Short Version

Our game is a third person, over the shoulder action/adventure with role-playing elements, set in an original sci-fi universe. You can build your character up from a hired hand on a scavenger vessel to anything from a merciless space pirate to a fearless soldier of fortune to an intergalactic slaver. Build your ship from the debris of wrecked ships, or hell, commandeer your own! If you can dock it you can raid it, if you can scrap it you can build it, if you can land on it you can exploit it! Multiplayer enabled!

Long Version


Our now untitled game is centered on many popular sci-fi ideas of free enterprise. Your character starts out on a planet with a single spaceport. From there he chooses his profession, a Junker. From his lowly station he can rise through the ranks of the ship or for the more malevolently inclined players, start a mutiny. The game is all about choices now. Do you pursue a life of crime, or do you go legit. However the way I explained hardly does the game justice. 


You start out the way of the simple Junker at first. You start out with your freighter that you’ve usurped or earned, depending on your path. It has no weapons, no fancy equipment, just a lot of space to hold scrap. Your job is to build a ship. However, it isn’t as easy as towing a boat into harbor. You’re going to have to enter derelicts, most times in a vacuum. You’ll have to scavenge for weapon systems, firearms, ammunition, computer components, medical supplies, usable scrap metal, even plumbing. It will be quite hazardous to move about these derelicts as well, because of the many hazardous materials such as leaking fuel, electrical lines, depressurized areas, objects floating in the environment that can suddenly turn to lethal projectiles with a simple explosion. It’s essentially a dungeon of death in space. There with be many puzzle solving applications with these missions.


After you have all the parts you need you need to go to a ship dock. There they can construct your ship to your specifications or give you pre-created schematics for your ship. Once you have a ship the galaxy is yours to play with! As a space pirate you can hijack ships, slaughter the crew or give them the option to conscript then slaughter the rest. If your feeling short on cash and a mutiny coming your way because of short funds you can sell your captives into slavery. You can choose to do the same to planets. Build up an army and conquer a colony and turn it into a stronghold for your operations. Smuggling and gun running would involve building the fastest ship you can with the biggest cargo space you can manage. All missions, including scavenging raiding and ship to ship battles can be played off and on multiplayer.


The whole point of this game isn’t good or evil; it’s how far you would go to survive, how far would you go to make a profit? Saints can’t survive in this world, the question is, will you be able to live with the sins you’ve committed?

User Interface


1. Raids and Salvage, (Refer to Game spec Doc for details)

-Health bar, regenerates slowly when out of combat or instantly when in the presence of a medic. (Upper left hand side of screen)

- Oxygen supply meter, for vacuum and hazardous environments. Decreases slowly but constantly. Refills when in a stable, oxygenated zone such as an airlock or ship. (Below health bar) 

-Weapon, (center bottom of screen) applicable in FPV only.

-Armor, in place of oxygen meter, (can’t wear additional armor under pressure suits) set value of 50 armor points for pressure suits, other armor varies by class.

-Ammo meter, displayed in numerals, rounds/clips (upper right hand side)

-Grenades, lists types and how many of each, selectable by shoulder button or hot key. (Next to ammo)



-Items, located in scroll box. (Lower right hand side)

-Bearing indicators, when in zero G and there is little reference to your sense of direction or position.

-Interact icon


2. Smuggling, ship to ship battles, (Refer to Game spec Doc for details)


Smuggling will be played out like Rogue Squadron except weaponry is not necessarily a part of the game play because you want to conserve as much power for the engines as possible. The only HUD items of note will be the various NAV points, crosshairs and targeting locks for your weapons.


Ship to ship battles will be played out like smuggling missions except the point isn’t to evade it is to either capture or destroy the ship in your way. When you cripple the ship you will have a targeting reticule appear that will indicate you are now able to boar the ship. Now the game turns in to a raid. In the reverse, if the enemy boards you have to fight them off. The same HUD applies.

Character Interaction


The character interaction in the game will play along the lines of any RPG but it will differ as to the kind of subjects and type of conversation paths you can take. As a mercenary/pirate/scavenger/smuggler, most of your conversations and interactions will be with your crew and will pertain to giving orders, getting story info, healing one another, working in squad based battles and possible extracurricular activities with your personal slave; or cabin boy… ewwww. Sex based rhythm game still in the air. 


NPCs which can range from victims to suppliers have various interactive options. Enemies can be subdued and held hostage, hostages can be sold off to slavery, suppliers can be haggled with, suppliers can even be robbed and cleaned out if the cheat you, or if you just feel like burning bridges. Also more subtle interactions are available, say if you want to scout out a potential heist and you want to do in en cogneto. You can send your least repulsive crewmate or just one with a decent hair cut, minimal tattoos and piercing; scout out the joint for security measures, maybe find a alternate entrance or a man inside who would be willing to sell of some codes for a piece of the take.   


All the character interactions minus the combat relative commands are based on the RPG formula of stop, click, choose action/dialogue option. 

Scoring


Scoring is mostly only prevalent in the multiplayer aspect of the game. In raids or ship to ship combat (Refer to Game spec Doc for details) you will have to either steal more of the other team’s loot or control more of the level. Looting will play like capture the flag except the flag in this case is anything not nailed down on the other teams side of the level. Who ever has the highest money amount or reaches the cash limit cap wins. In ship boarding or hazardous world looting you can win fairly easily if you make off with the other teams life support components. However this is difficult to accomplish because they are in the deeps bowels of enemy controlled territory. 

