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1.0 STATIC: Focus

STATIC is a role-playing game that focuses on an engaging and stylistic story with unique character development in a world wrought by destruction. Facing an uncertain future, a single man is caught up in a web of secret mind control experiments and revenge gone sour. As the Hero you overcome and unravel the mystery spoken to you from inside your own head, with the help of fellow survivors, an arsenal of firearms and a “retro-futuristic” robot companion named “BioBuddy”.

2.0 GAME FLOW EXAMPLE

As you carefully make way to the elevator, humming and quick flashes of memory flicker in your mind. The closer you get to the elevators the louder and more clear it gets. The flashes become stronger and are a little more recognizable. You draw your sidearm, and activate your strength augmentation as you near the closed elevator doors. The crazy hermit in the ventilation shafts had warned you of the risk of this avenue to the surface. Suddenly you can hear the whizzing of sensors and gears flicker from around the next corner. An Elder1014 series patrol bot floats into view. It turns to face you and combat ensues. In your first few moves you fire off a couple shots, successfully hitting from your prepared attack. The bullets cause minimal amount of damage to the mech. but ring out in the hallways. Sirens and flashing lights suddenly emit from the patrol bot as it attempts to scan you. From around the same corner as the bot, two guards emerge as you attempt to find cover behind an empty oxygen canister. You’ve been detected and they move in close enough to get a few shots from their Grease Gun off at you. The cover from the container protects you from the attack but keep you pinned for the moment.

You squeeze off a few more shots in their direction, but take a moment to switch weapons. Placing your sidearm back in its holster and you pull from your gear a homemade “Static-Pulse Generator” (SPG) that the old man traded you for. Knowing that the guards would be calling for backup, and find a way to flank you, you activate the SPG, attach it to the metal canister in front of you and prepare for a daring break.

The bot attempts to scurry away but instead jitters back and forth. It seems to not to see you through the generator’s effects, and continues to waste its time searching other areas, confused. The guards move in closer, still firing from around the corner as you dash into the now opening doors of the elevator. They move in closer to get a clear shot of you as the SPG’s lights and power shut down, effectively releasing the bot from its blindness. Pausing for a moment to take aim, you fire at the guard on the left trying to knock his block off. Unsuccessfully the shot misses the intended target, but instead hits the opposite guard with a critical hit, and he goes down. The elevator doors close, our Hero chooses a floor to move on to and the race continues.

3.0 GAME OVERVIEW

Static is a 50’s paranoia RPG with a deep-seated storytelling and character development component. As the main character, you weave through a dizzying array of guards, robots (similar to those found in movies such as “forbidden planet”) and the watchful eye of Tronic operators to the freedom of the uncertain life as a surface survivor.

Static is set somewhere a war-torn United States in a long forgotten secret military experiment facility. After a final war between the world powers, devastation was laid to the surface of the earth, laying waste to most major cities. But the super powers couldn’t even get that done right. Millions perished, but hundreds of thousands survivors still lived through the warfare. Although living off the commercial waste of the previous era, they rebuilt out of scraps and anything else they could find. Governments crumbled and cities collapsed into the ruins, send those still alive to the corners of the Earth.

It has been years since the cataclysm and the lines have been drawn. Citizens of this New World (otherwise known as “taggers”) look like the rag-tag individuals out of such movies as “Mad Max” or “The Postman” with mismatch armor, supplies and transportation. People travel with a variety of mobilized robots, and mechanized help. Scavengers drag their goods from camp to camp trading any scrap of junk not obliterated in the first wave. Buying, selling and bartering is a major component of staying equipped, as is looting the corpses of your dead foes.

   2.1 The Hero under Mind-Control

In this particular starter campaign, the power of mind control is an overwhelming obstacle the Hero must confront and overcome. Early in the war, the enemy developed sophisticated weaponry that decimated ships without warning.

Responding to this threat, the government ran a series of secret tests now called the “Project Rainbow” in hopes of counteracting the enemy’s devastating attacks. The goal of Project Rainbow was to use electro-magnetic waves to displace or make objects (ships) “invisible” to the naked eye. Sadly, Project Rainbow concluded with few successes but one such initiative based on its results called “Project Mesmerize”, began deep underground in the Eldridge Military Compound.

The goal of Project Mesmerize wasn’t to turn a ship invisible, but to control the human mind.

The human brain emits electro-magnetic pulses of varying degrees. These pulses can be altered and then sent back to the brain tagged with a message in a strongly suggestive manner, much like a television receives transmission signals. This function is called psycho-Tronic hypnosis. By enhancing this signal to the brain, the source can influence or “control” the subject’s very will. Such enhancements exist by installing an Electro-Magnetic Brace inserted into the back of the subject’s neck, protruding up into the brain. This is an extremely excruciating procedure. 

In Static, our Hero awakes to find himself attached to a non-functioning E.M.Brace, but unable to remove it. This brace proves to be a problem for the Hero through various external perils like emitter pylons that harm or restrict his progress through the levels by sending feedback to the Hero, obstructing his vision in a barrage of imagery, noise and overwhelming suggestions.

   2.2 Home Base

If the Hero helps fellow survivors escape the compound they in turn aid him through various dangers. One character requiring “saving” is the lead scientist/engineer on the E.M.Brace project, Dr. Oscar Von Tuttle. Helping the Hero exit the compound, and providing answers to his predicament, he offers a solution to remove the one thing that currently enslaves the Hero, his masterpiece- the brace.

After a perilous and quick-footed escape, they find themselves on the war torn surface for the first time in a long time. Upon reaching the surface, they receive a harsh welcome from a survivor patrol and head off to the only establishment they know of in existence, the Palisades Amusement Park.

An encampment was built with the remnants of the feeble amusement park. Twisted metal and faded colors have been reworked into a makeshift fort. From this encampment, safe from the direct wrath of Commander Flak and Dr. Fugimachi (the story’s antagonists), future campaigns spawn giving the Hero a base of operations.

Here at the encampment he can store his loot, trade and purchase supplies, enlist help from a variety of travelers or even make arrangements for “housing” (as long as he is in good standing with the people of the camp faction). Here the Hero is safe and cannot be easily harmed. Many missions are developed to give him a general understanding of the camp limitations.

   2.3 Character Creation
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From the beginning of the game the player is kept in the environment at ALL TIMES. The entire experience is worked into the story with the GUI reflecting the setting. Right from the start, the Hero finds a severely destroyed BioBuddy medbot with a partially working head unit still inside. With this BioBuddy head, the player tracks and customizes the attributes and skills of the Hero. This game bypasses the generic “character creation screen” that so many games fall back on. That step is instead worked into the story line in the form of the ever faithful, BioBuddy “Medbot of a New Age”.

Instead of “creating” a character from scratch, we assume the player already knows this information, and the BioBuddy merely asks for these stats to be inputted. Not too dissimilar from filling out a form in a doctor’s office (but fewer hassles). When you fill out the details and update forms about yourself, you haven’t been created just then. You have a history of health, learned skills, and characteristics. Though the player won’t truly know what has happened up to this point, they can determine the character strengths and weaknesses. These are all characteristics the BioBuddy will track throughout your ENTIRE adventure and let you know when it “thinks” you have reached a certain level of skill, or learned a new ability via your actions and choices in the game.

An example of this is:

Once you have fired your one-handed weapon “x” times that skill increases by 1% you will get a notification from the BioBuddy saying: “Congratulations on increasing your one-handed skill!”

Whenever you fire that one-handed weapon and successfully hit a certain number of times (number of successful hits (character’s XP level + target’s XP level +  = number of hits required) within a duration (XP level x 2= duration) = ability upgrade), you will get a notification from the BioBuddy saying:

“Corporal, it seems we may have made a mistake in gauging your actual abilities. This has been corrected in the database. You have gained Martial Arts: Brown Belt.” 

The BioBuddy will check all the available abilities you have yet to learn and are capable of learning. If you meet the requirements in one of those abilities that use the skill “one-handed”, the player will be advanced that upgrade.
Whenever the BioBuddy sends an alert in the top left feedback text, a special icon accompanies it, and a special sound is played.

   2.4 Campaign Gameplay

Because of the nature of RPGs, this game appeals to a wide audience of players, spanning hardcore to novice, who find excitement in such an involving experience. STATIC is currently designed to be a campaign-based or episodic adventure. This means that there are a multitude of journeys and quests in the form of additional expansion games that they can use their same character in. Each game is shorter than the normal 100+ level games, which lends itself to a much quicker turn-around time and mix-and-match gameplay for those players who play for shorter stints of time. This also lets the developers create 2-4 episodes in 12 months (ranging from 7-10 levels of gameplay, including new characters, missions, and items), rather than 18-24 months for a single game. It’s also a focus of this game to provide support for public community modules (mods) and campaigns. 

When the player begins his adventure by starting up the game, if there are other episodes (either created by a fan, or released to the public by a developer) a screen (possibly mini) will display allowing you to choose which episode or adventure to begin. This MUST be done before the game starts, so that the experience will be whole, and unified. From the Main Menu you will also be able to switch adventures. A button in the main menu GUI will allow you to choose different episodes to play. When that choice is made, it will push you back to the main menu screen, and the main menu background will show whatever image or animation is associated with the chosen campaign.

With this functionality in mind, the main menu must be able to easily accommodate new buttons and links.

   2.5 Continuing the Episode Story

Within the universe that encompasses Static, there is a myriad of adventures awaiting the creative developer. The basic premise of Static is 50’s paranoia, and all the quirky predicaments that come with it. Mind-control is the natural direction for this first adventure, as it opens up the setting and environment to new eyes for the first time. Building on that premise of paranoia are all the inventions and conspiracies of an era once filled with “Honest Abes” and hula-hooping citizens.  Nikola Tesla’s Death Ray, or time machines, super-soldiers, and aliens all have a place in this broken down setting. With the government now decimated, the truth is revealed, and anything that stirred in the paperbacks, comic books and general fear of the public.

3.0 GAME MECHANICS: OVERVIEW

Static is an isometric perspective game that shows the game world from a bird’s eye view, similar to “Baldur’s Gate”, or “Diablo”. Static is different than other games using a 2D tiling sprite format. We use 2D pre-rendered background images with real time 3D characters and objects. This is important because it lets the engine dynamically animate the characters and objects separate from the scene, while letting the levels use dramatic and intense lighting and landscapes. That being the case, the game mechanics are designed in such a way as to allow the player intuitive and extensive control of his character, and still allow him to appreciate the compelling and dramatic environment enveloping his avatar.

   3.1 Flow Chart

This flow chart is intended to point out the possible screen routes and paths the user could take. For example, the user can get to the Combat Stats, Health Display, and Mission Comstat from either inside the BioBuddy environment or directly from the game viewport. This allows the player to access vital screens much quicker than going through the more elaborate BioBuddy Interface. The screens may be paired down or summed up for the most important information only.
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   3.2 Camera/Viewport

Because the background is 2-dimensional, the viewport stays in the same angle for all gameplay.

4.0 GAME INTERFACE

The interface for the Static serves two purposes.

1. To provide the user easy access to the various systems and functions to play the game

2. To endear the player by bringing out elements of the environment around him

In the subsequent sections, a description is provided and details as to its purpose and function.

   4.1 In-Game GUI

The in game GUI is the player’s main focus by which he/she interacts with his/her character and game world. The interface for the character’s common functions located at the bottom of the screen. Other special screens that give quicker or more elaborate functions (such as the companion portraits) will overlay the game-world, entering from the sides, self contained.

      4.1.1 Weapon Readied

The player’s main form of combat is with a weapon. This may come in the form of a gun, a club, a cleaver or even his fists/feet as the facilitator of the attack. This area is located on the main GUI. It indicates:

· Whether and what weapon is readied

· How much ammo is left in the weapon

· Whether the weapon is empty or not (indicated by a flashing reload button if the weapon is empty)

· Current weapon attack type (single, automatic, blunt or incapacitate)

      4.1.2 Health Points & Armor Class

Health Points (HP) are the measurement of life for the Hero. HP will be reduced by damage done to that character by weapons, hazards, chemicals, or other forms of harm.

Armor Class is the measurement of defense the player has against attacks. It takes into account the type of armor or clothing the character is wearing, his/her strength and dexterity attributes, and any special modifiers that increase this number (chemical enhancements, concealment, etc).

Within the main GUI the HP and AC are visible at ALL TIMES. This is pertinent to the player’s game play so they can quickly glance at their stats. Your current AC can be raised above the base AC with modifiers not associated with armor bonuses.

      4.1.3 Quick-Item GUI

The quick-item GUI is designed to give the player faster access a choice number of items tagged in his inventory. By choosing or “tagging” items in his inventory, they show up in a GUI at the bottom of the screen. There is no limit to the number of items he/she can tag, for only 3 will ever show up at one time. A left/right arrow allows you to scroll through the items tagged.

From this area, you can do a number of things:

1) Equip/Use: double click

2) Drag to ingame ground

3) Drag to active item (weapon) slot

4) Drag to Companion Portrait (to put in companion inventory)

5) Popup Information (name and bonus only): rollover for 1.5 seconds or more

6) Scroll tagged items left: click right arrow

7) Scroll tagged items right: click left arrow

Whenever an item is tagged, it is placed in the next available slot to the left of the currently selected (on the QI GUI). You can also tag an item by dragging it to an empty QI slot. This will place the item in that exact slot.

The QI bar can be hidden by clicking on the QI button to the left of the screen. When this happens, the QI bar should slide in/out and play an audio clip representing that action.

      4.1.4 Portrait GUI

The portraits found in the top right of the interface serve multiple purposes. They allow the player to quickly select the companions in the group, monitor their health and current state of well being. Within this area, the player can also right click to open that character’s inventory, or apply any action to character (heal, buff, etc). As you add more to your group of merry travelers, the character’s portraits line up from the right. Like the QI GUI, you can toggle this pane on and off.

Also within this predefine area will be a representation of your hired bootlickers. Smaller and below the main portraits, you will be able to select them just as fast, and apply all the same actions to them.

Actions such as being hurt, attacking, poisoned, receiving suggestions, and so on are represented in the portrait by both effecting the image of the character (animated head) and icons associated with it. A quick glance will quickly let you know who is doing what, and their status.

Order and formation is also represented with the lineup of portraits. When you select and drag a portrait over another portrait, it will swap locations in the lineup. Characters furthest to the left are in front, and those to the right are in the rear. When the portrait is in your hand a ghosted outline of the optional places you can drop it appear. With this system in place, it’s easy to rearrange the group to your liking.

   4.2 Cursors & Selections

The cursor will be a valuable and main tool in conveying both the players’ options and available actions. The number of cursors is kept to a minimum to reduce the learning curve in the game. Below is a list of such cursors and their actions, or representations.

1. Default

2. Quick menu (ALT + left click)

3. Attack

4. Talk

5. Move (character move)

6. Drag (object move)

7. Disallowed action

8. Scroll the screen Left/Right/Top/Bottom

9. Barter Action

10. Special Action (generic)

11. Steal Action

12. Heal Action

13. Repair Action

When interacting with an object within the environment, selection brackets will be used. These brackets will display encircling the object. When you rollover the object, the four corners animate on, and the name of the object is shown in the top left corner. Personality should be conveyed through the treatment of the selection boxes.

