


Five Minutes of Gameplay: Multiplayer


Multiplayer consists of three modes.  In order to give you the most comprehensive understanding of the three, I have chosen to explain the uber-mode, “WING!” mode in the greatest detail.  This mode contains the bulk of the Shadow Force multiplayer features.





It’s Sunday.  Hot and stillÖ


You’re filling the kid’s pool from a water hose when your pager goes off.


COLLINS: Dude! Harvey and Brink have challenged us!  We beat them and we jump from #4 to #1!  Meet me in SF CHAT right away!





A rush of memories from Friday night plow through your head like an chainsaw.  Your Shadow Force team (the “GAS GIANTS”) lost a “WING!” mode battle to a low-ranked team on FridayÖ thereby dropping your team rating on the Origin web from #3 to #4.  


Destroying Harvey and Brink’s team will get your honor back!


You race to your computer and log onto the Shadow Force game server.  Collins is waiting for you in the chat room.


YOU: Ready to do bloody murder on them, brother!


COLLINS: Brink and Harv are here, too.


HARVEY: I looked up ‘LOSER’ in the dictionaryÖ is that your picture, man?


YOU:  We’re gonna waste you idiots.


BRINK:  To bad there’s not an ‘Increase Skill’ powerup; that’d make you dangerous.


COLLINS: I’m host.  Join up and let’s go!





Your “GAS GIANTS” team chooses its craft from the setup screen.  Harvey and Brink’s “FLASH” team does the same.  Collins turns the powerups option ON and sets the game for a max of 200 points.





The game begins!





Your craft materializes from your ‘home-base’ NAV in a haze of bright particles.  The camera slings into the cockpit as your Cerberus-class Assault cruiser ‘jumps’ into the area.





Collins flies to the cruiser and scans it for resources using his OVERLAY MAP.





COLLINS:


(in-flight chat)


She has full afterburn fuel.  No missiles.


You wanna get a transport?





An audio-communication breaks over your radio:





TCS AURORA:


ATTENTION!  This is the military transport craft AURORA en route to Calaveras Penitentiary!  We are in need of escort!  Any craft in the area, please respond!





There’s no time to worry about the missile stores aboard your assault cruiser!  The TCS AURORA is your immediate OBJECTIVE!  If you can get to it, align with it and escort it back to your home-base NAV, you will score!





The “FLASH” team has heard this communication, as well!  No doubt they are rushing for the target right nowÖ





You open up the afterburners and follow Collins into a nearby light-gate.  Stars stream into straight lines, rushing past your cockpit.  In seconds, you are in a new NAV sphereÖ searchingÖ





The TCS AURORA is nowhere to be seen!


At the center of the NAV, Collins sees a “PING” power-up.  He flies to it.





COLLINS:


I’ll check for them in area 6!





Collins grabs the powerup and then opens his over-lay map.  With the “PING” powerup active, he can double-click on action area #6 and see what is inside!  You turn on your over-lay map to see what he seesÖ





Two red triangles!  The “FLASH” team has moved straight to area #6 and has already approached a third object: TCS AURORA!





COLLINS:


AREA 6!!! AREA 6!!!





You lock your afterburners on full and shoot through the light gate connections to area #6.  Upon arrival you find that Harvey and Brink have already made it to the action sphere and are already escorting the TCS AURORA back to their base.  If they get it through they leap ahead by 50 points!  For all their trash-talk, they DO NOT DESERVE TO WIN!





Collins locks Brink’s craft and opens fire!  He is out of range, but the sound of the tachyon blasts causes him to swing around for a head-to-head fight!





You fall in behind Collins and lock Brink’s craft.  “Swarmer” missile warheads warm up and the lock indicator cycles tighter and tighter around your quarry.  The high-pitched bird’s song of the missile lock indicator jogs your finger over the missile button on your joystick.  





Seven warheads stream towards the target, seven ribbons of smoking deathÖ countless pieces of burning debris peel away from the fiery explosion that replaces your target.





Brink is dead.





In the missile haze, Collins engages Harvey’s craftÖ but is not so lucky.  Harvey, on the far side of the military transport, is “ALIGNED” with the transport.  TCS AURORA is on their side and loose their plasma turrets and missiles on Collins.





With hot-key messages, Collins cries out to youÖ


	


COLLINS:


HELP ME, YOU MORON!  HELP!





Heavily damaged from the AURORA and bleeding fuel into the surrounding nebula, Collins limps for a nearby light-gate.  





