Multi-player Design








Multi-player for Wing Prophecy will consist of a small set of competitive and cooperative “challenge” type missions, a simple quick mission generator, and a set of missions from the single-player game which can be played with multiple human and/or computer wingmen.





General screen elements are shown in the accompanying Visio document.





Starting Multi-player:


When the player starts the game, the “multi-player game” option will be available from the startup menu.  Choosing this option will bring up the standard multi-player frame, which will remain constant through all of the multi-player setup.  This frame looks similar to the picture on page 1 of the Visio document. 





Choosing a Connection:


On the first screen (Visio – page 2), there are five different options available to the player:





cancel 	click on this button to go back to the main menu


IPX		click on this button to connect via IPX


modem	click on this button to connect via modem


null modem	click on this button to connect via direct serial cable


call sign	click on this box to change your call sign





The player’s call sign will be chosen from his single-player campaign or from previous multi-player games.  If he has not previously chosen a call sign, then the multi-player screen will appear with a blinking cursor in the call sign window, and the player will be able to enter his call sign immediately.





Connecting Via Modem:


This part isn’t worked out visually yet, but we’ll essentially use the action window to select a phone number, with buttons along the side for adding and deleting phone numbers from your phone book.  Once you hit OK, you’ll be asked whether you want to call or answer, and the caller will be switched to the game selection screen.





Connecting Via Null Modem:


Selecting a null modem connection will  prompt for master or guest connection, and then switch (for the master) to the game selection screen.





Connecting Via IPX:


Selecting an IPX connection will switch you immediately to the lobby screen.





The Lobby:


A la C&C, those who elect to connect via IPX will appear in a non-game “holding area” when they first join.  This area will be a meeting place for network players, with a display of all existing games on that network.  (Visio – page 3)





Selecting one of the current games will give a visual/textual summary of that game, as well as a list of players in that game.  (The screen defaults to the first game in the list being selected.)  Once a game is selected (if it isn’t locked), then the JOIN button can be pressed to enter that game (or watch it being set up, if the game has not been started yet).





At the bottom of the lobby screen (and every other multi-player screen) is a chat box, with up to twelve lines of 10 point text displayed at any time, and scroll arrows to review previous text.  Beneath that is a single-line area for entering text to send.  Any time the player hits a key, it will be typed in that box, and ENTER or the SEND button will send that text to all players in the lobby.





If the player wishes to start a new game, then he merely hits the NEW button, and he will be taken to the game selection screen.





The Game Selection Screen:


Once a player chooses to be master of a game (either starting a new game on IPX, acting as caller on modem, or choosing master on null modem), he is allowed to choose a game type from the game selection screen (Visio – page 4).





The player’s choices are as follows:





Quick Mission:  set up a limited number of parameters to build a single scenario


Single Mission:  play individual missions from the campaign cooperatively with other players


Arena:  free-for-all (or team) death match with limited options


Fair Fight:  given a number of points, the captains of two teams choose fleets; each  player can choose from his team’s pool, and the first team to destroy all of the other team’s fleet is the winner.


Warlords:  each player (or team) up to four is given a number of cargo boxes; the goal is to defend your cargo boxes and destroy everyone else’s; bonus points are assigned for identifying cargo contents before you kill the boxes


Defender:  players combine to defend friendly transports against attacking aliens or Kilrathi


Gauntlet:  players combine to destroy increasingly difficult waves of enemy (alien or Kilrathi) fighters


Starship:  players combine to attack increasingly difficult alien starships





Selecting any of these buttons will publish the game in the lobby and send the player to one of the eight particular game setup screens.





The Game Setup Screens:


These screens enable the player to set up specific options for his chosen game.  These include number of players, whether the game is locked or not, ship selections, team selections, etc.





The Option Buttons:


The option buttons, which appear at the bottom of the action window, allow the player to toggle asteroids, friendly fire damage, missiles, power ups, and regeneration, as well as setting any time limits, regeneration delays, and options relevant to a particular type of mission.  Some of these options will be unavailable for the quick mission and the single mission.





Ship Selection:


For the single missions, quick mission, and cooperative missions (defender, gauntlet, starship), the master will configure up to two wings of ships, and each player will be able to choose which wing to join (up to a maximum of 3 or 4 ships per wing).  The master will have the option to add computer pilots to any leftover ships, up to the maximum number of ships allowed in the scenario.





For the arena mission, each player chooses his own ship.





For the fair fight mission, the captains for each team choose all of the ships available in the ship pool for their team, and players choose which team to join.  Once the mission begins, each player is given a choice of ship from the pool.   (in order of joining the team, would be my guess)  A player who dies and regenerates will be allowed to choose a new ship from those remaining in the pool.





