
Screeps transfer energy from link to
storage

Link cooldown is based of of distance, so if a link to link transfer is greater than 30 units then it cannot

transfer all energy from a lv 5 renew source. Some tibits - Using a link has some extra hidden intent costs -

transfer to Link, Link to Link, withdraw from Link, transfer to storage. That is 4 Intents to transfer 800 energy.

I''m sorry if this was posted but I really tried to use search and all that and I could not find the answer. So I am

trying to get creeps to pick up energy from the spawn and use it. My creeps seem to move to the spawn, but

the transfer will not go throu...

I believe it is not possible at all. Although not specifically stated, I think it is the same case as with transfer:

While transfer may work along with drop, you cannot execute transfer two and more times per tick (to transfer

energy to multiple objects). The same is true for all similar methods.

The Player that has the highest Energy Harvested only uses links for non-remote sources. Having an operate

link that will decrease the cooldown of links and/or enable use with minerals. Maybe also at a cost of

increasing energy lost. Or it can increase the amount that is stored/transfered from 800 to 1600; Reasons

against is: How useful it wo...

Energy management is key to success in Screeps. Storages, Links, Containers, all help provide ways to

manage and store energy. There are a few different ways to acquire energy. The most basic and first way to

acquire energy is to harvest it.

The chances of having resource starvation decrease. If you spawn a big creep and have the energy for it in

storage it''s easy to refill the extensions, otherwise you have to wait for mining to occur. Containers are often

used in mining so that the miner can drop energy onto the ground (and into the container) without having to

deal with energy ...

The only difference being that instead of a link slave, I simply have the &quot;harvesterClose&quot; do the

transfer (since he is adjacent to the link, the storage, and the source he mines from). It''s also nice that the

energy transfer doesnt conflict with the harvest operation so he doesnt even need to stop harvesting in order to

perform the transfer.

That''s what I thought, but I''m not sure now. I was unable to get my harvesters to visit my containers to

deliver energy. The signature for Structure ntainer.transfer mentions resourceType, and the API has a symbol

defined called RESOURCE_ENERGY, so I thought a container should take energy, but I wasn''t able to get

any transferred into it.

Transfer is the wrong direction, you are looking for creep.withdraw in this case. Although withdrawing energy

from the spawn is generally not a recommended strategy. Transfer resource from the creep to another object.
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The target has to be at adjacent square to the creep. Withdraw resources from a structure or tombstone.

So, What is the function of container or storage? I look up in the API reference but fail to find any method I

can access to use the energy stored in these structures. Is container or storage able to transfer energy directly to

creep, or provide structures like ...

It might be intended, but i noticed that if links A and B try to transfer their energy to link C, only one of them

will success but both A and B will have a cooldown counter. Reply Quote. 1 Reply Last reply . JBYoshi last

edited by . Are both of the source links full? Reply Quote.

I''m trying to set up my links to transfer energy to storage, but the filter with STRUCTURE_STORAGE isn''t

working? What''s the global for a storage structure? Reply Quote. 1 Reply Last reply . QzarSTB last edited by

. The ENUM isn''t in the API documentation yet, maybe they forgot to implement it.

creep.transfer only requires the target and type, not the source. So all you need is creep.transfer(towers,

RESOURCE_ENERGY) == err.... etc Make sure you''re passing it a singular object, and not an array of

objects. If you''re retrieving your towers via room nd, you''re getting back an array of objects (even if you only

have one tower).

My personal method for handling energy gathering is to set one creep per energy source as a designated

&quot;miner&quot; while all the other creeps go to the miner creeps and transfer energy from ...

We will create a custom property on the Room prototype called sources that will contain an array of the

energy sources in the room. We will do this 4 different ways to illustrate different features or possibilities

when creating your own properties in Screeps. Basic property with getter only and no caching

Any energy that is harvested that will not fit within a creep''s CARRY parts will be ''dropped'' to the ground, if

there is a container underneath the creep w/ available room in its store when this happens, the energy will be

transferred into the container''s store.

This system (or systems) is intended to manage the distribution of energy over a set of or network of links in a

room. Central Dumping [edit | edit source] Having a central ''dumping'' link that all supply links simply send

energy to, then a creep can fetch energy from this link to transfer to storage/use for tasks. Dynamic

Distribution [edit ...

Links can also be used to help transfer energy from other rooms, especially remote mining and source keeper

rooms. This way, haulers have less distance to travel to bring energy to the next room. Since links have a cool

...

Power creeps is perhaps the most significant revamp of the Screeps gameplay since its launch. When in
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December 2015 we introduced the new game resource called "power" and announced the future system ...

Decrease transfer energy cost by 10/20/30/40/50%. Effect duration 1000 ticks, cooldown 500 ticks. ...

Consumes 100 L/L/LO/LHO2/XLHO2 ...

The harvesterFar will only go to Source, Harvest, and put into the linkFar. The linkFar will push the resources

to the linkBase once it''s full. In my base I have a linkSlave that fetches from ...

It''s the same idea as the move+transfer trick-- which the Screeps team already mentioned in the latest Game

situation review, so we know that''s legit. Even if they made it so you can''t drop and move on the same turn

you could still move every 3 ticks on swamps which is faster than 5 ticks per tile by default.

Having to litter rooms with extensions is another thing I''d like to see removed. Maybe allow 3 x links earlier

on. Have everything available initially and then upgrade the individual items as you go along. Links might

have a longer cool down at lower levels, towers might have a ...

upgrader get energy from the storage, puts it into the controller.. filler get energy from a link and transfers it to

the tower or storage.. sourcer get energy from source.. Controlled room: Transfers the energy to the link.

External room: Builds container, fills container, calls carry to get the energy.; reserver reservs an external

controller and calls sourcer.

Source is the game object, each game object are contained id property. The room nd is returned list of Source

objects. So you can get list of sources by code: var listSources = creep.room nd(FIND_SOURCES) Than you

can save this id on the creep memory:

 Web: https://www.eriyabv.nl

 Chat online: https://tawk.to/chat/667676879d7f358570d23f9d/1i0vbu11i?web=https://www.eriyabv.nl
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