“Waist-Deep”
Real Time Strategy Game/Mod Concepts

“Tonight the ordeal begins anew, in the darkest hours of the night, when the clouds block the light of our moon. We have shuttered the windows, barred the gates, set the guards and prepared our defences. No one has yet taken account to my plea for reinforcement, and there are but few scant hours until dusk.

The flesh-devourers will come, of that I can be sure. The new recruits scoff; they say that they are but tales of drunken soldiers who wish to seem the wiser, or of the officers who wish to scare the fresh bloods into obedience.

But I know the truth. I was at my post when they died, and I was there the last time they came, my body still shakes with the fear in my heart.
Remember my words exactly; etch them upon your memory. Some may think me mad or delusional, but they were not there to see the ordeal, to feel fear gripping you so tightly as to turn your senses numb.
Fear the darkness; believe not in the sanctity of the light, for nothing can stop them, not the barred window or the locked door, not the gunshot or knife-blow, save the daylight.

Make your piece with God tonight, escape the camp, and do not return if you value your life.

They don’t just kill you, some they slay, others they take, sinew, whips, barbs and talons. Their screams haunt my sleep, are my very waking nightmare. I know that I will not live another night.

Be not here this eve, hide and skulk, crawl on your belly through the swampy tangles of forest if you must, but don’t be here when the man-stalking demons come. They will come, and all will die or be taken. That is the way of things.

Now it is near the dusk, the moon grows obscured, we fear them, and they will come, and then they will kill us, but, sometimes they don’t just kill you…”
Basic Story + Singleplayer Gameplay
There’s a very thin and basic background to “Waist-Deep”, although the ingame story should be far more involving and intensive, where unlike other titles, the gameplay benefits from the high mystery that comes from the lack of knowledge surrounding the circumstances in which it is set.

The player takes the role of the low ranking officer in command of a small group of mercenary soldiers who have been sent deep into the swamp regions of a dense tropical jungle, although the purpose of their recruitment remains an ambiguous “search and destroy all hostiles”.

The game is played through the more standard “Command and Conquer” click-and-command system, although previous concepts went as far as to include the “officer” character on the ground and giving “orders” to otherwise uncontrollable soldiers. However this concept was dismissed due to reasons of poor and restricting gameplay.
Early in the single player game, the player fights during the day. He has a very basic base and can utilise basic unupgraded troops to hunt out and destroy small enemy soldier encampments. This entire proceeding is partially tutorial, with interspersed contact from the corporate character which hired the mercenaries to start with, giving commands and play advice.
However, as the game progresses and the mercenary group progresses further north into the Jungle, things get weirder, where enemy encampments are found often found completely unmanned and undefended – completely void of human life and with some signs of struggle. The corporate character becomes a heavier storyline builder during this stage. He does not know why the enemy groups have been abandoning their posts.

This short plot turning point ends with the discovery of a crate of seemingly valuable crystals, locked in a heavy industrial safe and marked with a rival corporate marking. The mercenaries would then set up a more solid encampment under instruction of the corporate character.

Night now plays a more important role, where previously it was simply a game element which seemed irrelevant; it now plays a vital part of gameplay.

The mercenary position is now attacked by the “Lucid” life forms in a simple “survival” mission, where the mercenary group must keep above a casualty margin before reinforcements are able to arrive in force from the air.
This is an introductory stage to the main phase of the story, where the mercenary group progresses further into the northern reaches of the jungle to the supposed location of a facility owned by the corporate character, which is now out of radio contact. It is during this time that it is realised that the “crystals” can be obtained by extracting them from the internal structure of the Lucids, and more is understood about their behaviour and biological structure.

There are a few story / character rendering cut scenes set during the day between night missions from this point onwards, the night missions being set versus the Lucid life forms, which are becoming increasingly aggressive and more varied.

The player now is able to use the full build system to gain crystal resources and with these resources call in more troops. The player is now also expected to hunt down and destroy small Lucid spawning pits.

It’s during the destruction of the spawning pits that the discovery is made that a great deal of human remains is to be found in these spawning pits. The discovery of partially digested and still live former compatriots is used to further introduce the horror / revulsion element. Contact with the corporate character has completely stopped by this point, despite attempts to raise him during cut scenes.
The mercenary group proceeds to the location of the facility, to find it completely stripped of human life – however during the investigation of the facility, and the elimination of unwanted enemy soldier individuals within it, the evidence of the manufacture of the Lucid breed is discovered.

This is where the second stage of the story sets in and the fuller biology of the foe is introduced. The mercenary group are now made fully aware of the fact that the corporate character is responsible for the manufacture of the Lucids, and also for facilitating their escape into the wild.

The mercenary group must now escape from the facility, as night envelopes it. The area is overrun with the Lucid life forms, and reinforcements cannot be called in due to electronic storms.

The surviving mercenaries will now be introduced to their previous enemy, who will reveal the corruption of the corporate character. The mercenary groups intertwine and proceed to flee the area.

After time, the corporate character recontacts the group, only this time as a darker menacing character. The plan for destruction of the human race becomes apparent. The mercenaries must now destroy the Lucid swarms and hunt down the corporate character before the swarms can be allowed to grow any further.
The final section of the game has now begun, with both mercenary groups in their fully fledged stage, able to equip their troops to their maximum potential.

For the final mission, a large joint encampment is set up and defended in the normal manner, whilst mercenary groups are expected to hunt down and destroy the Lucids and their spawning points. This is where the largest Lucid “Queen” unit is discovered, able to create new spawning points at will.

The final cut scene comes directly after this, after all the Lucids are destroyed and the main facility is repenetrated. The corporate character is killed in a final gunfight.

The mercenaries now leave in the “happy ending” scenario. However, the final ending is a Lucid Queen enveloping the remaining corporate character, and flying off into the night.