For warlords, the master will choose the ship for all players to fly.  (or maybe not…)





In the Mission:


Once the game starts, the players will appear at random start spots for competitive missions and the edge of the important action sphere for cooperative missions (all players near each other – probably in formation).  When players regenerate, they will reappear at one of the start spots.  (perhaps marked by some sort of start marker – buoy or the like)





Regeneration in cooperative missions is allowed for all ships.   When you regenerate, you can pick to regenerate one of the two available ships types.  If a new player is added into a cooperative mission, he is assigned to replace an AI pilot if there is one available.  Otherwise, he is added in a ship of his choice (from the two available).  No player over the maximum number  we have allowed can ever be added to the game.  Cooperative missions are designed for a specific number of ships, and play-balanced for that (maximum) number.





When you die and you had power-ups, you drop all of them all over the place – shooting out with an initial velocity (and intertial dampening).





Power-ups are limited in number.  If you pick up a power-up that you already had, it does nothing except keep somebody else from getting it.  Missile power-ups give you one set of a type of missile.  You can have a maximum of four of any type of missile at any time.  (Adding more power-ups will bring you up to, but not above, four)





On multi-level cooperative missions, power-ups will only appear when an enemy is destroyed or when the jump gate opens to the next “level”.  When the jump gate opens to go to the next level, it will initiate the countdown timer and will close again after a certain time limit.  Players who don’t make the gate will start over at the next “level” with a new ship (no power-ups on board).  Multilevel cooperative missions won’t remember where you were in your last game if you start a new game.





Cooperative missions which have no power-ups will have a refueling ship at the center of the action sphere which will repair, refuel, and rearm a player (slowly) if he lands.  The refueling ship is invulnerable.  The parked players are not.





Selecting power-ups automatically switches all of the available ships to “arcade” mode.  Each of these ships has the same shields, armor, energy levels, and dynamics as its “real” counterpart, but it has only one pair of lasers to start with.  NO TURRETS.  Power-ups can add any type of gun to your ship.  Your bolts, regardless of the gun type, will be your team’s color.





Since bolts will be the same color as they are in single-player mode for “real” multi-player mode, the only way to tell teams apart will be by use of the targeting brackets.  Like missiles in the one-player game, ships will always have a small target box around them of the appropriate color.  When a ship is actually targeted by the weapon system, that box will be surrounded by the normal targeting box (but of the same color as the inner box).  Communications from any player (or AI ship) in multi-player games will be in the color of that team.





The eight possible colors will be:  red, white, blue, light green, dark green, purple, orange (make sure this one is very distinct from red), and yellow.








The menu sequence in more detail:





When you start up multi-player, you must choose your connection type:





IPX


MODEM/NULL MODEM


INTERNET





Then you must choose to join a game or start your own:





Starting a new game allows you to pick from four competitive games, four cooperative games, and potentially a quick mode, or a choice of retooled single-player missions.





�
The game types:





Arena:


This is a deathmatch with players fighting either in a complete free-for-all or joining together in up to four teams.  (There is a maximum of eight players.)  Players or teams compete to achieve the maximum number of kills.  The game ends when one player gets a maximum number of kills, one player loses a maximum number of lives, or the time runs out.  Power-ups, asteroids, and other options provide more variety of game play.  If power-ups are not allowed, a refueling vessel is parked at the center of the arena for players to refuel, rearm, and repair their ships.  (while, of course, being sitting ducks!)  This serves to keep the action in a central location.





Capture the Flag:


Capture the Flag adds the concept of capturing and defending “flags” to the deathmatch-style play of Arena.  Each team (or individual) attempts to locate the other teams’ flags, which are regenerating power-ups, pick them up, and return with them to a home base – probably designated by a jump buoy or similar marker.  When a ship returns with a flag, that flag disappears and the team scores a point.  The flag is then regenerated somewhere around that team’s home base.  A ship which is shot while carrying a flag drops the flag at the point where it is hit, in which case any other team may pick up the flag and take it home, or the owning team can safely return it to a location near its base.  The scenario ends when a maximum number of flags has been captured by one team, any team has lost a maximum number of flags, or the time limit expires.  All of these parameters are set by the players.  Due to the nature of this contest, power-ups must be active for this scenario, and there is no limit on number of lives or number of kills.





Fair fight:


Similar to the hyper-melee in Star Control, this competitive scenario involves two teams consisting of one or more humans and up to five computer pilots (for a maximum of six ships).  Each team is given a number of points with which to build a fleet, with each of the seven Confed ships costing a different amount.  The captain of each team selects which ships will be purchased, and then each player picks a ship from his team’s pool when the game begins.  Players who die will regenerate in a new ship chosen from the remaining pool.  The game is over when one side has lost all of its ships.





