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Design History


This is the second design stage for Death of a Hero.
The first version of Death of a Hero (formally known by the project title David Hunter 3) was to be a low poly mod built for Half-Life 2 / Far Cry. The project scope was enormous and later proved too unwieldy.
Version 1.00
The basic premise for the mod was initially present in the first design document. The majority of this has been scrapped, and the new version is the only document to be considered – there are no revisions as this is essentially a re-write.
Version 2.00 (18.10.05)

Version 2.00 is this document, without revision. Version 2.10 will arrive shortly, with expanded details in regards to the singleplayer game itself.
Version 2.10 (30.10.05)

Details in regards to singleplayer and multiplayer have been expanded, however full singleplayer details are not to be made available until 2.15.
Version 2.15 (03.11.05)

Singleplayer campaign and story are included in sufficient detail. Note that only this level of detail has been included deliberately to allow mapping staff creativity.

Version 2.20 (25.11.05)

Expansion of singleplayer campaign details, introduced singleplayer ‘anti-hud’ system. Weapons and accessories explained, new accessory listing and some new items. Some items also cut for ease of construction reasons. Armour items and miscellaneous equipment is to undergo further reconstruction, and will appear in revision 2.25.
Game Overview
Philosophy

Aims behind Death of a Hero

Death of a Hero (hereafter shortened to DoaH) aims to be a high quality total conversion project, effectively a full game in its own rights. It aims to present the player with the David Hunter style of unique game play, further enhanced with elements inspired by other games.
Common Questions

What is Death of a Hero?

DoaH is a high-octane single and multiplayer first person shooter of unusual proportions.
Why create Death of a Hero?


Death of a Hero is supposedly aimed at being an ultimate war simulation game, whilst still retaining its own rather bizarre nature. It features fairly realistic and heavily simulated gameplay within the confines of the unique David Hunter universe. It's designed to give the player heart racing battle experiences, where any one of the hundreds of flying bullets could be the one to end your endeavours. Massive armies will collide in densely packed urban warfare scenarios that are impressive in scope and imagination. 

Where does Death of a Hero take place?


Death of a Hero is set just before the balance is tipped into the favour of humanity during the great Clone war. An enormous entrenched battle line stretches as far as the most northern tip of Norway, all the way down to the most southern tip of Italy, with over a billion soldiers prepared to give their lives so that mankind may live on.
Death of a Hero takes you into the heart of the fighting around the UNDH headquarters, where you will follow their movements throughout the game and play as a miniscule part of an incredibly large military campaign, up until the final defeat of the clone forces on Earth.
What am I in all of this?

You take the form of a regular foot soldier, conscripted into the Wehrmarkt at the time of direst need. You are the basic grunt in an enormous army that can barely equip itself. Thank you luck stars that you are part of one of the largest surviving armies with the best industrial production rates in the world.

What is the main focus?

Just like in most modern First Person Shooter games, you focus is to eliminate the enemy using any means necessary or possible. In Death of a Hero you also have several fairly dynamic objectives in many missions that may require a search and destroy behaviour or a simple 'get to the end of the level without being killed' scenario.

What’s different?

Death of a Hero is different to game that are currently in production and on the market, simply due to its sheer power of vision.
Basic Story

It's February 2004. A privately owned genetics testing laboratory somewhere remote in the United States is testing it's latest gene replication and bio-preservation techniques on a previously unidentified strain of sub-human, known as 'David'. The strain is known to be highly dangerous, the only species on this planet with an irritation rating of 5. Mosquito's don't even come close. The strain is also of the very stupid temperament, and has a unique want for destruction and weaponry.
A nearby governmental facility is currently manufacturing new military technology that will revolutionise the way we fight. Their new weapons systems and anti-gravatical technologies make for a vast improvement on previous designs.
At the end of February, two unmodified forms of the 'David' strain escaped into the desert. They were ignored, as it was not believed that they could survive the harsh desert climate for very long without supplies of food or water. Three days after their disappearance, it was noted that a miniature version of the cloning device had been misplaced by a member of the staff.
On a daring raid, twenty-seven individuals resembling the 'David' strain break into the governmental facility in search of food and water. During their raid, twenty-one of them are killed by armed security guards; however one individual managed to gain access to the armoury, gaining high-tech weapons systems and anti-grav technology. A few of the survivors returned to the Genetics lab where they had been kept for the duration of their lives. They unleashed the full potential of their new found weaponry and it is doubtful whether any of the scientists survived the attack. The laboratory was totalled save for the vault, and the experiments were set free into the world. The cloning technologies were not confirmed to have been destroyed.
Government officials discover of the insurrection and raise a national alarm. Over thirty-thousand weapons prototypes are missing, as well as designs for a new inter-stellar transport based on the anti-grav technology. Over three months later, the United States stands down. There has been no evidence to suggest that any of the arms or equipment survived the destruction of either of the desert installations. In autumn 2004, millions of David clones swarm amass into every major city, military facility or political structure in the United States. The country is in complete turmoil, the Armed Forces are unable to stem the tide of seemingly identical assailants, and clones pour from every underground orifice to be imagined. The last standing city is New York, and troops that had previously been stationed elsewhere pour into a defensive that will last for a great many years.
The United States is declared part of the new Clone Empire. Only a last vestige of hope remains in the besieged city of New York. Wave after enormous wave of foot slogging clone infantry regiments swarms over the entire of North and South America. Every nation falls under their blood encrusted flag. Within two weeks the entire continents are completely covered minus NY City. Wave after wave of clones barrage the shores of East Asia and Western Africa and Europe in a wide variety of sea and air vessels.
Clones flood into all three continents rapidly.
The United Nations forms 13 emergency military divisions known as the United Nations David Hunters (UNDH) These 13 divisions are all controlled by the Company Commander Primero of the 11th company, and are lead into battle by their own respective Primeros.
After three months of bitter warfare, the UNDH halts the advance of the clone forces in December 2004. Shortly after, all space installations fall under heavy attack from small boarding craft and minor ordnance.
It is then surmised that the entire clone army is under the direct command of an entity known only as ‘The Brain’. It is believed that the Brain is the result of a genetic mutation resulting in a one off intelligence with unlimited psychic potential.
The war for the salvation of all humanity has begun.
Feature Set

The Game World

Overview (Basic Precepts)
DoaH is set to be a fairly standard first person shooter, with a few minor differences that are to be noted. It features both a singleplayer story and standard multiplayer modes.
Rendering System

Quake 4 (Doom 3 Enhanced)

The rendering system will be identical to that of the typical FPS genre based on Quake 4’s own capabilities. There will be increased geometric detail to player models, but texture work and particle effects will be reduced to compensate if necessary. Quake 4 is an excellent poly-pusher, and as such DoaH aims to push the engine boundaries to their respective limits.
Soundtrack
The Ideal Soundtrack
An important, but generally overlooked element, the singleplayer and multiplayer soundtracks should be akin to those used in the original David Hunter. A Sonic Mayhem soundtrack would be ideal.
Game Basics

Overview

Singleplayer


You are an inexperienced soldier, recently conscripted into the Wehrmarkt in the effort to defend Western Europe from the clone onslaught. In an army barely able to sustain itself, the player must take part in the campaign to recapture all of Europe, and later join the elite ranks of the United Nations David Hunters (UNDH) to take the war to the United States, and prevent total annihilation through nuclear winter…
The game is very similar to most first person shooters, with a few notable features. The only basic gameplay element altered is the ability to ‘free’ the aiming reticle. To do so the player must enter a third person mode, where the player must remain stationary (although the player may crouch if desired), and the reticle (or crosshair) may be freely moved around the screen. This aims to effectively allow the player to make good use of cover if desired.
DoaH uses a special equipment system, where the player may customise his/her equipment load out before each mission. The player will have limited access to various items, some of which may sometimes be compulsory or unavailable depending on each mission. The player may only ever carry a single primary weapon and a secondary weapon, but may replace these as alternatives are found during a mission.

