Chapter Three:

“The Multi-Player Experience”





Meta-Server matches: User Friendly Gaming!

The “5-minutes” of gameplay in the Executive Summary touches on the results of using the Origin Shadow Force “Meta-Server.”  This is the front-end for the Internet games that allows you to see what games are open, which are in progress, who is playing them, and what kind of performance you can expect (with a simple graphic that shows ping time).



The basic function is to match players up with games in a logical and fun manner.  Additional functionality is focused on providing fertile soil for Internet ‘community.’  You can CHAT with others on-line and see Pilot rankings.  You can also link to the Origin Worlds Online web-site so that you can download the latest multi-player Episodes for “Gauntlet!” mode.



Multiplayer Set-Up Screen:

Choose the “Multiplayer” option from the main menu and go immediately to the ‘connection type’ setup screen.  “Shadow Force” will query to find out how you want to connect (via choice-menu), and then whisk you to the games screen.  At the ‘games screen’ you will see all of the published games available via your connection.  Choose to ‘join’ any of the games by clicking on the game icon.  Select ‘Join’ to submit your pilot to the game roster and wait for the other players.



The speed of the connection between you and your hosts will appear on the icon you see on the published games screen.  Green / Yellow / Red network icons are braced immediately by numeric values showing the speed of the given connection and should adequately indicate problems with lag time.  A ‘green’ game will flow fastest on your system.  A ‘red’ game will be the slowest (with respect to other games).  The numeric value will give you a raw ‘ping’ score that you can use to judge against other multiplayer engagements over time.  The green / yellow / red designations are done with respect to one another so that you might choose the ‘fastest game available’ and not necessarily the fastest game you’ve ever connected to.



The game setup screen will allow you to do several other things.  You can, of course, host and publish a game (but we’ll get to that in a second).  You can view your pilot and team statistics, choose a new team name, team icon, team members and view team member pilot data.  



A note on teams and team play : When you are attempting to ‘join’ a game involving players who are not on your pilot’s designated “team,” your pilot will still retain his or her team identity (shown on the in-games score board, setup screen and debriefing screen).  The team stats (such as effectiveness rating and kills score) will not be enhanced by your ‘solo’ exploits.  In order to advance your team rating, you will need to play with at least one other member of your designated team.



The pilot creation system will allow for the iconization, naming and populating of any new team.  Location data will also be stored in these pilot files to help you find your teammates when you want to play.  If supported with your net connection, you will be able to ‘page’ ‘e-mail’ or ‘modem’ your partners when the gauntlet is thrown.



When you’re feeling particularly deadly (or have just gotten your team geared up for battle), you can choose to ‘host’ a game.  Click the “Host” button and travel to the game setup screen.  It is at this point that you will be able to choose the game type, the environment (where applicable), and all necessary options.



A “Host” can still modify pilot and team data using the ‘Pilot’ button (same as on previous screens).  However, most of the interface is devoted to constructing the game parameters.



Choose to host a “Challenge!” mode game, a “Gauntlet!” or a “Wing” mode engagement.  Each mode will have very similar options.  All options will appear on this one screen, and options unavailable in one mode (such as “time limit”) will be grayed out or the ‘button’ will animate to replace the text with an appropriate option.



Here are the possible options for all games:

Game Option Name�Configuration Levels�Options Description and Effects��POWERUPS�ON/OFF�When powerups are turned “off” the game will supply a refuel ship.��ASTEROIDS�ON/OFF�One asteroid belt in the sector will be activated.  More than one belt may be too costly frame-wise.��MISSILES�ON/OFF�Without “missiles” the players have only their main guns with which to fight.��FRIENDLY FIRE�ON/OFF�Turn “off” friendly fire to keep bullets from doing damage to your teammates.��RADAR�Infinite / Long / Medium / Short / Off�Configure the radar to see only what you want.  The shorter the radar, the more you’ll depend on your vision to pick up new targets.  Also, without Radar, missiles (except for dumbfires) will be useless.��REGEN�Off / 2 - 5 / 10 - 50 / Infinite�Set the number of times you want a given player to be able to return to life after being killed.��TIME LIMIT�Off / 30 sec - 60 min�Set the total time for your game.  Without a time limit, without a Regen limit and without any other specific mission restriction, your multiplayer game can last for as long as your computer can stand it.��

Powerups: Current Listing

Category�Specific PU:�Action:�If Active:�In-World Period:�Active Period:�Icon Desc:��GUNS�Chain Ion�Adds new ‘CIS’ gun.�Ship passes through�From 20 – 40 seconds.�Infinite�Floating “gun” icon.��GUNS�Cloudburst�Adds new ‘CIS’ gun.�Ship passes through�From 20 – 40 seconds.�Infinite�Floating “gun” icon.��GUNS�Pulse Particle�Adds new ‘CIS’ gun.�Ship passes through�From 20 – 40 seconds.�Infinite�Floating “gun” icon.��GUNS�Accel Chamber�Adds new ‘CIS’ gun.�Ship passes through�From 20 – 40 seconds.�Infinite�Floating “gun” icon.��GUNS�Dust Cannon�Adds new ‘CIS’ gun.�Ship passes through�From 20 – 40 seconds.�Infinite�Floating “gun” icon.��GUNS�Lasers�Adds gun to your ship’s list of guns�Ship passes through.�Between 30 and 60 seconds (random)�Infinite�Floating “gun” icon.��GUNS�Mass Drivers�Adds gun to your ship’s list of guns�Ship passes through.�Between 30 and 60 seconds (random)�Infinite�Floating “gun” icon.��GUNS�Tachyon Guns�Adds gun to your ship’s list of guns�Ship passes through.�Between 30 and 60 seconds (random)�Infinite�Floating “gun” icon.��GUNS�Plasma Gun�Adds gun to your ship’s list of guns�Ship passes through.�Between 30 and 60 seconds (random)�Infinite�Floating “gun” icon.��GUNS�Ion Cannon�Adds gun to your ship’s list of guns�Ship passes through.�Between 30 and 60 seconds (random)�Infinite�Floating “gun” icon.��GUNS�Grenade Gatling Gun�Adds gun to your ship’s list of guns�Ship passes through.�Between 30 and 60 seconds (random)�Infinite�Floating “gun” icon.��GUNS�Gatling Gun Ammo�Adds gun to your ship’s list of guns�Ship passes through.�Between 30 and 60 seconds (random)�Infinite�Floating “gun” icon.��GUNS�Particle Gun�Adds gun to your ship’s list of guns�Ship passes through.�Between 30 and 60 seconds (random)�Infinite�Floating “gun” icon.��MISSILES�Mosquito�Adds “CIS” missile to your ships loadout.�Ship passes throughÖ�From 20 – 40 seconds.�Infinite�Floating “missile” icon.��MISSILES�Dumbfire�Adds missile to your ship’s missile list.�Player runs through if no hardpoints are available.�Between 30 - 60 seconds (random)�Infinite�Floating “missile” icon.��MISSILES�Image Rec�Adds missile to your ship’s missile list.�Player runs through if no hardpoints are available.�Between 30 - 60 seconds (random)�Infinite�Floating “missile” icon.��MISSILES�Heat Seeker�Adds missile to your ship’s missile list.�Player runs through if no hardpoints are available.�Between 30 - 60 seconds (random)�Infinite�Floating “missile” icon.��MISSILES�Friend or Foe�Adds missile to your ship’s missile list.�Player runs through if no hardpoints are available.�Between 30 - 60 seconds (random)�Infinite�Floating “missile” icon.��MISSILES�Leech Missile�Adds missile to your ship’s missile list.�Player runs through if no hardpoints are available.�Between 30 - 60 seconds (random)�Infinite�Floating “missile” icon.��MISSILES�Mine�Adds missile to your ship’s missile list.�Player runs through if no hardpoints are available�Between 30 - 60 seconds (random)�Infinite�Floating “missile” icon.��MISSILES�Rocket Pods�Adds missile to your ship’s missile list.�Player runs through if no hardpoints are available.�Between 30 - 60 seconds (random)�Infinite�Floating “missile” icon.