Warlords:


Just like the Atari 2600 game of the same name, players divide into up to four teams.  Each team is given a number of cargo containers (2-7, selected by the master) which they are charged with defending.  At the same time, they must destroy all of their opponents’ cargo containers for a victory.  If power-ups are chosen in this game, they are spawned at the center of the playing field and from destroyed cargo containers.  If a container is identified before it is destroyed, it will give extra power-ups.  Cargo containers destroyed by their own team will not generate power-ups.





Cargo Alley:


Cargo Alley is a cooperative scenario which involves up to two wings of friendly ships, their types chosen by the game’s master.  Game play takes place around two friendly jump points with cargo ships attempting to travel between them.  Starting one at a time, then with increasing speed and numbers, cargo ships jump in from one gate and travel to the other to jump out.  The players must defend these ships from waves of attacking fighters and bombers.  Players can choose a maximum number of cargo ships, a time limit, and/or a maximum number of deaths for a friendly pilot.  Also, difficulty can be increased by toggling the cargo path from one-way to both ways.  Players may additionally choose whether the attackers are alien, Kilrathi, or even human(??).





Defender:


This cooperative scenario involves up to two wings of ships, their types chosen by the game’s master, defending Confed starships against infinite waves of alien or Kilrathi attackers.  Successive waves become more difficult in AI or ship power, and also have more escort waves.  Players who die and regenerate may choose to return in either of the two ship types.  The scenario is over when players have cleared all waves, the time limit expires, or any player has died the maximum number of times allowed.  Players who join the game in progress will take over a computer-piloted ship if one is available.  Otherwise, if the number of players is not already six, the player will be given the option of the two ship types to choose from.





Gauntlet:


Another cooperative scenario, gauntlet allows players to defend a jump point against increasingly difficult waves of Kilrathi or alien fighters.  Up to eight players may participate, (four, if asteroids are enabled).  The game continues until the time is up or one player runs out of lives.





Starship:


This progressive cooperative scenario involves two wings of ships (their types chosen by the game’s master) attacking increasingly more difficult alien capital ships, some of them with fighter cover.  A maximum of six friendly ships may be involved, with three ships per wing.  The initial target will be an unescorted corvette, with successive waves including larger ships and more fighter escorts (which regenerate like the players).  Players regenerate and join just as in Defender.





Quick Mission:


Similar in nature to ATF or similar games, this generates a mission in a single action sphere with a set number of players (up to four) in a fight against a group of Alien or Kilrathi fighters determined by the game’s master.  Players choose whether or not their are capital ships, asteroids, etc. in the area.





Single-player missions:


Several of the game’s more dynamic missions will be reconfigured to be played by multiple ships in a single action sphere.  Players team up in up to two wings of ships (the type predetermined by the mission) and attempt to complete the given objectives.








�
Game options:





Choose a number of teams:		2, 3, 4, FREE-FOR-ALL


Choose a number of human pilots:		1-8


Choose a number of computer pilots:	1-7


In, competitive choose teams:		(the game will attempt to keep the teams even)


In cooperative, choose wings:		Alpha or Bravo only; the master chooses the ships in these two wings.


In quick missions, choose wings:		same as above


In “campaign” missions, choose wings:	the two ship types are selected by the computer





In “Fair Fight” mode, choose point total:	minimum is (# of players on team) * (points for smallest ship)


Choose ships to equal that point total:	when game begins, players choose starting ships from the pool





In “Capture the Flag”, max. flags lost:	maximum flags lost by any one team before it is eliminated.


Maximum flag captures:			maximum flags captured by any one team before the game ends





In “Cargo Alley”, max. cargo ships:	the number of cargo ships that must be saved to win the game


Cargo routes:				choose 1-way for easier play or 2-way for maximum difficulty





In “Warlords”, number of cargo boxes:	choose 2-5 boxes per team





Asteroids?				YES (asteroid field in main action sphere) or NO


Regeneration delay?			NONE or number of seconds


Regeneration?				ON or OFF


Missiles?				YES or NO


Power ups?				YES (turns on arcade-mode ships) or NO (uses normal ships)


Friendly fire?				YES (players can hurt friendly ships) or NO


Time limit?				NONE, 2, 5, 10, 15, 20, 30, or 60 minutes


Max lives?				INFINITE, 1, 2, 3, 4, 5, 10, 20, 50


Max kills (“frags”)?			INFINITE, 1, 2, 3, 4, 5, 10, 20, 50


opponent				in Gauntlet, Cargo Alley, or Defender, fight ALIEN or KILRATHI





