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Design History

Version 1.00

Version 1.00 of the document outlines the early concepts for Neo Orthosia Gothica as a total conversion mod for Star Wars: Empire at War. Main elements of the document include conceptual information and early promotional literature. Detailed gameplay elements and ingame story are not yet composed as part of the document.
Conceptual Information
Imagery and Philosophy

Neo Orthosia Gothica relies upon a great deal of imagery associated with an equally great deal of elements from recent human history. The human mind and associates symbols with certain emotions and equates them to historical references with relative ease, something upon which the modification will draw heavily upon, specifically imagery commonly associated with similar philosophies that represent the two major parties in the modification.
There are a number of different aspects which the modification relies on, but these are broadly defined in collective categories, as detailed below. This fusion of nineteenth, twentieth and twenty-first century culture creates a unique, but wholly and disturbingly realistic fictional futuristic environment in which the modification takes place.
Oppression and Totalitarianism

Totalitarianism is a modern expression, but oppressive regimes have existed for as long as human social structure. To the modern day gamer, the most obvious of these regimes are apparent; Hitler and Nazism, Stalinist Communism and Saddam Hussein’s Iraqi regime.

The Nazi and Stalinist governments, unlike the more recent Iraqi regime can both have a number common aspects attributed to them that are already widely regarded, but most importantly both made extensive use of symbolism, propaganda and promoted their respective societies in a dystopian fashion.
Common society in Neo Orthosia Gothica features a great number of influences drawn directly from the Nazi and Stalinist regimes; Zaibatsu represents a risen super-power in terms of corporate power, comparable to no current or past commercial entity in modern history, who have an undeniable hold over the many scattered nations whom rely directly and wholly upon the services provided to them by the mega-corporation.

In this manner, Zaibatsu can effectively control the population, and subjugate them with its own secret police forces, enforce the use of their own products and further corrupt the small national governments in a manner that can be likened to that of the current United States (or Corporate American) political system.

The most common visual references to the oppressive nature stem directly from Nazism and Stalinism, integrating familiar symbols such as the Swastika and Hammer and Sickle into the heraldry of Zaibatsu. The military units that represent the faction in the game, its structures, navy and ground forces are highly reminiscent of First and Second World War military units, infantry aside. Deliberate use of grey tones and objects which look highly akin to material from these particular areas of history is an excellent means through which to promote the ‘darker’ undertones of the modification and philosophy without impeding directly upon the visual dynamic of the modification.
The modification features large floating battleships and carriers, which are more than just reminiscent of past military naval units; they base their respective designs and appearances directly upon them. Structures are dull and concrete, owing their design to function instead of aesthetics, yet they still bear a great deal of the Zaibatsu corporate heraldry. Indeed, it seems that Zaibatsu designs are designed purely for their functional capacities.
Social Decline versus Technological Advancement
Social decline through technological advances is a very common theme that can be very much attributed to the cyberpunk genre, as well as a great deal of science fiction writing and media. The main reasoning behind this, is that the concept is certainly not as far fetched is it may seem.
This is normally attributed to the advent and rise of the internet in social circles. Indeed, once more this is the case in Neo Orthosia Gothica; the average person is completely reliant upon the services rendered by their connection to ‘the network’, an entity that can be considered to be the internet.
The network is controlled and maintained entirely by Zaibatsu, and is the means through which its services are commanded and often delivered through. The network not only is a system through which services are rendered however, it is also the system through which the human population is subjugated and controlled through propaganda and systematic brainwashing. The network additionally is the means through which almost everything is controlled, from home appliances to enormous databanks and libraries – making it the ideal source through which for opposition to Zaibatsu to attempt to operate through illegal hacking – the main group responsible for such attempts being a group of pirates that calls themselves Civatateo.
Individuals are able to connect themselves to the network via brain-machine interfaces, and are thus able to manipulate data, and given certain knowledge and cognotechnical defence against the mind control and sensory manipulation that the average human is subjected to upon connection, to actively hack Zaibatsu networking systems to obtain otherwise unobtainable information.
Civatateo actively fight against the monopolising control enforced by Zaibatsu by primarily attempting to manipulate the network, to both obtain damning evidence against the mega-corporative power, and to execute viral agents or manipulate pre-existing corruptive, brainwashing or propaganda based software or data streams.

