Assumptions

· ecoms are modal and pause the game
· player input is not processed and the game clock does not advance between actions. However it may advance during actions (e.g., wait).
· all triggers are one-shot unless they execute a ‘preserve trigger’ action

Not covered yet

· unit AI
· guard unit
· attack unit
· scout???

· hit-and-run [mission 7]
· base building/rebuilding

· base repairing

· mining (e.g., recreating destroyed miners)

· unit group formation/direction

· Credits and their influence on AI behavior

Guidelines

· attacking player GalaxMiners

· responding to player’s attacks/destruction of GalaxaMiners in a believable way which supports the player strategy of hampering the enemy’s production by reducing its income
Campaign intro
· background

· forwarded jana->olstrom ecom from jana

Mission 1

· initial conditions

· MHQ present near a small field of Galaxite

· larger field of Galaxite not too far away but not within initial sight

· an area is defined as “MHQ start”

· when mission loads [hack: could be “elapsed mission time is 0 or more game seconds”]
· set player 1 allowed units to Power Generator, Galaxite Processor, Warehouse

· full-screen ‘conversation’ with Olstrom

· ecom ‘conversation’ with Jana

· objectives screen

· center view over “MHQ start”
· ecom from Jana to Andy “how to move your MHQ”
· set Objective: establish HQ (q: how long is objective visible?)

· when player 1’s MHQ is deployable

· ecom from Jana to Andy “how to deploy” instructions
· when player 1’s MHQ is deployed

· clear Objective

· ecom from Jana to Andy “congrats. Explain power”

· set Objective: supply power

· ecom from Jana to Andy “how to order a Power Generator”

· disable building of Galaxite Processor, Warehouse

· when ‘place structure’ mode is entered
· ecom from Jana to Andy “how to place a structure”

· when player 1 owns 1 or more Power Generators

· enable building of Galaxite Processor

· set Objective: order Galaxite Processor

· ecom from Jana to Andy “how to order a Galaxite Processor”

· when player 1 owns 1 or more Galaxite Processors

· enable building of Warehouse

· clear Objective
· ecom from Jana to Andy “how to mine”

· set Objective: accumulate NNNN Credits

· ecom from Jana to Andy “let’s do it”

· when player 1’s Galaxite capacity reached
· ecom from Jana to Andy “build a warehouse”

· when GalaxMiner can’t find any Galaxite

· ecom from Jana to Andy “scout for Galaxite”

· when player 1 has NNNN or more Credits

· set next mission to “Mission 2”
· end mission win (show summary screen and advance to next mission)
Mission 2

· initial conditions
· player 1 is supplied with a small force including an MHQ

· OMNI has a small base that blocks the path to Jana’s location
· OMNI is mining from a centrally located Galaxite field

· OMNI’s base is lightly defended

· all OMNI units are set to ‘attack when enemy comes in range’
· an area is defined as “Jana’s location”

· an area is defined as “MHQ start”

· when mission loads
· set player 1 allowed units to Generator, Processor, Warehouse, HRC, Guards

· objectives screen

· set Objective: escort MHQ to Jana

· ecom from Olstrom to Andy “get MHQ to Jana to SE through canyon”

· pan view to “MHQ start”

· when any unit owned by player 1 sees any unit owned by OMNI
· ecom Andy/Olstrom conversation

· when any structure owned by OMNI is destroyed

· ecom from Jana to Andy “need help”
· when “Jana’s location” contains 1 or more any unit owned by player 1
· set next mission “Mission 3”
· end mission ‘win’ (show summary screen and advance to next mission)

· when player 1 owns 0 or fewer MHQs AND player 1 owns 0 or fewer HQs

· end mission ‘lose’

Mission 3

· initial conditions
· player 1 is supplied with a smallish force including an MHQ
· TBA: the rest of the setup

· OMNI base is sufficiently defended that there is no way the player will be able to damage it stop the onslaught at the source [use a combination of defenses the player isn’t yet equipped to handle?]