Smuggling (Refer to Game spec Doc for details) multiplayer has timed races. Players pit their vessels against each other and bet their cargo as the prize on maps ranging from asteroid belts to the low orbit of planets. Each player must be in the same class and must hold the same cargo load. The player with the shortest time wins.

The only single player scoring example is the Salvage Challenge missions. (Refer to Game spec Doc for details). The player plays though the numerous salvage levels in the game plus some exclusive ones and tries to get the highest score possible. Salvage challenges score by time, effectiveness, and times respawned. The best you can get is a SS rating; if you really suck you get a D rating. 

Game Flow


Overview

In the beginning of the game the game flow is pretty linear. You are a disenfranchised youth growing up on a backwater planet and you are looking for good paying work on a scavenger freighter; also to get off this sorry ass rock you call home. On the freighter you learn your first trade, ship salvage. It’s dangerous, it doesn’t pay well and it’s never worth the risk for the man out in the breach with barely an inch of space suit to protect him. That’s why you come up with the idea to mutiny the ship. The crew is more than willing to risk there luck with a one way trip to the airlock just to kill that ass of a captain. 

The mutiny is essentially the Raid game play and your goal is to reach the captains cabin. Once you capture him and ceremoniously shout him out the airlock you inherit the ship. Now the game turns open ended.

Your only goal is to get rich and to survive to your death bed with your title intact. How you live you life, or more precisely choose your career is up to you. You can continue scavenging and build a fleet of war ships and start a pirating career, or you’re your money into making the fastest ship you can and become a smuggler. In the pirating field you can pirate freelance or you can get contracts. All these missions just won’t fall on your lap. You’ll have to find quest givers and you will have to have a high enough reputation to get some clients to even hire you. You can be contracted to conquer a contested world or rob a Casino Owner’s own casino so he can collect the insurance money. Then you can blackmail him for even more money with proof that he robbed his own casino. The possibilities are endless. You can choose from an entire lifetime of missions and they range from everything on the games menu from scavenging to world conquering, from smuggling to piracy, from extortion to robbery! 


Game play Experience


The game play experience should be own centered around choices and a simple control scheme to allow those choices to be made without sacrificing the fun factor. There are only two different control schemes in the entire game, one for the non-ship aspect of the game (Shooting, squad controls, scavenging) to actual ship controls which are the simplest of them all. The ship controls consist of only moving going fast, slowing down and giving orders to your crew so they can operate the higher functions of the vessel like firing grapplers or engaging mass effect engines.


Outside of combat or missions however the game plays like a normal RPG. You can interact with the crew; you can order the ship to new ports or areas in hopes of new prospects. You can even order the crew to do repairs on the ship while the coast is clear.

More on the choices in the game, the mission choices should be plentiful and varied. Not every player will play and progress the same way so not all missions may be right for the player at first. Also, each mission has also a counter mission. If you were ordered to sack a planet as a pirate, you would be charged with protecting that planet as a mercenary or privateer.   

World\ Levels


Overview


The world the game takes place in should reflect the time, political and economic conditions of the fiction. The time is far in the future when man has reached the farthest stars and colonized over a hundred worlds. However with the ever-stretching galactic map and the thinning of the energy sources needed for faster than light travel, the Earth Unified Government has opted on setting up planetary permanent governments in their controlled systems. However this plan backfired when the remote planet Cache 5, the number one source of the space warping element known as Vx 23, reportedly was caught in a supernova. Riots broke out as intergalactic travel screeched to a halt. 


However, months later a gate system was created to allow travel between systems. However contact with earth has ceased. The gates systems timely arrival quelled the discontent of the people but also roused their suspicions.


Though space outlaws have always been present, their numbers have skyrocketed with the market crash that followed the destruction of Cache 5. The do what ever it takes to survive within their code of conduct, if they have one. The outlaws steal or salvage what they need from cloths to guns, from ship add-ons to entire ships. They personalize everything they get however. For example, a pirate captain make take a Security Forces offices uniform and use it for his own but add a couple of personalized items like a spiked shoulder pad, a technical upgrade or something as simply as a patch to cover up all the blaster bolt holes when he shot the poor bastard. The ship themselves are a patch work of other ships; a ship hull may have a tally on the side of how many successful mutinies there where. Weapons reflect the same thing, a gun with a lot of nasty attachments will let you now the owner is not one whom to screw with.


Structure & Scope


The world should be battered in many areas because of the rioting but some should be battered simply on basis on locale. The big cities should be sprawling and should remind the player a little bit of Bladerunner. The cities should also be plastered from wall to wall with propaganda posters hailing the new independent government. The space missions should be beautiful as they are hazardous as physics will play a lot into the level design. The scavenger mission should be extremely ominous. Wiring should be exposed; debris should be every where, bodies of derelicts dead crew members should pop out of sealed hatchways. The player should know that at any moment something can blow and he can be riddled with debris, blown out into space or be caught in a vacuum and therefore the level should have the very best of design. The planetary raid missions should have the proper level athletics as well. For an ice world it sure as hell better look like a picture perfect representation of Hoth, for a jungle world it better damn make Far Cry…. cry.


The main character is one of the disenfranchised and becomes one of the many who pick themselves up from the destitution that hindered them by either bending the rules or out right breaking them. The design aesthetic for the space outlaw is more like Mad Max in Space than the security forces high-tech Star Trek/ Babylon 5 appearance. The clash between the two worlds should be obvious the moment you board your first Security Forces Cruiser. It should be like step out of a rusty pickup truck and into a limo. 