��MISSILES�Swarmer Pods�Adds missile to your ship’s missile list.�Player runs through if no hardpoints are available.�Between 30 - 60 seconds (random)�Infinite�Floating “missile” icon.��MISSILES�Tracker�Adds missile to your ship’s missile list.�Player runs through if no hardpoints are available.�Between 30 - 60 seconds (random)�Infinite�Floating “missile” icon.��MISSILES�Anti-Radiation missile�Adds missile to your ship’s missile list.�Player runs through if no hardpoints are available.�Between 30 - 60 seconds (random)�Infinite�Floating “missile” icon.��MISSILES�Light Torpedo�Adds missile to your ship’s missile list.�Player runs through if no hardpoints are available.�Between 30 - 60 seconds (random)�Infinite�Floating “missile” icon.��MISSILES�Heavy Torpedo�Adds missile to your ship’s missile list.�Player runs through if no hardpoints are available.�Between 30 - 60 seconds (random)�Infinite�Floating “missile” icon.��MISSILES�Heavy Nuke�Adds missile to your ship’s missile list.�Player runs through if no hardpoints are available.�Between 30 - 60 seconds (random)�Infinite�Floating “missile” icon.��POWERPLANT�Shield Freeze 50%�While active, will not allow shield strength to drop below 50%�Player flies through appearance unaffected if “freeze” is still active.�Between 30 and 60 seconds (random)�:60 seconds.�Special “shield” icon with 50 written on it.��POWERPLANT�Shield Freeze 100%�Will not allow shield strength to drop below 100%�Set to “run through” if player already has it active.�Between 10 and 30 seconds (random)�:30 seconds�Special “shield” icon with 100 written on it.��POWERPLANT�Gun Pool Freeze 100%�Will not allow gun strength to drop below 100%�Set to “run through” if already active.�Between 30 and 60 seconds.�:60 seconds�Special “gun” icon with Saturn Rings.��POWERPLANT�Afterburn Fuel�Returns afterburn fuel well to 100%�If afterburn at > 85%, player set to “run through” icon.�Between 60 and 120 seconds.�Immediate�Fuel tanks icon.��SPECIAL�FLAG�Adds the opponent’s team “flag” to your ship�One flag per scoring turn�Infinite�Infinite�Special Confed logo variation with FLAG attachment��SPECIAL�Leech Gun�Adds special “leech” gun to player’s gun list.�If already have, player ‘runs through.’�Between :30 and :60 �Infinite�Special “gun” icon with Saturn rings or “lightning bolt”��SPECIAL�Cloaking Gun�Adds special “cloaking” gun to player’s gun list.�If already have, player ‘runs through.’�Between :30 and :60�Infinite�Special “gun” icon with Dark Ring around it.��SPECIAL�Repair Shield�Raises shield strength to 100%�Player ‘runs through’ if shields at > 85%�Between :60 and :120�Immediate�Shield Icon with additional “hammer(tool)” artwork.��SPECIAL�Repair Armor�Raises armor level to 100%�Player ‘runs through’ if shields at > 85%�Between :60 and :120�Immediate�Shield Icon with additional “hammer(tool)” artwork.��SPECIAL�Repair All�Raises armor level to 100%�Player ‘runs through’ if shields at > 85%�Between :60 and :120�Immediate�Shield Icon with additional “hammer(tool)” artwork.��MORE SPECIAL�Persistent Missile�Increases the amount of time that a missile will search for a target.  