Xen Project – Game Design Document


GAMEPLAY BASICS

Cooperation

The mod is based upon cooperation. Beyond a simple Aliens universe conversion, we are trying to create a 100% coop game. Each player has to work closely with his team mates in order to survive. Every component of the game is here to encourage interactions between the players and immersion. The opposition between the strenght sensation due to the heavy weaponry and the weakness sensation which force you to play as a team is one of the main objectives in this game.

 

Full Body Awareness

The game uses full body awareness, that means you see exactly what the character should see through his eyes: your feets, arms, shoulder, etc. the movement is also realistic (slower movement, no instant 180°, etc.) 

 

One key to rule them all

A single key will allow the player to perform multiple actions depending on his surroundings. This key, among other things will be used to JUMP, PRESS A SWITCH, PERFORM SPECIFIC CLASS ACTIONS, COOP MOVES, etc.

 

Weapons

All players get their weapons when they start a game : knife or equivalent, mg41, secondary weapon.  You will not be able to change weapons or class during a game.

 

Characters and Classes

There are 4 player classes:

· Support (pyro)

· Tech

· Marine

· Smart Gunner

 

NPCs

Several Aliens characters will make it in the game as NPCs and will interact with the players in some part of the story : Gordmann, Apone et Burk

 

Universe

The mod will feature 5 different environments : LV-426 as Cameron described it : rocks, rain and wind. Tha athmospheric complex, the swamp area with the second complex, the cristal area with the third complex, the alien ship where a Space jockey lies.

 

QTEs - Quick Time Events

Hacking and other undecided actions will be performed via QTEs.

 

Ennemies

For the first realeases, ther will be two kinds of ennemies : aliens and humans. There will be only a few humans that will not be very important to the story (space pirates).

Other than that, the players will fight: Alien Warriors, Pretorians and the Alien Queen. 

There will not be more than 3 types of pirates in a first time.

The space jockey will be introduced to the players in the last chapter of the story.

GAMEPLAY – IN DEPTH

A typical game:

Players have to wait for a 4 player total on the server to start the game.

they are able to visit the ship as they wait for the server to fill up.

Once the game has started, no player can join unless someone is disconnected.

At the end of a level, the next level can start only if all the players are the « transition zone » between these two levels.

A player joining the game in progress will spawn at the nearest checkpoint from his teammates.

The game is over when all the players are dead or one or more players escaped from the alien planet.

Alternate game mode : players spawn in an arena where waves of aliens are spawned indefinitely. Their goal is to survive as long as they can.

High scores uploaded on xen website

 

What you see

The FOV is controlled the same way as in ARMA or OFP except the crosshair stays around the middle of the screen. It can also be compared to FEAR.

Moving the mouse slightly on the sides will move the head of the character and the aim of his weapon, not his body.

When the head has rotated at 40° on one side or another, the body starts turning too.

There is no HUD. You can see your ammo on your weapon, your health through post effects on the screen.

How you shoot

Switching weapons can be slow or quick depending on the weapon you are switching to. Equiping/unequiping the smart gun is the longest, equiping the gun or the knife is very quick.

Other than that, shooting works pretty much like shooting ;)

smart gun can jam if not manually reloaded

How you interact

When the player can interact with something, he lowers his weapon and the interaction works the same as in D3, you actually see what you are doing with your hands, wether it's pushing a buton, hacking a device or pushing some object.

How you move

When the player moves, he feels the weight of his body, he does not « slip » on the floor. 

The mouse scroll allows you to set the walking/running speed smoothly (ala Splinter Cell).

When facing a wall, he put his weapon on a vertical state so it does not collide with the environment.

When you encounter an obstacle, yan can use the « do anything » button to jump over the object, grab a railing and lift you up, etc.

The movement needs to be acurate when the player grab or jump over something (need to have specific heights for « jumpable » or « grabable » objects).

Things that need urgent work !

· Final classes and equipment

· Death and respawn

· levels transitions