Every item has a ‘Restriction of Weight’ value, and every mission allows the player to take a certain amount of equipment based on these values. This means that particularly unwieldy and large pieces of equipment may severely restrict other options available to the player.
Multiplayer


Multiplayer aims to be a reconstruction of the original David Hunter, with a few notable additions – additional weapons and a new game mode entitled ‘Capture the Bling’.

Capture the Bling is a simple game mode, where two teams of players compete to capture the small black scuttling robot known as the Bling. The Bling is captured simply by moving within a set radius of it, and each capture is worth a point. The team wit the most points at the end of the time limit, or the team to hit the point limit first is the victor. The Bling is however, extremely fast and agile, able to get where many players cannot. Its movement is effectively random.
Enemies


In the singleplayer game, there is only one type of enemy – the clone soldier. Each clone soldier is effectively identical, however they may have different weapon and armour options. Clones often also have access to vehicles such as technicals, light tanks and even aircraft, which may be significantly well armed or even upgraded with unusual weapons systems or other oddities.
Weapons and Equipment

Singleplayer

Weapons in singleplayer are divided into two distinct categories; Primary and Secondary. A player may only ever carry one Primary and one Secondary weapon. Additionally, there are Generic Equipment items, Armour items and Weapon Accessory items.
Primary Weapons
· Heckler and Koch MP-7 PDW (1.5kg)
The HK MP-7 PDW has a very high rate of fire and good level of accuracy. It does however have a very limited effective range and is less powerful than larger machine guns. It has a standard magazine capacity of 20 rounds – which it can go through in 1.25 seconds. The weapon uses specialist 4.6mm rounds, and boasts a very high level of armour penetration at short ranges. Due to its extreme light weight, the MP-7 can easily be fired one handed.
· Retractable Butt-Stock (0.2kg)
Accuracy increased 100%
· Extended magazine (0.4kg)
Clip Ammunition increased 100%
Ammo Max increased 100%
· Solid Shot ‘Penetrator’ rounds (0.8kg)
Damage against flesh increased 25%
Damage against armour increased 100%
· Point Light (0.3kg)
Addition of torch light
· Famas Felin G2 (3.8kg)
The Famas-Felin G2 rifle has an incredible rate of fire, but a fairly limited range and penetrative capacity. It takes a 30 round magazine, which can be fired in 1.6 seconds. The weapon uses 5.56mm NATO ammunition and boasts a high level of customisability.
· Silencer and Flare reduction (0.4kg)
Weapon silenced
Muzzle flare reduced 50%
· Folding Butt-Stock (0.2kg)
Accuracy increased 100&
· Laser Marker and Scope (0.5kg)
Addition of laser marker light
Addition of 2x scope
· Drum magazine (0.4kg)
Clip Ammunition increased 200%
Ammo Max increased 100%
Rate of Fire decreased 50%
· M203 option (1kg)
Grenade alternate fire option
· Point Light (0.3kg)
Addition of torch light
· Heckler and Koch G36 (4.8kg)
The HK G36 was adopted by the Bundeswehr in 1995, and even after 10 years of service, it remains the primary weapon available to soldiers in the field. It is a powerful ranged weapon with an average rate of fire, and is very reliable. The standard magazine takes 30 rounds of 5.56mm NATO ammunition.
· Dum-dum round (0.1kg)
Damage against flesh increased 150%
Damage against armour decreased 60%
· Extended magazine (0.8kg)
Clip Ammunition increased 50%
· XM320 option (1kg)
Grenade alternate fire option
· Point Light (0.3kg)
Addition of torch light
· Heckler and Koch Mg43 SAW (6.5kg)
Known as the MG-4 by the Bundeswehr, the Mg43 SAW is a light man-portable machine gun that takes 7.62mm NATO rounds. It has a good rate of fire, and an excellent effective range. It is generally fed from a 60 round ammunition box, despite being essentially a belt-fed weapon.
· Backpack feed (10kg)
Clip Ammunition increased 300%
Ammo Maximum increased 100%
Accuracy decreased 75%
Rate of Fire increased 25%
· Solid Shot ‘Penetrator’ rounds (4kg)
Damage against flesh increased 25%
Damage against armour increased 100%
· Tri-Spotlight (0.9kg)
Addition of multiple torch lights
· Geldmacher SVD (4.3kg)
The Geldmacher is a german copy of the Druganov rifle, modified to be semi-automatic and to include an integral 4x illuminated scope. It’s lightweight and reliable, offering fantastic ranged firepower on the battlefield. It takes an 8 shot magazine of 7.62mm NATO ammunition. It has been rumoured to even be able to penetrate thick armour plating and walls in isolated incidents.
· 8x Scope replacement (for 4x) (1.2kg)
Scope replaced with a 8x magnification
· Point Light (0.3kg)
Addition of torch light
· Accuracy International Aw50 (15kg)
The British Arctic Warfare .50 rifle is a very heavy duty rifle. It takes a 5 shot magazine of 12.7mm ammunition. It can deliver fire over incredible ranges with considerable accuracy, making it a fearsome opponent in the field.
· 4x Scope replacement (for 10x) (0.2kg)
Scope replacement with a 4x magnification
· Point Light (0.3kg)
Addition of a torch light
· Heckler and Koch 40mm GMW Light (20kg)
A lightweight, man-portable version of the fabled 40mm GMG was secretly put into production in late 2004. The GMW Light is the heaviest non-mounted weapon available to standard ground troops, and is a terrifying proposition on the battlefield. Despite having a short effective range, the terrible firepower and respectable rate of fire make up for this. The GMW takes a large box magazine of 20 40mm specialist rounds.
· Backpack feed (10kg)
Clip Ammunition increased 2500%
Ammo Maximum increased 200%
Accuracy decreased 100%
· Tri-Spotlight (0.9kg)
Addition of multiple torch lights
· Speed-loader system (3.6kg)
Rate of Fire increased 50%
Damage against armour decreased 50%
· UNDH Issue Mk4ABC HAC (6.2kg)
Issued as the weapon of choice to the elite companies of the UNDH, the Colt Mk4ABC is a revolutionary weapons system. Utilising a great deal of internal circuitry and miniaturisation and refinement, the Heavy Assault Carbine has been forcibly made almost exclusively from a ceramic compound to reduce the significant overheating issues that the weapon is capable of generating. It features both internal water-cooling and fan based systems, as well as digital ammunition displays, and has the capacity for additional electronic components, such as torches, laser markers and scopes that interface with other UNDH electronics. Unfortunately, its battery life is very limited, allowing UNDH soldiers to make limited appearances in the field. It takes a box magazine of 75 shortened 9mm rounds, and is capable of firing up to 8000 rounds per minute with fair accuracy and incredible penetrative power.
· Backpack feed (5.6kg)
Clip Ammunition increased 666%
Ammo Maximum increased 200%
Accuracy decreased 75%
· Iron Sight option (1.2kg)
Addition of Iron Sighting mechanism
· Tri-Spotlight (0.8kg)
Addition of multiple torch lights
· Laser Marker (0.4kg)
Addition of laser marker light
· 2x Illuminated Scope (2.3kg)
Addition of 2x Scope
· UNDH Issue Luxtor 33-t Chaingun (17.5kg)
Designed as a heavy squad assault and support weapon, the Luxtor model chaingun is the first man-portable weapon of its type. Drawing upon similar miniaturisation techniques as the Colt Mk4ABC, the model 33-t chaingun is capable of churning up to 14000 rounds per minute, and delivering them with considerable force. The chaingun takes a belt feed from a backpack supply, but unfortunately, it does have to wind up before the weapon can fire, taking approximately 0.2 seconds – which can prove fatal in many battlefield situations.
· Ceramic firing chambers (3.6kg)
Rate of fire increased 25%
Wind-up decreased 10%
· Solid Shot ‘Penetrator’ rounds (10kg)
Damage versus flesh increased 25%
Damage versus armour increased 100%
· UNDH Issue Grenade Launcher (8.5kg)
An unusual weapon, the UNDH Grenade Launcher may feature similar internal circuitry to many UNDH weapons, although this is not standard. The UNDH grenade launcher can lob 50mm grenades significant distances, and deal damage to all but the best shielded opposition. It also features integral flare reduction and muzzle suppressions, allowing it to be used against targets without fear of immediate retribution.
· Digital ammunition readout (0.6kg)
Additional digital ammo counter
· UNDH Issue ‘Prometheus’ Flamethrower (14kg)
Adopted purely for specialist combat scenarios, the Prometheus Flame Carbine is ideal for clearing out enemy positions. Lightweight and efficient, the Prometheus has an effective range of about thirty meters, and can take a variety of different fuels.
· Digital ammunition readout (0.6kg)
Additional digital ammo counter
· Incinerator Modification (0.8kg)
Rate of fire increased 100%
Damage against flesh increased 300%
Damage against armour increased 25%
· UNDH Issue ‘God-Hammer’ Sonic Projector (23kg)
An experimental weapon, the God-Hammer is a light anti-tank weapon which makes use of specialist energy cells called ‘Disruptor Cartridges’ to project super-colliding sonic waves, capable of literally shaking apart targets in seconds. The God-Hammer is a highly effective anti-light vehicle weapon, which is also sickeningly effective against ground targets. Standard cells can produce 6 shots per reload, but there are other variations on this weapon cell type.
· High capacity cartridges (3.6kg)
Clip Ammunition increased 100%
Ammo Maximum increased 100%
Damage against flesh decreased 50%
Damage against armour decreased 100%
· Overcharged power cells (3.6kg)
Clip Ammunition decreased 100%
Ammo Maximum decreased 50%
Damage against flesh increased 200%
Damage against armour increased 50%
· Iron Sight option (1.2kg)
Addition of Iron Sighting mechanism
· 2x Scope option (2.4kg)
Addition of 2x Scope
· UNDH Issue ‘Fire Fury’ Plasma Cannon (9.5kg)
An experimental alternative to standard projectile small arms, the Fire Fury is a heavy anti-infantry weapon which makes use of photogenised hydrogen molecules to generate extreme energy build-ups, which are released periodically as lethal bursts of energy. The result is a stream of highly unstable projectiles which can cause searing burns and tremendous damage on physical contact, fusing both metal and flesh with ease. It has a fair rate of fire, and a single photo-hydrogen flask, commonly referred to as a ‘cell’ can generate 75 bursts of fire.
· Reduced Capacitator Output (0.1kg)
Clip Ammunition increased 100%
Ammo Maximum increased 100%
Damage against flesh decreased 50%
Damage against armour decreased 75%
· Dual cell modifications (0.4kg)
Two clips loadable into weapon
Rate of Fire increased 25%
· Iron Sight option (1.2kg)
Additional Iron Sight Mechanism
· UNDH Issue Hawk MkIII DBG (28kg)
The infamous third generate of Hawk Technologies experimental micro-missile launchers, the MkIII rapid firing missile launcher follows on from the highly successful MkII cluster missile based prototype. Capable of launching 30 60mm missiles per minute, the MkIII ‘Da Big Gun’ is a highly capable anti-tank weapon. Its’ rockets are customarily fitted with specialist miniaturised (approximately 20gram) nuclear warheads, further increasing the damage yield. Unfortunately, neither the weapon nor the ammunition can be produced in significant quantities due to the highly specialist manufacture process. The DBG commonly uses a backpack feed option, and a single person can carry up to 100 rounds of ammunition.
· No options

