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Multi-Commander

Art List and Cinematic Moments

(version 0.11)

UPDATES: All updates in this color. Changes list not complete, only with minor thought thrown in. Assuming that all text in this color were new ‘cut’ text from previous doc version, stuff deemed no longer necessary.

SPACE OBJECTS


By category.


KILRATHI

FIGHTERS

1. Strakha (Cloaking light fighter) - New style, Strakha equivalent.

2. Darket (light fighter) or modern equivalent (ME) - New style, Darket equivalent.
3. Dralthi Medium fighter - New style, Dralthi equivalent.
4. Paktahn Kilrathi Bomber - New style, Paktahn equivalent.
5. Bloodfang  (heavy / special fighter from WC3) – New style, but semi-assymetrical bad-ass dangerous looking equivalent.
CAP SHIPS/Other Vessels


6. Transport (military markings) – Old model retextured to look old. Also new model looking new and bit different. Should include some modular components that could be shared with a Kat base of some kind.
7. Marine – Assault/Landing Craft

8. Dreadnought (Boss @end of Act II) – New and bad-ass. Has a fighter complement.

9. Kilrathi DD

10. Kilrathi CG – Has a fighter complement.

11. Kilrathi KCOINCOM CG (Could be same as other CG, but with different textures, and a slightly different looking model). Has a fighter complement, is Kilrathi player’s vessel.

12. Kilrathi Corvette

13. Kilrathi Mining/Refining Vessel (BIG) - Should include some modular components that could be shared with a Kat base of some kind.

STRUCTURES

1. Components for construction of Kat Base

2. Kilrathi Turret Mines (use same mesh for Confed, different texture)

3. Kilrathi Sentry mines (use same mesh for Confed, different texture)

CONFED HUMANS

FIGHTERS

1. CIS – Light Fighter NEW

2. CIS – Medium Fighter NEW

3. CIS – Heavy Fighter NEW

4. CIS – Bomber NEW

5. CIS – Experimental Fighter NEW – Fighter from Area 51

CAP SHIPS/ Other Vessels

6. New Cruiser – New Confed Super-Duper Cruiser. Looks brand new and lean and mean. Many guns, and medium fighter complement. Player’s base vessel.

7. New Destroyer – New design, current with whatever is new Confed design paradigm (hopefully the Sulaco look).

8. New Carrier – Possibly design is a new kind of ‘Escort Carrier (see WWII)’ designed to be built fast after loss of ½ fleet, and not to be quite as functional as Midway or other fleet-carrier. Regardless, should be all new design, current with whatever is new Confed design paradigm (hopefully the Sulaco look). CVE

9. Redesign/Upgrade – Murphy-class Destroyer – Should be made to look older with slight mods and aging.

10. Redesign/Upgrade – Plunkett-class Cruiser – Should be made to look older with slight mods and aging.

11. Redesign/Upgrade - Confed Super-carrier (Midway Class)– Should be made to look older with slight mods and aging.

12. Redesign/Upgrade – Cerberus assault cruiser / modified (texture / cloak) – Unsure if this is necessary. If still want, beg for redesign modification to make more dangerous looking, and not appear as 57 chevy. ?

13. Research/Work pod – As seen in Prophecy opener – Still usable.

14. Heavy Transport – Still usable. Should probably be new design. No design constraint, if Civilian. Should fit Confed paradigm, if a new military ship.
15. Civilian transport - mining/cargo
STRUCTURES
1. Shipyard Command center – (central control nexus for Confed the mega-shipyards). Kinda looks like Starship Trooper’s station Ticonderoga.

2. Fuel Tanks – Huge and modular. Part of refining complex. Should have a few cap-ship sized tanks, and some smaller fighter-sized tanks.

3. Huge Confed/Civilian Cargo Depot. Has docking and storage facilites. Stores many transport-runs full of cargo.

4. Station (military) – small

5. Station (military) – large

6. Station (civilian) – medium

7. Station (research) – big

8. Orbital Fit-out Facility/Armoury – Able to hold several of ships. Think ST:TMP or STNG drydock

9. Research base – Asteroid mounted

10. Surface Engineering base

11. Floating gun turrets

12. Mining Base – Ore

13. Mining Base – Gas

14. Surface Weapons Depot

15. (Space Stations and Surface Buildings – These types of structures should all have a strong modularity of construction. That way we could make various kinds of space stations and surface buildings easily, like snapping Lego’s together. We’d obviously want some unique pieces, however.)

