Mercenary Campaign

This document has an outline of the mercenary campaign gameplay. What does a mercenary do? What choices does the player have? How does the game progress? What challenges must the player overcome?

Vision

The player takes missions from factions. By completing those missions the player gains funds needed to improve his mercenary company. He also increases in reputation, so that other mercenaries will be willing to work for him. 

Mercenary skill reputation controls what mission opportunities the player has. For this document reputation is broken into three levels: Novice, Veteran, and Leader. As the player gains successes, more demanding (and profitable) missions become available. But the player must choose own pacing. Jumping ahead may take on too much, and land the player broke and shipless.

[Note: We have a large decision here. This document assumes an honorable mercenary that does not get involved in piracy, assassination, or attacks on civilian targets. But that is easy to change. And the reputation system can handle dark side attacks. We should make up our minds if we want to add those kinds of missions. The player could always choose not to take them.]

Part One: Novice

As a novice, the player is trying to gather funds, weapons, and reputation. The missions are well defined and short. The gameplay concentrates on improving dogfighting skills, learning the weapons systems, handling ship damage, and choosing good weapon loadouts.

The player should be searching the Middle States for jobs, and weapons. Learning the layout of the geography and how to get from A to B and who might be encountered along the way. The player should also be learning the faction politics, as missions and news make clear who is fighting who. These skills will be needed for success at the next rank.

The novice level most closely resembles the original Iwar; clear mission objectives, simple loadouts, few or no wingmen.

Novice Challenges

Dogfighting – Encounters and mission hostiles.

Novice Aids

Trade Ships with weapons for purchase.

Rumor mill (BaseNet) will have hints as to where to find both weapons and jobs.

Novice Missions

Example mission ideas. (The mission list will carry more missions and details).

Courior- take package or message from start to destination.

Escort- defend ships as they move through preplanned path.

Lpoint sweep – remove pirates from lpoint.

Cargo recovery- raid pirate depot for cargo.

Ship capture- capture a courier.

Waypoint sweep- follow waypoints, eliminate hostiles.

Starting Equipment

At start the novice has a patcom with very basic weapons. This jump capable craft will see the novice pilot though many early missions. Most importantly, it will let that starting player get out of trouble quickly. Starting weapons are serviceable, but nothing specialized (for hitting fighters, medium ships, punching armor, damaging cap ships). 

The player should always be able to return to this starting equipment (perhaps at debt penalty?). This way, even the worst disaster lets the player recover. We all learn from our mistakes, our characters should be no different. How else do you get scars to brag on?

Part Two: Veteran 

At the veteran stage the player has enough reputation to hire other mercenary groups. The game begins to shift from dogfighting to effective leadership of a team. The missions become much more open ended. The player will make more use of faction relations, rumor mill, and knowledge of geography. 

The veteran will have command of groups of ships and will need to mix loadouts effectively to win combats.

Veteran Missions

These missions are much more open ended. Instead of contracts to passively escort freighters, the player will be responsible for finding safe routes. Instead of sweeping preplotted waypoints, the player will need to track down pirates and bases himself.

Eliminate pirate attacks on bases or lpoints – track pirates, use rumors, locate operations, destroy pirate forces.

Long haul escort – get a convoy to destination by best route possible.

Veteran Aids

NPCs willing to lend help against specific factions. Find those hostile to your target and ask them for aid. An NPC might be a navy pirate hunter, a group of disgruntled miners, a rebel captain who wants revenge. These NPCs are not mission specific. The player must find and ask them for aid. Like found salvage, these NPCs are tools the crafty player can put to use.

Rumor mill reporting pirate attacks and lpoint blockades. These give the player a chance to learn of trouble before running into it. The rumor mill is updated when a pirate faction places a fleet to raid an lpoint or base.

Greater pay. The missions offered to veterans have a much higher margin, offering greater flexibility. Some missions, done well, may have no fighting, giving an even greater profit potential. 

Veteran Challenges

Encounters – Avoiding or defeating fleets placed by factions. The game does not balance these fleets based on player skill or power. The player can be easily overwhelmed, and must be very careful. NPCs don’t want to die, but neither do they go into combat with forces to small to win.

Finding hidden bases and centers of operation.

Lpoint guards – bribing those who cannot be fought or avoiding them.

Part Three: Leader

By the Leader stage the player can amass a considerable war fleet. Missions become very open ended and RTS in nature as the player tries to take down whole pirate factions, or quell rebellions. The player becomes almost a minor power, and diplomacy becomes crucial. 

The diplomacy interface is new. It allows a player to ask for assistance from other factions. If the faction dislikes the players target faction, they might come to the players assistance. It allows a player to threaten a faction into not fighting, so the player can pick apart an otherwise overwhelming adversary.

The costs of running such a war machine are huge, and the player will need to budget carefully to reach the end of the war before running out of funds.

There is a great chance of fame, but just as great chance of infamy and bankruptcy.

[Note: I am imagining that these fights are between minor powers. The major powers will run on some kind of preplotted script. The major powers may be bankrolling the fighting, but staying out themselves. Just making my perspective clear.]

Leader Missions

Start a war between two factions. – Use faction politics to begin a war, then get out alive.

Take an area of space and secure it. – Seize stations, mining centers, lpoints.

Destroy a notorious rebel or pirate stronghold. Possibly wipe out a whole faction.

Protect a faction from attack. – Save one side from a war it cannot win.

Leader Aids

Leaders can hire and operate capital ships.

Diplomacy can remove enemies or gain aid from allies.

Leader Challenges

Funds. Running a war is expensive. The player will have to be careful, especially when dealing with a faction that has a steady income and can purchase new fleets.

Diplomacy. Attacking one faction will pull its allies into the fight. The leader must choose contracts carefully or end up battling impossible odds. He must also make the most use of faction hatreds and weak alliances.