Secondary Weapons

· Glock 18 Pistol (0.6kg)
Usually reserved for law enforcement, the Glock 18 sidearm has respectable capabilities that make its use in military action considerable. It is generally configured to single shot settings, but can fire three shot bursts, and takes a 15 shot magazine. It’s fairly accurate and has enough damage potential to warrant use as a potential sidearm.
· Extended magazine option (0.2kg)
Clip Ammunition increased 100%
· Burst fire setting (0kg)
Fires in three shot bursts
Accuracy reduced 50%
· Heckler and Koch P2000 (0.6kg)
The HK P2000 is based upon older USP designs, and is an effective sidearm with significant damage potential at short ranges. It takes a magazine of 13 9mm Luger rounds, which can be delivered with considerable precision.
· Silencer and Flare reduction option (0.2kg)
Weapon Silenced
Muzzle flare reduced 50%
Accuracy reduced 25%
· Laser Marker and Scope option (0.3kg)
Additional laser marker light
Additional 2x Scope
· Valtro PM5 Compact (1.2kg)
The PM5 is a small lightweight pump-action shotgun, ideal for use as a combat sidearm. It is capable of considerable firepower at short ranges, and can reload very quickly due to the unusual use of a 7 shell 12 gauge magazine.
· No options
· UNDH Issue Combat Shotgun (3.6kg)
Issued exclusively to UNDH forces, this heavy double barrelled combat shotgun both looks and plays the part. Although it is still limited pump action and manual tube feed reloading, the Combat Shotgun is capable of delivering significant firepower at very short ranges.
· No options
· UNDH Issue ‘Big Bertha’ Handcannon VBP (8.6kg)
’Big Bertha’ as it has been christened is an unusual development. This ultra-lightweight heavy rifle is similar to a revolver in external design; however the internal systems are fairly unusual. It takes 12mm full metal jacket rounds which are mockingly called ‘big ass bullets’ by the average UNDH trooper. It can project these rounds at incredible speed with incredible precision, and is potentially capable of ripping unprotected targets in pieces with the delivered force.
· No options

· UNDH Issue ‘Punk Buster’ Nailgun (3.3kg)
Another unusual weapon, the Punk Buster is only issued to UNDH agents who are expected to encounter considerable resistance in positions where they may not be able to receive immediate backup. The Punk Buster fires 9 inch pointed metal stakes referred to as slugs or nails indiscriminately over the target area. It has a very high rate of fire but low level of accuracy, rendering its use only valid in certain conditions. The Punk Buster takes a clip of 100 nails, and is highly effective against unarmoured targets.
· No options

Armour Items

· Helmet (1kg)
· Tactical Monocle (0.2kg)
· Night Vision (0.4kg)
· UNDH Issue Enclosed Helmet (5kg)

