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Game Intro

In the year 2015 an exotic new mineral is discovered at the core of a meteorite: Galaxite. When fused Galaxite generates an incredible quantity of Quirk particles which scientists have learned to structure into a Quirk Field. When two quirk fields are synchronized all the particles within the fields exchange places instantly over any distance. The quirks annihilate themselves in the process but any exchanged matter remains unharmed.
Galaxite in its natural form is exceedingly rare. Samples have been found in meteorites and near-Earth asteroids but in quantities insufficient to support anything other than experimentation. Scientists have managed synthesize Galaxite but the energy costs of doing so are extreme and due to impurities the resultant quirk fields are very unstable. 78% of transports attempted with synthetic Galaxite fail and result in an undesirable intermingling of the atoms being exchanged.
With eager anticipation of the profits to be made by the company which can enable Mankind’s dream to explore and colonize the galaxy all three of Earth’s TransSolar corporations have launched legions of unmanned dark drive probes in search of Galaxite.

In the Earth year 2052 the OMNI Exploration deep space probe XJ-19 reaches the planet Tyrus, 41 million light years from Earth. As predicted by analysis of Hubble 3 imagery Tyrus possesses an Earth-like atmosphere and extraordinary concentrations of surface minerals. As could only be dreamed after so many failures XJ-19’s close-range scans detect surface deposits of Galaxite! The probe lands near one of the Galaxite fields, extracts sufficient quantities to power its on-board Quirk reactor, and signals OMNI’s Earth headquarters that it is ready for an exchange.

In a rush the OMNI board of directors scours the ranks of young executives in search of volunteers both qualified and ambitious enough to accept a 22% chance of surviving Quirk transportation to Tyrus in exchange for the opportunity of a lifetime: heading OMNI’s first interstellar mining and colonization subsidiary.
Your name is third on the list but after the first two transports fail (oops) it’s your turn.

Good luck!
Campaign Intro

Any???

The overall goal is to achieve a Tyrus monopoly by gaining control of all N Galaxite deposits.

Mission Design Guidelines

Average amount of time to complete a mission at normal game speed is 30 minutes. This does not take into account any restarts. More efficient players might average 20 minutes/mission while less efficient players might require 40 or more minutes plus several retries.

Mission 1: Mining 101
Outline
Player must be taught all the basic controls and how to establish a mining operation. They must learn:

· about the play area, fog

· how to select a unit

· how to move a unit

· what power is needed for and how to generate it
· how to order and place structures

· purpose and use of: Mobile Headquarters, Headquarters, Galaxite Processor, Reactor, GalaxMiner, Warehouse
· what Galaxite looks like

· scrolling the map

The map is small. Big enough to require scrolling but small enough to not get lost on.
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Initial conditions

Credits is just enough to build Headquarters, Reactor, Galaxite Processor

1 Mobile Headquarters

End conditions
[UNDONE: different end of level messages for each lose condition?]

Win:
credits reaches NNNN

Lose

not enough Galaxite left to reach NNNN credits
no HQ or MHQs

Mission intro
<full screen, w/ “Begin Mission” button>

Congratulations, you survived the trip! My name is Nigel and I’ve been assigned as your liaison with OMNI Earth Headquarters. I’ll relay any special directives from EHQ and help you get the support you need from other OMNI divisions so you can concentrate on keeping Galaxite production at maximum.
First thing, Accounting says your subsidiary must maintain its own profit/loss balance sheet. OMNI HQ will grant you credit for processed Galaxite which you can use to order new equipment and personnel. You’ve been budgeted an initial NNNN credits for your startup.
Of course, your compensation is a percentage of your profit so let’s be efficient!
(Begin Mission)

In-mission instructions

[UNDONE: don’t use auto-takedown dialogs? Problem is that these instructional dialogs can pop up at any time (actually we will have to postpone them at least while the player has the pen down and perhaps during larger modes otherwise we will have some messy UI interruptions, e.g., partially completed group selections, button pushes) and the user continue a tap they started before the dialog came up which would take it down without the user really seeing it. Another option is to not auto-takedown unless the dialog has been up for a second or so]

<in a modal dialog overlaying the lower part of the play area>

Now it’s time for you to take control of the Mobile Headquarters we transported along with you and establish a Galaxite mining operation. This is new equipment so I’ll walk you through basics.
(next)
On your Remote Control Display (RCD) you should see a birds-eye view of your Mobile Headquarters (MHQ) and the surrounding area. Dark areas of the map will be revealed to you as units under your direction explore them.

(next)

Resting on XJ-19’s transport pad is your MHQ. MHQ’s can be moved to a desired location and then be transformed into a Regional Headquarters (HQ) building. The HQ facilitates Quirk transports of the new buildings you will need for your mining operation. Let’s establish the HQ.

(next)

<at upper left display “Objective: establish HQ”>

<in a modal auto-takedown dialog overlaying the lower part of the play area>

Select the MHQ by tapping on it and direct it to move to an open area by tapping where you want it to go.