   4.3 Inventory/Barter GUI

The Inventory screen provides the player with an overview of the items they are carrying, the weapons and armor they have equipped. In this screen, they can alter the location of the items they have, equip/use, or drop them to the ground.
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The Inventory and Barter screen is divided into weapon, and non-weapon. This allows the player to move around the items into any area allowing them to remember where they put things based on location. All items take up one square, displaying how much the items weigh, and how many there are upon rollover. Items are measured in weight, rather than in size, comparing the characters allowed weight and total weight. A limit of 99 items is allowed in a single slot.

At all times a representation of your character is displayed in the top right portrait. The name of the character along with their total and max weight is also shown. Rolling over or clicking an object will give you detailed description in the information area (picking up overrides rolling over any other item). This includes:

· Name

· Weight

· Purpose/Explanation

· Amount Remaining

Clicking and dragging will place the item into your hand to be moved to any viable spot. These spots include:

· The ground in game

· The active slot in the inventory

· The weapon slot in the GUI

· The Quick Item slot in the GUI

· The companion portrait

Dragging an item to a full slot will automatically move the occupying object back to the first slot in your inventory (if in equipped slot) or shift the list down. (If in the inventory)

Buttons used in the Inventory are:

· Drop- removes it from inventory and places the object in the game world.

· Equip/Use- if the object is a bomb or special machine it can be activated in the inventory screen.

· Tag/Untag- the single item selected will be automatically untagged or tagged to be in your Quick Items slot for quick use ingame.

· TagALL/UntagALL- All items will be automatically untagged or tagged to be in your Quick Items slot for quick use ingame.

· Reload- The item (not only weapon) currently selected will be reloaded with the basic type of ammo available for it.

If the player wishes to trade or barter with another NPC, both the characters inventory and the NPC’s available wares are set side by side. The NPC’s selection will only consist of the items that they are “authorized” to trade. NPCs will not display their armor, or equipped weapon to be traded.
All items in the NPC’s inventory are displayed in a single line, instead of weapon/non-weapon. While in this mode, you cannot use any of the personal inventory buttons on the NPC’s wares.

      4.3.1 Companion’s Inventory

For all intensive purposes, the companion’s inventory is treated the exact same way as the hero’s. Items can be relocated, traded, dropped or used. Items that cannot be moved are treated on a case by case basis. This means a companion may have certain items that cannot be moved (much like certain bot’s armor and weapon slots). Otherwise, everything in the inventory can be interacted with.

      4.3.2 Bootlicker’s Inventory

Once you have hired a bootlicker you will have access to his/her entire inventory. Unlike the companion, you won’t be able to remove certain items from him/her. They might have their own money, weapons, armor or healing items. Each of which you cannot drop or trade to another character. When you select an item, you can equip/unequip; activate/use and even put in their Quick Items slot. However, you cannot remove any items they joined the group with from their possession. Any unsuccessful attempt to steal or otherwise act hostile toward them will automatically disband them from your group with any possessions they have on them.

When you disband a bootlicker from the group peacefully, they will drop any supplies to the ground that they didn’t have when they joined, OR were paid with.

NOTE: Bootlickers will use given (temporary) perishable items BEFORE they use their own supplies. (I.e. Candy bars Liquid Doctors, etc.)

      4.3.3 Activating Special Items

During your adventure, you will find a number of special items that can be activated to do a number of things. Items with special activation can be either equipped in your weapon slot OR by highlighting and pressing the Equip/Use button. The effects may range from increase/decrease in stats or bonuses, to a physical or area effect (animation/model change or even particle effect).

When an object IS activated, an icon (or other notification) appears in its image that conveys its current state (active/inactive).

For example: You find a HAM radio in some debris. Selecting it in your inventory and dragging it to your equipped slot. The item stays in the equipped slot and changes to its “activated” state, and the picture of the radio shows blinking lights and a rotating, animated antenna. A red border appears to indicate that the object is activated, and a timer is started in the bottom right of the image. 

For the duration that it is on, the character gains a +2% to all his/her “to hit” with any sniper rifle, but is also easier to track/locate for the duration that its activated.

In the game, the character will “emit” small streams of lines from his head representing noise. You will also hear the radio noise while the character is on the screen.
      4.3.4 Recharging & Refueling

Some items will have duration to their activation. The radio in the previous example may have a limited time in which it can be used (draining the battery). Some items will recharge themselves over a time, others have a one time use, while still others may be recharged. Pressing the RELOAD button OR dragging either the “fuel” or special item onto each other can do this. At this time, the General Alert GUI will display, confirming that you want to combine the two items. A YES/NO button will accompany it.

Representation of the amount of time left in object activation is displayed in the image of the item. A small clock with the time left on it shows in one of the corners of the object. If the object is not limited, the timer will not be displayed. If the item is equipped, the representation of fuel left will be shown as ammo being reduced.

   4.4 Container GUI

While rummaging around for goodies, you may strike it lucky. When this happens, a special container screen is displayed with the items on the left and the character’s inventory on the right. You can drag over any of the objects to your inventory. Container screens also display the current and total weight of the character, so they can manage their inventory easier.
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Functions within the loot window are:

· Take All- this button takes the entire inventory from the target and puts it in the first available slots under weapon and non-weapon on the character. This may load the character down and if that’s the case, there will be a bold notification within the inventory window that displays your current weight and weight limit.

· Drop- this button puts the currently selected item on the ground, next to the character’s location.

· Equip/Use- this button takes the currently selected item (in your inventory) and replaces it with the item in the equipped slot, OR uses/activates the object’s properties.

· Close- closes the screen out (pressing ESC will also close the screen)

If the player moves a weapon from the container to his inventory, the section should switch to the weapon section and show the object in the inventory.
   4.5 BioBuddy GUI

Your BioBuddy is a fantastic and marvelous entity that will aid you time and time again throughout the game. This entity is more than the bearer of stats and missions, it’s a companion and a versatile tool used to get you out of a variety of jams.
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The BioBuddy (BB) interface is accessed directly from the game world viewport. Choosing one of 3 buttons found on the ingame GUI, you enter the BioBuddy interface.

These are:

· Combat Display

· Health Display

· Missions Comstat

The first time they interact with the BB, they are shown a cinematic of the character picking it up, and pressing the big red button on it that says “POWER”.

The BB serves as the character statistics, experience, mission, map, health, and skill interface. These are kept within the BioBuddy’s system, and is accessed like so. When you first interact with the BB, you are prompted to input your name. This is considered a “session id”, and from then on attempts to track your actions, updating your stats as it travels with you.

This session id never changes, and it’s important to let the player know this up front. Almost every button or information has a rollover explaining what it does, and how it applies. A combat, health, mission and logoff button is always present, providing an avenue back to the game world.

At all times the BB displays your HP (current and base), AC (current and base), and current experience level. Rolling over these will display detailed information about what objects or modifiers are affecting your HP and AC. If at any time your stats are being reduced for any reason, those numbers display in red to denote a negative effect.

For example: If you start off with an AC of 10 and are wearing armor with an armor class of 35, the upper number will be 45 (in white), while the lower one will be 10 (in yellow). If your base HP is 80 and you are poisoned or hurt resulting in a true HP of 15, the upper number will be 15 (in red) and the lower number will be 80 (in yellow).

      4.5.1 Health Display

The Health Display is the primary purpose of the BioBuddy’s interface. When you first pick up and initialize the BB, the health display informs you that it has detected a foreign device (E.M.Brace) and prepares a summary on its findings.
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The Health Display output gives you a rundown of:

• Current/Base Health points and overall health (i.e. 87%)

• Afflictions: Any diseases, or damage done to the body other than physical harm

Any augmentations or physical upgrades to your character

• Summary Arm: An arm that displays the E.M.Brace summary (and other movie summaries)

      4.5.2 Combat Skills Display

The Combat Display revealed to the player section by section so as to ease the player into the interface. Starting first with the attributes, and then the skills, the player can distribute a small number of starting points. Finally they are informed of the Ability section and how many points they receive to spend on special abilities. 
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         4.5.2.1 Attributes

This display lets the player choose (limited by a number of points) the attributes they are more proficient in (on a scale of 1-10, ten being the most excellent). Some attributes can be modified above the final numbers the player sets through augmentation, items carried, chemicals and other such effects. If that is the case, the number will appear in a red (for a negative change) or green (for a positive change). A rollover explains the forces changing the base statistic are displayed.

Attributes that apply to a character are:

1) Strength- effects load carry, and damage adjustments for throwing/punching, and other various attacks.

2) Dexterity- effects percentage to hit target, and dodging attacks

3) Intelligence- effects amount of skill points you receive, as well as your overall ability to learn more/new things.

4) Charisma- affects your reactions with other people, and available companions to hire. (This also effects bartering and dialogue options).

5) Perception- affects initial reaction time to events allows certain special abilities and your weapon attack range. 

         4.5.2.2 Skills

How adept are you in certain skills? (Limited by a number of “percentage points” on a scale of 1%-100%, 100% being expert skill level) Nothing externally affects your skill percentage. Instead it will modify the action of the skill. Your skills do increase by using your actions (heal, barter, steal, etc) up to certain levels based on special abilities.

Such skills include:

1. One-handed Weaponry- handling single handed weapons (melee and ranged)

2. Two-handed Weaponry- handling double handed weapons (melee and ranged)

3. Marksmanship- hitting a target (ranged)

4. Unarmed Combat- fighting without weapons

5. Acquisition- stealing, and moving undetected

6. Engineering/Science- learning, understanding and fixing various mechanical and other issues. (Robot maintenance, repair skill, etc)

7. Psy Operations- remaining calm, outthinking your opponent, and overcome any mental or E.M. attacks.

8. Medical- healing, augmenting, curing afflictions and reviving dead people

         4.5.2.3 Special Abilities

Lastly, the Special Abilities display shows what special actions or enhancements they have achieved, along with the level of skill in that particular area.
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These special abilities can be both learned and granted based on the actions of the player. 

Abilities have multiple levels to them. The Martial Arts skill starts off at Green belt, and works up to Black belt. As the game progresses the main character will start doing special Martial Arts moves, supporting the actions with sounds similar to the action.

Each one is broken down into a basic action instead of combining actions. With this system in place, the player has more control over the combinations of special actions he/she might have.

For example:

If the Hero learns the Medic ability, he will be able to heal at varying degrees. Instead of adding revive to the Medic ability at higher levels, that action is instead broken off into another ability (called Paramedic) that they can pick and use separately. This provides for a much wider range of character types and specialization.

A variety of special abilities, and varying degrees of levels can be developed. For example:

· Martial Arts Master

· Sniper

· Munitions Expert

· Diplomat

· Kleptomaniac

· Handy-man

· Etc 

      4.5.3 Mission Comstat/Maps

This display serves to show you who you’ve spoken to, and what missions you still have to complete and have an area to display mission briefings.

Other types of information here include:
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Missions: both current and completed and details

Relations: Respect, Disposition, Reputation, Faction standing and Kill Ratio

Contacts: known Friendly, Hostile, and Neutral NPC’s

*Clues: A listing and location of each and every clue found/viewed (and able to view each clue)

      4.5.4  BioBuddy Modules

Throughout the game the player will come across many different modules that can be applied to his BioBuddy unit. These modules will be represented in the background BioBuddy screen as part of the interface. They will be interactive, and can be clicked to access that specific module’s functions IF it has functions that can be interacted with.

Also accompanying the modification of the BioBuddy is a separate control panel that will display the first time the player installs a module, any module they happen to have installed. This panel is a series of labeled buttons allowing for more or more modules to be added on, and ultimately let the fans have access to their own “inventions” when we provide mod tools. Rolling over these buttons will display a description/explanation in the designated rollover area.

 Modules are divided into two different classes:

         4.5.4.1 Extension Modules

These are modules that add NEW functions to the BB. Below are a few examples of modules you will find in Static.

· Voice Box module: This device finally allows your BioBuddy to speak to you. What were once clicks and beeps signifying the BioBuddy’s response, are now replaced with a voice. This special module provides a slider bar in which you can change the pitch of the sound to personalize it. The voice is provided in both male and female. All communication from the BioBuddy now uses this special voice. (I.e. when moving, or attacking, or hurt, etc)

· GPS Map module: The earth still has a few orbiting satellites from which your BioBuddy can take advantage of. This module gives you full navigation capabilities via a new BioBuddy mini-map. When accessed in a level or sublevel, a smaller version of the level is represented, along with your party, and other NPCs nearby. From this screen you can select (drag select included), and move or attack (left click, right click) and command your party in the most basic format. More than a reference, this map will help you get a good overview of the area and expedite traversing locations. Interface for this screen will only include a “geographical map” feature letting you toggle between the level your on, and the location on the planet you are (world view). This screen will also include the portraits and little ambient animation. (Radar scan rotating, etc)

· Physical Repair module: This module, when installed, will allow the BioBuddy to build up its own healing fluid every so often (300 seconds when not in combat + 60-90 seconds per level of upgrade). When ingested it will heal a character (25-35 HP per level of upgrade) of all normal ailments and all natural afflictions (non-mechanical afflictions).

         4.5.4.2 Conversion Modules

These are modules that enhance the functions of the BioBuddy only. Conversion modules are generally not represented in the background interface. However they are listed among all the types of modules applied to the BioBuddy. These types of modules might be:
· Host module: This module, when installed, will enable anyone with enough repair skill to install the BioBuddy into any other robot torso (host).
If the new target host torso has a “core” unit inside it, the process takes twice as long to complete. (Engineering/Science skill – 110 = total number of seconds required for EACH attempt at removing or implanting the BB head)
When this attempt is made, a timer is displayed to show how much further the character has to finish his/her task. The task to remove and implant the head is done all at once IF the BB head is already removed from its current host. Note: If the BioBuddy is already in a host, he cannot be more than 2 walk-able tiles away from the new host robot or an alert is displayed informing the player of the problem. Once the BB head is separated, you can attempt to place it in another host (Empty or inhabited).
When the BB head is not in a host, a representation of the head is located in your ingame GUI (attached to the combat, health and mission buttons). This head is never found in your inventory, and is seen by each of the members of the party (not one person has it, and anyone with the prerequisites can install it).

Once the head unit is successfully installed in a host, it is removed from the communal ingame GUI and replaced with a special object representing a transmitter (not remote control). It should be easy to understand that this transmitter or device is an extension of the BB itself. The buttons (combat, health, mission and stats) are still found in the same location.

When the BB host dies or becomes incapacitated, anyone can attempt to remove the BB head unit in half the time it takes to install (you will always be able to remove the head unit without any assistance, tools or special skills). (Engineering/Science skill – 110 = total number of seconds required <divided in half>) Once this removal happens, it is immediately placed back in the ingame GUI and the transmitter device is replaced. You CANNOT LEAVE THE LEVEL without the BioBuddy head unit. If you attempt to leave the current area without it, you will hear a voice over saying, “I’m a fool if to move on without my faithful BioBuddy.”  Or “ I cannot proceed without that marvelous BioBuddy.” Text accompanies this audio clip above the head of the character speaking it (in this case, the hero). If there is a companion in the party other than the hero and the BB, that character will say the phrase and the text will display above his head.

