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Introduction

Our game is a 3d team based game for the PC where players will engage in fast paced spaceship battles trying to defeat the other team’s larger, main spacecraft.

Genre

Our game is 3d space flight-sim like Tie Fighter (single player) and X-Wing vs. Tie Fighter (multiplayer focused), space flight sims based on the Star Wars movies (link: http://en.wikipedia.org/wiki/X-wing_computer_game_series). It will also have RPG elements (experience points to spend on ship upgrades).  Two teams fight to destroy each other’s main ship (mothership).

Platform

Our game is being developed for Windows 2000/XP PCs. A 3d accelerator that supports Direct X 9 or OpenGL will be required.

Game Mechanics

Core Game Play (note: only multiplayer is described here)
There are two sides facing off in a war.  Each side has a main mother ship to defend, and each side must destroy the other.  The player can choose from a variety of classes of ships, and he can customize the ship by gaining experience points gained primarily by destroying the other team’s smaller ships.  
Each side has many computer controlled low level ships that are easy to destroy relative to a player’s ship.  Each player is an ‘ace pilot,’ so they are supposed to be the best of the best belonging to each side of the conflict.  By destroying ships on the other side, and gaining experience, that can be seen as going up in rank in one’s army.  This will allow the player to pick from various upgrades to ship systems (defense, weapons, and engine).  
A problem with the environment will be getting the content to make up a debris field that will make up the non ship elements in the game (parts of ships mostly).

Story – note: to be expanded and/or changed completely.
Two universes have collapsed into one!  One universe put their jelly side up, the other jelly side down.  Therefore, they cannot coexist!  Who will triumph?
Modes of Play

We would like to have a single player and a multiplayer component.  The multiplayer, described above, is where our focus will be at first.  The single player aspect will consist of missions with very specific objectives, such as defend a cargo ship for a certain amount of time or kill a certain amount of enemy ships.
Multiplayer

Each side can have an as of yet undetermined number of players. The experience that players gain will be maintained on a specific server.  So, two different servers that one plays on would have two different sets of experience accumulated.  This is so players cannot modify their own data for the server (this can lead to players giving themselves a large amount of experience even if they have not played at all).
Types of ships and ship upgrades
Player ships

Each side will have the same types of ships of which to choose:

-fast fighter: very fast/quick, but cannot harm the mother ship much.  Good against other players.

-medium fighter: A balance between the fighter and the bomber.  Can damage player ships, but can also do some damage to the mother ship.
-bomber: A slower ship that is mainly good for damaging the mother ship.  May rely on other players to guard it on it’s way to the enemy mother ship.

-support: a ship not focused on direct conflict with enemy ships.  It can be compared to a medic and engineering class in some first person shooters.  It can do things like lay mines, boost a friendly ship’s energy, or deplete an enemy ship’s energy.

-spy: the main focus of this ship is to gain information on the enemy.  It has a cloaking device, it is very fast, and very small.  It has more information about enemy ships than the other classes (for example, shield health)
  Each ship will have a different set of weapons, armor, and engines that can be bought and equipped, although there will be some overlap.  This way, two people who choose, say, a bomber can make very different ships with the same basic role on the team.

AI Ships (these are ships only controlled by AI, but AI may control some of the above ships as well)

Some ships that will also be on the field of play are the Mother ship, cruisers, and weapons platforms.
Weapons (hopeful list)

The specifics for each type of weapon have yet to be worked out, but this is a first list of what we would like to have in the game.  Most weapons will have a limited amount of ammo.  An exception is for energy based weapons which will deplete a ships energy reserves, but will recharge slowly over time.
Weapon list – detailed descriptions to be added
Torpedos 
Missiles 

smart


dumb

heat

EMP

Energy


tesla


laser


plasma


photon

projectile


explosive

self destruct


nuke

mines


false readings


gravity well


magnetic

counter measures

cloaking device

magnetic harpoon
Armor
The player can choose from different types of materials to have, and levels in that material.  Example: Titanium plating/hull can be at level 1, level 2, or level 3.
Engine

Different engines could grant a player higher speed, more boosting power (short bursts of speed), or more energy for weapons (for the energy weapons).
Art

Style


The art style will probably lean more towards a generic sci-fi spaceship theme.  This has more to do with time and resources.  We will have to focus on programming, so many, if not all, of the models and textures will be found online.  

Environment


The game will take place entirely in space, so there won’t be much of a separately modeled environment.  Hopefully this will let us be able to have more ships flying around at once, and allow the player to focus on the battle taking place.  There will be a skybox showing stars, a planet (or a few), and there might be other space object within the actual scene. The environments will have either some type of space wreckage, or asteroids. The players will have to avoid these objects. Other space anomalies like nebula and black holes will be in the environment. These will affect the game play as well.

One idea we have for players flying too far off is the game will give a prompt such as “Ship going too far to communicate with mother ship: reclaiming,” and the player will be respawned or pulled back to the mother ship area.
Programming side


Not a whole lot has been decided at this point, but the use of shaders has been discussed.  Particles will be trailing the ships for the engine burn (or whatever it’s called). 
Sound

Something we would like to do with the sound is not be able to hear the blasts and explosions outside of the ship, similar to how sound works, or does not ‘work,’ in space, since there isn’t air for sound to travel through.  The sound that is present in the game is all in the player’s ship.  There may be thumping sounds when weapons are fired, or when the player gets hit.  We also want ship systems sounds, such as alerts (loud beeps, “ship power at 20%,” or “Severe damage taken!”), radar blips.  This could create an eerie silence, and the sound only giving you information about your own ship.  Another option is chatter from npc units.  When an npc on your team is almost dead, the player may hear a “I’m taking too much damage!” sound, which would also give the player more information about the game environment.
The menus will also have sounds.  When an option is chosen, a sound will play.    When a submenu is backed out of, another sound will play.  Possibly another sound when a menu item is scrolled over.
Currently we are not planning on having music in the game.  This may change.

There will also be player chat in the game.  This has more to do with the networking side of things, but it will be sound that one hears in the game.
Sound Library


Either FMod or OpenAL will be used.  This has not been finalized.
Input/Controls


We would like to have keyboard, mouse, joystick, and game pad support.  The optimal set up would be a keyboard and a joystick, but some people don’t have joysticks (so a mouse could be used), and some people prefer game pads, so it would be nice to support all users in this area.  The player can fly in any direction, but maneuverability will be based on the class of ship (a fast fighter can zip around quickly, but a bomber may not be able to change direction as quickly)..
Physics

Obviously, ships will crash into each other, and projectiles will hit ships, but beyond that, the specifics are to be determined.
AI


Most of the ships a player sees will be controlled by AI, as the players are the few ‘ace pilots.’   The specifics are to be determined.
Networking


We would like to have the game playable with a broadband connection over the Internet, but our first target playable multiplayer setup is over a LAN.  There will be dedicated server application that drives the scenario and handles the majority of the AI and physics calculations. Players will log into the server with a username and password. This is due to the RPG aspect of the game. Each player has an account to keep track of experience and statistics. 
Scripting

The areas we will be focusing on are detailed above, and this area may have to wait until later in the class. It would be nice to have many of the tweaking aspects scripted, so we don’t have to rebuild the entire game to make a change to a ship’s speed or weapon damage.
We also would like to have single player missions to be scripted.  Aspects of a mission that would be input are spawning computer controlled ships (and where to spawn them, and possibly at a certain time, the objective of the mission, and the win state (number of enemies killed, friendly ship defended for a certain amount of time).