Best against intelligent chaff or other spoof devices�Player runs through if already active�Between :60 and :120�Infinite�Missile Icon with “watch” artwork added��MORE SPECIAL�Phantom Salvo�Six (6) FOF missiles leave the player’s wing immediately upon hitting this powerup.�Can’t get another one of these while the first salvo is firing.�Between :30 and :60�Immediate�Missile Icon with “death” artwork added.��MORE SPECIAL�Rookie Bullets�All player’s gunfire leans towards his target’s ITTS circle.�Player runs through if active�Between :60 and :120 �:60 seconds�Gun icon with crosshairs art added.��MORE SPECIAL�Double Fire�All of the player’s bullets are doubled!�Runs through if active.�Between :30 and :60�:30 seconds�Gun icon with exclamation points!!!!��MORE SPECIAL�Max Power�Player’s power distribution goes to 100% for all systems�Runs through if active�Between :60 and :120�:60 seconds�Battery with exclamation points!!!��MORE SPECIAL�ITTS Jammers�While active, other player’s ITTS will be (very) incorrect when targeting you.�Runs through if active�Between :60 and :120�:60 seconds�Crossharis with big red X on them.��MORE SPECIAL�Fuse Gun�When you score a hit with this gun active, all of the missiles on your victim’s ship begin a countdown to exploding.�Runs through if active.�Between :30 and :60 �Immediate / one shot�Gun Icon and Missile Icon merged.��MORE SPECIAL�Pool Zap�Each hit you score with this active will drain your opponent of gun power by 5% each shot.�Run through if active�Between :60 and :120�:30 seconds�Battery / Gun icons merged with red XX’s��MORE SPECIAL�Eject Gun�Score an armor hit while this powerup is active and your victim will be forced to eject.�Run through if active.�Between :30 and :60�:30 seconds�Eject pod icon.��MORE SPECIAL�“Sucked Into Space” Gun�Score an armor hit while active and your victim is sucked into space without an eject pod.�Run through if active.�Between :30 and :60�:30 seconds�Eject pod with “death” icon added��MORE SPECIAL�Trade Damage Gun�Shoot while this is active and you “trade damage” (shield and armor levels) with your target.�Run through if active.�Between :60 and :120�:30 seconds�Special “gun” icon��MORE SPECIAL�Reflex Chaff�All chaff now sends spoofed missiles back to their original owners.�Run through if active.�Between :60 and :120�Infinite�Special “chaff” icon.��MORE SPECIAL�Sensor Feed-back missile�Sensor feedback screws up all systems.  ITTS goes crazy, missile lock halts, horrible sounds of static and feedbackÖ all for several sec.�Run through if active.�Between :60 and :120�One-shot item�Special “missile” icon.��MORE SPECIAL�Siphon Missile�Over 10 seconds, this missile removes 30% of your victim’s fuel.�Run through if active.�Between :30 and :60�One-shot item�Special Missile and fuel icon.��MORE SPECIAL�Mirror Image�Hit this and a copy of your ship can be “fired” like a missile.�Run through if active.�Between :60 and :120�:60 seconds�Special ship icon.��MORE SPECIAL�Fake Lock�Anyone you lock with ITTS will hear the bitching betty “missile” warning.�Run through if active.�Between :60 and :120�:60 seconds�Special missile icon.��MORE SPECIAL�Detect Cloak�You can see anyone who is cloaked.�Run through if active.�Between :30 and :60�Infinite�Special “No Cloak” icon.��



“Challenge!” Mode design:

This can best be understood as an evolutionary step beyond the standard ‘deathmatch’ mode afforded by the majority of our competitor’s titles.  We are going to be able to add an element of team-oriented competition that will turn the flavor of “Shadow Force” multiplayer more toward the Diablo model in terms of the fun-factor.  Players will be encouraged to ‘enlist’ with a team by the manner in which the “Shadow Force” multiplayer Challenge Mode is set up.  Of course, single players can join competition against teams, but they will probably get dusted in a matter of seconds.



Choosing the ‘Challenge!’ mode will bring up the main play options including the host name, the name of the game (if different from the default “So-and-so’s game”), and all of the currently selected options.  The pilots appear on-screen along with their selected craft.  An abbreviated set of statistics is shown along-side each of the participant’s icon as it is viewed on all connected players’ screens.



As soon as the host is ready to start the game (even if there are no other players connected), all of the visible ship icons (again, as with all “Shadow Force” screens, the items and options are represented as 3D objects), flow quickly into a waiting wormhole (central to the screen designÖ a large ring that appears to enter the forward view by moving from ‘behind’ the main camera to deep into the menu).



Dependent upon the options selected, a “Challenge!” mode game can be played for kills, time, or powerups.  Two to MAX number of players can compete for kills against one another individually or in teams (aided by the possibility of garnering powerful new weapons via ‘power-ups’), compete for a ‘single-kill’ time-oriented goal (where one pilot tries to out-live the other), or try to score the highest number of power-up points.



“Gauntlet!” Mode design:

Gauntlet! Is the most simplistic mode of play available in multi-player mode, and is the closest representation of the single-player Wing Commander experience we have all come to enjoy.  Simply put, Gauntlet! Mode is you and your friends against a sea of troubles : aliens, Kilrathi or pirates in Confed ships.



Two teams can be chosen between four or more players that want to compete for kills against one another.  The aliens are still the focus of the game score (no score awarded for killing humans in this mode), but the team with the most alien kills will gain victory in the end.



Powerups can make this an infinite gaming experience for the single team that wishes to see ‘how far’ they can get.  In all cases, the Gauntlet! Mode represents a linear mission path with a very limited story.  ICIS is present and gives details as to which “level” you have reached, and provides basic fiction for the continuation of the battle against the aliens.



The most significant statistic that a pilot can gain from playing Gauntlet! Mode games is the ‘teamwork’ stat.  For assisting in kills, providing adequate ‘cover,’ and being an all-together good pilot, players can increase their value when trying to join with other teams on the ‘net.  Players with high kills scores may not be as attractive to a host putting together a “Gauntlet!” mode game when compared against pilots who have very high ‘team’ ratings.  Good teamwork can mean a chance to unlock one of the many secret goodies at the end of a given enemy series.



Simply put, the “Gauntlet!” mode is our answer to story-based campaign multiplayer.  Since we will best be able to provide the Wing Commander experience in these more linear terms, the “Gauntlet!” stands as the best solution to getting WC pilots to work together in support of the major fantasy tenets that make our game so cool.  BuddiesÖ flying around together, depending on each other, sharpening their skills!



“Wing!” Mode design:

The “Wing!” mode design is all about one team fighting another team for possession of the “mission objective.”  There are other objectives that help to improve your performance (such as transports that give you more resources aboard the Assault Cruiser home-base), but the main goal is to score POINTS by acquiring and protecting the mission objective craft.



The game is played out on a grid of light-gates, similar to the way most single-player missions are constructed.  However, the number of gates and the number of spheres is much higher in “Wing!” mode so that a larger number of human players can stretch out and kill each other.



START POINTS / JUMP-OUT POINTS:

Each team has one starting position at the farthest reaches of the map.  This is where the entire team, their Assault Cruiser (AC) and their ‘Objective Jump-Out’ point are located.  From this point, the team will deploy to different areas in search of the objective.  



The JUMP-OUT POINT remains constant.  Regardless of where you move your team or your base, you must bring your objectives back to the JUMP-OUT POINT in order to score.



When they reach the objective (always a spacecraft of some kind, such as a shuttle or cruiser), the team must communicate with the objective to change its alignment (to be congruent with their team alignment) and fly to the Jump-Out point.



If the craft makes it to the Jump-Out point, the objective is fulfilled and the team that “owns” the objective craft scores!  If somewhere along the way, a rival team destroys the first team, they can communicate with the objective and change its alignment and then order it to fly to a DIFFERENT Jump-Out point.  This is considered a “steal.”