Anachronism

Use of Nazi, World War and Stalinist material is not the only means through which the visual elements of Neo Orthosia Gothica are portrayed. The game makes significant use of anachronistic elements, not only in the appearance of ‘First and Second World War’ naval and ground forces, but also in the use of Zaibatsu deploying a military structure akin to the British Army of the Napoleonic era in the nineteenth century. Although in game terms this will not be apparently obvious, this reference is further hinted at by infantry units that bear extreme uniform similarities to British Redcoats. These units will often fight in formation and bear the standard associated with Zaibatsu heraldry, be led by officers and even include a form of ‘Cavalry’ unit in the form of mobile Jetbike equipped troops.
These anachronistic references are further adjusted with the introduction of visual elements that are commonly associated with twentieth century punk and twenty-first century cyberpunk; commonly in the form of punk hairstyles, frequent piercing and the use of visible biomechanical implantation.
Steampunk style images are heightened with the introduction of heavy infantry equipped with steam driven armoured combat suits and other steam driven robotic drone utilities such as drones for infiltration, sabotage and recon.

Hacking and Piracy

One of the more bizarre elements is the unusual aspect of the game that not only features some minor focus on computer system based hacking, but also the highly important aspect of piracy in ship to ship combat. Civatateo make extensive use of boarding actions, raids and theft of Zaibatsu naval vessels in the further development of their anti-subjugation research and practices.
In Neo Orthosia Gothica, travel between places via any transport other than a Zaibatsu owned vessel is considered an illegal activity, perpetrators being subject to immediate attack. It is for this reason that Civatateo is also often reduced to naval combat, their need to travel without Zaibatsu detection outweighing the associated risks. It is for this reason that Civatateo act in a very similar fashion to modern pirates, using similar techniques to loot and disrupt their opponents as they travel.

Global Warming, Environmental Collapse and Bio-Simulation

Neo Orthosia Gothica is set on earth several hundred years into the future. Ozone depletion and a dramatic increase in solar radiation has increased the average temperature at any point in the earth’s atmosphere by up to thirty degrees, resulting in almost the entirety of the earths surface being submerged by the rising sea.
To combat the situation, Zaibatsu carved the remaining reachable land mass and converted it into many hundreds of separate sky borne platforms known as Bio-Simulators, each with their own distinctive populace and purpose. Bio-Simulators are artificially maintained environments, each no larger than perhaps a kilometer wide, and each is separated from the other by thousands of miles of open air. Bio-Simulators are home to captive human populations, and vary dramatically, many being recreations of environments previously found on earth, but most others being factory complexes or agricultural stations, providing the resources required to maintain the captive populaces and Bio-Simulators themselves.

Each Bio-Simulator is only kept in very sporadic contact with each other, purely through the means of Zaibatsu naval transport, which in itself is incredibly restricted. The populace of each Bio-Simulator is not free to move, nor is it generally able to otherwise contact any other Bio-Simulator, and each effectively represents itself as an individual nation, normally named from its place of origin.

Zaibatsu is able to control each population and Bio-Simulator as they please through the lack of interaction between the other, something which Civatateo is very much interested in destroying.
Literature and Relation

Neo Orthosia Gothica has a prominent back story, and will likely also at a later date include a story driven singleplayer game. For this reason this section deals specifically with story related information and may later include important reference material.
Bordering the Eschaton (Neo Orthosia Gothica Backstory)

“Ozone depletion, rising carbon dioxide and methane emission, the greenhouse effect – we thought we had it all in check at last. We never counted on a sudden increase in solar radiation, and that spelt doom for us all.
If it hadn’t been for the intervention of the Zaibatsu Corporation, that would have been it, the last environmental disaster the human race would ever have seen. They set the species to the sky with their enormous islands, elevating all who sought refuge above the remains of our slowly collapsing civilization.
And thus, mankind took to the skies, held aloft by the generosity granted unto us by the Corporation. But such gifts are never given without benefit to the benefactor and to the detriment of the beneficiary. Now the populous is nothing more than captive, unable to break free of their newfound shackles.
Bound by their inability to rebel against their captors, mankind became passive, and reliant upon the Corporation, who in turn further reduces their liberty and reliance upon them; but there are those who are bold enough to fight, and those that are bold enough to break loose of their prisons.

Outlaw movements, unbeknownst to those that dwell within the sky-cities operate freely outside of the confines of the artificial world in which they live. They are many and varied, each with their own mercenary agenda. It is these groups that are at odds with the Corporation, whether they actively oppose it, or use it to their advantage. Hackers, mercenaries, bounty hunters, pirates – the Corporation seeks to eliminate them to further elevate its goals and obtain complete subjugation of the human race, and will continue to do so for as long as it is required; that is the way Zaibatsu does it’s business. The ultimate victor will likely find themselves standing upon the ashes of a broken society.”

