Epic Feature List

This document attempts to capture all the features making up Epic: Dogs of War. I wish it were even close. I am trying to get this updated weekly.

GUI Screens

Compact Engineering Screen

Weapons Loadout Screen

Epic Uni Gui

Save Game Screen

Cargo Trade Screen

Faction Relations Screen

Mercenary Hiring Screen

Location Finder Screen

Email – News - Job Screen

Most of these screens are detailed further in the document.

Player Wingmen

Hiring

Wingmen may be hired by the player at any mercenary station. The player may also purchase ships and crew them by paying upkeep.

Cost

Cost is based on ship skill and size. There is an initial hiring cost and an upkeep charge. 

Upkeep is charged daily. Ships that are destroyed no longer charge upkeep. If the player cannot pay upkeep, a ship will have its weapons locked down and be unable to fight. It may be necessary to take loans or sell equipment to keep paying ships.

Display

The Mercenary Hiring screen displays all current ships in the players fleet. It also displays current costs of operation. When the player is near a mercenary base, the player will also have a hire display of vessels. He may pay the hire fee and add these ships to his fleet.

Ending Pay Contract

The player may release ships from contract at any mercenary station. The ships must be present to be released. This is to enforce the player has returned the ships from danger.

Reputation

Player reputation controls the size and number of ships he can employ. Reputation is increased by successful missions. It is decreased by wingmen losses. Some losses are expected, but severe damage may outweigh any mission gains. 

Saving

Ships are saved using the Epic Fleet package. Ships current location, orders, order group, loadout and damage are saved. So are cargo pods.

Orders

A new orders package replaces the current wingman command package. This order package will use the number keys. It will follow the “Battle Zone” style. First key press chooses a group, second key press chooses an order. Pressing ~ always clears the current command.

Note: This idea will need play testing for effectiveness.

Groups

Groups 1 to 10 are supported. Ships are always added to group 10. Ships must always be part of one and only one group. Commands are provided to move the currently selected ship to a new group. 

Groups for the basis for player fleet operations. A group has its Threat level summed for measuring threat. It moves in formation together. It attacks and defends together. A fleet handler task is launched for each group. The handler task deals with player orders, fleet supply, and self defense.

Reputation

Reputation is detailed in the reputation document.

Factions

Factions are added and controlled using the Epic Faction package. The standard factions package refuses to recreate more factions than the current EOC list. 

Epic uses factions to generate actions and events. Factions stop being window dressing and start being the central actors in the players world. 

Faction AI and Missions

Factions play a key role in Epic. Factions generate all player missions. Factions that are fighting generate combat missions. Companies generate trade and construction missions. Governments generate spy missions. 

Details of Faction relationships, mission generation and diplomacy are detailed in the Faction Diplomacy document.

Creating New Factions

The Epic Faction package reads an INI file at New Game event. Factions and any non-default relations are read and applied.

Player Licenses

License issues are being deferred until after the release of Dogs of War.

Licenses are privileges the player can earn from doing missions or favors. They allow the player to go to new places, or trade in new areas, or carry better weapons. They represent the trust someone has placed in the player. 

Licenses can be taken away. The player can be denied trade, or passage, or weapons rights. This gives a story designer some powerful leverage to apply on the player. For instance, the government could threaten a player with loss of trade rights if he does not hand over a key politician, fleeing a corrupt trial.

Trade License

Some stations are restricted from public trade. A license to deal with these (often valuable) stations is a goal for a trade character.

Approach station

High Security stations have tight restrictions on who may approach. Gaining such a license is a major goal of a spy or hacker.

Visit system

Some systems are very tightly controlled. A license must be gained before visiting. Such a license can be worth a fortune to a trader. The Sultanate has several such systems.

Weapons and Ships

Most nations strongly restrict heavy weapons in the hands of private citizens, or hostile mercenaries. A player gains some rights to carry weapons by joining a mercenary group.

The player must still be careful to operate where they have rights. Or where rights are not enforced. This may mean the player has to take a low threat tug on some missions, because the cruiser would not be allowed to pass.

Geography

The Middle States Cluster. See Geography document.

System Law

Police patrols and corruption are based on system law level, and system corruption level.

Law level may be:

· None: No official police presence.

· Med: Border world with small number of Police. You still find patrols and lpoint guards.

· High: Civilized system with strong police and navy presence. Strong lpoint guards and roving patrols.

Corruption Level may be:

· Low: Less than 1/3 of police are corrupt and will accept bribes.