With the silky bloodlust of a trained assassin, Harvey ignites several dumbfire rockets.  





Collins is vaporized.





In only a few seconds, Brink will materialize at the “FLASH” team’s home base.  He will join Harvey and grind you into dust if you don’t do something aboutÖ  Harvey! Who lights your cockpit with a spray of radioactive shrapnel and makes your front shields collapse!  The ship’s armor begins to yield!  





Your afterburners are still in perfect order and you have a pack of mines that can make Harvey think twice about tailing you.  You lock afterburn on full and trail the ordnance behind you on your way to a nebula cloud.





Harvey follows, impaling himself on several of your drop-weapons.  His guns stream past your cockpit.  Some bolts find purchase in your afterburners.  The damage they cause drops your speed by several klicks!





But, in seconds, the nebula embraces you.  Once the clouds become completely opaque around your craft you know that you have disappeared from Harvey’s radar.  He’s closeÖ but he can’t know exactly where you are.





You dip out of the clouds and circle behind Harvey.  You can see the lights of Harvey’s “scan gun” searching the nebula clouds.





Tiny triangles of ‘Missile lock’ tumble toward your target.


Birds singÖ





A stream of ‘Swarmer’ warheads bursts from your wings and slams Harvey’s craft into the nebula cloud.  An explosive shockwave cuts through the cloud, followed by plumes of burning debris.





COLLINS:


What happened while I was gone?





You turn to face the TCS AURORAÖ still aligned with the “FLASH” team.  Brink is already on his way; there’s no time to explain.





You COMMUNICATE with the TCS AURORA using the over-lay map.  “JOIN US!” you command.





TCS AURORA:


We’re all yours!


Get us out of here!





The massive transport turns to follow you.  The “OBJECTIVE LEADER” label appears in your forward view.





The “FLASH” team is going downÖ





Visual Aids:


For all of the ‘must be seen’ stuff, we have visual aids.  Refer to this section for questions regarding the look of the movement interface, the “BTS” mode, the HUB system, etcetera!








�
Chapter Two:


“The Single Player Experience”








Installation: Fiction from the Start!


As soon as your CD-ROM spins up with Shadow Force in the drive, you will be immersed in the CIS context.  Consider the Installation program to be your ‘Window on the Steltek War.’  It’s not “SETUP.EXE”;it’s a CIS Listening device pointed at outer space!





Exploratory Services agents are busily surveying the outer reaches of Sigma V.  They cannot believe what they seeÖ





A horrendously big STELTEK cruiser locked in bloody combat with an even larger UNKNOWN CREATURE.  Sounds of the STELTEK GUNS erupting with long whips of green plasmaÖ the growling WAIL of the UNKNOWN CREATURE.





CAPTAIN


Are you getting a shot of that?  Barry!  Are you getting the shot?





OFFICER BARRY


Sir!  I can’t fit the whole thing in the viewer from hereÖ we have to move back!





OFFICER LIAM


(Screaming)


HERE THEY COME!  


(Static)





Continuing the installation continues the story.  After you input the drive letter, folder name, and installation size the installation continues the Exploratory Services story which ends in a moment of fore-shadowing: The team CANNOT reach their base, and is cut-off from transmission gear.  They have to try to sneak through the STELTEK battle and reach the long-distance transmitter on Sigma V.





Once the installation is complete, you are given the main menu options.  Choosing to “Start New Game” means starting a single-player story.





The Attract Sequence


In order to capture the essence of arcade action in Shadow Force, a fast-paced Attract Sequence will play between the conclusion of the Install and the presentation of the “Main Menu.”  This is a montage of the principle game elements: Fighting! Flying! Exploding!





We could best describe this sequence as “Over the Top” information overloadÖ framing the Shadow Force gameplay, good-guys, bad-guys and blow-ups all in one package. 





Training: Fictional Integration


The introduction to your character’s history begins with the option to “Start New Game.”  The tale of your character’s path from Confed into MADNESS, and finally to the ranks of CIS is told in a pre-rendered CGI Sequence.





Immediately following the introduction to the game, you are taken aboard TCS Cerberus and get a brief tour of the facility using a combination of audio and scripted camera motion through the 3D bridge interface.  The sequence ends with your activation of the ICIS screen.