The BioBuddy gains all the advantages the host incurs. These advantages include healing if it’s a Medbot or repairing if it’s a Repairbot, etc. Likewise, any negative effects that come with the bot will also be inferred (i.e., slower movement, limited sight range, etc).

There are many other modules still in development. Modules should be just that- modular enough to be added at any point, with ease. It is our intention to allow players to modify the game to add their own modules and game-play tweaks.

   4.6 Companion GUI

On your travels, you will encounter a few people whose journey parallels yours for a time. Joining your merry band of travelers, these characters will gain experience, and offer skills in return for compensation, or sometimes simply conversation. To take advantage of their abilities, a special companion GUI is available. (Bootlickers are afforded a paired down version of the companion GUI.)
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Within this GUI is a multitude of stats similar to what the hero has. These include:

· Name of character

· Health Points/Armor Class

· Basic attributes and skills list

· Any special afflictions they might have

· Soldier commands (engage, hold ground, retreat)

· Current Level, meter to gauge next level

· Preferred weapon/Confirmed kills

· Disposition/Reputation/Respect (social stats, etc)

      4.6.1 Upgrades & Implants

Much like the hero, an area is retained for a detailed view of the 3D model of the character. Although this does allow the player to see what the character looks like up close, and what armor/weapons they have equipped, an extra button is available to switch to the character’s inventory. This area is designed to allow the player to change (with a reasonable repair/medical skill) or view the human or robot’s current body layout. From this area you can also apply special modules, alter the robot’s component layout (switch arms, or locomotion) and upgrade any part not permanently built into the robot. This view is available for both companions and hired hands, alike. If it is a human character, special augmentations may be available to install. However, body augmentations and implants will be a RARE occasion, and should be focused on in subsequent sequels. This game isn’t about “cyborg”, but this system should allow us the freedom to work in that capacity if so fitting.
For example: If you have a medbot currently controlled or owned you can view their stats, and a 3D view of the character. In this view, if you have a high enough repair skill (some objects require a higher skill to edit on a robot than others) you can attempt to remove the robot’s arms or “legs” and replace them with other parts.

The whole process takes a bit of time, but in the end, it allows the player to manage their mechanical crew as closely as a race car pit crew, viewing the stats, bonuses and information about each individual part. All information is paired down to the simplest explanation. Rearranging parts is as simple as drag and drop. Dragging a spare arm from the list of parts available, to an existing attached arm will place the removed version back into the inventory where the new arm came from.

Any companion or bootlicker, who carries a spare part or special augmentation that can be applied, will show up in every mechanical or human (depending on the type of upgrade) character’s list of available hardware. Not all installed upgrades can be removed. If this is the case, the Alert Screen is displayed notifying the user that the action is not permitted.

Because the game is set up with upper/lower torso animation separated, it will be possible to combine different types of locomotion and skeletons supporting it. This applies to all characters in the game, allowing us the possibility of combining robot and human parts, if subsequent games call for it. 

   4.7 Dialogue (Interactive & Ambient) GUI

As the main avenue for storytelling and adventure missions, interaction in the form of dialogue is a delicate matter. For that reason we have divided up dialogue into two different forms: Interactive and Ambient. 
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      4.7.1 Interactive Dialogue

Above is an example of interactive dialogue. (Dialogue the player must respond to or initiate) A special window is displayed showing the questions available regarding that NPC.

That interactive window contains:

· An area for up to 7 visible lines of question dialogue from the player character. This information area is scrollable.

· Each is question is numbered and rollover highlights the branch of choice white.

· Barter button to trade wares with the individual you’re speaking to. (Opens the Barter screen) 

· Hire button to hire the NPC for duration. (Opens the HIRE screen)

If bartering or hiring is unavailable to that player character, the button should appear gray and make the “negative click” sound when clicked. 

Instead of the NPC responses displayed in a window above the questions, they will be displayed on a 50% transparent rectangle (with rounded corners) above the head of the NPC speaking. When the player chooses a question, the dialogue above the NPC will change to the next response on that branch.

Any overlap of interactive and ambient dialogue will result in interactive being placed on top of the ambient text.

      4.7.2 Ambient Banter

For NPCs that don’t have anything specific to say to the party, “banter” will be displayed above the head of the individual or apparatus speaking it (centered). Formatted in bold and caps if it is being “YELLED”, or in a subtle gray if it is being whispered (etc), the player will get a hint to the emotions of the crowd. This text is displayed directly on the background 
Ambient banter will not have audio directly tied to it. (I.e. direct VO synced) Conglomerates of audio clips are played to make the environment more immerse. (Crowd mulling about, or yelling, the occasional “stop, thief!” etc)

   4.8 Hire Bootlicker GUI

While moving about the game world, along with bartering for weapons and supplies, you can hire servants or “bootlickers”. This screen is found off the dialogue screen (for those characters that have dialogue) or by left clicking on characters without dialogue (default hire screen only for those allowed to be hired. Commander Flack could NOT be hired, for example.). The hire screen looks like a combination of the Companion GUI and the Barter GUI. A detailed view of the character is available with only a few basic stats available. 

· Equipped weapon

· Equipped armor

· Disposition/Reputation

· Faction relations

· Total confirmed kills

· Key skill/attribute 

Also in this screen is a dialogue feedback area that might be a few words from the character. (Place for humorous comments and reactions to the current hire price) Dragging your wares to his side (similar to Barter screen) begins the process. A certain price must be met first before he/she will consider even joining your group. You may drag 4 or 5 cheap items, and not even see it register duration yet. The character, reflecting their disapproval until you get close to a good price, will make comments.

Every time you drag an item over to be traded, the number of hours (or days) they will stay with the party increases. Once you are satisfied with the duration, pressing the “hire” button will finish the transaction.

NOTE: The items traded for hire cannot be removed from their inventory, and can only be traded back to you by using the ingame ALT menu.

   4.9 Game World Button & Lever Choices

Buttons and lever choices are simple in nature. If you come to an elevator that has multiple levels of choice, that panel appears in the center of the screen and shows you exactly what the character should see. If that’s a control panel with a few burnt out buttons, then you will see that in the center of the viewport. Once you select one of the buttons, a sound follows indicating something happening (in this case, an elevator moving) and the screen disappears, as easily as it appeared.
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   4.10 Area Descriptions Text

There are a lot of elements in the game that are not interactive, but will require some sort of explanation or feedback. When you rollover a special PREDEFINED location/area (1.75 seconds or longer) in the game, a text description is displayed above it.

For example: If you roll over and pause for 1.75 seconds or longer on a painting, you will get information pertaining to it displayed directly above your mouse. It might say, “An surreal painting of a sad clown.”

These inquiries happen directly over their mouse coordinates and stay for a short duration (4 seconds). The text has no background, and is centered with a limited width. When the 4 seconds has elapsed, the text will fade from 100% to 0% over a span of 2 seconds.

   4.11 Action & Alert Text

In-game alerts, like getting diseased or poisoned, are displayed as rising text from the in-game character (referred to as “Action Text”). From the top of his/her head, the problem or information will rise. (The word “poisoned” will drift from your head and fade as it gets to the top of the screen) Damage taken and given will also be displayed above the head of the character. 

This same system is used to display conversation or general banter as well.

When something important needs to be conveyed (a BioBuddy alert, or a character is poisoned, etc), a text message is displayed in the top left of the screen (referred to as “Alert Text”). This text is meant for messages about ingame actions or situations that are not directly associated with the actions of the characters in the game. Someone being poisoned, or a character gaining a level are important enough to be displayed. However, combat damage and enemy attacks are not posted.

Alert text is always displayed in the Static “yellow” color with appropriate shadowing so it can display on any background color.

      4.11.1 BioBuddy Alerts

When a character in the party gains a level, or advances in a skill, the BioBuddy is there to report. It is the keeper of these intricacies, and will alert you to any change in your party’s details. The BioBuddy has a personality all its own. When reporting these “alerts” the BB will pose it in the tone of a nursemaid or overseer. The below text will display in the upper left corner of the screen.
For example: [BioBuddy icon here]: It appears someone’s underestimated their Martial Arts skill. [Character name here] has been promoted to Brown Belt.

-Or-

[BioBuddy icon here]: Congratulations to our own [character name here]. You are now at Level 3!
The BB icon will precede any message it displays, and the text after it will be white to signify the importance.
   4.12 General Alert GUI

Throughout the game anything can happen that either the player or even developer hadn’t intended. For these situations a special small interface is provided to display any alerts that may occur.
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For example: Error reading CD; Unable to perform action; please put in CD#2; Are you sure you want to overwrite this save slot? Etc.

These boxes will include buttons such as (but not limited to):

· Close

· Yes/No

· Agree/Disagree

· Arrow up/down (for scrolling text)

   4.13 Options GUI

In the options menu, there a host of tweaks the player can control to adjust the game to his or her liking. It will include both functional controls (like audio/video) but also gameplay controls. These controls affect the difficulty of the AI, the use of ambient banter, automatic reloading and a number of other features.

Available functions:

· Video

· Audio

· Game Play Options

· Game Help

The options menu is displayed full screen with buttons to get to the various options available. You can access this screen in two ways: 

· Click on the Options button in the Main Menu.

· Press the “OPT” button in the in game GUI while in the game world.

   4.14 Save & Load Game GUI

The Save/Load game menu overlays the game world and main GUI elements when accessed ingame. On the screen is a list of saved games, and available game slots. The player can overwrite any game saved, or load any game listed.
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You can access the Save/Load game screen in two ways:

· Pressing a predefined key on the keyboard will open the Save/Load menu. (TBD)

· Exiting to the Main Menu and pressing the Save/Load button.

Each saved game is accompanied by a screenshot of the location and level they are in. This is displayed full screen in the background as if they are already in the game itself.

      4.14.1 Replaying & Saving Games

Characters are bound to die. When they do, the player can choose to reload a previous game from the saved game menu. This menu can be accessed at any time via the Main Menu (MNU) button found in the ingame GUI, or by pressing escape while in the game world.

The player can choose to save at any point in the game, and load a game at any point. There are 8 save slots available.

Checkpoint saves are also available at designated points in the story or level. These overwrite themselves every time you reach a new checkpoint. The player can reload a game at either the checkpoint save, or one of his own save slots. 

There will be times when saving is not available. This occurs when fighting any “Boss” or during a cinematic sequence of any sort. (Including VO mind-control suggestions) 

5.0 CONTROL SUMMARY

The player will use a number of different controls to maneuver their character through the game world. These controls are listed below.

Key List:

1
LFT CLK
Move/Talk

2
DBL LFT CLK
RUN and Move/Talk

3
RT CLK (ingame world)
Attack/Use Equipped Item

4
DBL RT CLK
RUN and Attack/Use Equipped Item

5
ESC

Close currently open window or GUI

6
I (or RT CLK on portrait)
Inventory Screen

7
C
Combat Skills Display

8
h
Health Display

9
m
Mission Comstat

10
F1
Help screen

11
F2
Save/Load GUI

12
1-9
Select character 1-9

13
SHIFT/CTRL + 1-9
Select all characters 1-9 in a group

14
CTRL
Toggle between crouched and standing

15
DBL LFTCLK (crouched)
Roll to location

16
ALT+LFTCLK
Display Actions Menu (when on a target)

17
F6-F8
Use item in Quick Item slot 1-3

   5.1 General Movement

The player can control the direction of his/her character in many different ways. These ways include (but are not limited to):

· Running, Walking, Crouching- each one of these are methods of movement. The first two are defined by clicking on target location once or twice. If once, the character will walk to that destination. If twice, the character will run. If a character runs, he loses all stealth or concealment bonuses. Crouching is a variation of walking, similar to walking on your hands and feet. Bonuses and penalties are applied accordingly to their accuracy during combat, as well as speed of movement, and chances to be hit. Characters are always considered to be moving in maximum stealth, as there are no penalties for not. 

There are certain movements the character cannot do:

· The character cannot fall. If the character walks to a cliff, and tries to keep walking in that direction, he will start moving along the direction of the wall.

· He cannot jump. There is no “height” or climbing actions in this game. Therefore the character cannot step over or climb up a surface that can’t be scaled.

   5.2 Upgrades & Augmentations

At points in the campaigns the Hero will come across many wonderful things that will boost his special abilities, and increase his skills. Among these are upgrades and augmentations to his movement, both normal and unique to the game world. Various items might include (but not limited to):

· Special Armor (of all types)- these may affect the speed, and stealth at which the character travels.

· Tendon and Muscle Augmentations - these may affect speed, stealth, initiative, AC, and even various attributes. (Strength, Dexterity, Charisma, etc)

· Books/Manuals – these will increase certain skills by a certain amount based on the book. (when used, the player is notified via the Alert text on the screen)

   5.3 Picking up/Interacting with Objects

A main portion of this game comes from interacting with elements of the game world. These objects could be anything from dead bodies, to barrels and boxes, to candy bars and lunchboxes. Each of these things is important to gameplay, and affects the character’s experience while attaining the quests/goals set forth. 

There are a number of things you can do with objects, but the most basic thing is picking up or putting it down. Whenever the player wishes to pick up something, they move the cursor over the item, at which time changes to a cursor to indicate action can take place. Once they get that cursor, a click on the object will make the character walk over to it and play a certain “opening” or “lifting” animation.

Clicking on the object will automatically do these actions in this order:

· Pick up/Open- put the object into your inventory or opens it

· Activate/deactivate- turns or switches on/off the item. This option is grayed out if it is not a viable function.

If the object is a container, the container will open and the appropriate screen will appear. If the target was an object, the item will automatically be placed into the inventory of the character in the first available slot of the appropriate category. The character can then go to their inventory and use the item from there. An object must be in their inventory for it to be activated or use (barring levers, buttons, and other stationary interactive elements). 

If the player ever wishes to remove an object from their inventory, they can drag it to the edge of the screen and drop in into the game world. They can also highlight the object in question and press the “Drop” button in the inventory interface. This will place it at the feet of the Hero.

6.0 COMBAT SYSTEM

This game revolves around the oppression of good, and the struggles of evil, so someone is bound to get pissed off and throw a punch. For this very reason a combat system has been devised that gives the player a sense of balance and freedom to choose his/her own tactics of response.

All weapons (guns, fists, knives, sticks, explosives, and even generic objects that can be thrown) have set list of statistics that are required in combat. A list of these (though not in entirety) is below:

· weight

· damage and modifier

· to hit % and modifier

· class of weapon (one-handed, two-handed, etc) 

Many other statistics not mentioned above include other things such as skills, attributes, and outside modifiers. (Weather, enemy concealment, line of sight, distance of target, etc) Each affects the outcome of the attack in some way.