· High: More than 2/3 of police are corrupt and will accept bribes. Police will also demand funds from factions they dislike.

Stations

Stations are normally created by the hard coded map files. This makes it difficult to destroy stations, build new stations, hide stations, capture stations or change a stations type or purpose. In planning for the future, it will be much easier if we have programmatic control over station placement and properties.

The tStation code package creates all stations at start of space. Each geography map file will have a name matched ini file that contains all the station information. When a new game begins, these ini files are read and the stations created. 

After game start, stations are saved much like the player fleet. 

Hidden Stations

Pirates or raiders often operate out of hidden stations. These are typically old converted mines or other small bases. Tracking down a hidden base is a challenging player mission. This may be done in several ways:

· Pay an informant for the base location. (if you can find one).

· Follow pirates back to base. If you can tag one.

· Follow supply vessels to base. All bases must be supplied, even hidden ones. Guessing where hidden ships are purchasing supply, you can follow transports back to base.

New Base

Lucretias base is effectively removed to make the game much more free form. The standard base GUI cannot be modified by us. For this reason the base functions of Loadout, Email, Save Game, Load Game, and Inventory will be provided through UniGUI applications. 

Saving the Game

A UniGUI application is provided that will allow the player to save at any station.

A new save event will be created. All modules that need to save state must register with this event. A save event will no longer shut down space flight. So all modules must write data, and then continue to function. 

It will be possible, and maybe desirable, to allow save points at key times or locations. The save code must support these saves. However the modules need not provide save data so precise the game could restart exactly alike at any moment. If a player were to save during combat, he might load to find there are no pirates.

Saves should be restricted to stations and other peaceful deep space locations where discrepancies are hard to notice.

Loading the Game

The game may be loaded from any of the standard Flux load button. Either when the player begins the game, or when the player presses escape (and gets a menu with load available). No other load choices will be provided.

Launching the player

Flux places the player in Lucretias base at load time. A code function in the save game package will intercept this event and launch the player into space. The player arriving in space will trigger the Fleet Save code to restore all the player ships, including the player himself.

Trade Screen

The trade screen replaces Future Trader and the base Inventory screen. 

See the Epic Trade Screen document for details.

Player Inventory

The player may keep an inventory of cargo pods. Here are the rules for those pods:

1. Player may place or delete own waypoints.
2. If the player leaves cargo near a waypoint, it is saved.
3. If the player deletes a waypoint, any cargo near it is lost.
4. Waypoints only show up when selected in location finder, or when
the player is in sensor range of waypoint.
5. Cargo only shows up when player is in sensor range of cargo.
6. The player may also pay to store cargo in inventory.
7. The game totals all inventory in storage in all systems and charges player, every time interval.
8. Roaming finders may spot your cargo and steal it. (we can increase chance with experience, cargo amount, and population of system).
Location Finder

Location finder will become the primary map and navigation tool. Especially after we add pog stations (which do not show up in the standard map). 

Cargo Depots can be setup or removed from Location Finder. Cargo Depots work with the Inventory and Trade Screen code to give the player a place to store cargo pods.

Encounters and Traffic

The standard EoC traffic scripts will be replaced. The main reasons are: 

· Rebalance changes the number of ships that are reasonable to fight.

· Police, guards, and pirates need scripts that challenge the player.

· The need to remove random attacks and replace them with meaningful actions.

· Ships that make up each faction are changing and need to be included.

Placement and spawning

Transport and cargo traffic will spawn randomly. Cargo will be calculated based on station production and usage.

Police, pirates and guards will be placed using chessboard fleets. They will be moved by Faction AI depending on faction goals.

The player can encounter these fleets by flying to the location they have been placed.

Police Patrols

Police and Navy ships protect shipping and try to intercept smugglers and criminals. They look for players with “Wanted Criminal” markers and will attack.

They look for player ships hauling illegal cargo and will attack. 

They look for player owning warships (high threat level) without license, and attack.

Police will takes sides in fights near them. They will attack the faction they dislike the most, or the faction that fired second. (This may seem unjust. It is. That’s intentional).

Some police patrols are corrupt, depending on law level of system. These police can be bribed to ignore the above offenses. These police will charge a toll to ships of any faction they dislike.

Pirate Raid

Unlike most games, pirates in Epic have no desire to die in large numbers. They try to mass enough ships to make fighting stupid. They typically charge a large toll to pass, rather than kill the shipping they need to survive.