· Body Armour (0kg)
· Flak armour (4kg)

· Combat armour (8kg)

· UNDH Issue Powered Armour (58kg)

Generic Equipment Items

· Ka-Bar Knife (0.5kg)

· Fragmentation Grenades (2.2kg)

· Flash-bang Grenades (1.8kg)

· UNDH Issue ‘Novitiate’ Dirt Bike (17kg)

Interesting Note: A player equipped with standard UNDH combat gear (Mk4ABC, Combat Shotgun, Enclosed Helmet and Power Armour) would therefore come out at a total of 72.5kg of equipment!
The Singleplayer Anti-Hud System

The singleplayer game mode aims to dispense with the customary ‘heads up display’ that is incorporated into effectively every first person shooter. It is customary to implement a crosshair based aiming system, and either a numerical or bar based system of display to show the player their vital statistics.
Aiming for an increased level of ingame depth and involvement, the aim is to use alternative means to the aforementioned common techniques used to represent player status.
· Hip-Shooting, Iron-Sighting and Scopes;
There is to be no crosshair rendered in Death of a Hero. Instead, the player is subjected to an enforced guess-aiming whilst in the regular stance. The player can aim at any time with a toggle control (default right mouse button), and dependent on the weapon in use and accessories installed, the player will either be granted use of the weapons’ own iron sights, by pulling the model in line with player vision or will be allowed the use of a scope system, with preset zoomed ratio, and no weapon drawn. Both iron sighting and scopes will alter the player field of vision. Later in the game, there will be weapon accessories that will alter this system, bypass it or augment it in some fashion; this will be covered in the accessory entry when written.


· Ammunition Displays;
There will be no ammunition counters or bars, instead many of the weapons will include digital counters on the weapon model themselves that display the number of shots remaining in the magazine that is currently loaded in the weapon. Several weapons will not include these digital counters, and there will be no means for the player to keep track of reserve ammunition that is being carried.


· Health and Armour Displays;
Neither player health or armour will be displayed using counters or bars. The player will never be allowed to know how much armour they currently have, nor how effective it is. Health will not be displayed until the player loses 50% health, where a small blur effect will be imposed on the view of the player, and audio will become slightly muted. These will become increased in effect as player health continues to degenerate. When it reaches 0%, the screen will fade to black, and a game over message will be displayed. As health gets lower, the player will suffer increased aiming difficulties

· Stamina;
This option may or may not be included in Death of a Hero. The player may sprint at anytime whilst Iron-Sighting is not toggled by holding the correct key (default shift). The longer a player is sprinting, the worse an incremental blur and heavy breathing effects will become. When the player stops, the player must wait for this blur to pass, and until it has done, the player will suffer increased aiming difficulties.
Multiplayer Specifics


In multiplayer, all players start with the standard selection of Crowbar, Mk4ABC, Enclosed Helmet, Power Armour and Grappling Hook. Other items must be found in game as per usual multiplayer death match style games. There is no limitation on how many pieces of equipment may be carried. Note that only items marked as UNDH issue will be present in multiplayer, and additional items (power-ups, health pickups and armour pickups) that are not available in singleplayer are to be seen.

Game Modes
There are several game modes to be included in DoaH multiplayer, varying from the solo rampages of Deathmatch, to the strategically team based Capture the Flag modes.

Deathmatch

Deathmatch is a very familiar concept amongst FPS; kill or be killed combat where it’s every man for himself. The player with the most kills at the end of the round, or the first player to hit the kill limit wins.

Team Combat

Commonly known as Team Deathmatch, players are divided into two teams, where they compete against the other to kill the most enemy players before the end of the round, or be the first team to reach the kill limit. Note that points are deducted for killing members of your own team.

Capture the Flag

Once more divided into teams, players are to capture the enemy flag and bring it back to theirs without their opponents doing the same. The team with the most captures at the end of the round, or the first team to hit the capture limit wins. The enemy flag cannot be captured if the friendly flag has been stolen.

Capture the Bling
“Capture the Bling is a simple game mode, where two teams of players compete to capture the small black scuttling robot known as the Bling. The Bling is captured simply by moving within a set radius of it, and each capture is worth a point. The team wit the most points at the end of the time limit, or the team to hit the point limit first is the victor. The Bling is however, extremely fast and agile, able to get where many players cannot. Its movement is effectively random.”

Available Weapons

Some weapon names have minor alterations in MP, and weapons do not have any of the upgrades. They also have their corresponding default key binding included.

· 1: Crowbar

· 2: Mk4ABC Assault Carbine

· 3: Combat Shotgun

· 4: Silenced Grenade Launcher

· 5: Sonic Blaster

· 6: Flamethrower

· 7: Big Bertha Handcannon VBP

· 8: Plasma Cannon

· 9: L33t Chaingun

· 0: Nailgun

· -: Hawk MkIII DBG

· =: Grappling Hook
Power-Ups

Multiple different power-ups are made available throughout the multiplayer environment. They are picked up automatically on contact, and have a 60 second effect on the player. Multiple power-ups of the same type that are picked up will simply add to the timer.

Uber-Damage

Uber-Damage grants the bearer with an x5 damage multiplier and a red glow.
Speedy Bootz

Speedy Bootz gives the bearer with triple running speed and a sonic ring trail.
Stealth Suit
Stealth suits render players almost completely invisible.
Enviro Suit

Players with Enviro-Suits cannot be damage by environmental effects or splash damage. They are given a yellow glow.
Jet Pack

Players with Jet Packs are given the ability to fly, and a sonic ring trail.
Fantasy Smack

Fantasy Smack players are immune to enemy fire, but suffer heavy visual modifiers.
Nano-Regeneration

Players with Nano-Regeneration gain a blue glow, and regain health at a rate of 1 point per second.

Dirt Bike

Players equipped with a Dirt Bike gain the benefits associated by Dirt Bikes.
Pick-Ups

Multiple different pick-ups are made available throughout the multiplayer environment. They are picked up automatically on contact, and will add something to the player statistics or inventory.
Health
Health pickups will augment the players’ health characteristic. They are available in three versions: First Aid (+10), Medikit (+35) and Treatment (+60).
Armour

Armour pickups will augment the players’ armour characteristic. They are available in three versions: Armour Plate (+5), Flak Armour (+50), Combat Armour (+150).
Ammunition

All weapons that use ammunition will often run out – ammunition is replenished by picking up the related ammunition pickup. Different weapons have different maximums, and different quantities of ammunition that are picked up per pickup, as listed below
Weapon



Ammo



Maximum

Mk4ABC Assault Carbine 

9mm Rounds (75)

500

Combat Shotgun


Shells (10)


100

Silenced Grenade Launcher

Grenades (5)


50

Sonic Blaster



Disruptor Cartridge (10)

150

Flamethrower



Gasoline (150)


750

Big Bertha Handcannon VBP

Big Ass Bullets (5)

50

Plasma Cannon



Photo-Hydrogen Cells (75)
500

L33t Chaingun



Belt Feed (250)


2500

Nailgun




9 Inch Nail Cluster (30)

180



Hawk MkIII DBG


Micro-Missiles (25)

250

Portable Medikit

The Portable Medikit is carried until activated. Prior to activation, no other portable items may be carried. When activated, it sets the player health at 175.
Random Teleporter

The Random Teleporter is carried until activated. Prior to activation, no other portable items may be carried. When activated, it transports the player to a random location on the map.
Stasis Cocoon
The Stasis Cocoon is carried until activated. Prior to activation, no other portable items may be carried. When activated, it surrounds the player with a force field that immobilises the player, and prevents enemy fire from penetrating it, with the exception of Grenades.
Suicide Nuclear Bomb

The Suicide Nuclear Bomb is carried until activated. Prior to activation, no other portable items may be carried. When activated, it suicides the player, and emits an enormous destructive blast wave.
Singleplayer Specifics
Campaign Progression
Actual progression is listed only in bullet points and a bit of story – this is where the mapping staff come in to bring it to life with their own creativity and design skills. It also speeds up the construction process dramatically when things aren’t too specific in this regard.
Introduction Cut Scene

This is the initial starting point of the game, a short video with the back story behind the SP game. This could be done in one of two styles; either in the form of a pre-rendered video scene using ingame media, or as a machinima or cut scene (as it is currently written to be). It is currently bullet pointed by scene and with script for the commentary overlay given in italics, but this should eventually become a storyboard.