   6.1 Special Effects

While firing a weapon, throwing a punch, or detonating a pipe bomb, a number of special effects will accompany it giving a splash of excitement and interest. Such uses include:

· muzzle flash, sparks (malfunctioning robot circuitry, etc)

· bullets, rockets and casings

· tracers, and bullet “halos”

· ricochet debris (from walls, hard surfaces, and the like)

· blood/carnage/”gibs”

· explosion/grenade debris

· flies/insects (dead bodies, or a stinky object)

· smoke trails (from guns, fog, rocket launcher, tear gas, or from normal fires)

· fire/flame (flame-thrower, campfire, flare perhaps)

· radar waves and pulses of energy


   6.2 Special Modes of Combat

Some special features found in this game are a focus on stealth, and ambush.

      6.2.1 Variable Time-Based mode

Variable time-based (VTB) is an optional form of game play within Static. This mode is on by default, but can be turned off or tweaked in the options menu. In essence, VTB is the game played at a slower than normal speed. This function is usually triggered by an event, for example, a party member takes damage. Below is the sequence of events that are executed during VTB mode.

1. A predefined situation triggers VTB (a party member is attacked, the space bar is hit, etc)

2. Over the course of 1.5 seconds, everything slows down to ¼ the speed (default setting can be changed to any speed). Gunfire, particle effects, characters animations all slow down evenly. The audio played for each of these actions will also slow down their playback. 

3. An “Action Icon” appears above the head of each member in your party. This icon represents what each of your party member is currently doing (walking, attacking, talking, etc). This icon will immediately change when you give the character a new action to perform.

4. For those characters that are moving, a dotted line shows the path the character will walk and a dotted circle defines his destination. This path is preferably bezier, and will automatically change when you give that character a new destination. 

5. Characters can give themselves new destinations if they don’t have any commands from the player. If this is the case, the destination circle will have an icon in it representing what the character will do when they get to that point. (i.e.: guard, attack, talk, nothing, etc)

6. During the time that the entire game is being slowed, the player can execute any command to their party. The “Action Lines” convey to the player a tactical sense to the game.

7. At any point, the player can press the spacebar to resume to normal mode. When this happens, the game speeds up over the span of 1.5 seconds, resuming its normal speed.

Within the options screen the player can tweak the following things regarding VTB:

· What triggers VTB? (party attacked, party damaged, sight of a hostile NPC, etc)

· What speed does it slow to? (3/4, ½, ¼, full pause?)

· Show Action Lines/Icons

· Gradual Resume (speed back up)/Fast Resume (immediate normal speed)

Gameplay isn’t the only thing that’s slowed down when VTB goes into action. All combat audio is slowed and all ambient and background audio is slowed to a complete stop. It is replaced with a special VTB background/ambient audio clip that represents the slow and intricate action that plays out during VTB.
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Above is a representation (mockup) of “Variable-Time Based” gameplay. The yellow circles represent your party’s movement, current action, and intended actions. The currently selected character’s path is bold.

      6.2.2 Stealth

A particular skill called stealth plays a big part for the character in the beginning of the game. The character can successfully use other objects and shadows to move about undetected. If the character is successful, he/she can slip past guarded areas, or sneak up on the enemy and incapacitate them. This opens up MANY new areas of game play and solutions for problems/puzzles.

Stealth is attained as an “ability”. At lower levels, stealth must be manually initiated. But at higher levels a character will automatically become stealthy if he or she has that ability. Elements such as inventory weight, and level of skill will determine success. This success or failure is displayed using the colored text rising from the character’s head. The word “stealth” will rise from their head, and the model will become partially transparent (or dithered overlay) to represent this mode.

      6.2.3 Evading/Fleeing

NPCs have relative degrees of chance to attack or flee from an engagement. Evading is a lesser degree of fleeing and generally more intelligent, or led units will evade. Whenever a unit attempts to evade or flee, they’ll receive a penalty to their AC or other statistic.

Not everyone will head for the hills. Characters will attempt to flee when a combination of morale, intelligence, and damage they’re inflicting and their current HP reach a certain set point. Once this point is reached, the unit will run away. Units that evade will attack as they retreat, moving from one piece of cover to another.

      6.2.4 Incapacitation

As hostile as this world is, there may be times when you need to incapacitate someone, rather than kill him or her. In these cases, certain special weapons are required to initiate this “beat down”. Items such as billy clubs, pistol hilt, tasers (stun guns), or toxins applied to the skin will result in an unconscious target if successful attack is made. The victim will regain consciousness once the time specified by the weapon’s stats has elapsed.

Likewise, any firearm that is selected (with auto-reload turned off) that runs out of ammo will first be switched to the next most damaging weapon in his/her inventory. If there are none- they will close the distance between them and their oppressor, and use the weapon in hand to hand combat. This is considered “blunt” damage, and may successfully incapacitate the target.

      6.2.5 Duel Wield Combat

As the skills of the player increase and the opportunities for weapons becomes narrowed and more focused, the option of wielding two weapons at once becomes available. This applies to both hand-to-hand and ranged weapons. Weapons are predetermined to be dual wield and moving them around is considered one item consisting of two weapons. If a player wishes to fire two weapons at once, they must equip a predetermined item flagged as a dual wield weapon in the slot.

      6.2.6 Cover & Line of Fire

In battle there will be casualties of war. However, everyone in the game will have enough common sense to get out of the line of fire. When one unit in a squad is shooting direction behind another, the “blocker” will first crouch to allow both shooting, and then going prone if they are behind someone crouching. If the person behind them is prone, they will attempt to move from the line of fire. When a character finds him/herself behind a friendly unit blocking their attack, they will hesitate to let them move, or move to adjust their sights on the target (if possible).

The action of line of fire alters slightly for characters NOT in a squad. Characters that are not part of a larger group will be less adept at this action. For the common civilian, if they are in front of friendly fire will (when shot) freak out and run a few steps away OR drop to the ground in shock. If the attackers consist of bandits or thugs, they will move out of the line of fire before continuing the attack. These characters also have a small chance of dropping to the ground to go prone for the attack.

When a unit is moving from one spot to another (for coverage) they will attempt to lay down cover fire by attacking with their weapon. This is not targeted at any one person, and has a higher chance to hit (anyone in that general direction), but doing weaker damage in the process (1/4 damage).

   6.3 LOS/FOV Detection

Line of Sight and Field of View play a large roll in this game. With combat tactics such as concealment, and stealth- LOS/FOV makes a big difference.

If a unit attacks, and there are obstacles in the bullet’s path, it is taken into consideration. Although the background is 2D, the 3D information (height map) will still be used from the original file. Where old games used to have the characters stand like civil war troops and fire at each other, this game will let characters advance into the 21st century of military and survival combat.

With FOV (or sight range), a character increases his/her chance to sneak by their adversary, obtaining an opportunity to attack the unit from behind. Stealth is the ability to reach the opposing unit undetected.


   6.4 Death & Cloning

Any non-mechanical character that reaches zero Health Points, he/she is considered “unconscious” and a timer is started. This state of unconsciousness lasts for only so long (STR + DEX + LVL + 120-180 (random) seconds = total duration) and may be revived while the timer is active. The body may also be looted or moved, and the remaining party members can leave the area without the fallen character, choosing to get help or healing agents (must be predefined “revive” ability/action or agent). They have until the timer hits zero, at which the character will be considered dead.

When someone in your party (not an ally) dies, their portrait will slowly begin to turn black and white starting from the bottom, and gradually reaching the top. The portrait will resemble an old black and white photo that has been retouched with color. A snapshot of them resting peacefully in a morgue replaces their current portrait. Any character other than the hero, that dies, can only be brought back to life by way of cloning.

NOTE: If the character killed is mechanical in nature, repairing the unit with spare parts will bring them back to life.

      6.4.1 Cloning the Dead

If time expires the character is dead and cannot be revived on the spot with the normal “revive” methods. If the hero’s timer reaches zero, the game is over. If not the hero, the body can be looted to retrieve a small lock of hair, which only shows up when time has expired. This lock of hair represents that dead character, and can be taken to certain locations/people to recreate, or clone the slain character. This effectively raises the character from the dead without his/her belongings. Only characters that are part of your group when they died will have that lock of hair. All other NPCs will not.

When taking the lock of hair to have the character cloned, the lock is taken from your inventory (as well as monetary compensation) and after a duration (LVL + 5-15 (random) seconds = total) the dead companion will emerge. During that time, the portrait of the character will begin to reappear in your companion list in the opposite manner in which it was removed. However, this time it will go through stages of being a fetus, a child, a young adult, and finally the adult they may be (if it is indeed an adult you are cloning), all showing up in the portrait area. (All human characters use the same portrait animation)

The newly cloned character will have a penalty of –1 to all his/her attributes, –10% to all his/her skills, will be unable to perform any ability/action and will not be able to run (plays a special walk/limp animation) for a duration (STR + DEX + LVL + 60-90 (random) seconds = total). During that time, the portrait of the character will have a symbol representing this time of recuperation.

      6.4.2 Relocating the Corpse

When the character dies, you will have the option of relocating the character to a more discreet location, OR bring with you on your journey. Below is the breakdown of how this process happens.

1. A character dies or becomes disabled (mechanical) and all of this character’s possessions (including armor worn, and weapon equipped) falls to the ground.

2. Clicking on the fallen character will make your selected party member attempt to pick it up. 

a. If the weight of the lifeless body is added to their total carry weight, and it’s LESS than their max carry weight then they will lift the body to their shoulders. 

b. If the weight of the lifeless body is added to their total carry weight, and it’s MORE than their max carry weight, then they will instead lean over and drag the body.

         6.4.2.1 Lifting the Body

While the body is lifted to the character’s shoulders no blood, scuffles or debris is distributed to leave a trail of your actions. There are a few rules that apply when carrying a body.

· The weight of the body is applied to the PC’s total carry weight. All weight penalties apply for being over their max carry limit.

· Walk only. No running or rolling allowed. (Movement speed is reduced by 10% if the character is within their max carry weight. Ignore this penalty if they’re over their max carry weight.)
· The PC cannot have any weapon or objects equipped (except those things in their armor slot. This does not apply to robots)

· The PC cannot do any special action OTHER than talk (barter and hire also allowed)

· Crouching is NOT allowed.

         6.4.2.2 Dragging the Body

If the character was too heavy for the PC to carry, they will instead drag the character behind them. Any character can drag any other character, as long as their max carry weight is greater than the total weight of the body.

For example: If the Combatbot has a max carry weight of 250 lbs., and the body weighs 125 lbs. without anything on it, the Combatbot can drag it. If the Combatbot is also carrying 251 lbs. or more, the bot can STILL drag the body behind it even though it is encumbered.

As the PC drags the body behind him/her, a trail of blood and scuffles are left (along with the odd gear or metal rivet from a mechanical unit, these parts bounce off the body and roll on the ground before settling). The debris that trails off the body is not a steady amount, but randomly triggered as the player moves more and more. 

The trail of blood, scuffle or robot parts will alert anyone who comes by of the excursion. It is treated as if that character witnessed a crime happening. This means they will alert others, search for the group or even run away depending on what their predetermined actions are.

There are rules for the PC when dragging a body.

· Only one-handed weapon/item can be equipped

· They can attack as normal, but with a penalty to their “to hit” with one-handed and unarmed attacks (-10% to –15% to hit).

· They can only walk, no running or rolling allowed.

· No weight is added to the character’s total carry weight.

· Crouching IS allowed.

· Their movement and attack speed is reduced by 10%.

   6.5 Justice for All

While interacting with the locals, and stealing a few odds and ends here, you will at some point break a rule or custom that happens to be enforced. This usually ends up in a heated battle and scads of dead bodies, OR hot-tailing it out of there. In Static there are five options in most remaining societies for those who break the “law”.

1. Break the law- go to jail. If you are caught stealing something, or some lesser offense, you will be given the option of going to jail. This option is only available for those places that have a jail or some sort of confinement. When you go to jail, certain stats are reduced for your entire party, your social standing declines, and all the items you have stolen are returned to their rightful owners. Time will pass, and you will start in front of the place you were jailed. There is also a 8% chance you will be missing a few random items.

2. Break the law- pay a fine. If the crime is minor enough, you will be given the option of paying a fine and returning all the items you have stolen to their rightful owners. If you do this, your social status will drop as a result. This is not an option if you do NOT have enough cash on you.

3. Break the law- attempt to bribe. No matter what the crime, you can always attempt to bribe the law to look the other way. This often times will be more expensive, but you will keep the stolen goods, your record is cleaned, and your social status doesn’t fluctuate.

4. Break the law, make a run for it! If you happen to get caught, and feel yourself lucky you can head for the sunset. This option will initiate combat immediately. The only side effects are a lowered social status with the affiliated faction.

5. Turn in the criminal. If you have someone who is wanted by the law, a bounty is placed on his or her head, and you can opt to turn that person in for a reward (unless it is the main character). This will increase your standing with the local faction, and reputation/respect status. The person will never speak to you again, but you will make the money from their bounty.

The laws may be as simple as “carrying guns not allowed”, or “running with armor not allowed”, but they’re ones that must be followed or there will be consequences.

When someone breaks the law, and continues to become a threat to that society, a bounty is placed on his/her head. This does not apply to the entire party, although the overall party faction standing, respect and reputation will lower if they have a known criminal along for the ride. If you have such a character in your party with a bounty, you will be subject to many more attacks, and a greater negative response from those whom the bounty has been issued.

7.0 ARTIFICIAL INTELLIGENCE

Static has a number of primary actions that equate to the growth and development of AI in the game.

   7.1 Activity-Oriented AI

Representation of intelligence is essential for imbuing the friends and foes with some semblance of life, making them more than lumbering targets. For this purpose, a system similar to the popular game “The Sims” and that found in “Black & White” will be our focus for game AI. Outlined in a paper called “Social Activities: Implementing Wittgenstein” written by Richard Evans and Thomas Barnet Lamb is the basics for this activity-oriented structure.

We commonly think of the units in the game having their own thought, or needs and wants (originating within their own mind). We tell them what to think, and they perform it. However, in an activity-oriented structure, it is the social activity where that need or want originates (originating within the activity). Instead of the unit (agent) asking the question “what do I want to do”, and then performing that activity, the activity sends a request to the agent saying “are my conditions (state) met, interact with me.” This request is then accepted or rejected based on the agent’s level of priority to that activity, and other variables. Activities can be represented in a host of different guises, such as an object, a conversation, or even combat.

This does not mean that agent autonomy is removed. The agent decides whether or not it wants to accept the activity’s request to join. In this structure, the various activities are narrowed down to a variety of properties. Each activity fits within a combination of properties, and offered to those agents who fit the prerequisite properties. 