PLAYSCAPE OBJECTS

TRAINING

1. Rings to fly through 

2. Turret Box (for movement training) 
3. Laser Cage (for combat training

SPACEFLIGHT

4. Planetoids (3 sizes) – Propose 4: One Asteroid (Midway sized, with surface canyons and tunnels through it), two meteoroids (one Cerberus sized, and two fighter-sized with different shapes).
5. Ship debris / Base debris for debris fields

6. Mine fields

7. Corpses / Body parts

8. Glass and/or Force Walls

9. Frozen liquid / Iceteroids – Small icy rocks.
10. Force shield buoys

11. Slip-zone tracks (??)

12. Comet w/ Research base

TERRAIN

13. Flat and rolling desert terrain

14. Sharp, rocky mountainous terrain

15. Lush forest terrain

16. Anti-aircraft weapon turrets

17. Human Building (small, med, large)

18. Kilrathi Building (small, med, large)

19. Water/Ocean terrain

20. Snow/Ice terrain

Cockpit Objects (Virtual Cockpit Mode)

HUMAN

1. Confed “Generic” 180 Multiplayer Only
2. CIS Light Fighter 360

3. CIS Medium Fighter 360

4. CIS Heavy Fighter 360

5. CIS Bomber 360

6. CIS Superiority Fighter 360 

7. Damage: Mesh pieces

8. Damage: Glass
9. Damage: Instruments

KILRATHI

10. Kilrathi “Generic” 180 (one hundred and eighty degrees visible.  Prevents you from seeing the body of the craft) Multiplayer Only
11. Kilrathi Light (Darket/Strakha) Fighter 360

12. Kilrathi Medium (Dralthi 2750) Fighter 360

13. Kilrathi Heavy Fighter 360

14. Kilrathi (Paktahn) Bomber 360

15. Kilrathi (BloodFang) Superiority Fighter 360

16. Damage: Mesh pieces
17. Damage: Glass

18. Damage: Instruments

Cockpit Gauges (Any Mode)

HUMAN

1. Radar

2. Comm VDU (bracket)

3. Mission Timer

4. Set Speed Indicator 

5. Actual Speed Indicator

6. Missile LOCK warning

7. Selected Gun Weapon Display

8. Selected Missile Weapon

9. Target Status VDU

10. Gun POWER indicator

11. Afterburn FUEL indicator

12. Player Ship Status

13. Power System

14. EJECT warning light

15. Objective Window

16. Target List

17. Missile Lock animations

18. BEAM weapon lock animation

19. STREAM weapon lock animation

KILRATHI

20. Radar

21. Comm VDU (bracket)

22. Mission Timer

23. Set Speed Indicator 

24. Actual Speed Indicator

25. Missile LOCK warning

26. Selected Gun Weapon Display

27. Selected Missile Weapon

28. Target Status VDU

29. Gun POWER indicator

30. Afterburn FUEL indicator

31. Player Ship Status

32. Power System

33. EJECT warning light

34. Objective Window

35. Target List

36. Missile Lock animations

37. BEAM weapon lock animation

38. STREAM weapon lock animation

NAV MAP (Any Mode)

1. NAV/Action Sphere grid

2. PILOT Buttons for comms

Poly-Pilot Characters for Spaceflight

FULL HEAD & BODY UNIQUE MESH/TEXTURE:

1. Confed CAG

2. Confed Captain

3. Kilrathi CAG

4. Kilrathi Captain

BODIES:

Meshes

1. 3 male human

2. 3 female human

3. 3 male kilrathi

4. 3 female kilrathi

Textures

1. Human flight-suit male/female

2. Human officer uniform male/female

3. Human civilian male/female

4. Human scientist male/female

5. Kilrathi flight-suit male/female

6. Kilrathi officer uniform male/female

HEADS:

See document on Swap-and-Tone-Texture-Mug-Shot-Kit(
GAMEFLOW OBJECTS

1. Main room (Confed Cruiser, Kilrathi Cruiser) for Save, load, stats, etc.

2. Briefing room for Confed

3. Briefing room for Kilrathi

MENU COMPONENTS LISTING
1. Main Menu

2. ESC Menu

3. Multiplayer GAMES menu

4. Multiplayer HOST/JOIN menu (where you are when you have decided either to HOST or JOIN a multiplayer game)

5. Options Menu

6. Pilot Menu (where you create your pilot)

7. Save/Load Menu

8. Instant Action Menu (where you put together a quick single-action sphere gauntlet to test your skill)

9. Exit Confirm Yes/No Menu

10. Confed ICIS Pilot / Kills / Statistics and MEDALS interface

11. Kilrathi Confed ICIS Pilot / Kills / Statistics and MEDALS interface (Identical to Confed except for color variation and different icons for buttons)