· Fade in;
black screen, white ‘typewriter’ text: “Historically, democratic societies have been slow to react to gathering threats, tending instead to wait to confront threats until they are too dangerous to ignore or until it is too late. – Dr. Condoleezza Rice, US National Security Advisor”
Fade out

· Fade in;
black screen, white ‘typewriter’ text: “Scientific Progress Goes ‘Boink’ – Bill Watterson”
Fade out

· Note the next sequence should be constructed of quick ‘flashes’ of video if constructed as machinima.
Fade in;
inside a genetics laboratory, extremely brightly lit and well equipped. Advanced machinery hums in the background. Human test experiments sit in cages, poorly kept in substandard conditions – these are the subhuman creatures labelled ‘Strain Davros’. A whiteboard is covered in various scrawlings, the most prominent of which states “Davros Clone propagation time decreased 590%”. Typewriter text appears in the bottom left corner of the screen “Advanced US Military Research Center – February 12th 2004”. A pair of middle-aged men in white laboratory coats attend to their creations, probing / injecting them with various instruments. They head towards the door, turn off the lights and one of them closes the door (which locks automatically), and in doing so drops a keychain through the gap between the door and the frame. Both men mutter under their breath and leave the laboratory – outside it is dusk over an arid, red rocked desert. The area is very remote; there are no roads or distinguishing features.
Fade out


· This sequence should be constructed in the same manner as the previous.
Fade in;
daylight in the same scene as we were shown previously. The same two men emerge and enter the lab. Typewriter text appears as before “Advanced US Military Research Center – February 15th 2004”. Shocked, they drop their equipment – the previously locked door is smeared with a single large blood streak, and is swung wide open. On entering the room, the shredded body of a security guard as present, much of the machinery is in ruin or missing. All test cages are open and no trace of the experiment specimens is to be found.
Fade out

· Fade in;
black screen, white ‘typewriter’ text: “The escape of the Clone specimens was ignored. Such creatures could not withstand the harsh conditions of the desert for any great length of time.”
New text: “The testing facility was shut down in April 2004 – it was found destroyed with all six members of staff brutally slain, the Davros project was closed, and all files destroyed.”
New text: “Advanced cloning technology and many weapons prototypes were never recovered….”
Fade out

· Play the ‘Shee Labs Presents’ logo – note that a new logo will need animating individually to this project.


· Show the ‘Death of a Hero’ banner – this will probably be in the form of a digitised matte painting.

· Fade in;
grey sky, heavy rain. The smoke reveals a completely devastated cityscape, the camera pans slowly through it to the right.
”That was six months ago, the single event that changed the course of my life forever, changed the face of our lives forever, every single one of us.”
The camera continues panning through the city, bones and broken, uniformed bodies become apparent. The city is wracked with craters and streets are full of debris. Barbed wire is spread through improvised barricades. Small fires burn on the horizon, smoke fills the skies.
”They called the First World War the war to end all wars, and they called the Second the greatest sacrifice of human resources the world should ever see.”
As the camera pans further, great piles of shattered corpses are evident in the war torn streets. Here the city is at its most destroyed; pure rubble and no real remaining structures. Bodies hang on barbed wire, and mines are openly visible – this is no mans land.
”Of course, much of that seems irrelevant now. Here we stand, the last vestiges of the human race, under the onslaught of an opponent that should never have come into being.”

· Trench systems now become obvious; they are filled with soldiers and artillery. Enormous fortress walls rise up in the background, as the camera rotates it becomes more evident that this line stretches as far as the eye can see in both directions.
”Millions of fighting men have already been slaughtered; many more will be before this war ends, and many are conscripted everyday into the vast war machine that stands as the final line between our civilisation and the enemy. At least a billion soldiers stand here with me on this very front line, charged with one task, to fight until we can fight no more, either through death or through glory.”

· The camera now begins to home in on a central building just behind the fortress wall. This is the UNDH Headquarters, and it is guarded by the heavy suited UNDH soldiers as well as conventional troops. The camera will focus on an individual soldier – the player. The camera will slowly zoom in to the player during this section.
”The United Nations has taken command of our fighting forces, and has created an additional 13 companies of fighting troops – the David Hunters. They are formed from the remnants of all western fighting forces. Most of us have never seen a war, yet somehow these soldiers seem to be the veterans of a thousand campaigns. Either way, the enemy draws ever closer. By dusk, I’ll be dead, and the Clones will swarm over this installation as if it were simply nothing more than a speed bump, regardless of the army we have arranged to meet them. There can be no mercy, no retreat, no surrender. Today we fight – fight until we die.”
The Brussels Campaign – Mission One: Surviving the Impossible
This mission mostly acts as an introductory mission – it will initially begin with a brief control tutorial that will guide the player to the front lines.

Diary Screen:

“This is it, what we’ve all been waiting for. The Clones are moving into our position and are already sending their first attack wave. We are undersupplied, undermanned and inexperienced, but we cannot let the 7th Company HQ be taken. Today we fight – fight until we die.”
Equipment Selection Screen: 0Kg
Compulsory

· G36
· Glock 18
Progression and Objectives:
· Objective: Make your way through 7th Company HQ to the main wall.

This section will see no combat. The HQ structure is under artillery strike, and as such it’s taking heavy damage. The player must be forced to use the crouch / jump to clear certain blocked corridors, and will get an introduction to firing a weapon in a similar manner. The next objective is obtained when reaching the main wall, and completing the prior objective.
· Objective: Hold the wall against enemy attack.
The player is allowed onto the top of the fortress wall, and will now engage the enemy in combat. Large quantities of basic enemies will come from the ruins across no mans land towards the fortress walls. There will be additionally, large quantities of friendly soldiers also manning the walls. This is a timed section that should last for several minutes, the objective is completed when this time period is over and all enemies have been eliminated. This is the end of the mission.

The Brussels Campaign – Mission Two: Dangerous Encounters
This is the first time the player is introduced to the equipment selection screen. This is actually a very long mission, and even more so in terms of actual development – but fortunately a lot of terrain can be reused from the previous mission,  and a lot of this scenario is as seen from the top of a vehicle.
Diary Screen:

“Somehow, we’re still intact after their attack. I just pray for the poor souls we lost out there today – and I pray that no more may die.