With this structure in mind, a format for easily and readily adding in new activities without programmer oversight will be supported.
   7.2 General Enemy AI

Many of the enemies the player confronts are humans with varying degrees of civility. The first few encounters will be with units that are less than average difficulty. Unplanned and ill-timed attacks, simple rushes to investigate the disturbance as well as take cover from the firefight is the extent of the enemy AI.  As you progress through the beginning of the game, the encounters get more difficult, and it’s apparent that the attacks have leadership behind them.
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Robotic or Mechanized troops are usually a combination of “suited” humans in robotic gear, or self-initiated robotic infantry. Humans employ commands and tactics, where the robots will be a bit less intelligent, but work in a unified “army regiment” manner. Robots are used rarely as the main line of offense/defense. Although there were legions of robots among the civilized population before the world devastation, the military robots were expensive and highly specialized. In 

   7.3 Squads & the Leader

With a focus on the group as a whole, Static will support the tactical and strategic qualities of Squad AI. Squads act as a predefined group of units that gain bonuses and penalties alike. They are treated as a unified team with focused movement, and a keen understanding of each other team members and their intended target’s location. With this in mind, a squad will act as “one character” and approach the target with a greater tactical advantage than a single unit, or mob. Alerted to danger, the squad will react as a team. 

The strength and weakness of the squad lies in the Squad Leader. This leader provides bonuses to the members of the team, and act as a “command center” for the team’s actions. Eliminating the team leader will effectively remove any squad advantages and treat the remaining members of the group as a mob. As in our activity-oriented structure, the leader is a parent to which the leader passes down the individual commands to the members of the group with whatever additional or redirected instructions attached. He can command the squad to attack, retreat and even plan an attack depending on the formation of the party, the terrain they’re battling in, and even the health/skill of their squad and opposition.

      7.3.1 Levels of Leadership

There exist varying degrees of the leader figurehead from the crude Neanderthal warrior chief, to the secret military agent. These are not only represented by the type of statistic bonuses applied, but also in the combination of animations for these types.

Characters in Static employ different attack stances, and strategies during combat. The more sophisticated the enemy, the more advance their maneuvers. An expanded set of animations is developed to support levels of leadership and unit experience/intelligence. Ranging from commanding units with complex hand signals, to simple grunts in a general direction (or hitting the other unit- as a Neanderthal might communicate), the enemy will be an impressive foe to defeat.

   7.4 Companions & NPCs

The player will get a chance to work with other characters in the game beyond conversation and trading. At points in the game he can choose to hire other NPCs to join him in his quests.

Every NPC in the world has a series of properties that equate the character’s disposition. The newly hired or grouped companion will affect everyone’s faction standing, reputation and overall respect.

Most NPCs that are deemed hirable travel from location to location, constantly renewing or revolving the available pool or people. This is done so that the environment feels alive, and ever changing. The player may exit the “encampment” and see someone they approached about joining them, only to find they have joined an opposing side. They may even be enlisted at that point. 

Overall, there is a limit to the number of companions you can enlist work with at the same time. You can hire up to 7 total, but will only be able to work with 5 full time companions. The price of the hire never falls below the base price of the items they have on them (experience and skill is added to that). When you hire someone (bootlicker), you gain access to his or her inventory. It’s in the player’s best interest to bulk up the bootlicker to survive as long as he or she can. 

      7.4.1 Companion vs. Bootlicker

Companions are special breeds. They will follow the player everywhere he goes, and do every command the player gives them. The one difference between a companion and a hired bootlicker is that the companion is free, you can access their inventory without restrictions, and they add to the party’s overall success because they have personal interest in the group. Bootlickers are paid mercenaries that will perform for the amount you pay them. So a 2nd level companion versus a 2nd level bootlicker will live longer, do more damage, and ultimately make a bigger impact on the overall group success. Bootlickers CAN level up to become part of the group full time if your adventures have been ripe for them. In like manner you can fire a hired hand as well as let go of any companion. The companion will rejoin your group for free (if your social status still compliments theirs) but the bootlicker will have to be hired all over again.

Each companion and bootlicker has 3 modes of moving/attacking:

1) Engage – Attack on sight, and pursue until the enemy is eliminated

2) Hold Ground – Attack ONLY when you or the squad is threatened, but do NOT pursue

3) Retreat – Strategically retreat from your position if you are attacked

      7.4.2 Bartering & Trading

Not every NPC has some item or object on them of value. Many NPCs are merely signposts, and bums. They wouldn’t have much on them to trade for, beyond a few crumbs of Crispy-Goo. Even so, the player has the option to trade with just about every person. The only cases where this isn’t an option is when he/she is in combat. Otherwise you can barter with just about everyone, even your own companions and hired hands.

Throughout the game there are many designated “convenience stores” (people who have a wide variety of wares to trade) in which to trade wares. Over a period of time, one by one these objects (non-mission specific items) will turn over, or switch out. After being away for a few days, coming back might reveal ¼ of the stuff from before, but the rest are brand new. Each time it is a semi-random selection of objects of a certain class or level. High level weapons and armor in the slums isn’t very realistic, and therefore will not have access to that kind of inventory.

         7.4.2.1 Basics in Bartering

All items have a base value. This value is increased or decreased by many different forces (i.e. intelligence of NPC, skills and attributes of character, etc). When the character barters with an NPC, a paired down version of the character’s inventory screen is displayed, along with a basic layout of the items in the NPC’s inventory. The player then chooses which items he wishes to have, and then puts them in an empty center area. This area has room for items from both parties. The player then chooses what money or items he wishes to trade with and puts them in the center. The amounts for both offerings are displayed, and a big “TRADE” button can be pressed. If the amounts are equal or the player offers more, the trade is accepted. If it is less than the amount from the NPC, the trade is denied, and a message posted that the trade is unacceptable.

Buying, selling, trading, bartering is all about increasing the value of your character and the items in which he uses to achieve his goals.
      7.4.3 Following, Guarding & Formations

While in battle, there will be times a fellow member of your adventure party will become overwhelmed and face certain death. By selecting certain characters to guard each other, they will engage in battle, only until the person they have been charged to protect begins to take damage (or reaches 1/2 health, etc). At this time, they will disengage their current combatant and rush to aid the guarded character. In this action, they will attempt to save the character from doom, and then return to his normal “stance”.

Similar to guarding, any character can be set to follow another. While that character moves about, the follower will stay within proximity to him/her.

      7.4.4 Commentary

In addition to the comments made by the companions during the game, they will also be key in providing information or help in certain situations. Using the ambient banter within the game is another format for conveying clues to the current situation. At certain points within a puzzle or after the game has remained idle for a duration, the companions in the party will commence in conversation between each other. Usually related to the current missions at hand, or the location they are in, this banter will be witty and humorous. It is planned that audio will accompany the more important triggered conversations.

Turning off ambient banter or “trash talk” in the options menu will NOT turn this feature off.

   7.5 Hiring the “Bootlicker”

Throughout the game the hero will have an opportunity to hire other NPCs to aid him in his plight. Anyone, who is not part of the main story line, or a future companion, is a potential hire. This adds another level to the game, where the player not only envies other character’s armor and weapons, but the NPCs themselves. As the hero moves throughout the game, he will encounter many characters of varying types. If the group needs another brute, or a sneaky, fast talking salesman in his party, he can attempt to hire the individual for a limited amount of time.

It’s one thing to have the opportunity to hire someone off the street. Its another to actually be respected enough, or have the sweet talk/leadership qualities it takes to garner willing individuals and keep them.

Every character residing in the world has a certain set of social stats that determine their like/dislike of the hero and his party. Even members of his own party are subject to those standards, and may leave if there is too much conflict within these stats. Hiring a bootlicker who has a conflicting Faction Standing or Disposition than the group’s average will certainly put a lot of stress on your party.

A viable hire is possible by comparing their social stats to those of the hero’s party (factoring in any Charisma bonuses, etc). Below are the list modifiers equating to “social status”. Each of these is visible to the player in his Missions Comstat screen found in the BioBuddy.

· Respect (1-100): awe, fear, reverence; adoration, veneration. Your deeds have made an impression. You are either a worthy ally, or a considerable foe. 

· Disposition (-10 to +10): The mental and emotional qualities distinguishing an individual (alignment). This trait rarely changes from person to person. The measurement of it is reduced to being positive or negative. Characters at the opposite end of this spectrum may cause greater turmoil for your party.

· Reputation (1-100): How well you are known for your deeds and actions. Regardless of whether that deed is good or bad, your reputation will increase.

· Faction standing (1-100): There are many factions or “gangs”, each with their own ideals in the game. It is common for these factions to be at odds with one another. Choosing to aid one (and therefore increasing your standing with them), will inevitably “piss off” another (lowering your standing with the other).

With these traits in place, an accurate barter price and duration of employment can be determined. 

Depending on the Bootlicker’s experience gain and current health, and ending HP (and other stats) the hire price the next time will lower (or raise if the previous adventure was negative) drastically. The faction standing associated with this character will also rise for you. With this increase in standing, other characters of equal faction standing will also be cheaper to hire next time. Your good or bad fortune is felt throughout the game.

   7.6 Faction Allies and Foes

Static is built of many different surviving groups of humans who have strong opinions and emotions to their way of life. After desolation rained down on the world, and people were spread about the world, groups of them gathered together and formed strong bonds based on their beliefs and ideas. Groups ranging from Anti-Mech. to Pro-radiation sprung up each believing in a cause or way of life. In any society without any visible sign of law and order, these groups will take hold and war with each other. These factions are strongly felt throughout the world of Static.

As the hero moves about the setting, he will make friends with some characters, and enemies of others. This character’s relations to certain factions will in turn increase or decrease the hero’s standing. As one old saying goes, “Its who you know” this couldn’t be more true to the point.

Located in the hero’s BioBuddy are the factions he knows and his standing with them. Fighting with one faction, might improve his standing with another, and in turn grant him benefits from this relationship.

Benefits like that might be:

· Ally Protection: Whenever you are in battle with someone, if the opponent is of an opposite faction as the one you are “blood brothers” with, they will join in the fight (if they are within range) and protect their “investment”. There are, of course, varying degrees of this protection.

· Ally Gifts: The more characters of the opposite faction you kill, the more gifts you will be granted. Visiting the head honcho and finishing mission for him/her/it does this. Gifts range from weapons, to money, to slaves, to room and board.

· Ally Prices: Barter and service prices are reduced at faction friendly locations. 
· Ally Leadership Bonuses: The stronger your relationship with the faction, the better your leadership will be for companions in your team with a similar personal faction standing. Certain factions will grant certain inherent bonuses based on your standing. These are always applicable to your group, and emanate from you. These might be bonuses to heavy firearms, or increased movement or morale, etc.

· Ally Training: While you move up the ranks in that faction’s standing, you will have opportunities to train with their members to learn new abilities and actions. These are granted as whole abilities and levels of abilities, not points allowed to be distributed just anywhere.

Not every faction is equally strong, and as you play through the game you’ll learn of the standing each has in the world. A faction is like a gang in prison. They’ll help you out and treat you right as long as the relationship is in their best interest. Being on faction’s friend is being another’s enemy. Hits and rewards for your head will become the norm while your friendship is strong with the larger factions.

8.0 CINEMATIC CUT-SCENES

Brief cut-scenes will be used in key spots during the adventure. Right at the very beginning we use cut-scenes to express the mystery of your origin. Also used in the main menu screen, pre-rendered cut-scenes will be woven throughout the game as elements of the story, rather than chapter bookends. As the hero turns corners in the story, or gains a new ability, the cut-scene will be there to enhance and round out the experience.

These scenes will be full-screen 800x600 resolution using 24-bit color. In some places, these scenes will be used in smaller windows much like a “picture-in-picture” television screen.

For example: While walking into the security office of and selecting one of the screens in the game, one by one a small 320x240 screen will pop in side by side representing two rows of security cameras. While viewing the screen you see 4 men walk into the first screen and attack bystanders. You see them run from screen to screen each monitor with their own tag, attacking everyone in their path. You then see them open a door and run out.

In the above example, the player can quit out of the animation to chase the crooks in action. This is an example of another way cut-scenes will be used to propel the story forward.

9.0 MISSION STRUCTURE

All too often in role-playing games, an NPC is nothing more than a glorified signpost that might have the occasional wander or patrol algorithm in place. A “Closed Loop Mission” setup and completion might look like this:

· Talk to NPC

· Navigate dialogue branches for mission flag

· End conversation and get the key/find the person/defeat the boss

· Return to that NPC for completion and/or reward

This method is common and hasn’t changed much from the early days of Dungeons & Dragons role-playing. This will work for some parts of Static. However, to make the world really come alive, we are implementing a structure with a bit more punch to it.
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   9.1 Continuous Mission Structure

The idea of a “Continuous Mission” is a mission tightly wrapped up in events constantly in motion. These can be any combination of cyclical, timed, or triggered events. At any point the player can interact, and break or alter the cycle of events, each with the possibility of changing the course of future events.
Here is a short example:

1. Fig. A) A thief steals a loaf of bread. He is then chased around the market, caught and put in jail. He breaks out of jail, or is let go, and head back to the market. At any point the player can interact with the thief, the police, the victim, or the thief’s family and alter the course of this activity.
2. Player Interaction) After talking with the thief you learn that he is stealing to feed his family. By doing this you set in motion the idea of the thief getting a job instead of stealing. This starts up two other missions.

· Fig. B) The local black market Mafia begins to lose customers. They hire people to rough up the townspeople to shake loose some change.

· Fig. C) The family is able to eat and a neighbor, quite amazed at the change, starts looking for a husband to provide for her. She wanders the streets making puppy dog eyes at the local travelers and wearing lots of makeup.

Both of these are an example of a continuous mission structure. Not every mission has a perceivable end to it, and in turn, your actions set forth the events of another mission, which happen to reveal rewarding loot, experience, etc. The key to this setup is offering as many event missions as possible. Instead of talking to the thief, you speak with the guard and agree to hunt this character down, or talk to the family and give them funds. Perhaps if you choose to help the thief, you gain him as a hired hand, and begin stealing everywhere.

      9.1.1 Solving and Scripting

It is important to keep in mind when setting up missions to find a way to provide as many ways to solve it as possible, and see the results of those actions within the activity of the game world. The events should overlap other events so that a single action isn’t noticeably cyclical.

Each of these events is scripted (stage) simulating a story line. An actual story line would be more than a simple cycle like this, involving other characters and interaction to determine what’s going on.
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The flexibility in this setup is found in the goal-oriented NPCs, each with their own focus, needs and intentions. (See more on AI) Each NPC has a base set of actions and information they “own” that allows them to react to the hero’s actions in a more flexible manner. A character searching for someone needs only to “ask” another character if they’ve “seen” the other. (If they’ve passed through their sight-range within the past “X” minutes). If they have, a direction is handed off, and the NPC is on their way. (The distance they go until they need to ask again is based on their own stats such as Perception, Intelligence, etc and the accuracy of the questioned NPC based on respect, reputation, disposition and faction standing).

Things such as the alignment of both NPC’s and their current stats (charisma, weapon equipped, etc) all play into the accuracy of the exchanged information. The NPC’s will have an agenda and motive of their own. This plays into account when the hero speaks with NPCs, asking for information (where someone is, what something does, etc)

   9.2 Research & Development

Among the various missions available to the player, are the ones defined by the player himself through his odd friend Dr. Oscar Von Tuttle. When the hero makes his way to the survivor encampment, and finishes a few missions for the locals, he will receive lodging and the good Doctor will approach him with a request to stay at the abode. If the hero accepts this request, the doctor will continue to work on his scientific findings while at this home base. He understands there are many needs for his new friends and knows he can help them and the hero with his inventions.