Faction Notes

Human Mercenary Faction

There are two different mercenary factions that are essentially the same but look slightly different and are armed slightly differently. They are in essence identical.

Mercenaries must eliminate Lucids or raid enemy mercenary bases to obtain crystal units to purchase units or upgrades.

They are extremely vulnerable to ambush, but when equipped with flashlights or spotlights they become much more able to detect the enemy at short range. Night Vision Goggles are the ultimate accessory, taking a long time to produce, but essentially giving away the ambush positions of Lucids before they can get into attack range.

Buildings

All buildings are more akin to temporary structures than permanent ones, meaning they are very vulnerable to weapons fire but are easily replaced. All structures can be constructed by deploying a single squad of mercenaries into it at any time.

Command Station

The Command Station simply provides radar mapping of the area.

Communications
Communications are used to call in new squads of infantry in exchange for ten units of crystals. New squads of infantry arrive at the designated landing pad by helicopter. Infantry squads arrive as twelve basic soldiers with basic rifles and a boat.
Armoury

The Armoury is used to equip infantry with new equipment. When placed inside the armoury, the infantry can be upgraded to carry certain new weapons or tools for a cost of one unit of crystals each.
Hospital

The Hospital is used to heal injured soldiers from units, at a cost of one unit of crystals per injured solider placed within it.
Landing Pad

This is where reinforcements are brought into the game.

Unit Upgrades

Note that different upgrades will take longer / shorter to equip to a unit dependent on balancing. An infantry unit must always be at least at half strength to be deployed or upgraded.
Advanced Rifles

The unit gains a more powerful basic weapon.

Grenades

The unit gains an additional short ranged explosive grenade attack.

Fire Sweepers

Three members of the team are armed with flamethrower weapons.

Flashlights

The unit gains short ranged flashlights.

Night Vision Goggles

The unit gains powerful night vision goggles.

Deployable Heavy Machineguns

When deployed, the unit can deploy additional heavy machine gun weapons.

Deployable Searchlights

When deployed, the unit can deploy additional long range search lights.
Lucid Beast Faction

Lucids are entirely different from the Human factions, requiring no structures other than the Spawning pits which they can create. They are predatory and designed to be perfect for ‘hit and run’ strikes against the enemy.
The Lucid faction can be compared to bees or ants, they follow a similar sort of genetic pattern, with different adaptations of the beasts to pursue different functions. They also follow a gathering pattern, to build up resources to grow in number and power.

Unlike humans, who need to purchase upgrades and new units constantly to keep up with the changing battle climate, the Lucids are able to recycle units into something more fitting at whim in the spawning pits.

When put into a spawning pit, a creature is destroyed, but its value plus the value it is carrying in crystal units is added to the Lucid player ‘fund’. Units gain crystal units by consuming the bodies of mercenaries, but they cannot be used until the unit is recycled.
All Lucids are able to submerge themselves under the swamp waters and render themselves undetectable to the mercenaries. However, when ready to attack, they will burst out of the water to deal as much damage as possible at the shortest possible range.

When not submerged, Lucid units will emit a small quantity light, meaning that they glow in the dark. The more crystal units they contain, the brighter they glow.
When a Lucid is killed, they drop all crystal units they are carrying, plus an amount equal to their worth.

The Queen

Queens are the largest units and cost 15 crystal units to produce from a spawning pit. They are large multi-limbed flying monstrosities with an appearance similar to a long limbed wasp. They are also able to deploy into a spawning pit.

Bark Rippers

By contrast, these are the smallest units, costing a single crystal unit to produce. They are able to carry a single crystal unit within them and are only able to hit the enemy in close combat. They are the size of a large hunting cat and are toad like in appearance.

Leeches

Slightly more advanced than Bark Rippers, leeches are able to attach themselves to mercenaries to slowly drain them of their life force. They cost two crystal units to produce and can carry three crystal units. They are very small to start, but grow in size and strength the more they feed.

Hunters
These are the main combat unit, able to resist a lot of firepower and consume a large quantity of infantry to gain a lot of crystal units. They are large bipedal monsters that are easy to detect at short range, however they only cost five crystal units to produce and can consume up to ten crystal units.

Stingers

Stingers are winged versions of Hunters, costing an additional two units to produce and sacrificing the capacity to carry five crystal units in favour of the flight ability and a ranged tail lashing attack.

Multiplayer

A good idea for multiplayer is to split it into different game modes.

Daylight Fight

This would have mercenary players versus mercenary players. Crystal units slowly seep into a players’ fund, but more can be obtained by theft from an enemy base. The objective is to eliminate all opposition.

Night Fight

In this mode, one player is always chosen at random to be the Lucid horror player, the rest are mercenaries. The last player standing is the victor.

Pitched Battle

Players are split into two teams at random – one to represent the Lucid faction and one to represent the mercenary faction. Players must then work together to wipe out the enemy – the mercenaries if Lucid and the Lucids if mercenary.

Notes

The financial system in this game is unique for an RTS. All factions rely upon eliminating the opposition to gain resources. Although there will be a limited quantity of crystals on maps, the majority of funds is to be obtained via the elimination of the opposition – limiting the growth in numbers of troops fairly drastically. However, stronger opposition will often lead to more resources for a stronger defence. It’s a vicious circular balance that forces enemies to engage one another if they wish to succeed.

As it may have been noted, this setting and gameplay style will allow for some grisly horror style gameplay that can be very tense when it wants to be. Additional interesting things that would be great to add into a title to play on this is a basic ‘morale’ system for the mercenaries and Lucids, where mercenaries can flee from too close range with Lucids, and Lucids can lunge whole-heartedly and retreat after consuming an enemy.

It’s possible to have a lot of fun with the atmospheric and environmental effects with such a title and concept.
