6 9 12 15 18 21 24 27 30 33 36 39 42 45 48 51 54 56

20 60 300 | 3 6 9 12 15 18 21 24 27 30 33 36 39 42 45 48 51 54 57 60

21 64 305 |4 7 10 13 16 19 22 25 28 31 34 37 40 43 46 49 52 55 58 61 64

22 68 309 | 4 7 10 13 16 19 22 25 28 31 34 38 41 44 47 50 53 56 59 62 65 68

23 72 313 | 4 7 10 13 16 19 22 26 29 32 35 38 41 44 47 51 54 57 60 63 66 69 72

24 76 317 | 4 7 10 13 16 19 23 26 29 32 35 38 42 45 48 51 54 57 61 64 67 70 73 76

25 81 324 |4 7 10 13 17 20 23 26 30 33 36 39 43 46 49 52 56 59 62 65 69 72 75 78 81

26 85 327 |4 7 10 14 17 20 23 27 30 33 36 40 43 46 50 53 56 59 63 66 69 72 76 79 82 85

27 90 333 |4 7 10 14 17 20 24 27 30 34 37 40 44 47 50 54 57 60 64 67 70 74 77 80 84 87 90

28 95 339 | 4 7 11 14 17 21 24 28 31 34 38 41 45 48 51 55 58 62 65 68 72 75 79 82 85 89 92 95

29 100 345 | 4 7 11 14 18 21 25 28 32 35 38 42 45 49 52 56 59 63 66 69 73 76 80 83 87 90 94 97 100

30 105 350 | 4 7 11 14 18 21 25 28 32 35 39 42 46 49 53 56 60 63 67 70 74 77 81 84 88 91 95 98 102 105

31 110 3556 | 4 8 11 15 18 22 25 29 32 36 40 43 47 50 54 57 61 64 68 71 75 79 82 86 89 93 96 100 103 107 110

32 115 359 | 4 8 11 15 18 22 26 29 33 36 40 44 47 51 54 58 62 65 69 72 76 80 83 87 90 94 98 101 105 108 112 115

33 120 364 | 4 8 11 15 19 22 26 30 33 37 40 44 48 51 55 59 62 66 70 73 77 80 84 88 91 95 99 102 106 110 113 117 120

34 125 368 | 4 8 12 15 19 23 26 30 34 37 41 45 48 52 56 59 63 67 70 74 78 81 85 89 92 96 100 103 107 111 114 118 122 125

35 131 374 |4 8 12 15 19 23 27 30 34 38 42 45 49 53 57 60 64 68 72 75 79 83 87 90 94 98 102 105 109 113 117 120 124 128 131

36 136 378 | 4 8 12 16 19 23 27 31 34 38 42 46 50 53 57 61 65 68 72 76 80 84 87 91 95 99 102 106 110 114 118 121 125 129 133 136

37 142 384 | 4 8 12 16 20 24 27 31 35 39 43 47 50 54 58 62 66 70 73 77 81 85 89 93 96 100 104 108 112 116 119 123 127 131 135 139 142

38 148 389 | 4 8 12 16 20 24 28 32 36 39 43 47 51 55 59 63 67 71 74 78 82 86 90 94 98 102 106 110 113 117 121 125 129 133 137 141 145 148

39 154 395 | 4 8 12 16 20 24 28 32 36 40 44 48 52 56 60 64 68 72 76 79 83 87 91 95 99 103 107 111 115 119 123 127 131 135 139 143 147 151 154

40 160 400 | 4 8 12 16 20 24 28 32 36 40 44 48 52 56 60 64 68 72 76 80 84 88 92 96 100 104 108 112 116 120 124 128 132 136 140 144 148 152 156 160
1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26 27 28 29 30 31 32 33 34 35 36 37 38 39 40

# Minerals to Purchase

Energy Costs for Rush Building Base Facilities:
2 energy per remaining mineral if at least 10 minerals have already been accumulated.
*4 energy per remaining mineral if less than 10 minerals have been accumulated.

http://mywebpages.comcast.net/pmm1/games/games.html

Energy Costs for Rush Building Secret Projects:
*4 energy per remaining mineral if at least 4 rows of minerals have been accumulated.
8 energy per remaining mineral if less than 4 rows of minerals, but 10 or greater

minerals have been accumulated.
*16 enerav per remainina mineral if less then 10 minerals have been accumulated.

Acknowledgment: MariOne of Apolyton - for technical detail and rush building chart format
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Rush Building NOTES:
*Maximum mineral over-production carried over = 10 minerals (accumulated minerals are never carried over and are lost instead)

*When strategizing number of minerals for next turn production box, be sure to consider future support costs and Social Engineering changes.
*Never purchase more minerals than the total number of minerals missing, since they are lost instead.
*If your base’s mineral production is 10+X, never build more then the total number of minerals missing minus X.

Example #1:
Rush build to complete unit next turn
by spending minimum energy

Missing Minerals=14

Base mineral production=6

# minerals to purchase=8

From table, partial build cost=22 ec

Example #2:
Rush build to complete unit next turn
with maximum carry-over production

Missing Minerals=14

Base mineral production=6

# minerals to purchase=14

From table, total build cost=37 ec

Example #3:

Rush build to complete unit next turn

using hybrid approach with limiting energy
expenditure but considering future rush build

Missing Minerals=14

Base mineral production=6

# minerals to purchase=12 (i.e 8 remaining+4 to carry over)
From table, partial build cost= 32 ec
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Build status after rush building by
spending 37 ec

Build status after partial rush building
by spending 32 ec
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carried over.

Example #4:

Rush build to complete unit next turn
with maximum carry-over production while avoiding mineral
loss when base mineral production >10

Missing Minerals=18

Base mineral production=13 (or 10+3)
# minerals to purchase=18-3=15
From table, partial build cost=44 ec
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Current unit build status

Build status after rush building by
spending 44 ec

Build status for next unit/facility/SP
on next turn
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Note: If we purchased 18 minerals then 3 would
have been wasted
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