At this point in the game, the hero will be requested (in dialogue or off the companion screen) to choose what direction of research Von Tuttle might pursue. Given a list of 3, each with their own advantages and disadvantages, they will lead to other form research. The first few happen over a period of time, and more often than not, a special item or documentation is required to continue his progress. A branch might look like this:

· Radio-active Waste Tech
(Waste Irrigation (Radio-polymer “Veges”

or

(Synthetic Waste fibers (Radio-active Shield Armor
In the above example, each level of this research equates to some bonus to the player, the community or world. If it is the latter of the three, the bonuses filter down to the hero. For example, if he heads down the 1st level of research, he will have learned how to use radioactive waste to help the people of the community. They will prosper with this technology, and having ownership of it, you now receive a monthly stipend (tax, or lease). If you proceed down the other path, the shield armor is developed and a prototype created for you to wear. Every month the good doctor creates another (if not researching) and you can do what you will with it. (Fetching a good price)

The player cannot see down the path of either research tree. Accompanying the choices will be a simple explanation of what Dr. Von Tuttle may or may not find. This is all the explanation (besides online fan sites) he will get.

      9.2.1 Fetch Missions Required

The research done isn’t accomplished without a price. Various missions for parts, documentation, test samples, or even the advice of other known thinkers will come into play. This serves as a side mission for the hero to split his/her attention. Other actions within the game world will effect the research options and open up new avenues of things to develop. If the hero stumbles across documentation in a factory plant with the Crispy Goo recipe, this might enable Von Tuttle the ability to use it for insulation, or an energy source. The possibilities are vast. Although not a priority, and certainly not required to finish the game, these quests will prove to be difficult but extremely rewarding. There is virtually no limit to the number of very missions this can offer. In essence this IS a fetch quest, for the very purpose of fetching things.

      9.2.2 Research Duration

All the research is accomplished in numbers of days. It is always randomly chosen within a set range. It is not like clockwork so you can’t expect a new tech every Wednesday. Each level as a predefined limit to the time it will take to research the tech. “Waste Irrigation” from the above example might take between 15-22 days to accomplish. Granted, the true time might be closer to 12- 22 years, but in this game the actions of the player will take some time, and therefore speeds up the clock while still feeling extended.

If the hero decides to switch research from one tech to another, the previous tech status will slowly increase by 2 days (TBD) for every day dormant to the limit of the original duration. So if the hero has Von Tuttle stop on day 10 of a 20-day research bout, in 5 days he will have to start from scratch. 

10.0 STORYTELLING

Mind-control is the way the Tronic Operators keep the facility’s workers trucking along at their duties. Each Operator sits behind a myriad of microphones and surveillance cameras and gives “suggestive” commands to the wearers of the E.M.Brace.


   10.1 1st Person Subliminal Suggestions

These mind-control suggestions come in varying forms, but they are always one sided (from the Tronic Operator, never from the targeted subject). The most common display is text that flashes quickly and violently at various sizes in the center of the screen. This message or dialogue suggestion is usually accompanied by simple line drawings of the topic (a set of stairs, or a special door). The suggestion fades out in the end of the message, and is ALWAYS accompanied by a voice over and behind it a cacophony of other chattering voices similar to overhearing a one-sided telephone conversation.

It is obvious and bold with special effects such as:

1. Full screen cinematic cuts (or videos) showing a triggered “memory” (or series of still images: 15-20)

2. An overlay of static or noise like a TV screen

3. The screen flickers white, and brief lines of text flickers
4. Flashes of imagery, always keeping the game world showing underneath.

5. The icon of the EMBRACE in the bottom right will flash a few seconds before the suggestion starts

6. The hero will play “convulsion” animations ingame that show him under some sort of stress.

7. Stars and sparks will pop around his head (pulse waves of energy) as if dazed and confused.

The initial voice directed to the hero is from Scientist/ Engineer Dr. Oscar Von Tuttle. He is the true reason why you have awoken, and it is his voice that “suggests” courses of action for you to do. There is a distinction between his voice commands and the other ones you hear. His is separated from the others because his voice speaks a bit longer, and isn’t muddled with other chattering. Dr. Von Tuttle’s voice is crystal clear, and is usually accompanied with the sound of a tuner tuning in his suggestions to you. At first he isn’t aware that you are conscious of his messages, and the cryptic suggestions.

For example: He might say, “it’s in the broom closet by the staircase”. If you don’t go to the broom closet, he says something later to remind you, or to himself, like, ”drat, you stupid Class 1, get to that broom closet or you wont be able to get through security.” Ultimately to the player these are truly that, suggestions.

This storytelling element is key to moving the plot forward. It reveals in little bites, the story twists like the pieces to a jigsaw puzzle. With careful placement, subliminal suggestions are a useful form of storytelling.

   10.2 3rd Person Subliminal Suggestions

One such way of relating the story is through the perspective of a companion or NPC. Though commonly treated as banter, the treatment and messages of the text displayed resemble that of someone under the influence of mind control. (I.e. the text floats back and forth up and little stars pop around from the NPC’s head as if he were dizzy. The same visual indications that the hero has, except this time the player can’t see the messages sent to that NPC.)

For example: Dr. Von Tuttle is assaulted and a new miniature version of the brace is forced on him, attached to the back of his throat. As the Hero journeys along, Dr. Von Tuttle is hit with a series of suggestions that tell him to do various tasks with or without the Hero present. The players control over that NPC wanes, and Dr. Von Tuttle begins to display banter saying “Pretty flowers, nice ponies. It is good to go to the jeweler’s house.”

Previously complaining about the metal taste in his mouth, Dr. Von Tuttle’s conversation (or banter) will resemble that of someone controlled. His speech is repetitive, and mentions ponies and flowers and his real goal given to him through suggestions.

The effects of mind control still linger in this sullen world. Finding their way into everyday things, such as old radio broadcasts and conversations with locals regarding the current activity of the crowd. The entire game revolves around paranoia and mind-control. For that reason, the initial focus on the subliminal messages is revisited in a myriad of ways.

   10.3 Sub-plot Suggestions

The suggestions will take on all sorts of voices and attitudes. This effect can be used as comic relief. Within the confines of the compound, there will be several suggestion stories or “sub-plot suggestions” overheard by the player. These stories are revealed later on within the game world when the player talks with certain NPCs and other mission parameters. Essentially, these sub-plots are an extension of the main story line with the hero as a bystander. Simpler stories might be along these lines:

You overhear a message to a “Devlin” to clean up the spilled wastebasket. A few minutes later you hear another message to Devlin to get off his a$$ and clean it up. A few minutes later, a pissed off Tronic Operator starts yelling at Devlin frustrated with his lack of “compliance”. In one of the offices you find a short stocky man, pinned under a heavy desk, wastebasket spilling out into the hallway.

   10.4 Info Objects (Clues)

Info objects or “clues”, rather, are yet another way for us to propel the story forward. Throughout the game the player can interact with objects that he cannot pickup, but will instead display an image on the screen (center of the screen) for him/her to look over. This image exists to raise questions in the player’s mind about the events unfolding around him.

When the player clicks on the clue ingame or executes some other trigger (speaks with an NPC, opens a door, etc), it will fade into view. When they’re finished looking at the clue a simple click on the image and it will cross-fade the second clue into view (or fade out if it’s a static clue).

Generally these clues are objects found in the world around the hero, directly tied to certain highlights in overarching mission. It is inconsequential if the player does not decipher the message the way that we expect him/her to do.

These clues are split into two categories; static and interactive clues

      10.4.1 Static Image Clues

A static clue is simply an image the player can look at. It does nothing more than exist for their visual enjoyment. After reviewing the image to their hearts desire, clicking on the image a second time will make it fade away. These clues are usually real world objects shown “floating” in the center of the screen.

      10.4.2 Interactive Clues

An interactive clue is very similar to a static image clue. When the player clicks on it, an image does appear in the center of the screen. However, an interactive clue has three traits a Static clue may not.

1. The clue may have animation playing “within” its image area.
For example: The clue may be an old, cracked mirror. When the player clicks on the mirror, an image appears in the middle of the screen of an ornate mirror. Reflected in the mirror is the face of the hero inspecting it. His head moves back and forth, and his eyes blink a few times. 

This is an example of an “Animated Clue”.

2. The clue may have a sequence of images to it.

For example: The clue may be a book. When you click on the clue on the map in the game, the cover of the book fades into view. If I click again, the image of the cover fades out, as an image of the book open fades in. 

This is an example of a “Sequenced Clue”.

3. The clue may allow the player to edit it.

For example: The clue may be a sign out sheet. The image of the clipboard fades into view. During this time, the player can review the image. The game cursor will change to a fountain pen and clicking anywhere on the screen will fill the field with the hero’s name. Clicking again will make the clue disappear.

If the player clicks on the clue again, it will have the player’s name on it, and the next click will make the clue fade away.

This is an example of an “Editable Clue”.

Interactive clues may have any combination of Sequence Clues, Animated Clues and Editable Clues.

      10.4.3 Audio IN the Clue

Clues will have audio clips triggered anytime the player chooses to interact. This means when the clue is clicked on in the game, when it is edited or closed, sound will accompany. Audio clips will be played at any time.
   10.5 Suggestive Dialogue Hints

After the hero has learned more about the brace and its peculiarities, he will at some point receive messages during specific dialogue sequences. This is a very tricky situation, because the message must be fast, and cannot always be the same 

   10.6 Hearing Impaired or A.D.D. Players

For our hearing impaired or Attention Deficit Disorder players, suggestions will be an obstacle in itself. We attempt to fix this by offering an option to turn on “subtitles” on the suggestions and cinematic. This will display the voice over message at the bottom of the screen. We will also provide a summary of the suggestion from the Hero’s point of view in the Mission Comstat screen in the BioBuddy. This serves both the A.D.D. crowd, and the average player, alike.

11.0 STORY OVERVIEW

The Hero awakes to find him self in a foreign environment. How he got there and what he has to do, is the glue to the game. A little history:

Before the final fallout you were a civilian living in a normal, residential neighborhood. Your job consisted of employment at the Goo-Empire Processing Plant where they made candies of all kinds. The flagship candy creation was “Crispy-Goo”. Crispy-Goo candy bars were the desire of every kid, and the bane of every mother. Much more than candy was being created there at the plant, without anyone knowing.

Early in the last war, the enemy developed sophisticated weaponry that sank ships without warning. Our government ran secret tests, later known as “Project Rainbow” (otherwise known as the Philadelphia Experiment), in hopes to counter-act the enemy’s devastating attacks. They powered up large generators to form electromagnetic fields around the ship, displacing light waves concealing it both from radar, sonar, and from the naked eye. Despite Project Rainbow’s many disappointing side-affects, secret experiments were initiated at the Goo Empire Processing Facility. Termed “Project Mesmerize” it provided a perfect cover-up to conduct the tests in private. 

The upper levels of the plant held the Crispy-Goo processing and packaging. By all other standards it was a normal candy plant. Health inspectors, mayors, and even employee families all visited the compound at one time or another. Deep below the plant, carved out of the underground caverns and rock contained the research labs. Seven levels of advanced equipment all focused on providing another way to win the war. But what were they really doing down there?

The human mind emits electromagnetic pulses of varying degrees. These pulses can be altered and then sent back to the brain in a strongly suggestive manner in which few can deny themselves from following, ultimately, controlling the functions of the mind. This function is called psycho-Tronic hypnosis. By enhancing this signal to the brain, the source can control the subject’s very will.

When the final fallout occurred, devastation wracked the land. All military facilities were ordered to bunker down and prepare for the worst. It was Commander Flak, head of Project Mesmerize, which decided it would be wise to gather up the workers in the factory before shutting his doors. Much to the workers surprise, the gates and doors that had previously been covered over and sealed shut, opened up to reveal a small army of men exiting. The soldiers surrounded the workers present and issued them indoors into the protection of the bunker. Reluctant, but shocked, the 20 odd men shuffled down.

They walked down winding passages and set after set of security. It was obvious that this avenue hadn’t been used very much, from all the dust and cobwebs. Running lights and reflective metal halls lighted the way. Finally it opened up into the top level of the facility. The ceilings were taller but the passageways narrower. Not much else could be seen. The “guests” were moved down in the freight elevator to the 4th floor cafeteria (3rd level in-gameplay). For the next few days nothing was said to them. They were given bits of food, and quickly realized they went from being guests to being prisoners. Riots and complaints were echoed from behind the locked doors. Commander Flak made the decision to place them into E.M.Braces that had been in operation for most of the staff for the past few months. These were just more cattle to add to the work force. This was a big base, and someone had to keep it in shipshape condition. 

12.0 THE EXPERIENCE

Our Hero can’t remember much at the start of the game. The game begins with some brief credits or instructions to the user on a black field. While showing this, a subtle flash of text fills the screen. Subliminal messages randomly flicker in and out with odd phrases pertaining to simple life decisions (LOVE YOUR GUN, OBEY, EMPTY THAT CAN, FEED THE CAT). The tone of this copy has the same humor and cheesy commercialism that the game should exude. 

Slowly, imagery starts to flash, depicting parts of our Hero’s life, and the torturous conditions he has come to exist in this facility. The implanting of the E.M.Brace is also shown, screams and some key faces that foretell of the relationships to come. The opening started off subtle and fun, but now flows into something more serious. Audio accompanying the imagery may be in the form of whispers of many people speaking and a rhythm (similar to a heartbeat perhaps). There’s a decidedly aged sound to the compilation. It feels faintly like a 40’s/50’s tune from one of the World Wars.

While the flashing is happening on a black field, suddenly it changes to the game environment. The transition is slipped between the flashes and sound. At one moment you are seeing a black screen, then a flicker of your past. The flicker ends and the game environment (with you there) are seen with the black field overlay 50% or so. Then the flicker of more imagery and then suddenly, black. Finally one last flickers (each varying in length and brightness) and the game environment is full screen, fully opaque. All audio is stopped except the rhythm and ambient level sounds. Shortly, the rhythm fades out to leave the user to stand there pondering where he is, and what to do. 

   12.1 Setting up Precedence

The interface is introduced at this point. It slides up from the bottom (or wherever/however) to signify that the player now has control over the game. After looking around at some of the controls, and briefly playing with some buttons, the user should begin navigating around the level. One of the very first items they must interact with is the BioBuddy (BB). It should be place in a fashion that when the mouse rolls over, it highlights (or whatever clue you can interact with that object). It may even have some blinking lights to gain attention. Once the user has rolled over BB, a clue is mentioned in the over the item. It tells them what they see. If the user clicks on the BB, the Hero walks over to the spot, and kneels down to interact with it.

A cinematic animation follows showing the broken robot in its environment. A button is pressed (near the blinking lights) and smoke/steam emits from around the head, as it raises from its encasing. A hand reaches in to pull it out, and holds it up to view. While looking it over you notice a big red button that says “Power”. It takes a bit to respond but the when you press the button; the head casing begins to whir and glow bright blue. The head opens up and the arm extends to reveal a claw. The claw opens up to give you your BB interface. This animation should be quick, and brief (5-12 seconds).