This was however just the first wave. We know there are many more of them out there, and we know that they’ll strike soon. Hope is lost, there’s little chance for any of us – especially those like myself who are assigned to the front lines. I’ll be joining my dead friends soon; it’s only a matter of hours.
I’ve got to patrol the outskirts of the city tonight, along with a few others. Hopefully we can get some useful information, hopefully we won’t be spotted. Either way, all this recon seems more than a little irrelevant. I fear for my life.”
Equipment Selection Screen: 10Kg
Optional:

· G36, G2 or MP7-PDW

· Glock 18 or P2000

Progression and Objectives:

· Objective: Fight your way back to the trenches and raise the alarm.
During this section, the player is located in the ruins not too far from the trench system. The position is being infiltrated by large quantities of opponents, and many members of the recon teams are being killed. The player must proceed through the city and into the trench system so that the alarm can be raised. Once the alarm button has been pressed, the player is given a new objective.
· Objective: Ride with squadron B-2 as the gunner in the third Humvee. Protect the UNDH soldiers as they advance into the city.

At this point, the player must jump into the correct Humvee vehicle in a convoy of five. The convoy will track around parts of the ruins and the outskirts of the trench system, as UNDH soldiers progress into the city itself. There are large quantities of basic enemies, and a small amount of enemies armed with light anti tank weaponry. During this section, the objective will change, the best option for this being in a large town square type area (it makes for drama in the next section);
· Objective: The 7th Coy UNDH are being overrun, retreat back to HQ!

This section will start stationary, as many enemies swarm from the ruined structures surrounding the current player position. After a short period of time, the convoy will start moving once more, preferably after two vehicles are overrun in quick succession and with suitable drama. Once the vehicles hit open ground, retreating friendly foot soldiers will be visible, and enemy technicals and enemy soldiers will also enter open ground from nearby ruins and streets. This section ends when the player reaches the main gates of the fortress wall. At this point, two tanks will appear, and a helicopter gunship will start harassing the enemy. The objective will now change.
· 7th Coy UNDH Administration is being led by Hunter Crash. They are entering the battlefield, protect the gates and allow them to pass!

This does not have to be an entirely static section; the player will remain as the gunner, but the convoy will divide and engage the enemy on their own terms. Many of the friendly fleeing soldiers will rally when they reach the trenches, and many will be overrun by the enemy. The tanks will engage from stationary positions, and the helicopter will skim around overhead. Eventually, the order will be given to retreat from the HQ completely and the Humvees will race off through the gates, ending the mission.
The Brussels Campaign - Mission Three: Signals of Hope
This is the first mission that the player gets to actually truly act independently, and as such it brings a much greater level of difficulty than before. This mission is quite short in written terms, but it shouldn’t be so short in game terms.

Diary Screen:

“I was one of the lucky few, hitching a ride with that Humvee squadron probably saved my life. My company has almost been wiped out; the remnants are already being referred to as ‘leftovers’. The majority of the 7th Company have also been destroyed, and the HQ building is in the hands of the enemy.

We’ve been pushed back even further than ever before, every day I’m hearing further reports of ground loss. This is a war of attrition, and a war of attrition is something we could never win with the odds stacked so greatly against us. There are only so many soldiers left to fight with, only so many more that can die. The streets run red with their blood, and the skies are stained with thick black smoke.
Command has been getting garbled radio transmissions from well behind enemy lines, and it’s going to be my job to get out there amongst the Clones to setup a relay beacon to try and improve the signal. Let’s hope it’s a signal that we want to hear.”
Equipment Selection Screen: (10Kg)
Compulsory:

· P2000 with Silencer/Flare Reduction

Optional:

· G2 with Silencer/Flare Reduction or Geldmacher SVD

Progression and Objectives:

The mission starts with the player being dropped off via Helicopter in the centre of a large roundabout. The area is completely scorched – there has been heavy fighting in this area and the evidence of a recent, large fire is obvious from the smouldering ruins that surround the area.
· Objective: Make your way to the church, and place the signal booster at the top of the spire.

This section is long and generic. The player must make his way through the ruins and past large quantities of enemies single handedly (stealth should be highly supported as a gameplay option), to the large wrecked church. Inside the church the player will receive an additional objective.

· Objective: Eliminate the Clone General

The player will find that the area is quickly engulfed with multiple low-level opponents. The Clone General is a boss style opponent, and is armed with the UNDH Mk4ABC weapon, as well as considerable health and armour. When the player has successfully eliminated the General, the keys to the spire will be awarded, so that both objectives may be completed and the mission ended.
The Brussels Campaign – Mission Four: The Indomitable Hunter Crash
The final mission in the Brussels sequence, this mission is the hardest in difficulty, and the most impressive in terms of length and content. The player is given more options than ever before in terms of equipment selection, as well as being given more ammunition than normal.

Diary Screen:

“The message was a beacon of hope in our darkest hour. There are survivors, deep behind enemy lines, protected by the guardian angels of the 7th Company administration. Hunter Crash had somehow pulled it off, and the enemy are already in full retreat.

However, they’re caught in the rout, it’s our time to act now – we can not only rescue the survivors, but we can use this to our advantage, and push the enemy out of the area entirely. Time for our first true victory in this war – and this time it’s not a moral victory, but a true one on the battlefield.”

Equipment Selection Screen: (15kg)
Optional:

· G36, G2, MP-7 PDW or Geldmacher SVD

· Glock 18 or P2000
 Progression and Objectives:

The player starts at dawn in front of the church that the player was found in at the end of the last mission. The area is now full of armed soldiers, including a squadron which will follow the player around – the player is now ranked as a corporal. There is also a squadron of Humvees and a tank.
Objective: Protect the Tank during the advance

The tank will follow a preset path, and in this section, the player unit will loosely tag along behind it. The player and team will often be required to fan out to clear out the ruins and structures of enemies, armed with both light weaponry and anti-tank weapons. The player will also be required to set charges to clear barricades to allow the tank to pass through certain sections. The player can also advance behind the tank to avoid sniper fire in sections. If the tank sustains too many hits from enemy fire, the mission is automatically failed, as the tank is either immobilised or destroyed. The tank will give suppressing fire from the hatch machine gun during its advance, and occasionally can use its cannon to destroy barricades or enemy held structures. When the tank reaches a point overlooking a small graveyard, it will stop to fire on enemy artillery. The player will receive a new objective.
Objective: Advance into the enemy position to meet up with remnants of the 7th Company.
At the point of advance, the Humvee squadron will circle the area to give supporting fire, and a squad of infantry will deliver suppressing fire from a tall nearby structure. The area will be swarmed with enemy infantry, and the opposite side of the street will also be heavily dug-into. Once the player has managed to reach the opposite side of the graveyard, the entire enemy held position will explode towards the player, and the 7th Company remnants will burst through.
Objective: Protect the 7th Company as they fall back.

The player will now find that the former structures are available to occupy, and from this position the squadron will also deliver supporting fire. The 7th Company troops will retreat through the occupied position, closely followed by enemies. If a single 7th Company soldier is killed, the mission will automatically end in failure. When the last 7th Company soldier has passed through the structure, the mission ends.

Enter Campaign End Cut-Scene:

This is a short cut-scene. It shows a victorious German flag being raised over a ruined cityscape, and then fades into a political map, showing the enemy line being pushed back into France. The entire north and south lines are moved to the French border, liberating Scandinavia and Italy. The line stops directly through Paris, splitting France perfectly into east and west halves.