Since you are starting a “New Game” the first thing to do is get TRAINING!  However the word ‘training’ is never going to appear in Shadow Force.  Instead, you will be sent on your first mission: Qualification for CIS Fighter Ordnance





KYLE:


(voice-over)


Look, I know you can flyÖ but we’ve got a tough crew.  You gotta impress them, okay?  Fly with BUCK on this one, and do what he says.  He’ll get you qualified to use some of the toys we get from IntelÖ





During normal campaign play, you can choose to “REPLAY” the ICIS mission briefing, or “FLY” the mission.  However, for each of the training missions at the beginning of the game you can also choose “SKIP TRAINING.”  If you choose to “skip” you are sent directly into spaceflight.





KYLE:


Well, this’ll let us know once and for all if you’re crazy or not.  It’s LEECH WARS!  Last man still flying winsÖ you better win, pilot.


 


It’s non-lethal combatÖ one Friendly ACE at a time.  You are launched and are followed by Major Doris “Whips” Mangam: the worst pilot on the ship.





Beat “Whips” by dodging her ‘leech’ blasts, and smacking her with your own ‘leech’ weapons (including missiles).  With her out of the way, the next best pilot, Major Marion “Buck” Blaymier, launches to test your skills.





One of the NPC pilot statistics that we track is “Respect.”  This stat relates to what kind of comms you get from the NPCs during spaceflight.  If you do well over the course of the game (by gaining excessive kills and a B+ average on mission goal completion), the NPCs will offer more ‘respectful’ dialogue.  See more about this in the “Comms System” section later in this chapter.





If you dust everybody in the first mission, you gain their respect right away!  Lose and you get the opposite.





On the other hand, if you choose to play through the training missions, you get to meet all of the Friendly Ace pilots individually.  They provide instruction and objectives for each engagement.





Many surprises live in the training missions.  To get the most rewards from Shadow Force, play the training campaign!





Mission 1: Follow “Buck” on a tour of the ‘home base’ sector.  See the CIS weapons training groundÖ which you cannot access, yet.  WIN the mission by going to waypoints, and flying through obstacles.


Mission 2: Learn how to use the navigation equipment, and the Comms “over-lay” map while flying with “Whips.”  WIN by telling drone ‘SWACS’ where to go, and sending basic comms to “Whips” and Quinn Kyle aboard Cerberus.


	SURPRISE: “Whips” crashes into a leech mine when furthest from the Cerberus.  Several ANDROID ships appear and attack!  WIN by destroying the hostile ANDROID ships.  WIN BIG-TIME by calling to Cerberus for HELP using what you learned.


Mission 3: Enter the secret CIS weapons training facility with “Crawler.”  Let him show you the ropes.  WIN by destroying drone targets, using missiles, leech weapons and mines.


Mission 4: Return to the CIS weapons testing ground with “Dipper” for heavy weapons training.  Take a bomber through its paces against large capital ship targets and see if you can survive against a wave of tiny light-armor drones.


	SURPRISE: “Dipper” intercepts a distress call from a civilian transport!  WIN by helping her fend off pirates.  WIN BIG-TIME by using your bomber ordnance to kill the Pirate corvette!


Mission 5: Recon and insertion!  Fly with “Wolfman” to the edge of the Telemon system.  WIN by shutting down your engines, and waiting for a civilian transport to arrive.  Use your SCAN gun to see the transport contents.





The ICIS: Mission Objectives and Main Plot


During the training phase, all other options through ICIS are ‘locked out.’  These options include Pilot Data, Cerberus Movement, System Information, Objective Info, Ship Config, etceteras.  However, once you are done with training, these functions will become available.





Your primary duty to the Cerberus’ contact team is to choose a path through the various systems.  You do this through the 3D movement interface briefly described in Chapter One.





The big thing about this interface is how it enhances REPLAYABILITY.  You can only choose one path at a time, and this means that the other paths (which you can clearly see) are not tread upon until a subsequent playthrough.





We have a rough rendering of this interface that shows the Cerberus cruiser, three light gates and a pull-down menu.  Some text information appears in the bottom corner.  Imagine this supported by ICIS Audio.





	MISSION OBJECTIVES


ICIS’ most important purpose in Shadow Force is to relate the Mission Objective to you.  Once you have chosen a path for Cerberus to follow, you will be given the first mission assignment of the series.





ICIS:


Sihkag clansmen stand between Cerberus and a possible location of a Steltek crystal piece.  They must be removed, but our presence must remain unknown.


[Ö]


Infiltrate the Sihkag territory using Kilrathi craft and assassinate the Clan Warlord.  Intel believes that the Sihkag will attribute this act to the rival Kiranka clan.


[Ö]


Sihkag’s mobilization to destroy the Kiranka will give us enough time to secretly acquire the Steltek crystal piece.