After they finish what is hopefully is a short and easy process of entering their information, they return to the game environment. The next few objects they interact with do not have an animation that coincides with them, hopefully increasing the importance of ones that do.

   12.2 How this matters to you

In the breadth of this story, something had to start the ball rolling. Dr. Von Tuttle has worked very hard to stunt the progress of the E.M.Brace. But recently, Dr. Takeo Fugimachi is on the brink of developing an even stronger miniature version of his brace. With weeks before the prototype becoming final, Dr. Von Tuttle finally takes action that will alter the lives of everyone in the compound.

Having access to all that “mind-control” at your fingertips there’s bound to be abuse somehow. Dr. Von Tuttle makes plans to use one of the prisoners in the compound to kill Dr. Fugimachi, and destroy the miniature plans.

Commander Flak keeps the compound’s inhabitants in fear of him. He put the squeeze on the development team to develop a better version of the brace that would allow the Operators to exert control from a longer distance, free of the need for a command post. This version will then be sold to (or traded with) the rogue military groups that he has been in contact with for a few years now.

The pressure is on, and results are expected from Dr. Von Tuttle and his team. If they don’t meet expectations, they’ll become the next test subjects. It’s a lose/lose situation.

Dr. Von Tuttle hatches a plan to kill Dr. Fugimachi, and then escape the compound via the access shafts in the cavern. However it didn’t go as planned.

The following day he selects you to be his instrument of death. You were chosen for no other reason than you were the first “Zoner” to be picked up with his homemade operator’s booth in his laboratory.

A worker from the factory above with moderate skill, he modifies your brace to focus in on the special frequency. He sends him out to get some weaponry and eliminate a few guards here or there to disguise you to get close to the target. During the attempt to kill Dr. Fugimachi, you fall through a weak part in the floor to the first level.

A short while later you awake to find yourself in a strange and dark environment with no clue where or why you are here.

At first he still believes you are unaware and responsive to his suggestions, so he tells you where to heal and where to get more weapons- effectively beefing you up thinking he’s going to use you for his own ends. Meanwhile, you’ve put together the basic premise of the brace and find out the scientist doesn’t know yours is broken.

After receiving the first few suggestions from the scientist, you work your way up the levels to finally confront Dr. Von Tuttle and his twisted plans of murder and escape. A plan is hatched, he joins your party, and you both make your way to the surface!

13.0 LEVEL REQUIREMENTS

The game world exists of many elements that help the player fashion a memorable experience. Each level has its own purpose, and therefore none of these levels are used as “filler”. If a level does not have a purpose, it’s difficult to determine what the player is to inhabit. All too often the design of the environment follows a generic theme of sewers, dungeons, and- yes, military institutes. That’s why it’s so very important that the decisions made about the world itself, serve some greater purpose. Listed are the themes and overall focus of each level intended to be included in this starter campaign.

   13.1 Environmental Hazards

Within the game exist a great number of natural and manmade hazards. Not all of these hazards will damage the player or his party. Below is an example of a few types of hazards:

· Electro-Magnetic Pylons: Though not meant to do harm, these pylons will emit a frequency and cause feedback to the hero due to his brace. The pylons will affect all characters in his party capable of receiving suggestions. This effect is a combination of visual noise, various suggestions overheard, and random imagery. The closer the character is to the pylon the stronger the effect. Characters within this diameter will also move slow and erratic, showing sparks pops and pulses from their head as they try to move in agony (playing their suggestion animation). He/she is slowly damaged by the feedback as well. 

You will only see the static if the currently selected character is within range. If you switch to a character that is out of range, or is untouched by the effects, you will not see any sign of the other’s feedback.

· Passable Hazards: Radioactive waste, toxins, open flames, bursts of fire (broken pipe), broken glass, explosions, traps, etc. Quite common after nuclear fallout, all types of waste are in the open. These types of hazards are found on the ground and can be walked on or through. They will damage the player, and if not careful, poison, radiate, or burn the character having lasting negative side effects.

· Other types of hazards I’m missing?

   13.2 Setting/Theme

Our Hero exists in a world that we can only hope will never exist. The domination of powers has leveled the earth into desolate dunes of anger and survival. Every man, woman and child for his or herself. The only thing that rules is chaos, and that is in great supply.

      13.2.1 Eldridge Facility Level 1 (Basement)

The Eldridge Facility is the player’s first experience with his Hero. It’s in these levels that a good portion of the learning is going to take place. The level looks like the basement of a factory with venting units and power generators around. The level hasn’t been used in since the flood in the lowest level, and the control rooms short-circuited. Most of the valuable supplies like firearms and food have been moved to the upper levels in various locations. 

This level is relatively dark and it’s evident that some of the walls collapsed from the shock waves of nuclear explosions. Rubble and general disarray fill the halls and storage areas.

Opponents found here are low level “monsters”. Giant cockroaches or half-drunk guards slipping down to this level for a smoke might encounter the character. There shouldn’t be more than 2 hostile encounters and 1 friendly encounter on this level. There are enough things to learn without combat overwhelming the character.

      13.2.2 Eldridge Facility Level 2

Level 2 is where most of the engineering and reparations that should’ve happened on the first level happen. Soldiers and guards are in short supply in the compound, so this level is the least of their worries. There is usually one guard for every four “E.M.Braced” prisoners. This level is much brighter than the last, but its obvious that the items missing from the first level were half-hazardly stacked wherever there is room. This makes it much more interesting for the character’s attempts to outmaneuver the opposition, and hide when necessary. This level you hear Dr. Oscar much more clearly. He unknowingly sends you to get supplies to eliminate his threat.

This level has just as many pipes and wires as the lower level does, but is more open for other inhabitants to move around. The player should be able to overhear conversations throughout this level. This is where many of the mind-control elements and puzzle pieces come together. He also meets up with Dr. Oscar and learns of the prisoners and secret exit on level three.

Eldridge Facility Level 3 (optional level)

Level contains the prisoners that were his coworkers from the candy plant. This level also has a secret exit route to the surface. Its not one that was created, as so much a big crevasse that MIGHT open to the surface. It does, but the characters don’t know whether they will be successful or not.

The cafeteria and barracks are held on here. This particular level is where the most “off-duty” personnel will be, though poorly equipped when not active.

      13.2.3 Goo-Empire Processing Plant (Surface 1)

The Hero and his companions (prisoners in tow or not) finally arrive to the surface of the world. It’s a completely depressing environment, and smoke still rises from nearby establishments, as bandits and bums wander around causing trouble. Rubble and debris are abundant, and surprisingly, tire tracks and signs of mass movement can be seen around. Evidence of other powers involved can be heard talked about. The group exits right beside the Goo-Empire Processing Plant and can see the building almost untouched. Dead bodies litter the entrance nearby. From here the player can enter the plant, but is strongly urged by Dr. Oscar and others to go find the Survivor Encampment for supplies and answers to his questions.

      13.2.4 Survivor Encampment (Home Base)

This is the Hero’ resting point. It’s at this location that he can set up camp and purchase/trade for much needed supplies for the upcoming battle. Dr. Oscar walks with the Hero until they meet someone who offers the Dr. a chance to take a look at some interesting plans for a similar belt as the one he developed. It’s from this point on, the Dr. stays in the encampment permanently and provides help as a merchant or resident engineer. From now on, for any other campaigns, he will provide the player with upgrades and enhancements. Many times he will need certain parts for the repairs or upgrades, and this will be the basis of another quest.

This camp looks like a ground version of the base in “Water World”. Tall walls of steel and tin line the exterior of the camp. Guards stand post, and a Mecca of travelers fills the inside. This base is relatively hidden or in a supremely defensive position. There are even robots and “garages” that house other means of transportation. It’s a small base, and has survived this long on their sheer defensive posture, discreet location, and reserved interference.

      13.2.5 Goo-Empire Processing Plant (Surface 2)

The inside of the plant is contains many tall, empty tanks. They once held sugars and dyes that were used in the candy process. They are now almost all empty. All the windows are blown out, but other than that, there isn’t much man made damage. The facility inhabitants to keep any troublemakers away have laid mobile turrets.  It had also prevented the survivors from rescuing the prisoners up to this point. With the impending transaction between Commander Flak and the rogue military group, the travelers must take out the turrets and lay a trap for the two groups. Dead bodies line the ground. When they get closer, large cockroach (like the one he first originally fought) scurries across to munch on some old confectionery sugar from a nearby tank. When this happens, a turret pops up and blasts the cockroach to smithereens. This is meant to “warn” the player of the danger ahead.

This is the final level for this campaign.

   13.3 Level Progression Chart (asset revelation schedule)
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      13.3.1 Level 1

The lowest level of the Eldridge compound is where the Hero begins his adventure. This level of the base used to house some of the power generators and ventilation systems (now out of commission, or dangerously unstable). It was also used to store supplies for the rest of the compound. Recently, most of the supplies have been moved to the upper levels, strewn across the base. All crates and barrels on this level contain less than useful Goo, waste, and the occasional collection of rusted machine parts The walls in multiple locations have been destroyed from shifting earth after the bombs dropped. There is one level below this, but is flooded and impassable. The Hero can only proceed to Level 2 from here.

Goals and actions set for this level are:

• Introduce and initiate BioBuddy medbot (not requiring use of healing functions)

• Initiate combat system (sequencing)

• Utilize inventory system consisting of

• Weapon (melee)

• Some type of document (reading required)

• Quest item (glass eyeball, keycard, etc)

• Experience one “suggestion” from Dr. Oscar (not knowing it’s from him)

      13.3.2 Level 2

The second lowest level of the Eldridge compound is used for basic operations. Mess halls, offices, some engineering labs, and sleeping quarters are located on this level (need more clarification). It’s in this level that the Hero meets up with Dr. Oscar and perhaps his colleague. It’s important that Dr. Oscar lives to make his way to the surface level and become a resident of the Survivor Encampment. He is the key to freeing our Hero from his E.M.Brace. It’s at this level our Hero makes his way to the surface. He can choose to either head straight to the Factory and complete his quest (to stop trade deal between Flak and rouge military group) and then go to the encampment, or hit up the encampment first (for supplies). The main force driving him to the encampment is Dr. Oscar, and the level of experience/firepower needed to complete the factory quests. The Hero can only proceed to Level 2 from here. (More clarification needed)

Goals and actions set for this level are:

· Meet and work with or against Dr. Oscar Von Tuttle to escape the compound

· Repair certain BioBuddy parts, and use Healing Functions

· Gather items further explaining situation/imprisonment

· documents on E.M.Brace(reading required)

· intercept message from Commander Flak to subordinate or rouge military group

· various materials (clipboard, kids bank (money inside), etc) for trade in the encampment

· various skill materials (magazine, book, manual, access code book, cryptography chart/device)

· Experience “feedback” from pylons (mild- perhaps not needed)

· Use skills attribute and gain a level of experience

------------------------------------------------------------------------------------

      13.3.3 Surface Level

This level is designed to give the Hero a break from combat, talk to a few people, and get a better understanding for the destruction of the environment from the war. At this point in the game the Hero learns of, or surveys the upper most levels of the Factory buildings. He gets a good idea of the threat, and what needs to be done. He can choose to either go to the encampment, or forge ahead into the factory. He will meet up with Dr. Oscar at the Survivor Encampment. Ultimately, the goal is to stop the sale of the Mobile E.M.Brace Gear by Commander Flak, to the rogue military group. 

Goals and actions set for this level are:

· Get offered to sell the BioBuddy, but cannot sell 

· Meet, and possibly defeat an NPC (desert vagabond)

· Learn of the location of the camp (talk to vagabond)

· Learn to use the Map and navigate to the Encampment

Gather items such as:

· Nil

------------------------------------------------------------------------------------

      13.3.4 Survivor Encampment

For the duration of the game this will be the Hero’s home. It is intended that the Heroes use this as his base of operations for the next few campaigns. The encampment is located in a remote area that is heavily guarded, and in a great defensive position. Picture a Mad Max type scenario with tall walls and a hodge-podge of guards keeping watch. This place is a Mecca for the traveler, wanderer, or just plain thief. The Hero can meet up with Dr. Oscar within an excursion that breaks out 

Goals and actions set for this level are:

· Speak with Dr. Oscar. Find out what is needed to remove the E.M.Brace. 

· Greet the people, and befriend someone to find housing. 

· Replenish supplies and learn some new skills/polish some old ones.

· Speak to someone about secret entrance to the Factory floors.

· Remove E.M.Brace in dirty surgical surroundings via Dr. Oscar

· Barter/Trade for items

Gather items such as:

· Upgrade weaponry

· Upgrade BioBuddy

------------------------------------------------------------------------------------

      13.3.5 Factory Level

The factory of the Goo Empire is similar to a large warehouse with old broken down, and perhaps devastated equipment. Most everything has been stripped of any value, and the office is a wreck. The entrance to the Eldridge Compound is obvious, but retains that feeling of once being hidden. There is no one nearby, except a few vagabonds sifting for loot. The encounter with the Commander and his merchant friends can end in many different ways. After this encounter, the Hero then travels back to the encampment to setup the story for many other campaigns. Perhaps he has the E.M.Brace removed then, and not before?

Goals and actions set for this level are:

· Flashback of work environment. Understanding of his past. Perhaps a cinematic flythrough of the plant as it used to be.

· Set explosives, or some other form of deterring confrontation for the Commander and company.

· Fight off, run off, or other (trick to fight each other?) the two foes (Flak, and the rogue military group)

Gather items such as:

· Loot to sell

· Information, or prize for finishing the “game” goal.

14.0 GAME ELEMENTS

Below is a tentative list of interactive objects, characters, and units that might be found in the game world. The list is far from complete, but give a general outline and basic description. I foresee this section being added to during asset production. This list will become most helpful during other campaign productions, and is a good reference for what has been created, with standards in mind.

Difficulty Level:

         * = Pushover

****** = Near Invincible

   14.1 Key Characters

Our Hero

The Hero is the main character of the story, and the player’s avatar in the game world. The Hero has moderate stats that are edited at the start of the game. Certain augmentations and character abilities are granted/chosen at the start of the game via the BioBuddy. An experience point based system is used to reach subsequent levels of ability and prominence. Abilities might include characteristics that alter your dialogue options, combat sequence or anything else that makes up the Hero’s stats.

He is of average height and build. It’s uncertain at this point whether or not he is a “generic” male or has some preset personality traits and/or characteristics. For all intensive purposes, the Hero is a clean slate that the player can modify and develop however they feel fit.

Dr. Oscar (Von Tuttle): **

Dr. Oscar is one of the lead scientists/engineers brought into the compound to work on the Project Mesmerize. Through his own error, he accidentally let you fall through the weak floor on Level 2 and awoke you from your mindless cage.


Dr. Oscar is a generally good guy, but the years of war and seclusion in the compound have made him loose and spastic. He has used his wits to keep out of the line of fire, until recently. The doctor is receptive to anything that might free him from the Commander's iron fist and unrealistic expectations. Even though he might be open to the idea of escape, he isn’t about to put his life on the line. This personality choice is supported by his attempt to use you as his personal assassin. 