The Paris Campaign – Mission One: Road to Ruin
Having completed the Brussels campaign, the timeline shifts forwards several weeks. We are now in Paris…

Diary Screen:

“Two weeks have passed since the miracle victory in Brussels, and who could have thought we’d ever get this far? Now we find ourselves liberating what remains of France, pushing further and further south towards Spain. But our advance is slowing, and we’re getting stuck in thick fighting again. Clone reinforcements are getting stronger, their fortifications ever more present as we strike deeper into their stolen territory.

Signs of terrible slaughter are ever present as we close on Paris, the Clone have purposefully hunted down and slaughtered any man, woman or child too weak or stubborn to have been evacuated. Their rotting corpses lie in inglorious mountains in the streets. This isn’t just a territorial dispute, this much has become apparent. They’re not seeking just to conquer or occupy – this is out and out genocide.”

Equipment Selection Screen: 

Optional:
· MP-7 / G2 / G36 / Geldmacher
· Glock 18 / P2000 / PM5
Progression and Objectives:

· Objective: Ride the convoy to the new front line offensive outpost.
The player starts in a small temporary structure, and must exit and board the rear of the last large flatbed truck in the convoy. The player is alongside five other members of his squad. Similarly, one other truck carries soldiers, and the remaining others carry crates or machinery. It is nearing night, visibility is reduced. Once the player has boarded the truck, the convoy will start moving out of the small base, and further into the city.
The convoy moves down a wide open road towards the city, which is littered with rubble and burning barricades. The convoy is occasionally attacked by strafing enemy technicals, or whilst slowing down to navigate obstacles; the convoy may come under fire from enemy light arms from overlooking buildings. It is the players’ responsibility to help protect his truck.

Eventually the road comes to an end, after a sharp corner coming to a roundabout. All other exits are blocked by barricades, and the entire road surface is proliferated with rubble and debris. The remains of destroyed civilians are scattered, rotting amongst the destruction. After a short dialog, the first truck is struck by rocket fire from a nearby building, erupting into a shower of flames and debris. Soldiers that had been riding the truck attempt to jump off, many being killed in the explosion, and a few others taken down by machine gun fire from the same building. The convoy quickly reverses back around the corner.

· Objective: Clear the surrounding structures of enemy troops
At this point, the player and surviving squad members dismount the truck, and set off on foot. The player must eliminate all enemies and reach the rear of one of the barricades before being allowed to progress. This section can be quite lengthy, as several buildings, each with several floors will be required to be cleared. When this is complete, a technician will order the player to evacuate, the barricade will be detonated, allowing the player to rejoin the convoy. During the entirety of this section, the surviving squad members will follow the player loosely.
· Objective: Rejoin the Convoy

Moving back towards the convoy will end the scenario.
The Paris Campaign – Mission Two: Skyrocket
Diary Screen:

“I’ve found myself on the frontlines again, on the forefront of the fighting. Perhaps, I’ll always keep finding myself here, a never ending cycle of death, doom and destruction. We’ve set up shop deep into enemy territory, and we’re forever failing to push outwards. The pressure from the enemy around us incredible, ever threatening to encircle our position, to cut us off entirely from any possible reinforcement, although we know that the likelihood of being reinforced is low.

We continue tonight, we’re heading deeper into enemy territory than ever before. We think we know where the enemy will move to next, and we’re going to intercept them. We’re trying something new, and it might just prove the ticket…”

Equipment Selection Screen: 

Optional:

· G36 / Mg43
· Glock 18 / P2000

Progression and Objectives:

· Objective: Clamp yourself onto the second Chinook helicopter.
It’s the thick of night, and the player is in a small temporary helibase. The player is confronted by three Chinook helicopters, the second of which already has three soldiers clamped to the outside, attached by wires. The other two are currently stationary. There is a pair of helicopter gunships circling the player position. The Chinook has its blades in motion, and is blowing dust in all directions, and making an incredible noise.
The player must move into contact with the helicopter, and take position by clamping to the side of the helicopter. When this is done, the helicopter rotors will wind up and it will lift, suspending all four soldiers (player inclusive) from their wires. They dangle with their heads approximately one - two meters under the hull of the Chinook.

· Objective: Eliminate as many enemies as possible.

The helicopter will ‘hop’ quickly over a row of buildings, before descending the players at just below roof level above the road. The helicopter will remain low throughout this mission, and at times the players will be very close to the floor. It will not be long before small quantities of enemies make themselves apparent in nearby buildings, and running along the streets. The player is expected to open fire on enemies that can be struck, and all other soldiers will do the same. The player must also prevent the helicopter from taking too much damage and being shot down by enemy RPG fire. This is the main part of the mission, and the as the mission progresses, larger and larger quantities of enemies are apparent. Occasionally, the player helicopter will be flanked / passed by either other friendly Chinooks or helicopter gunships, all blasting away at the enemy in a similar fashion.
Eventually, the player helicopter is shot down. The player is able to emergency detach onto the flat roof of a nearby building, however the helicopter spins wildly out of control, and the player squad is eliminated. The player is without any form of radio or means through which to contact anyone.

· Objective: Locate friendly forces or navigate back to base
The player must fight through a maze of partially destroyed structures, and will be heavily assaulted by enemy forces during this period. A short distance through this section, the player will be joined by the mute ‘Clobber the Clown’, who will follow the player until the end of the scenario. This is potentially a long section (time wise), but the map can be fairly compressed. The mission ends when the player eventually discovers a friendly patrol in the area.
The Paris Campaign – Mission Three: Eiffel
Diary Screen:

“Somehow, I survived. At night, I wonder what would have become of me if I had not been found by that patrol – would I have survived? I’d probably have simply become another unmarked, unnamed corpse, left to decay unknown in the streets like the rest. I find myself wondering what happened to the clown. His appearance was almost surreal, it’s hard to believe that anyone could have survived, let alone in such a state as this. Apparently he’s been seen before; he’s been described as a bringer of ill fortune, a harbinger of destruction. Many refuse to believe his existence, and who’s to blame them? I hardly believe it myself.
Fortunately, I’ve had some rest, but once more I find myself thrown into the cycle, and this time it’s the big one. It’s time to remove that lynchpin bastard fortress that they’ve erected in the centre of Paris.”
Equipment Selection Screen: 

Optional:

· MP-7 / G2 / G36 / Geldmacher / Mg43

· Glock 18 / P2000 / PM5

Progression and Objectives:

· Objective: Reach the enemy super-fortress
The player is dropped off alongside another fourteen marines in a small town square by helicopter. The Eiffel tower is visible in the distance. The marines will follow the player as the game progresses further towards the Eiffel tower. The player must progress with the river Seine to the right down the road. The area is stricken with rubble, and the majority of the buildings are partially destroyed and housing numbers of enemies. The player will often be required to navigate blockages in the road by slipping off down alleyways or through partially destroyed buildings.
There will be frequent helicopters of various types passing overhead at great speed, and occasionally, there will be artillery fire into nearby buildings or boats on the river. Progress should be very slow through this section, as many enemies will often prevent the player from moving at any significant rate. Eventually the player will reach a ‘no-mans-land’ no more than ten meters across, overlooking an enormous single level concrete bunker. Bodies of many soldiers are strewn across barbed wire, and lie slain in multiple directions. The audible sound of a fire fight nearby is more than obvious.
· Objective: Find a way to breach the enemy bunker