The graphics within the ICIS interface are geared for clarity.  Your primary objective, for example, appears as a brightly colored RED mesh that the ICIS screen focuses on at the key moment of briefing audio.  In addition, logical camera movement and shot editing enhance understanding and add a ‘cinematic’ feel to the information.





	MAIN PLOT


ICIS can’t help but give you a description of the main plot while relating the mission objective.  All of the Shadow Force mission objectives are tied to the main plot.  Get the crystals!  Get them NOW!





In addition to the mission fiction, ICIS gives you back-story on the Friendly Ace pilots aboard Cerberus, background on the Steltek device that you’re trying to build, and deeper info on the Crystal machines’ significance.  All of this data (as it becomes available) will appear through various pull-down menus in ICIS.  Since this additional data is not the primary focus of the mission at hand, you will not be forced to sit through it; you must tap into it.





Once you’re oriented to the mission goals and have been given the ICIS briefing, you will be able to FLY the mission!  Each time Shadow Force transitions into flight mode, you will receive a brief synopsis of the mission objectives from Kyle.





KYLE:


(voice-over / launch sequence)


The Kilrathi ships fly a little differentÖ kinda sloppy, so be careful!  Maintain radio silence when you hit the first buoy and drop your engine speed down to 10%! This is how they pay homage to the Hrai, got it?





If there is anything special that your wingmates need to say, it will be said at the ‘home base’ action sphere.





DIPPER:


ICIS docs say it’s 20 to 30%Ö just go with the traffic.





KYLE:


You listen to me, Dipper!  You go in there at cruise speed and they’ll cut you open, understand?  Ten percent!  And no chatter!





DIPPER:


You heard the man, AlphaÖ 





However, when you are deeper into the mission, you may need to confer with your wingmatesÖ or give them specific orders.  Easy access to your wingmates comes in the form of the “Overlay map.”





Wingman Controls in-flight: Overlay map


There are a BUNCH of commands that we’re adding to the comms interface.  But, it makes the game a lot HARDER when you have to sift through the menu interface, pick the right Wingman, find the right comm ‘type’ and then pick the correct order or query.  So, to get around this problem, we developed the “Overlay Map” interface.





Hit M to bring up the “Map.”  You’ll see all of the action spheres in the mission, all of the objects you’ve seen so far, your wingmates and where ICIS says the primary objective is located.





Hit Z to zoom in to your action area.  Left click (Joystick Button 0) on a wire-frame representation of a friendly object to “select” it.  Hold and DRAG to draw a line to another friendly object if you want to make it “orbit.”  Hold and DRAG to draw a line to an enemy object if you want to make it “attack.”  Hold and DRAG to draw a line to a point for it to go to and wait.  Hold and DRAG to draw a line to an object that can be ‘scanned’ and it will.





Right-clicking (Joystick Button 1) and holding on the same object will bring up the comms interface.  Select from the list:


Primary Command�
Secondary Branches�
�
HELP!�
�
�
Form Up�
(Default: Line Abreast)


Line Abreast


Echelon


Pyramid


Single-File�
�
Request Status�
(Person / or WING if object is a Wing-leader)�
�
Report�
(Default: Mission Status)


Mission Status


Objective Status


Tactical Info


Personal Info�
�
Cut Engines�
�
�
Radio Silence / Lift Silence�
�
�



HELP!


When you ask for Help, the nearest Wingman will respond.  Doesn’t have to be on your wing to be effective.  The more you call out for Help, the less credibility you have, and therefore the less ‘respect’ you maintain.  Not a big decrease, but enough to make the difference between the AI thinking you’re a “B minus” and thinking you’re a “C.”





FORM UP


This and the “Report” command both have a default.  If you hit either of these and then immediately let go, the default command is sent.  The specific formation options allow you to configure your wing the way you want.  Different formations offer different tactical stances to which the enemy AI is obedient.  Nice sentence, huh?  Basically, I mean that AI is more or less effective depending upon your formation.  





Single-file is great for getting Pirates and little-brain Kilrathi to clump together at the start of a fight.  Pyramid gives your wingmates an advantage when being ambushed.  Echelon is great for protecting a particular flank of a friendly capital ship during escort.  While, Line abreast is perfect for the balls-out starfighter rumble we’ve all learned to love in Wing Commander.





	REQUEST STATUS


Asking status of a pilot on your wing gives you their present damage level.  Asking a Wing-leader will give you the status of the entire other wing.