The good doctor is not really the fighting type, but will fiercely defend himself. He carries a laser scalpel but prefers to use the bots to protect him instead, with his remote control device. He has the ability to get to most places in the compound, but not unnoticed. Dr. Oscar is a prize in these desperate times, and the Commander isn’t about to let him "get lost". He may have an escort to most places he goes, and definitely guards on his living quarters. The doctor is the key to understanding your surroundings and predicament.

Initially the doctor will contact our Hero through the adjusted E.M.Brace. This interaction is an exciting aspect in the game because this opens up new forms of interaction with the character through dialogue and VO instructions. Always in the form of a suggestion the doctor takes great risk to contact you. Such contact might be “Don’t you want to go down that hallway?” “Can you feel the guards around the corner ahead?” “I believe you’ll find a keycard behind that plant.” These suggestions are just that, and will be surrounded with other streams of Operator voices. As the journey proceeds, the voice becomes less dry and hopefully develops a relationship with the player. The doctor doesn’t know that you have fallen through the floor of the 2nd level, and are now conscious of your surroundings. With that in mind, all of the contact from the doctor is mysterious, and wrought with ill intentions and motive. When you finally confront Dr. Oscar in the 2nd or 3rd levels, it is as much a surprise to him as it is to you what has unfolded.

Commander Flak: ****

He is the villain in our story. Though the Crispy-Goo factory was used as a front, the true voice in secret Project Mesmerize was Commander Flak. He suppressed the factory workers and initiated the kidnappings from the surviving communities. He has made plans to provide the group with Mobile E.M.Brace Gear (M.E.M.G.) that can implant the reception enhancing mind-control hardware that most of the base’s population wears. With this mobile unit, they can start collecting survivors of the final fallout and rebuild. At this stage the base has only developed a short-range unit that requires emitters to extend the psycho-Tronic control.

This commander carries an automatic rifle and wears the normal, anti-Operator trance armor. His strength and speed is augmented, and is a crack shot. However, he relies on high-tech gadgetry to circumvent combat whenever necessary. 

RoboRudy: ******

Commander Flak’s bodyguard, RoboRudy is a 7.5-foot mech/robot developed during the war for front line infantry. Among RoboRudy’s arsenal are twin mini-Howitzers, 2.5” mortar cannon, and various defensive devices. (These weapons are subject to change when the arsenals are further flushed out.)

RoboRudy is always at the Commander’s side, and is the epitome of a defensive droid. RoboRudy’s immense size, however, restricts him to certain avenues.

Private Stanley Goldwater: *

He is first introduced in the early stages of the game. Effectively, he is the contact the Hero makes who gives him “shelter” and supplies to continue his journey. Private Stanley Goldwater was first commissioned to the facility just before the fallout. He was caught in the mess hall on the 3rd level when the final fallout occurred. Mountains of rock tumbled down and that side of the compound collapsed. He was alive, but trapped. The entire facility attempted to dig out the survivors, but when word came about what had happened, a panic spread and little was done to mount a rescue afterward. Private Goldwater was in a sizable area open enough to walk around in. He dug for food and kept warm for a week. When he realized there was no rescue, he began to dig himself out. Months went by before he was able to reach another part of the base. He finally broke in on a ventilation shaft and quickly uncovered the truth of Project Mesmerize. Weak in the mind, he continues to move about the lower floors and “haunts” the population. His base of operation is still in this collapsed mess hall.

He has very few health points. In fact, if a shot were to be fired, whether you missed or not he would still keel over dead from the burst of excitement and stress. He has no special abilities to share, but has access to areas normally off limits to the player. If you bribe the Private, he will fetch items for you to trade (accessible ventilation maps). Things you might trade to him: Crispy-Goo candy bars, shiny objects (including your gun), and anything to read. Though there will be an abundance of things to trade him, he wont always get you exactly what you had hoped for. The conversation with him is less than perfect English, and might often produce results not wanted. Initially he will have supplies there to “barter” for. It’s at this point that the values of objects change. The armor you feel is worth $500 might actually be worth $25. Just like the candy bar might be worth over $100 each. One man’s junk is another man’s treasure.

Tronic Operators: **

Tronic Operator, otherwise known as an E.M.Tronic Operations Officer, works in a large control room in the uppermost part of the facility. 

The Operator is never fully confronted and therefore has no combat or movement stats to speak of. What is seen of him may be through a security console, or a flashed image. He looks like a figure in a lab coat, and nothing more.

   14.2 Basic Personnel

Most characters in the game will come from 4 different types.

· Male/Skinny (fit)

· Male/Overweight (jolly)

· Female/Skinny (fit)

· Female/Overweight (jolly)

Also found within the world is a wide variety of ethnicities. Racial influences and gameplay will be found only on the robot vs. human level. There will be no other underlying emphasis put on any one racial type.

Eldridge Compound Guard: ****

The compound guard is a common sight in the game. This character is your staple front line of offense and often carries either a pistol, SMG or in some cases, a K7 Rivet Gun.

This character wears the densest armor called the XN2 Battle Armor.

Eldridge Squad Leader: ****

The squad leader is just like the compound guards except they have the ability to command and control other guards to attack, retreat and call for backup. This version of the guard also wears the S.A.G.E. Field Armor, and usually carries a pistol.

Class 1 Worker: **

This is the classification the Hero received when he began his servitude. This is the lowest and most common person in the facility. They easily double the number of all other classes of characters residing below ground. For that reason, they have all been placed into E.M.Brace status and the upper conference/control rooms have been converted to control the general population and maintain the facility’s basic operations. Class 1 will not attack the Hero unless they have been attacked by anyone, or unless they’ve been given direct orders to do so. Class 1 cleans the floors, scrub the pipes, dig the rock, and other various “brainless” activities. They are blissfully happy and compliant. For all intensive purposes, they are cattle.

Weapons might include a variety of work tools (nail gun, blowtorch, steam wrench- etc).

Class 2 Worker: ***

A Class 2 consists of the engineers, technicians and other service-oriented crew. The medical staffs, up to the actual surgeons themselves are all Class 2. It’s more common for the Class 2 workers to be allowed to “think” for themselves on a more frequent basis in order to accurately perform their duties, but still require the E.M.Brace gear. They are moderately healthy and happy, and have little reason to question authority. They will, however, attack and pursue if they are attacked by anyone.

Weapons might include tools used on the job (pulse modulator, scalpel/knife, baton/wrench/drill- etc)

Class 3 Worker: **

The Class 3 worker is the rest of the non-military units that inhabit the facility, that are not directly under the influence of the E.M.Brace gear. These might be the guarded lab scientists/physicists that are working on the M.E.M.G., or the Operators in the control room that maintain the trance states on the lower class workers. The weapons range for these units. The Operators would not have any weapons on them, but they would have on special suits to ward off and defend against “feedback” from the Electro-magnetic fields used. They wouldn’t have guns or other such devices, but would rely on their own mental prowess in a “hand to hand” combat situation. They would also rely on the armed guards that are constantly protecting them. For this reason, the Operators tend to become egocentric from all the “power” they exert over the population, and the extra plush environments they are awarded. On the lower part of that food chain are the brains behind the scenes (surgeons, scientists, physicists, hydroponics officers, R/D teams and other various political figureheads). The majority of this class does not carry weapons, and would even cower in the face of such aggression. Class 3 workers are relatively easy to kill, but are usually heavily guarded, and more useful for interrogation.

   14.3 Mechanized Units

Mechanical units are the most interesting units of the game. They are as varied as there are specialized needs. Each bot is made up of 7 parts. 

· The head (or core)

· Upper Torso

· Lower Torso

· Left/Right Arm

· Left/Right leg (or lower locomotion device)

Below are listings of some of the basic types of bots in Static.

PatrolBot: ***

This bot was first introduced to the facility when it was being dug. It has a neatly fitting hover converter that allowed it to be sent into open crevasses and report back to the team above. They were such a hit that they were commissioned to patrol the various levels of the compound. In fact, special doors and access vents were constructed to allow freer access to patrol routes.

This charge of energy will stun the opponent and drop him/her to the floor quivering in his or her own bile if not properly protected. A “Charge-vest” will reduce the effects of the energy, and even store some in a cell connected to the vest. (Damage is usually halved, with a reduction in chance to be stunned) The stun does not last long, but the effects are paralyzing for the time afterwards.

CombatBot: ****

This bot is the standard front-line fighting machine equipped with a twin Furley 1040 machine gun on one limb, and an 80,000 psi metal claw on the other. It is a head taller than most humans, but because of its high power requirements, they are commonly found powered down guarding.

MedBot: ***

Unlike your common soft-voice female nurse, the Medbot has the voice of a Drill Sergeant who is constantly calling you names, and berating you for being shot and not in the fight. A real contradiction, this bot will “inspire” you to get back to the battle.

The Medbot has been greatly improved in the past years. Evolving from the BioBuddy module, this bot will auto-heal any friendly unit in the group, and try to revive dead or unconscious characters, a real “life-saver”.

Repair Bot: ***

The Repairbot has a sexy side to her, and finds repairing things to be a past time worth doing right. She can repair and “revive” any bot or mechanical device, given enough time and the right tools. The maintenance guys enjoy her company, and soothing touch.

T-180 Subterranean Construction Vehicle (SCV): ***

The T-180 SCV was a staple in the construction of the facility’s various levels. It was first developed to protect a human from the low oxygen content of the earth’s mantle. Early attempts revealed that 90% of the subjects became highly disoriented and claustrophobic. Even with the protective layers of the suit, it wasn’t easy to work in that heat or dangerous gaseous atmosphere.

Revisions to the T-180 SCV contained a fully functional robotic entity that didn’t have any of the issues previous excavations had. The SCV is equipped with dual-radon carbine tipped drills and torch accessories. It has virtually any equipment available to build whatever desired in this environment. Its self powered by a gas-recycling system and requires little tuning or repairs. The major downside to the T-180 SCV is its faulty wiring. Prolonged exposure to welding or blasting or intense heat of any sort has been known to warp the rear protective plate. Warping of this plate can cause erratic behavior or even meltdown entirely. This was a repaired on site rather than recalling the line.

   14.4 Doors and Entrances

Bay Doors- these doors are usually twice as wide as normal double sliding doors, and they tend to rise into the ceiling. Some keypad combination or keycard almost always opens them. Access to such areas is usually for large machines.

Normal Door- for all other entrances that don’t require a keycard or valve wheel to enter, this door is used. It has no lock, and if powered, automatically opens for any subject close enough to activate it. It is usually made out of steel or a combination of metals. It can be either single or double width.

Barricade- For any place that isn’t fully enclosed, like a door, a barricade is used. This can be some sheet covering an entrance, or a few cardboard boxes. Whatever it is, a simple click on it will remove it as an obstacle. These gateways have no lock mechanisms at all, however, may require a strength check to see if they can be moved.

   14.5 Elevators, Lifts and Hoists

Personnel Elevators- there is approximately 4 elevators found throughout the lower complex. 2 of these elevators are personnel elevators and are meant to only carry human sized figures. These elevators are activated with a push button mechanism. The higher the level in the facility you want to go the higher the access you are required to have. This is a mechanism that was attached after the final fallout, and therefore looks like it was quickly, but securely attached to the elevator buttons. A numeric code is required and prolonged tampering may cause the elevator to close its doors and lock you in. This elevator does not go all the way to the surface. It extends the inner levels of the base and the top crevasse of the 7th floor. These elevators are immune to damage done by combat.

Maintenance Lift- This lift was the first installed in the complex to move materials and heavy machinery around. However, it didn’t escape the shock wave of the final fallout either. A few cables snapped and it short-circuited. A Class 7 Mech. is still on the lift, but is stuck because it’s halfway between floors. The lift has no lock mechanism, nor any access required. If the player ever attempts to fix the elevator he succeeds. However, the surface button is stuck depressed. When any other button is pushed, it does nothing but gives an odd “broken” sound. As the player leaves the room, the lift shakes and then heads to the surface. Later in the game, the player will fight the Brethren of Monthawk on the factory floor. He will be able to, and have knowledge of the mech. it’s intended to be used then.

Executive Elevator- The compound has 3 types of people in it: The workers, the staff, and the figureheads. When Project Mesmerize was having success it attracted much attention from Washington. It wouldn’t be prudent to have these ranking officers and politicians ride the same elevators as the working class or staff, so an executive elevator was installed. It has direct access to the viewing labs and experimental chambers. This elevator works and is still used by the tyrannical Commander Flak. This elevator has a number of access devices that are required to enter and run the elevator. It has a retinal scanner for verification purposes, and then a voice command must be recognized and issued to command the direction of the lift. To enter the elevator chambers themselves, a special keycard is needed, and a numeric code. For the Commander himself, however, these are circumvented to accommodate voice command for all commands.

   14.6 Weapons/Armor

9mm Pistol

1 clip: 15 bullets

The pistol is the sidearm most all security officers will be carrying. Standard military issue, perhaps. This weapon will most likely be found on the dead bodies of soldiers/guards, or in the lockers of the military personnel.

The “Lawman” Revolver

1 circlet: 6 bullets

SMG Grease Gun

Fully loaded: 30 bullets

Burst shots: 5 bullets

Laser Scalpel

Fully loaded: N/A

Burst Shots: N/A

K7 Rivet Gun

Fully loaded: 150 nails

Burst Shots: 20 nails

Static-Pulse Generator

Fully loaded: 1 grenade

The Pulse Generator is a fallback from the EMP grenade. Because the EMP grenade effected military gear and vehicles, the Static-Pulse Generator (SPG) was developed to make most types of sensory radar equipment “blind”. This included personal gear as well, but the effect only lasts for a matter of minutes and then the generation charge runs out. It can attach to almost any surface, and even underwater. It does no damage, but can be targeted and disrupted with a placed shot. It’s about the size of a cell phone.

XN2 Battle Armor

This armor is your basic armor providing fantastic protection from the flurry of bullets you are sure to see.

S.A.G.E. Field Armor

Usually worn by squad leaders, its light with relatively good coverage. It will also get you in many restricted places.

Trance Armor

This type of armor is an upgrade to the normal combat armor. It provides a little less protection from missile weapons, but block extremely low frequency (EMF) modulations that the trance generators create. EMF is the pulse waves used to enable mind control.

Nano-Suit

This suit is a very fine skin of tiny robots that patch together to protect the “wearer” from a variety of hazards (disease, toxic waste, particle and laser weapons). Although it doesn’t provide many defenses from normal missile weapons, it can be worn in conjunction with other armor to provide SUPERIOR protection. This suit is actually strengthened with energy is applied. These robots repair themselves, so durability is high. This suit is most likely to be found in a test tube or petri dish somewhere, and is VERY rare. 

   14.7 Misc. Items

· Crispy-Goo candy bar

· Instruction Manuals (Book/magazine/manual)

· Remote control

· Speaker module for BB

· Spices (chemical enhancements)

· Lunchbox (with a clue inside)

· Bible (documents hidden inside)

· Iron kids bank- containing money

· Railroad spike- like a roll of quarters you punch within your fist
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