· an area is defined as “Jana’s base”

· an OMNI Guard and Raider are placed fairly near Jana’s base and set to ‘attack enemy structures’

· OMNI base contains large numbers of units that are set to ‘defend base’. When the time comes groups them are spun off to attack Jana’s base and are replenished.

· when mission loads

· set player 1 allowed units to HRC, VTC, gun tower, processor, generator, warehouse, walls, guard, scout, raider?, Tank?

· objectives screen

· defog “Jana’s base”

· center view over “Jana’s base”

· ecom from Jana to Andy “are being overrun, get here quick"

· wait 5 seconds to watch Jana’s base defend itself from a lone attacker
· pan view to “MHQ start”

· when 1 game minutes have elapsed

· ??? OMNI creates a small squad (1 or two infantry) and sends them to attack Jana’s base
· preserve trigger

· when “Jana’s base” contains 1 or more MHQ owned by player 1

· ecom from Jana to Andy “relief. need time to complete research. Hold off OMNI for 15 minutes”

· set countdown timer to 15 minutes

· set switch “MhqReachedJana” on

· ??? when squad doesn’t exist

· ??? recreate squad for OMNI

· when 8 game minutes have elapsed AND switch “MhqReachedJana” is off
· ecom from Jana to Andy “panic! need time to complete research. Hold off OMNI for 15 minutes”

· set countdown timer to 15 minutes

· when countdown timer is 14 or less game minutes

· ??? OMNI creates a large squad and sends them to attack Jana’s base
· when countdown timer is 13 or less game minutes

· ??? OMNI creates a larger squad and sends them to attack Jana’s base

· …

· when countdown timer is 0 or less game minutes
· ecom from Jana to Andy “I’ve figured it all out”

· set next mission “Mission 4”

· end mission ‘win’

· when MHQ owned by player 1 is deployed AND “Jana’s base” contains 0 or less MHQ owned by player 1
· ecom from somebody to Andy “you’re a dork. HQ must be deployed near Jana”

· end mission ‘lose’

· when player 1 owns 0 or less MHQ AND switch “MhqReachedJana” is off
· ecom from somebody to Andy “who will save Jana now?”

· end mission ‘lose’

Mission 4

· initial conditions

· played on same map as Mission 3

· OMNI base is well defended

· Andy’s base is not actually carried over from Mission 3 but is pre-established at a reasonable level, not including any of the new units available to the player this mission

· an area is defined as “Andy’s base”

· an area is defined over the pre-established base’s HQ as “Andy’s HQ”

· an area is defined over the pre-established base’s VTC as “Andy’s VTC”

· when mission loads

· set player 1 allowed units to HRC, VTC, gun tower,  processor, generator, warehouse, walls, guard, scout, raider, tank, rocket tank, R&D center, advanced VTC, surveillance center, rocket tower
· objectives screen

· center view over “Andy’s base”

· ecom from Jana to Andy “explain Replicator. You’re in charge.”

· when 2 game minutes have elapsed

· ??? OMNI sends a couple Interceptors to destroy Andy’s VTC

· wait NN seconds to for Interceptors to get close to Andy’s VTC

· set player controls off

· center view over “Andy’s VTC”

· wait NN seconds to watch the destruction

· set player controls on
· ecom Andy to Olstrom “holy crap!”

· ecom Olstrom to Andy “use anti-aircraft tech”

· ??? OMNI maintain defensive forces
· ??? OMNI dispatch various squads against Andy’s base

· when OMNI owns 0 or less any type unit

· set next mission “Mission 5”
· end mission ‘win’

· when “Andy’s HQ” contains 0 or less HQ owned by player 1
· end mission ‘lose’

Mission 5

· initial conditions

· an area is defined over the OMNI HRC and 1 tile on all sides where Jana is supposedly held captive as “Jana’s prison”

· an area is defined over the OMNI Landing Platform [R&D Center if no landing platform] and 1 tile on all sides as “Infiltrator plans”

· an area is defined as “Andy start”

· Andy unit is placed at “Andy start” and is the only unit available to the player

