Mercenary Campaign

Epic Group phase 1

V1.1

Vision

The player fighting a wide variety of challenging combats in all corners of the Middle States cluster. Struggling to build a profitable mercenary company amid the dangerous faction politics.

Goals

1. Build a campaign solidly founded on the factional politics of the Middle States.

2. Create a series of dynamically generated missions, the player can pick and choose from.

3. Provide the combat foundation for future phases. Damage, Rebalance, Load out.

4. Give the player a reason to explore all edges of the Middle States, geography, history, factions, and politics.

5. Keep one of a time code changes to a minimum. Stay focused on improvements that can support future phases (outlaw, merchant, spy, hacker).

Generated Missions

Missions are generated from the placement of factions. Corporations that are near pirates will generate pirate hunt missions. Corporations in conflict will generate sabotage or blockade missions. Nations will hire mercenaries to sweep rebels or topple warlords in fringe systems. The mission lists will start hard coded. They will go dynamic (if/when) the faction AI is coded.

Primary Obstacles and Player Challenges

Because the missions in this campaign are dynamically generated, they will all be very similar. To avoid player boredom, we will provide a mix of parameters to help each mission feel unique and different.

Adversary Variety

The fleets of each faction will have a unique weapon load out and ship preference. This is referred to as Fleet Style. The player must change tactics, load out, and ship selection to defeat each style. Learning the styles, and how best to defeat them, will be the key challenge of this campaign. 

We need to do this one right, or we will have accomplished nothing but give piracy in the badlands a new name. Players will quickly become bored with the same old fight. With some creativity and luck, we should be able to make diverse and interesting combatants using the limited ship models, and *.ini parameters we currently have.

Local Politics

All factions have diplomatic connections to other factions. The player must make plans for political fallout when attacking a faction. If that faction has strong government support, the player may need to attack from hiding. If a faction has strong loyalties with the population, the player may find they are unwelcome at all local stations.

A limited form of faction diplomacy will be used. Player standing will allies of those he attacks will be adjusted down. Police and Navy patrols will be spawned to look for players who attack legal stations and shipping.

Local factions may be sympathetic to the player’s goals, and may choose to assist the player.

Pay Limits

Each mission has limited payback. The player will need to make careful hiring choices and weapon and ammo use choices to stay profitable.

Combat Damage

Player ships now suffer combat damage and must be repaired. Battles must be chosen with care to avoid huge repair costs. Frontal attacks will be discouraged, as they are now far more expensive. The player will need to find ways to accomplish goals without always fighting every ship on the board.

Weapon Shortage

Weapons can only be acquired though limited contacts. The player will need to locate weapon suppliers and be careful not to offend their factions, or allies. The player may need to spend time tracking down salvage or finding items to trade for weapons.

Mercenary Team

The player will need to find and recruit a team of mercenaries. These might be freedom fighters, ex-military, or licensed mercenary forces. They exist as NPC units scattered about the cluster, and the player will need to find them. 

The player must take care not to kill his mercenary forces. They become harder to recruit as losses mount. A player must also have matching faction standing. Some mercenaries will not work for the government, or underworld, or some nations.

New Game Mechanisms

This phase will be supported by a set of new mechanisms.

Damage Mod

Subsystem and hull damage implement a key new obstacle to game play. (See Flamineo’s posts on line).

Weapons Load out

A GUI load out screen for all player ships. A large effort.

Sandbox Testbed

The core of this mod is the unique fleet styles and combat balance. To make this job possible a new testbed is needed for quickly massing groups of ships and combat testing.
Chessboard 

In this phase we will support the placing of NPC fleets for the player to encounter. Each faction has a limited number of fleets. The player may win by attrition and hit and run raids. Chessboard allows thousands and ships to be placed in game, without slowdown. Static defenses, traps, pirate haunts, and war fleets may be placed without special mission scripting.

Combat Scripts

Another of the larger pieces. Scripts are needed to operate police patrols, corporate guards, pirates, raiders, rebels, and navy fleets.

Hiring Hall

A method must be provided to hire new mercenary forces, see who has been hired, and release ships from service.

Ship to Ship Grapple 

We are removing disruptors and replacing them with subsystem damage. This could leave ships tumbling. To allow boarding attempts on these vessels, a ship to ship grapple is needed to latch onto a moving vessel.

Player Reputation

Factions the player has been attacking need to turn hostile. Factions the player has supported need to become friendly. If the player has been terrorizing a system the police and navy will be hostile.

ToDo

Define Missions. Dark Currents mission list is a start. Support with cluster specific factions and conflicts.

Define Needed Models. Once fleet styles get started, we should support with changes to models and possibly adding a few new models, or reskinning old models.

Define NPC weapon suppliers. Perhaps contacts in government, or corporations, or smugglers, or rebels. We need some NPC’s who can supply the player with weapons. 

Save Game. Evaluate current scripts for save game handling. Make changes to support reloading.

Cluster Startup. What is needed to get the new cluster running?

