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Design History


This is a brief explanation of the history of this document. What have happened and what have been added over the time

Version 0.5


Started writing the Design document.

Game Overview

Details

Detail point #1


This game is a way to show a part of the game universe i am currently trying to develop. It is a Sci-Fi post apocalypse design taking great influence from the many sci-fi series i have seen in my time and adding some new stuff that i either made up or not remember seeing.

Detail point #2


The mod can only run with a legit install of half life 2 using steam.

Common Questions

What is the game?

It's a class based coop mod for half life 2.

Why create this game?


I have a universe thats been slowly forming in my mind and this was one of the ways to let it out, a table top rpg is also on it's way.

Where does the game take place?


The remains of the once great Mars colony.

What do I control?


The Player will control a unit for a special team designed to handle problems regarding the remaining colonies safety.

How many characters do I control?


It's a simple FPS design and the player will only control one character at a given moment. When you die you will control a new character based on the same values the lase one had.

What is the main focus?


The main focus is a game that you can play together with some friends trying to complete the level in a new way.

What’s different?

New design, new environment, multi path level design.

Feature Set

General Features

Coop Game play

3D graphics

32-bit color

Multiplayer Features

Recommended for up to 4-5 players, support for up to 16

Coop designed problems.

Editor

Comes with world editor

Get levels from Internet

Editor is super easy to use

Game play

The game will allow the players to take different ways trough the level. The design is often to get from one part of the map to another. The decision how to get there should on the other hand be up to the players. Different classes will have the possibility to open up different ways trough the map. The hacked can open doors and manipulate electronic based systems, the demolition guy can blow doors, open and clear paths the other classes are unable to handle, the scout will have a grappling hook reaching altitudes unreachable for the other players.

The Game World

Overview


The game world will be based on the remaining industries and living spaces of the colony.

World Feature


Design that allowed the game to be completed while ignoring parts of the map completely or running trough every part killing everything.

The Physical World

Overview

The following describes the key components of the physical world.

Key Locations


Utopia: new formed colony shaped from the ashes of the old world. The Fusion Reactor: Home of the religious. The hive: Home of the malfunctioning worker robots.

Travel


Most travel will be done trough walking or the use of teleporters, maybe some trains.

Scale


The scale will be 1:1 FPS style

Objects


Airlocks, computers and old world machines. Train stations, working and non working.

Time


There will be no active time system. The storyline missions probably will have a date and time connected to them.

Rendering System

2D/3D Rendering


The game will be rendered in 3D using the half life 2 Source Engine.

Camera

Overview

The camera will be simple FPS style following the eyes of the character you are playing.

Camera Detail


The hacker will get access to computer systems that will give him the possibility to watch trough security cameras etc.

Game Engine

Overview


Half life 2 Source engine, trimmed trough the use of the Half life 2 SDK.

Collision Detection


As the mod will be based on the Source Engine, havoc physics will be used.

The Level Layout

Overview


This section will describe 

Level Layout Design: The Train Station #1

Level name: Transportation.

[image: image1.wmf]
This is the concept design for the train station. The open parts will represent airlocks out to the mars surface. The trains run over the surface of the planet between different stations. When arriving it enters a airlock thats closes behind it, air is pumped in and the inner door is opened. The train themselves are like one large wagon.

Background: You and your team where on your way to report to Research Station Gamma in Sector 16. The only secured path to sector 16 is by train from station 74. About one hour ago you received a communication from the station but the transmition was cut mid sentence and all attempts to reestablish communication have failed. As you get closer you find one of the station guards dead from multiple bullet wounds, by the marks of it made by Fanatics, you ready your weapons . But how did The Fanatics get here unnoticed and what would they want with Station 74?

Mission objectives:

      1.   Turn the main power on.

2. Fill the airlock with air.

3. Open the door and the train will enter the station.

4. 4.Climb on board the train and enter the engine room and use the controls to finish the level.

Bonus objectives:

1. Clear the Station from hostiles.

2. Stop the Enemies possibility for reinforcement by deactivating the Teleporter System.

Game Characters

Overview

This section will describe different characters in the game.

Different Playable Character types:

Mars Security Detail 

Recon: 
Built for speed so to say. Simple gear, thin/medium body armor, some kind of grappling hook. With long range sniper weapons or silenced/close combat weapons. Flexible and stealthy. 

Technician: 
Basicly a non combat action character. Will have small arms, but basicly more gizmo's like hacking tools etc used to control turrets, airlocks, doors and so forth. 

Demolition: 
When the techie fails or there is something broken in the way, the demolition guy steps forward. He got heavy weapons and body armor. The "full action shoot everything that moves" design. But he is slow and might get cough in the open attacked by many enemies at ones. 



Enemies and Monsters:

Regulators:

Hunter: Kinda like the camera drones in half-life 2. A simple flying design that are used to find targets with some kind of camera attached. 

Destroyer: Humanoid robot, preferably a little larger then the player with the weapons attached to the body. Melee or Ranged. Examples on different humanoid robot designs can be seen in Battlestar Gallactica(Cylons) Teminator, I Robot and Ghost in the Shell. 


Bugs:

Bugs:
Bugs: 
Workers in different sizes: Small flying thing like the manhack, equipped with a laser instead of a saw blade used for cutting metal. Larger bots with the same purpose but with more powerful lasers and probably walking not flying. All industrial shapes are welcome. 


The Deciplies of Christ 


Basic Religious Fanatic:


Teared clothes, scars and maybe some kind of simple blunt weapon, a pipe or other heavy object. 


Defender of Fate:

A fanatic with shining/clean body armor and some kind of sci-fi/modern weapon. Design leaning towards Mutant Chronicles: Brotherhood. 

A common theme for all followers is a symbol representing barbed wire or thorns in a circle with 6 point out and  6 points in. 


Weapon and Equipment

Overview


Overview of weapon and Equipment used in game.

Weapons:

Unspecified Energy weapons.

Unspecified Automatic Shotgun, 

Different kinds of Melee Weapons.

FN F2000,

PG90,

Bombs,

Grenades.

Equipment:

Grappling hook,

Electronic Pulse Device,

Bomb Remote.

Vision modes.

Single-Player Game

Overview


Currently non existing. Maybe later a more role playing single player experience will emerge.

Multiplayer Game

Overview


Multiplayer games will work so that you fight together with your friends trying to reach a given number of goals. Some that are team based , some bonus missions that will be class based and some that requires team effort like 2 or 3 buttons that require that they are pressed on the same time.

Max Players


I think Half life 2 DM supports 32 people as max. The mod will be made for about 4-5 players at the same time.

Servers


It's a client/server layout.

Customization


Change class, take another rout, beat your time record or score. 

Internet


 Half life 2 have a system where a mod automatically lists servers that are running the current active mod.

Saving and Loading


The game won't support saving and loading because the levels are to short and it will simply make things weird if everybody have access to save load functions.

World Editing

Overview


World editing will be done trough Hammer, using either the Half life 2 fgd files for standard Half life 2 maps, or the mod fgd with mod specific features.
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