· OMNI has an expansive base with various guards and roving patrols posted

· areas are defined for use as patrol waypoints, e.g., “patrol1 wp1”, “patrol1 wp2”, “patrol1 wp3”

· when mission loads

· ecom from Jana to Andy “I’m being tailed by Fox” transmission interrupted
· ecom from Fox to Andy “mocking”

· defog “Jana’s prison”

· center view over “Jana’s prison”

· ecom from Olstrom to Andy “rescue Jana”

· set objective “Rescue Jana at OMNI HRC”

· pan view to “Andy start”

· patrols are established by creating a series of “contains” triggers that move the contained units on to next area, e.g.:
· when “patrol1 wp1” contains 1 or more any unit owned by OMNI

· move any unit for OMNI at “patrol1 wp1” to “patrol1 wp2”

· preserve trigger

· when “patrol1 wp2” contains 1 or more any unit owned by OMNI

· move any unit for OMNI at “patrol1 wp2” to “patrol1 wp3”

· preserve trigger

· when “patrol1 wp3” contains 1 or more any unit owned by OMNI

· move any OMNI unit at “patrol1 wp3” to “patrol wp1”

· preserve trigger

· when “Jana’s prison” contains 1 or more Andy owned by player 1
· ecom from Andy to Olstrom “she’s not here!”

· ecom from Olstrom to Andy “must have moved her, find the plans for the Interceptor”

· set objective “Steal Infiltrator plans”

· set switch “GetPlans” on

· when “Infiltrator plans” contains 1 or more Andy owned by player 1 AND switch “GetPlans” is on

· set next mission “Mission 6”

· ecom from Andy to Olstrom “I’ve got the plans”

· ??? extraction?

· end mission ‘win’

· when player 1 owns 0 or less Andy
· end mission ‘lose’

Mission 6

· initial conditions
· an area is defined as “OMNI base”

· an area is defined as “Fox retreat”

· an area is defined as “Andy start”

· when mission loads

· defog “Fox retreat”

· center view over “Fox retreat”

· ecom from Andy to Olstrom “I’m going in to rescue Jana”

· pan view to “Andy start”

· ??? OMNI cranks out ~5 scouts and sends them off

· when any unit owned by OMNI sees any structure owned by player 1

· set switch “AndyBaseFound” on

· when switch “AndyBaseFound” is on AND “base assault force” does not exist

· ??? create “base assault force”

· ??? send them off to attack Andy’s base

· preserve trigger

· ??? OMNIs defense

· ??? OMNIs offense

· when any unit owned by player 1 is destroyed

· wait 1 second [for scream to die out]
· ecom from Olstrom to Andy “retreat!”

· ecom from Andy to Olstrom “no”

· when “OMNI base” contains any unit owned by player 1
· set player controls off

· pan view to “Fox retreat”

· ??? play in-game cut scene of Fox and Jana units leave a building and run to an interceptor which flies away

· set player controls on

· ecom from Fox to Andy “I shall have to take this out on your sister”

· when OMNI owns 0 or less any type unit
· ??? Andy has to mop up everything else? Add an ecom to/from Olstrom that clarifies why

· set next mission “Mission 7”

· end mission ‘win’

· when player 1 owns 0 or less any type unit

· end mission ‘lose’

Mission 7

· initial conditions
· when mission loads

· ecom from Olstrom to Andy “punishment, out of the way”

· when any unit owned by player 1 sees any unit owned by FreeRadical
· ecom from Olstrom to Andy “briefing on who the Free Radicals are”

· ??? the Free Radical ‘hit and run’ AI

· ??? Free Radical base defenses

· ??? lose condition?