12. Confed ICIS Cerberus Movement / Mission Briefing interface

13. Kilrathi Cerberus Movement / Mission Briefing interface (Identical to Confed except for color variation and different icons for buttons)

14. Confed ICIS E-Mail / Communication interface

15. Kilrathi ICIS E-Mail / Communication interface (Identical to Confed except for color variation and different icons for buttons)

16. MEDAL: Great Assembly Medal of Honor

17. MEDAL: Silver Star

18. MEDAL: Bronze Star

19. MEDAL: Purple Heart

20. MEDAL: Flying Cross

21. MEDAL: Pewter Planet

22. MEDAL: Ribbon system to add to pre-existing medals to indicate multiples or ‘special’

23. Kilrathi cool medal #1
24. Kilrathi cool medal #2
25. Kilrathi cool medal #3
26. Kilrathi cool medal #4
27. Kilrathi cool medal #5
SPACE BACKGROUNDS, STAR FIELDS and NEBULAS

1. Three different SPACE backgrounds (distant STARS)

2. Three different STAR FIELD backgrounds (near STARS)

3. Six different NEBULA backgrounds (near CLOUDS)

4. Volumetric nebula clouds

5. High atmosphere mist for PLANETS

6. Low atmosphere clouds

7. Gas Giant atmosphere - modifiable colors

8. Nebula- modifiable colors

Weapon Types

1. New weapon type: BEAM

2. New weapon type: STREAM

Multi-Commander

Story Moments

(Script Outline)

Each of the story elements will be displayed singularly.  We will NOT EVER show game engine cut-sequences adjacent to rendered CGI.  Each element must contain all of the revelatory content so that it can be placed appropriately.

Anticipate that CAMPAIGN MISSIONS are the ‘default’ separator between the content elements listed below.  The cycle, as in previous games, is: watch something, then fly, then watch something new.

Story Table: Due to the radical changes in the game’s structure the story points listed here are merely reflections of the big moments in each stage.  After final mission structure has been worked out, these moments will be ratified.

01
Act I: Intro, SOL SYSTEM
CGI: Set the stage
The Kilrathi domination of SOL system…Kilrathi ships bombard the Earth’s surface and multiple Confederation vessels are either retreating in multiple directions or being destroyed. Fighters buzz, Capships belch energy at each other…



02
Act I:  Kats setup: ALPHA TAURI
GEC: Kilrathi forces setup
Establish the KCOIN cruiser, and the Kilrathi fleet.

03
Act I: Confed Setup: ALPHA TAURI
GEC: Confed forces setup
Establish the Ship Yard, and the injured remnants of the Confederation forces in this sector.

04
Act I:

Kats advance 
GEC:

Kats take Ship Yard
Kilrathi DREADNOUGHT moves towards its goal with support craft weaving around in patrol formations. The only automated defenses are destroyed as multiple assault shuttles move on the Ship Yard

05
Act I:

Confed

retreats


GEC: 

Confed flees to Moller-

haug jump
Confederation ships approach the Mollerhaug jump point and blip out of existence. They reappear in the Mollerhaug system.

06
Act II:

Mollerhaug
GEC:

Confed acts
Confederation scene involving “Area 51” section of Mollerhaug.

07
Act II:

Mollerhaug
GEC: 

Kilrathi investigates
Kilrathi scene involving “Area 51” section of Mollerhaug.

08
ACT II:

61 Cygni
GEC: Confed Gorillas or Guerillas?
Confed fleet maneuvers to hide in the tail of the Comet passing through the system, Gas Giant visible in the extreme distance.

09
ACT II:

61 Cygni


GEC: Kilrathi

Gas Giant Gamble
Kilrathi detachment sets up shop near the jump point to Enigma Sector at the Gas Giant. Comet visible in the extreme distance as they dispatch automated defenses. 

10 
Act II / III: Transit to ending (WIN) Confed
CGI: Confed wins
Confed is now ready to launch the final assault on the Kilrathi emplacements in Sol system.

11
Act II / III: Transit to ending (LOSE) Confed
CGI: Kilrathi win
Kilrathi have finally located the Confederate cruiser and her escorts and are en route to destroy.

12
Act I: Transit to ending (LOSE EARLY) Kilrathi
CGI: Confed wins EARLY
If Confed wins prior to the END of the game, we get a special what have ya.

13
ENDING
CGI:  Confed Wins
Winning Endgame for Confed

14
ENDING
CGI: Kilrathi win
Winning endgame for Kilrathi