At this point the player must navigate around the outskirts of the bunker, and avoid being gunned down by fire from within it. The player will quickly locate three friendly soldiers pinned down behind a wrecked Humvee. At this point, a small helicopter will spin wildly out of control from over the top of the buildings behind the player, crashing with considerable force into the side of the enemy bunker. The player can use the mounted rocket launcher on the vehicle to blast open an already heavily damaged wall.
· Objective: Cut power to the enemy installation

The player and any surviving marines that follow him will move through the breach in the bunker, and skirt around the defensive outsides, eliminating Clones operating mounted machineguns and any other defence that may be apparent, and liberating other pinned down enemy squads. After travelling around 200 meters through winding perimeter corridors, a set of stairs leading downwards will become apparent.
The player can move down these stairs, and will be faced with a ‘T-shaped’ corridor. The door on the right is locked, but the player can move to the left, which will allow entry to a generator room. A technician will enter the room and place several charges, whilst the player must protect the technician and eliminate any enemies that are found in the generator room. If the technician is killed, the player automatically fails the mission. When all the charges are placed, the player and the technician will move towards the door that they came in through. Upon reaching the stairs, the other door will burst open; revealing a humanoid creature. The creature will use its psychic ability to simply throw the technician with great force to one side, killing him instantly, and the creature will disappear up the entry stairs with great speed before the player is really able to react. This creature is ‘The Brain’ – the clone leader, however this is not apparent at this point in time. Shortly after the encounter, the charges will detonate, showering the player with smoke and debris from the room behind. The ceiling caves in, blocking both the stairs and the entry to the generator room. There is only one way to go.
· Objective: Move through the enemy installation and locate the armoury.
The player is shrouded in almost absolute darkness, save for a select few warning lights that either flash inconsistently, or bathe the lowest reaches of the corridors in warm amber light. Control panels and other similar electronics are quickly apparent in this area of the bunker; sparks shower from various damaged workstations, and lights flicker ominously. Various sketches dot the walls on black boards, many of rockets and other incomprehensible designs. The player will fight through hordes of enemies that are found in this area, and there may still somehow be a few surviving following marines tagging behind. The player may even be allowed to find one or two friendly marines and they will also accompany the player. Eventually, the player will come to the armoury, which is heavily defended a technician is nearby and will wait until the room is cleared before moving.

· Objective: Eliminate resistance and destroy the armoury.

The player must clear the room of any enemy resistance, when this is done, the technician will place a charge on one of the many ammunition crates piled within the room. The player must then evacuate the structure following the lead of the technician. After emerging after climbing a ladder in an unidentifiable area of the city, an enormous fireball will erupt in the background, filling the sky with fire and smoke. A Chinook helicopter will shortly emerge above the player and any survivors, and begin descending. This is the end of the mission.
The Paris Campaign – Mission Four: David Slayer
This is the final mission in the Paris sequence – it needs to be special, which is why we’re introducing the almighty HMS David Slayer – a specialist battleship built by the British Royal Navy immediately prior to the opening of the war. After the loss of Great Britain, control of the HMS David Slayer was seized by the German Navy, which is when it was renamed.

Diary Screen:

“The destruction of their main base has them running with their tails between their legs. The HMS David Slayer is moving down the Seine as we wait for our orders to join it. We’re going to take the fight to them as they flee, force our advantage. It’s time to end this war of entrenchment and attrition; we can push back, and push harder than ever before.”

Equipment Selection Screen: 

Optional:

· MP-7 / G2 / G36 / Geldmacher / Mg43
· Glock 18 / P2000 / PM5

Progression and Objectives:

· Objective: Defend the bridge until the HMS David Slayer arrives.
At the beginning of the mission, the player finds himself amongst eleven other marines at one end of a bridge. The full width of the bridge is occupied by Humvees, and the entrance sand bagged. It is early morning, and the sun has only partially risen, carpeting a large part of the map in shadow. The player must stay in the entrance of the bridge, behind sandbags and eliminate all of the enemies that are thrown at the bridge as they emerge. Clones will periodically attack the bridge from the ruined buildings, and enemy technicals will infrequently appear from the road in front of the bridge. The Humvees will be able to deal with the enemy vehicles; however the player must keep the foot soldiers in check.
After a short period of time, the HMS David Slayer will move into position behind the bridge, and will extend a ramp to the roadside near the bridge. UNDH soldiers of the 11th Company will disembark into the still attacking Clone waves, causing heavy enemy casualties. No sooner have the 11th Company disappeared into the ruins in front of the player, do the enemy cease attacking. At this point, the Humvees will move off the open bridge end and screech into the distance.
· Objective: Locate river gate controls

Surviving soldiers will follow the player, and the player must cross the bridge and locate the river gate, which is further downstream. The player can reach the gate by crossing through a town section. As the river bends, the player can cut through an area which does not overlook the river. This is another long section through a relatively short area, proliferated with enemy troops.

Upon stumbling into a small town square, two fighter jets will roar across the sky above the player. Any surviving marines will cheer at their presence. After this brief interlude, the player must continue through the city ruins in the same manner as before. When the player relocates the river, the HMS David Slayer is already pounding a fortress wall that spans the river with its main guns, whilst defending against enemy technicals on the opposite side of the river. 11th Company soldiers are visible on the other side of the river, as is ‘Clobber the Clown’. They are actively destroying enemy troop concentrations whilst moving towards the barricade. Two fighter jets will approach from behind the wall, and launch multiple rockets into one of the bunkers attached to it at the far end. In doing so, one jet is shot down by anti-aircraft battery fire, and sails over the player at high speed; narrowly missing the soldiers and smashing through a building behind them with enough force to throw debris in all directions and erupt in an enormous plume of flame.
· Objective: Open the river gate

The player and accompanying soldiers will move towards the bunker on their respective side of the river. The fire fights on opposite continue, but at a stand still – the 11th Company soldiers are having difficulty ploughing through the enemy troop concentration that constantly assaults their position. The HMS David Slayer has turned some of its lighter weapons batteries in both directions, giving supporting fire to both the player and the 11th Company. Because of this supporting fire, the player should be able to advance directly to the open bunker in front of them, whilst enemy troops attempt to move out of it. Once inside the bunker, the player is forced to locate the control room – a room which overlooks the river and the gate. The 11th Company will now have finished their fire fight, and will be on the bridge itself, moving towards the player position. The player is required to activate the gate opening system. This is the end of the scenario.

The campaign itself is set to initially take place in Brussels, focusing on the defence of the UNDH headquarters. The first mission is the defence of the UNDH 7th Coy headquarters and the subsequent retreat, and later missions focus on the destruction of the 7th Coy, and the story behind the UNDH heroine Hunter Crash.
The campaign then progresses to the Paris section, with a mission featuring the Eiffel tower fortification. Several missions are to detail the history behind ‘Clobber the Clown’, and Blastkowitcz, and their respective effects during the war.

The finals section is based in the United States, with metropolitan warfare scenarios and large building clearance. The story should follow the players’ rise into the ranks of the UNDH, and introduce Hunter Gorre. The final mission is at Cape Canaveral, the attempt to prevent the clone missiles from launching, with the grand ending.
Pyrenees

Missions to be included:

· Small village sniper mission
· Cliff descent and entrapment scenario

· Sewer clearance mission

· Mountain road escape mission

United States

Missions to be included:

· Arrival on the HMS David Slayer in New York scenario

· New York dirt bike mission
· Skyscraper clearance

· Florida beach assault

· Race to Canaveral

· Canaveral final assault scenario
1
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