· when player 1 has NNNN or more Credits
· ecom from Olstrom to Andy “probe FreeRadical presence”

· set next mission “Mission 8”

· end mission ‘win’

Mission 8
· initial conditions

· player 1 is supplied with a small force including Andy, 5 Guards, 5 Raiders, 3 Takeover Specialists

· when mission loads

· ??? Free Radical attempts to destroy captured structures

· ??? Free Radical base defenses

· when player 1 owns 1 or more HRC

· set switch “HrcCaptured” on

· when player 1 owns 0 or less Takeover Specialist AND switch “HrcCaptured” is off
· ecom from Olstrom to Andy “You’re going to need to takeover some buildings to win this mission”
· when player 1 owns 0 or less Andy

· end mission ‘lose’

· when FreeRadical owns 0 or less any unit

· set next mission “Mission 9”

· end mission ‘win’

Mission 9

· initial conditions

· OMNI suspiciously has a few Takeover units standing around. One of them, out of reach of Free Radical forces and nearby Andy’s base is named “betrayer”

· an area over Andy’s HQ is defined as “Andy HQ”

· Andy’s HQ is named “ACME HQ”

· set player 1 as ally of OMNI
· set OMNI as ally of player 1

· when mission loads

· ecom from Olstrom to Andy “made great deal with OMNI. Work together to eliminate Free Radicals”

· ??? OMNI helps attack Free Radicals until they’re eliminated

· ??? Free Radical offense

· ??? Free Radical base defenses

· when FreeRadical has 0 or less any unit

· wait [a couple seconds to enjoy the victory]

· pan view to “Andy HQ”

· set target for OMNI “betrayer” to player 1 “ACME HQ”
· ??? other buildings taken over too?

· – HRC is not taken

· ??? how to keep player from walling off their HQ?

· set player controls off

· when “ACME HQ” owned by player 1 is taken [safer/better to just ‘wait’?]

· ecom from Olstrom to Andy “uh-oh, blah blah. Try to recover.”

· set player controls on

· set player 1 as enemy of OMNI

· set OMNI as enemy of player 1

· ??? OMNI offense against ACME
· ??? OMNI base defenses

· when OMNI owns 0 or less any unit

· set next mission “Mission 10”

· end mission ‘win’

· when player 1 owns 0 or less any unit

· end mission ‘lose’

Mission 10
· initial conditions
· OMNI surrounds Replicator with a small base (mostly walls and towers, ample Generators) and lots of units in a defensive configuration

· player 1 has a diverse force but has no building capability

· ??? How the heck is the player supposed to defeat a well defended base with a fixed number of units? Vulnerable Generators?

· when mission loads

· ecom from Olstrom to Andy “Replicator appears to be powering up. Liberate Jana but don’t harm the replicator”

· ecom from Fox to Andy “taunting andy for falling for temporary allegance”

· ecom from Andy to Fox “*&*@!!”

· when “Replicator area” contains 1 or more player 1 units

· ??? play scripted animation of Jana being tossed into the replicator

· ecom from Fox to Andy “damn you”

· ??? play scripted animation of Fox running away

· when OMNI owns 0 or less units

· set next mission “Mission 11”

· end mission ‘win’

· when player 1 owns 0 or less units

· end mission ‘lose’

Mission 11

· initial conditions
· ACME starts with a good mix of units for Replicating

· ACME starts with lots of Credits

· Replicator present, named “Replicator”

· when mission loads

· ecom from Olstrom to Andy “hold the Replicator at all costs. Learn how to use it. Reinforcements on the way”

· set countdown timer to 15*60 seconds [??? NOTE: this must execute before any of the “countdown timer” conditions below!]
· set objective “Protect Replicator”

· when countdown timer is 7*60 or less game seconds
· ecom from Andy to Olstrom “Where are the reinforcements?!” <no response>

· when countdown timer is 3*60 or less game seconds

· ??? how is this communicated when Andy has no one to talk to? ecom to ACME Earth HQ?
· ??? some place on the map is revealed and the player is directed there somehow???

· set objective “Save yourself!”