When other pilots ask their wingmates for status, they respond to the status level that the wings report.  See an example of this under the section for “Comm System.”





	REPORT


The default for this is “Report Mission Status.”  This makes your wingman tell you how you are doing with respect to the overall mission rating.  If you have lost the mission, if you have won the missionÖ and, if you’ve not reached the completion point, the “Report” function will provide comments with respect to your mission success rating.  At “B minus” level, you will hear complementary, supportive responses.  At “D” or lower, you will hear their hesitance and anxiety.





The mission success rating is calculated on-the-fly and considers your shot/hit ratio, your kills ratio, damage/nav point ratio, and the game difficulty level and arrives at a percentage.





“Report Objective Status” works pretty much the same way.  If your objective is a binary WIN/LOSE objective (such as “Destroy Alien Cruiser”), this report will tell you if the mission objective is in the same action sphere as you.  If the objective is a percentage based (like “Eliminate 40% of Carrier turrets”) the wings will respond with how close you are to achieving the goal.





When you request “Tactical Info” from a wingman, that wingman will give you a HINTÖ if one exists.  Some missions will require that you find hidden secrets (like asteroid bases, light-gates in nebulae, and such).  Each of these will have an associated ‘hint’ that will help you find the objective and win the mission.





For shits and giggles, we let you request “Personal Info” to get more back-story if you want it.  Often, this disclosure will trigger secondary responses in other pilots.  Much like the ‘status’ and ‘form up’ commands, the “Personal Info” request goes into a COMMS MATRIX.  See the section that follows for more information.





	CUT ENGINES


Sometimes, you need to disappear from radar.  If your ship does not cloak, you must turn off your engines in order to be invisible to enemy craft.  If the enemy is close, they will probably get a ‘visual’ on you and can attack.  If they are far away, you have a good chance of remaining undetected.





If you are running a ‘recon’ mission where you must arrive at a certain nav point within a certain amount of time, you will most likely cut your engines so that the incoming enemy traffic will not spot you.  Remaining unseen is the key to winning a mission like this.  Having your wingmates cut their engines at some points could make for some interesting ambush possibilities, too!





	RADIO SILENCE / LIFT SILENCE


Hit it once, everyone goes silent.  Hit it again, and they start talking.  Same as it ever was.





Comm System: Matrices and the Illusions of AI


With the expanded communication options in Shadow Force, we have to provide equally expanded responses from the AI wingmen.  Unlike previous Wing Commander games, you are only going to be flying with five (5) different friendly personalities throughout the game.  We do this so that we can have more diverse responses for each character instead of spreading that bandwidth out to more ‘random’ or ‘red-shirt’ characters.





Our system for making the AI respond with more humanity is a basic smoke-and-mirrors approach.  We create a matrix that contains all of the possible responses between AI personalities, and the game looks them up based on mission / objective or ‘overall’ variables where they apply.





The best example of how this system works is the case where an AI Wing-Leader asks status of his wing.  Since we only have five AI characters to worry about, each of the Shadow Force personalities will have the option of asking other individual personalities for their various reports.





	MATRIX


A battle is ragingÖ your team has come to the aid of a Confederate fleet engaged with the Bugs near Port Hedland.  The triple-guns of the last remaining alien cruiser expel their last blast of energy as your torpedo slices through the bridge.  The alien vessel goes dead, exploding into several immense, burning slices.





CRAWLER’s ‘status’ flag is tripped.  He asks his wing individually:





CRAWLER:


Dipper, you got sparks falling out your back-side.  How are you?





DIPPER:


(chooses one of 3 possible “BAD” responses)


Burners are brokenÖ I think both guns will hold upÖ My core is 30%.





Depending upon Dipper’s response, Crawler will have a secondary response.  Could be an order, could be just a comment.  Either way, it is a full dimension larger than any artificial interaction we’ve ever developedÖ





AWFUL�
BAD�
OKAY�
GOOD�
EXCELLENT�
�
Then, get the Hell out of here!  Alpha, I am sending Dipper home before she blows up.�
Give it more shield power.  I don’t want to have to come back out here to find your ‘ject pod.’�
Keep an eye on your decoys.  You’re gonna do fine.�
Great! Stay sharpÖ�
- NOTHING – ask status of second wingmate (if exist)�
�



This Matrix format is applied to all of the pilots’ conversational data and is especially valuable when used to reveal character sub-plot information (where applicable).