If pirates dislike the faction passing, they will capture the ship and cargo instead of taking a bribe.

If the convoy threat value is high enough to be a danger, they will not attack. If police are present at the site, they will not attack.

Pirate Blockade

Pirates are often hired by a corporation to stop shipping of another corporation. In this case, the pirates will demand all cargo be dropped. They will not attack unless provoked. Again, they don’t want to die, they just want the money.

These pirates can be bribed if the player has a high enough faction relation with them.

Station Guards

Station guards have many new features. 

If a station is under attack, the player may help in the fight without being attacked by the guards. The station guards will attack players who are a “Wanted Criminal”, unless the player has a very good faction standing with the station.

The station guards will attack a player with stolen cargo pods. They will attack anyone who is stealing cargo pods near the station. 

They will take sides in a fight. They will take the side of the faction most friendly to them, or the faction that fired second.

Station guards will attack ships with a threat level higher than their station type allows. Government labs will not allow approach of much more than a taxi. 

Scripted orders package

The above police and pirate orders are some of the new scripted orders that will be used in the new traffic scripts.

Ship creation package

A new ship creation package will be written. The INI files will allow each faction to have unique ships for each task (or still all use the same).

Ship Sound Comm Sounds

The fight, flee, and deathscript packages will be rewritten so we can add more sound files. Pilot screams, Threats and warnings.

Distress Calls

Game traffic will call for aid when attacked. Several response fleets may help: 

· If the police operate a base nearby, they will send a patrol to the location of the distress call.

· If the Navy operate a base nearby, they will send a patrol to the location of the distress call.

· If the owning faction has a security station, they will send a patrol to the location of the distress call.

· The owning faction can also attempt cargo recovery.

· If the system has a very low law level, then local pirates will respond to distress calls. (if they are not already the cause).

Distress response is determined by proximity to the correct type of station. This makes it easy to calculate how much response and how fast it arrives. Out in the dark of The Barrens, there is not much hope of aid.

Chessboard

EoC does not support fleets outside of the player viewpoint. Once ships get far enough away, they are destroyed. This is to keep a high frame rate for the player (a good thing).

Epic allows the player many wingmen. These wingmen may travel to locations the player is not. A mechanism must be created to protect stations or guard Lpoints while the player is not present. That mechanism is called Chessboard.

The basic idea is that stations and lpoints can be guarded by fleets of abstract ships. The player ships cannot pass these fleets. For example: If a player orders a cargo ship to fly to a far station, and the cargo ship runs into hostile fleets guarding the route, it will stop. It will report the problem to the player and wait for player arrival.

Movement

The player may order his ships to move to any location. They will follow a standard route. If they encounter a hostile fleet at an lpoint or station along the way, they will stop far away and report back to the player.

Non player factions have fleets of “responders”. These fleets will move from current location to scenes of fighting. Time of arrival is calculated on ship speed and distance. When travel time has elapsed, the ships will arrive at the location.

Standard transport ships are never modeled with this system. Instead they are randomly generated. This is to cut down the AI overhead. The only ships in motion are warships moving to attack, defend, or pirate locations.

Combat

Ships in deep space may not be attacked. Ships holding a station or lpoint may be attacked. Ship transiting to or from a station or lpoint may be attacked.

Player fleets will not fight without the player present. There are several reasons for this decision: 

· It is almost impossible to design an abstract combat system that exactly models the standard game. 

· Abstract combat must be extremely quick to calculate to support time compression. Accurate multiturn combats cannot be supported.

· The player is the reason for the game. The player should be directly involved, and not a distant participant. The game is still a first person flight simulator, not a board game.

Non player fleets fight by comparing threat ratings. The fleet with the higher threat rating holds or takes the station or lpoint.

Placement

All stations have a defensive fleet. Strength (threat) depends on the faction owning the station. 

Police, pirates, corporations may choose to place fleets at lpoints. 

Orders

Typical orders are:

· Guard station

· Patrol lpoint and stop pirates and smugglers

· Pirate lpoint or station and steal cargo

· Blockade lpoint or station and destroy cargo

Saving Fleets

Fleets are saved. Factions must purchase replacement fleets to recover losses. 

Player Arrival

If the player arrives at a location, all fleets will be created as in game ships. They will be given matching orders (defend, attack, pirate) using the Scripted Orders package. The player may witness or interfere as he chooses. 

Mercenary Campaign

Mission List

See the Epic Dogs of War mission list document.