· ??? waves of Free Radical attackers

· when countdown timer is 0 or less game seconds

· set next mission “Mission 12”

· end mission ‘win’
· when “Replicator” owned by anyone is destroyed

· end mission ‘lose’

· when player 1 owns 0 or less any unit

· end mission ‘lose’

Mission 12 [??? No Jana super-unit]
· initial conditions

· area is defined over replicator as “Replicator”

· when mission loads

· center view over “Replicator”

· ??? play Jana resurrection 

· ecom from Jana to Andy “I’m back”
Mission 13

· initial conditions

· an area is defined at the core of the OMNI base as “OMNI base core”

· when mission loads

· ecom from Jana to Andy “must stop Fox before he activates Unlimited Replicator. Olstrom sold us out”

· when OMNI owns 0 or less ??? defenses AND “OMNI base core” contains 1 or more player 1 any unit
· set next mission “Mission 14”

· end mission ‘win’

· when player 1 owns 0 or more any units

· end mission ‘lose’

· ??? OMNI defensive strategy

· ??? OMNI offensive strategy

Mission 14 [??? No Jana super-unit]

· initial conditions
· when mission loads

· when elapsed mission time is 2*60 or more seconds

· ??? send player 1 reinforcements

· when elapsed mission time is 4*60 or more seconds

· ??? send player 1 reinforcements

· … more reinforcements

· ??? OMNI’s defensive strategy

· ??? OMNI’s offenseive strategy

· when player 1 owns 0 or less Andy

· end mission ‘lose’

· when “destination” contains 1 or more Andy

· set next mission “Mission 15”

· end mission ‘win’

Mission 15 [??? No Jana super-unit, no Fox unit]
Trigger Conditions
- mission is loaded [could use elapsed time hack instead]
- elapsed mission time is qualified quantity game seconds
- MHQ owned by player is deployable
- MHQ owned by player is deployed

- place structure mode active

- Galaxite capacity reached for player
- GalaxMiner owned by player can’t find any Galaxite

- player has qualified quantity Credits

- unit owned by player sees unit owned by player
- qualified quantity unit owned by player is destroyed
- qualified quantity unit owned by player is taken

- area contains qualified quantity unit owned by player
- player owns qualified quantity units  [this is sugar coating for a contains condition that does the same thing: “Anywhere contains qualified quanity unit owned by player” – eliminate ‘owns’???]
- countdown timer is qualified quantity game seconds
- switch “name” is on/off

- unit owned by player is attacked [unit lists would be nice for this]
- player discovers player
- every quantity seconds
Trigger Actions
- set player allowed units to UnitMask [all Units allowed by default] [NOTE: this may not have to be scriptable but only set as part of the mission’s initial conditions]
- center view over area
- ecom from character to character with rich text
- set objective to “text” [clear with empty string]
- set next mission to “text”
- set enabled units to UnitMask [all Units enabled by default]
- end mission win/lose
- defog area
- pan view to area
- wait quantity seconds [game is not paused during this wait]

- set switch “name” to on/off [off by default]
- move player unit at area to area
- set player controls on/off [on by default]
- preserve trigger

- player allies with player
- set target for player unit at area to player unit
- set countdown timer to quantity seconds

- set player unit production on/off [on by default] [use to disable AI building/ordering]
- create unit group
- player UnitMask hunt player UnitMask
- create random unit group
Unit Group Actions

- guard for seconds
- guard area
- guard vicinity
- guard unit [unit lists would be nice for this]

- defend base [??? can do this with guard unit & guard area?]
- attack UnitMask for seconds
- wait

- move to area

- repeat last quantity actions only [??? make a case]

- set switch “name” to on/off [off by default]

Unit Actions

- guard

- guard area
- guard vicinity
- guard unit [unit lists would be nice for this]

- defend base [??? can do this with guard unit & guard area?]
- attack UnitMask [??? How does this differ from hunt?]
- mine [GalaxMiner only]

- hunt  UnitMask
- move to area

Parameter types
player

qualified quantity – integer value + “or more”/”or less” qualifier
unit – any Unit-derived Gob type (e.g., MHQ, or class of Unit-derived types (e.g., any structure, any mobile unit, any unit) or the name of a named unit [unit lists?]
UnitMask – any combination of structure/unit types

area – a tile-granular named rectangle on the map or “Anywhere”
character – one of andy, jana, olstrom, fox

rich text – the stuff of ecoms

text – plain text

win/lose – one of “win”, “lose”

on/off – one of “on”, “off”

ally/enemy – one of “ally”, “enemy”
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