Depending upon which mission series you have chosen to follow, the content for the “Report” and “Status” matrices will change.  This way, you get the sense that your wingmates are affected differently by different game circumstancesÖ thereby enhancing the replay value of Shadow Force.





The HUB System of mission choices: Replayability!


All along, we have wanted to rid ourselves of the ‘losing path’ missions that have been a part of Wing Commander since the start.  This is mainly due to the fact that people don’t want to PLAY the ‘losing path’ when they’re trying to WIN the game.  Therefore, we have changed from a linear “branching tree” system to a HUB tree system.





You can see a version of the HUB system in the Visual Aids section at the beginning of this document.  In Shadow Force, the HUB represents all of the missions that you can fly in a given area.  The HUB is broken up into four initial paths: North, South, East and West.  Each of the initial paths has a ‘branch’ path, as well.  However, ALL of the paths will lead you to a new “crystal machine.”





To support replayability, the HUB system is represented on the main ICIS display when you move your home base.  This is not, necessarily to show you where you have been; but, where you have NOT beenÖ and CANNOT go in this playthrough.  Because the branches within the HUB system are exclusive, we are using the HUB’s representation in the ICIS viewer to show you what you can play the next time you start a new game.





In total, three mission HUBs create the “Act” divisions of the Shadow Force story.  There are both Act 1 and Act 2 versions of the Kilrathi and Pirate Hubs, so that you can play them in either order.  The Act 3 HUB is the Bugs HubÖ and is always the “climax” of the game.





Replaying through the first and second “Acts” of Shadow Force will give you access to new character info, new mini-plots, and (most importantly) new rewards!  There are lots of secrets in Shadow Force.  Many of them are exclusive to certain HUB branches.  For example, the “Kilrathi Super-Fighter” is a reward that you can only get if you take both the ‘Kiranka’ path and the subsequent ‘testing ground’ branch during Act 2Ö and not Act 1.  Act 1’s reward in the same place is a new missile: the ‘Swarmer Leech.’ 





Exploring Space: Secrets!


Secrets are just ‘hidden rewards.’  They can be any kind of reward, too.  They can be cinematic (meaning that you get a nifty visual you wouldn’t see otherwise), character (you hear Dipper talk about her past obsession with Kilrathi cuisine because you followed the light-gate path to a special area), transportational (this made-up word means that you can find a special light-gate that takes you somewhere unexpected), or physical (such as getting the ‘ancient M-A45’ weapon from a debris field).





We mentioned in the section about “look” that we would be hiding these secrets in the ‘nebula band’ that surrounds many of the action spheres in the game.  We’ll also be hiding things in debris fields, asteroid fields, on planet surfaces, inside asteroids and planetoids, and within the story (meaning that you can get an audio clue from an NPC that will point you in the direction of a secret).





To make the addition of secrets worth-while, we will add a “Secrets Discovered” percentage to the Debriefing screen that you see at the end of a mission.  This way, you can know how much ‘secret stuff’ you are finding, and how much you’re leaving behind for another playthrough.





Running for your Life: BOSSES!


In order to provide the proper turning points between the Acts within the Shadow Force story, we will be introducing “BOSSES!” to the end of each HUB level.  Each Act has a mini-climax that you experience in the cockpit while facing the BOSS.  





The story’s turning point for the Act is interwoven with the BOSS encounter.  As an example, when you face the Kilrathi Dreadnought at the end of Act I, you get word from Cerberus that they are under attackÖ you return to the home-base NAV point to find that Cerberus has been hi-jacked by human pirates!  This is a major set-back that propels the action into the next series where you face Pirates to resume control of your home base.  Before you go after it, you rest and re-fuel at a CIS base on the surface of a nearby planet.





PLANET BASE:


(Long-range transmission)


Crystal team, this is CIS:BravoÖ we have a good idea where they took the Cerberus.  Come planet-side and let us gas you upÖ you’re going to Pirate-town, next.





In the case of the Pirates, you face an immense stronghold littered with turret weapons that your team must destroy.  For the Kilrathi, you will be battling the huge clan Dreadnought!  And, versus the Bugs, you must defeat the “Uber-beast” (I apologize for not having a name, yet) made of the Steltek chassis and Bug “bio-tech.”





Bosses are HUGE things with LOTS OF DEADLY WEAPONS!  They require that you pound on them with everything you haveÖ and that you be very careful when they open fire.





Shadow Force Bosses are the MOST fun when you’re taking them on in multiplayer “Gauntlet!” mode.  Flying aroundÖ with your buddiesÖ getting’ in troubleÖ