Where to start

Where are missions

Each faction provides missions. The missions can be taken at any station owned by that faction. The reason is to encourage the player to explore the cluster and look for work. If all the missions were offered at a mercenary base, the player would never leave. But also to make it fairly easy to find missions. If missions were only offered at very specific bases, it could be very frustrating to track down work.

Pay scale

The higher the level of mission, the better the pay, and the greater the expected difficulty.

Reputation

Mercenary reputation and faction relationship determines the level of mission the player is offered. The longer a player works for one faction, the better the missions they will give the player. And more profitable. This is to encourage the player to strongly support one faction, at the expense of others.

Weapon restrictions

Conflicts

NPC Ships

NPC ships represent special encounters for the player. The player may communicate with these entities and gain valuable items or information. Generally at a cost. Like “power ups” in a first person shooter, it always pays to know where the NPCs are located. 

Trade Ship

Trade ships are used to represent weapons suppliers, ship sellers, drug smugglers and fences. They modify the standard trade deals available to the player. For instance: a ship seller in the Leung Empire would only have Empire style ships for sale.

Trade ships belong to a faction, and the player must stay on the good side of the faction to trade. 

Tour Guide

A tour guide is a special NPC that can give the player clues and hints. The tour guide has prescripted dialog, and can lead the player to locations. Very similar to the initial EoC scene where Jefferson Clay reveals Lucretias Secret base to Cal.

These tour guides can charge a start fee. They could lead the player to lost ships, lpoints, hidden bases. Tour them past mining sites. Act as mission contacts to explain mission objectives.

The tour guide package allows the guide to be created using a controlling INI file, so no pog programming is needed to create the guide.

Map Seller

A map seller will reveal hidden locations to the player for a fee. Map sellers come in many guises, informants, turncoats, old miners, survey scouts, war heroes.

Some are automatically generated to reveal standard, or slightly hidden locations. Truly secret locations are only revealed through special encounters.

Auto generated map sellers keep an internal list of locations.

Special encounters have a controlling ini file.

Communication Interface

NPC ships have a visible HUD marker that shows they are open to communication. The player starts a discussion with an NPC ship by pressing the “c” key. A dialog then happens, the exact details depend on the type of NPC.

This communication interface is a new standard pog package. And could be used to communicate with stations or almost any ship that is set up to use it.

Tracking Beacon

A drone attachable tracking beacon will be created to allow the player to track ships. There are several kinds of missions that require tracking down hidden locations or finding meeting locations such as:

· Following pirate ships back to base.

· Following supply ships to hidden base.

· Following contact to secret meeting.

· Following a trade ship you want to pirate. 

The tracking beacon is hard to attach. You must get close with a slow moving drone. 

The beacon works until the target makes a capsule jump. The beacon is set to always be sensor visible. You can watch the beacon move on the map if you want to know where the beacon is going. 

The tracking beacon is attached using the ships repair drone.

Repair Drone

Every player ship has a repair drone included. This remote piloted drone can be launched with a button press. It is pulled inside when docked back to its ship. 

The repair drone can commence emergency repair on a stationary ship. Working with damage mod, the repair drone can recover major ship components before they fail to complete junk. 

The drone can only be used when the ship is totally unmoving and takes some time to complete work. It is unable to repair ship components above the lowest level that protects from complete failure.

Rumors

The player can listen to Station Net rumors at any Entertainment or Transport related station. Automatic rumors are generated for the following items:

· A rumor is created to tell players where to find each NPC in the system and what they do (not all rumors are show, so some mystery is preserved).

· When pirates do a raid or blockade action a rumor is created..

· A rumor is created telling where corrupt police are taking bribes.

Combat Control

The EoC wingman control package is being replaced with something more Mercenary oriented. 

(First thoughts only here). Wingmen are still controlled with the numbers keys. We don’t want mouse usage if we can avoid it, because the player is in the middle of combat. 

The first number press selects a group, the second number press selects and order. Pressing “~” at any  time cancels the current order set.

Possible orders:

· Attack target

· Defend target

· Defend me

· Dock target

· Resupply at nearest supply ship

· Formate on target

· Fight from players current position (bombard, or carrier)

· Halt fire – lock weapons.

· Withdraw - 50km behind player

· Flee – take shortest route away from enemy

· Skirmish – missile and straifing passes only

· Unlock weapons

· Break and attack best target

· Repair at target station

· Launch fighter wing

These are just possible orders, taken from memory of other first person combat games. Notably BattleZone and Mechwarrior.
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