Civatateo (The Pirate-Hacker Faction)

Civatateo is the group of outlaws that Neo Orthosia Gothica intends to focus on. They are a large group that operates over a wide area in a highly coordinated fashion. Civatateo takes it’s name from an ancient Amazonian legend of a vampiric creature who would plague the villages of the people. The creature can only be sated by offerings made in the form of a moth or butterfly; a metaphor for their beliefs and aims.

Civatateo sees the Zaibatsu Mega-corporation as that vampiric entity, and as such actively combats them, leaving its mark – the Hebrew Character moth insignia wherever it has fought for the justice of the captive human species.
Operating secretly from a number of Bio-Simulators that are secretly no longer controlled by the Corporation, Civatateo is a coordinated pirate group, hijacking vital supplies and arms, and frequently coming into contact with the secret and military police forces arrayed against it, as well as other outlaw movements.
Civatateo ultimately seek to disrupt the Zaibatsu subjugation through the means of interfering with the Network, which is used to brainwash and control the human population through the media and their own propaganda.

Little do they realise that interfering with things they do not understand is about to endanger everything they fight to protect….
The Zaibatsu Corporation (The Mega-Corporation Faction)
Prior to the Great Deluge, the Zaibatsu Corporation was likely known under a different name, and it is known they it was originally a wealthy Jewish family run business.
Exactly what the company specialised in is unknown, but it is apparent that they operated in many technical fields, including computer networking and development of machines operating under the later works of theoretical devices patented by Volfson and Wallace.
It was this corporation that developed the Kinemassic generators and the means through which to transport substantial objects with little or no heed to gravitational law, and it was this corporation that accepted funding from millions of other corporate bodies to develop their devices on a grand scale, effectively allowing them to absorb other corporations and construct their hundreds of Bio-Simulators.
The corporation quickly developed, casting aside its former leadership and moral grounding, and now effectively controls the majority of the worlds wealth, and also the populace. It holds each Bio-Simulator as if it were a single nation under its sway, and does all it can to prevent any incursion into their monopoly. There is however, something far more sinister behind the corporate strategy of Zaibatsu….
Rudimentary and Early Modification Details

Neo Orthosia Gothica is currently staged to use Star Wars: Empire at War as the platform for a medium-heavy total conversion project.
Engine Abuse and Conversion
Empire at War features a number of gameplay elements that make it ideal for the conversion. Empire at War primarily focuses on using both a first primary layer strategy, combined with an equally important second primary layer. This is combined to give the feeling of a wide spread inter-planetary war campaign, featuring a space-naval combat aspect with a more standard ground combat aspect.

Running in parallel to this, Neo Orthosia Gothica focuses just as heavily a dual primary game layer strategy, using a fairly unique sky-based naval combat aspect and a ground combat demi-skirmish aspect.
Empire at War includes an overall campaign map, showing the universe, it’s contained planets, lanes of travel between them and the location of bases and fleets. Neo Orthosia Gothica uses this system to portray the location of key Bio-Simulators as a physical and computer network hybrid.

Empire at War also features ‘pirate’ elements that appear in both the space and ground portions of the game. Neo Orthosia Gothica abuses these to allow encounters with other pirate factions; however this will be more prominent in the sky-naval portion of the game.

As concept development continues, Neo Orthosia Gothica concepts will be continually adapted to take advantage of Empire at War features.

Structured Development Focus
Due to the extensive work requirement behind the total conversion, it is imperative that the design be melded into a milestone system of construction. This provides long-term work ethic and considerable public promotional options for the mod itself, hoping to preserve and maintain user notice and obtain some success in its field.

For this, the practice must be focused into staged complete releases, each with subsequent patching if required. The first of which should likely feature both factions (heavily reduced) in an early multiplayer settings, minor campaign map and few scenarios. Secondary releases include complete multiplayer factions and extended multiplayer-ability, and tertiary releases focusing on singleplayer campaign development for both factions. Estimated development may place the project to a fairly realistic two year development timeline.
Staff Requirement Estimation

To be successful, Neo Orthosia Gothica would require the minimum staffing in several areas, notably those associated with 3d graphics design and animation (especially), as well as level design and low-level code work.

The staffing would focus on 3d artwork, as it can be considered to be the lynchpin of the project. Minimum staffing would be estimated to be in the region of a seven or eight man development team, whereas suitable and idealistic staffing places numbers in the region of twenty.
