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General Design Goals


Wing Commander Armageddon will propel the Wing Commander series to its next level.


Wing Commander Armageddon will be synonymous with “the best space combat game in the universe.”  Our overall goal with Wing Commander Armageddon is to drop the jaws of the industry with our technology, artwork, and overall game design. The Player’s involvement will culminate leading the attack in the most spectacular battle sequence ever seen in any videogame.


We created the heart of the game first.  To create the best gaming experience, we started the design from the bottom up.  Our game designers set to work creating extensive mission designs for the game, we took the best of the best, placed them in order of difficulty, and only then wrapped the story around them.


Wing Commander Armageddon can best be described as the story of the Player’s successes and promotions through the course of an ever-changing war.   As the Player progresses through the game, he will be forced to overcome seemingly insurmountable odds, as the tide of the war shifts slowly from one of retreat, to one of attack.  


Each battle victory will be a personal triumph as well as a strategic war victory.  The Player will be generously rewarded for his successes, and eagerly anticipate being transferred to the next squadron. As the Player proves himself, he gets to play with cooler weapons, better missiles, and more powerful ships.


Wing Commander Armageddon will proceed geographically, towards the enemy front line.  The front line of the war is ever changing, just as through the progression of any war. As the Player gets promoted to more reputable squadrons, he also moves closer to the enemy front line.  


Between missions, the Player will watch the progression of the ever-changing warfront on the sector map.  In the Rec Room on the ship, the Player will always have the option of viewing the status of the war, with the Universe Map, as well as seeing the course of the war change in mission briefings.


Wing Commander Armageddon is designed to continue the success of the Wing Commander series while providing the fictional foundation for a sustainable expanded product line.  The Wing Commander Armageddon story will be the basis for an expanded fictional universe full of potential.  Introducing a new alien threat can be the basis for a number of additional products.


More tangible than any promotion or medal, winning missions means the Player will be assigned to progressively more reputable Squadrons.  Of course, the most reputable squadrons have the coolest ships. 


Each progressive squadron will have a personality (the Wing Commander), represented by a plot character.  These characters will go through the same dynamic character development as the main character.  


Multi-Player means Players can battle their friends in the Wing Commander Universe over Local Area Networks, Modems, and Serial Link Cables.  Players will not only have the ability to play fantastic solo missions, bu