A team of opposite alignment can kill the first team’s objective for points.  This will grant about º the score that ‘stealing’ the objective will gain.



Objectives will stay ‘aligned’ with the first team that meets them.

Objectives can only be ‘re-aligned’ if the owning team members are not present (meaning that they have been recently killed.)

Objectives are given movement orders exclusively by the team member that “owns” them.

If you kill an object that is aligned with your team (or a neutral object) your team will LOSE THE POINTS they would have gotten if the ship had reached its goal.

All pilots will be able to “Relinquish Command To” another pilot with the comms interface.

When you OWN a craft, it will be evident on your HUD : “Objective Leader”

One pilot will be the “Cerberus Leader” and will be the sole supplier of movement commands to the Cerberus (until they ‘relinquish command to’ another pilot).



SCORE OBJECTIVES:

The objectives in this mode will represent a level-based difficulty model.  At the lower (first) levels, the objective craft are well-armored and fast.  At the later levels, the craft will be more easily destructible and considerably slower.  This will make it much harder for teams to score their objective points under fire, and more likely to be victims of a ‘steal.’



The list of possible objectives is as long as the list of capital ship objects we have to work with in “Shadow Force.”  We can reckon that the Alien and Kilrathi objects will be useful too, since the game represents possible ‘research value’ for alien vessels that need to get through the Jump-Out points.



Type�Name�Fiction�Speed�Armor�Points��Shuttle�“Aurora”�MP’s are escorting General Gill Hobart to Saturn colony to stand trial aboard this shuttle. �HIGH�HIGH�LOW��Marine Shuttle�“TCS Cantrell”�A boat-load of trainees headed for JupiterÖ off-course and lost in your nebula.�HIGH�MED�LOW��Refuel Craft�“TCS Minsk”�Recalled to Jupiter under classified orders.  Will grant an extra AC fuel boost if you win!�MED�MED�MED��Transport�“TCS DePalma”�Tissue samples / cadaver deep-freeze to aid with Confed’s alien virus research.�MED�LOW�MED��Cruiser�“TCS Gurnan”�Bound for Southern Vega and points along Epsilon.  Standard military crew comp.�MED�LOW�HIGH��Destroyer�“TCS Palecek”�Must reach Jupiter for special weapons application (testing a multi-chamber plasma cannon!)�SLOW�SOFT�HIGH��Carrier�“TCS Windsor”�Fighter-less Vesuvius class carrier en route to Hawking for commission.�SLOW�SOFT�HIGH��Bomber Wing�“688th Tactical”�Escort the 688th outside the nebula so that they can rendezvous with their main fleet in Sol sector.�HIGH�HIGH�LOW��Cruise Liner�“Avalon Princess”�Lost en route to central Vega.  Carries a number of high-profile organized crime figures from Port Hedland.�HIGH�MED�LOW��Research Vessel�“TCS Walker”�Carrying large DNA catalogue for special ‘Hero Soldiers’ genetic research.�MED�MED�MED��Fighter Wing�“Luyten Test”�Unarmed test craft being used at Luyten station.  Currently lost en route.�MED�LOW�HIGH��Transport�“Gaines Harvest”�Casaba melons the size of small asteroids!  Off-course due to nebula disturbance.�MED�LOW�VERY HIGH��Cruiser�“TCS Einstein”�Standard Military Craft Escort�SLOW�SOFT�HIGH��Carrier�“TCS Horsley”�Standard Military Craft Escort�SLOW�SOFT�HIGH��Destroyer�“TCS Mendoza”�Standard Military Craft Escort�SLOW�SOFT�HIGH��Small Fleet�“Division 64”�Align with the fleet and they’ll fight on your side!�HIGH�MED�LOW��Medium Fleet�“Division 19”�Align with the fleet and they’ll fight on your side!�MED�MED�MED��Midway�“TCS Mistral Sea”�Align with Mistral sea and she will fire off up to six (6) craft to fight with you!�MED�LOW�MED��Shuttle Team�“Flame Jumpers”�Fire-fighters and Rescue workers attached to the 688th.�MED�LOW�HIGH��Refuel Team�“Waterboys”�Cross-system flight ran this group afoul of pirates.  With their wingleader lost, they have been drifting for days on scant rations.�SLOW�SOFT�VERY HIGH��Hydra�“R-ndx 59-1”�An alien cruiser in perfect working condition commandeered by a Marine insertion team lead by Colonel Gash Dekker.�SLOW�SOFT�VERY HIGH��Tiamat�“R-ndx 06-4”�Bound for Luyten station, this vessel was revived by Confed scientists, but is in bad shape (covered by the deadly virus)�MED�HIGH�VERY HIGH��Cruise Liner�“Argent Sentinel”�This is the private liner of the VPWA (Vega Professional Wrestling Association) lost en route to a coliseum tour of Epsilon sector.�MED�HIGH�VERY HIGH��

KILLS OBJECTIVES:

The team with the highest number of Points wins the game.  The team with the greatest number of kills is not necessarily the team that will winÖ but killing will not hurt.



The really important kill is the opponent’s Assault Cruiser.  When you kill your opponents’ AC, you rob them of their ability to respawn, rearm, and refuel.



If your AC is destroyed, you will get anotherÖ but you have to WAIT FOR it!  During this time, you have only the missiles and fuel left in your craft from the last battle.  If your enemy kills you, your teammates, and your AC, they will probably be able to score some serious points while you’re out of the action.



RESOURCES FOR AC:

During gameplay, your AC will be hidden from enemy sight via cloaking.  The WingLeader is free to command the Cerberus’ movement at any time (unless the Cerberus is presently refueling or rearming another craft).  Other friendly pilots can see the Cerberus position on the overlay map and can rearm and refuel if they approach Cerberus while no enemy fighters are around.



But, your AC cannot keep you full of fuel and missiles on its own.  Each AC has a starting value for refuels, rearms and re-spawns (set by the game parms).  You can enhance the number of refuels and rearms you get by leading transports back to the AC position.  When you do this, the AC and the transport commune with one another in a nice little cinematic sequence and you get MORE of the good stuff.



If you eat up too many refuels and rearms, your AC will not have enough resources to help the other members of your team.



Find more transports by looking at the overlay map.  At certain times during play, these “powerup” transports will appear for either side to commandeer.



HOW TO WIN!:

The following limits represent the game boundaries:

Kill Limit : Sets the number of total deaths that can occur before the game is called.

Time Limit : Sets the total time for the engagement.

Points : Sets the number of points that a single side must achieve to win.

	

If any of the above limits are hit, the game will exit to the END screen showing all of the team statistics.  The Points, however, are the only way that the GAME will determine who won and who lost.  We can leave it up to the players to associate kills scores with victory and failure.  You must play for at least 1 pointÖ regardless of time limit.  If you hit the point limit before the time limit, the game still exits.



HOW TO Control the AC (Cerberus):

Using the overlay map, the “WingLeader” will be able to tell the AC which NAV sphere to move to next.  The AC will be cloaked automatically during idle periods and while moving from NAV to NAV.  After sustaining damage, during refuel / rearm sequences and while firing on enemies, the AC will de-cloak.



Fine control over the movement of your AC will be a matter of clicking on areas within the NAV circle.  Single LEFT-CLICK on an object or blank space to select Cerberus’ next waypoint on a fixed X/Z plane.  LEFT-CLICK, HOLD and DRAG up or down to raise or lower the waypoint’s Y-Axis value.  This gives you full X/Y/Z axis control over Cerberus!



HOW TO Control the OTHER CRAFT!:

Same as Cerberus.  However, anyone can see the objectives and transport craft on their over-lay maps.  That way, folks will be able to head-off other teams and steal their cargo and redirect it toward their Jump-Out point.