(OK)

[NOTE: the map is laid out so the MHQ sits to the north of a Galaxite field and with open space to its north. The map is scrolled such that the player can move the MHQ into this open space without having to scroll or move into the area where the instructional dialogs are popping up]

<follow the progress of the MHQ and when it settles at a deployable location bring up the following in a modal auto-takedown dialog overlaying the lower part of the play area>

Great! Now you can direct the MHQ to transform into a HQ. Tap and hold the pen on the MHQ. Select Transform from the popup menu.

(OK)

<once the MHQ has been successfully transformed take down the “Objective” string and bring up the following in a modal dialog overlaying the lower part of the play area>

Superb! Notice the power meter on the left side of the display. HQs have an internal generator which supplies just enough power for their own operation. To support other buildings you’re going to need more power.
(next)

<at upper left display “Objective: supply power”>

<modal auto-takedown dialog>

You have enough credits to order a Reactor from Earth. To order new buildings, tap and hold on the HQ and select Order from the popup menu. Then tap on Reactor and the Order button.

(OK)

[NOTE: the Reactor is the only structure available for building. Galaxite Processor and Warehouse show in the Build form but are disabled]

<when successful and ‘place structure’ mode is entered bring up the following modal dialog>
[this might be tricky because the place structure mode is kind of funky]

OK, now you need to specify where to put the Reactor. Power linkages require buildings to be in close proximity to each other so pick a spot near the HQ.
(next)

<modal auto-takedown dialog>

Position the Reactor by tapping on the placement indicator and dragging it to where you want it. If the location is valid a check will appear. Tap the check to finalize placement.
(OK)

<when a Reactor exists replace the “Objective” string with “Objective: order Processor” and bring up the following modal auto-takedown dialog>
Excellent! Plenty of power. Now you’re ready to order a Galaxite Processor and begin mining! Tap-hold on the HQ and follow the same procedure as for the Reactor, this time ordering a Galaxite Processor.
(OK)

<when a Galaxite Processor exists take down the “Objective” and bring up the following modal dialog>
Each Galaxite Processor comes with a GalaxMiner which will gather Galaxite and deliver it to the Processor for processing. Credits accrue as Galaxite is processed.

(next)

You can direct the GalaxMiner to a particular patch of Galaxite by tapping it and tapping on the desired Galaxite.

(next)

If you would like a GalaxMiner to deliver its load immediately or to a particular Processor, select the GalaxMiner then tap on the Processor you want it to deliver to. 

(next)

<at upper left display “Objective: accumulate NNNN credits”>
<modal auto-takedown dialog>

Let’s mine NNNN credits worth of Galaxite to be sure all the kinks are worked out of the system.
(OK)

<when Processor is full, modal auto-takedown dialog>

Your Galaxite Processor is full. Use the HQ to build a Warehouse to store more Galaxite.

(OK)

<when GalaxMiner can’t find any more Galaxite, modal dialog>
Looks like you’ve consumed all the nearby Galaxite. Great job! XJ-19’s scans indicate another deposit not far away. Explore the map with your GalaxMiner to find it.
(next)

<modal auto-takedown>

Tap on the GalaxMiner and tap where you want it to go. You can scroll the map by tapping in the Graffiti area and dragging as if you were sliding the map with your hand.
(OK)

[have a first-time modal tip for every control in case the player jumps ahead and tries it before being taught how to use it. Only show the tip once and only if the player hasn’t already been taught it]
[UNDONE: mini-map, menu button, preset buttons, selection indicator]
Mission 2: Combat 101

Outline

Start off as a basic base building/mining mission but after a while (once player has mined NNNN credits) they’ll be attacked by small ACME squads of Security Guards. A few ACME Security Guards will also be scattered around including 3 guarding the second patch of Galaxite the player is likely to go after.

A small ACME base (HQ, Reactor, HRC) resides at the opposite corner of the map from where the player starts out. Once activated it will periodically send squads of Security Guards to attack the player’s base and GalaxMiner(s).

ACME units are biased to first attack the player’s HRC, then Processor, then Reactor, then HQ w/ some randomness.

The player must destroy the ACME base to win the mission.

Along the way we want to teach them how to use units for offense and defense, how to multiply-select units, how to cancel selection, and how to repair structures.
End conditions

Win
enemy base and all units destroyed

Lose

no HQ or MHQ

Mission intro

Bad news. Corporate raiders have infiltrated our database and discovered the existence and location of Tyrus. At least one competitor, ACME Industries, has redirected a dark drive probe to Tyrus.

We don’t know when it will arrive or what they’ll do when they get there but to be safe we’ve authorized you to order a Human Resource Center and use it to recruit security personnel if necessary.
Your first mining base is operating smoothly in fully-automated mode so we’ve directed another Mobile Headquarters towards the nearest Galaxite deposit. Take control of it and establish another mining base.
In-mission instructions
<Objective: establish mining base>

<when the first recruited Security Guard arrives. In an auto-takedown modal dialog>

Security Guards automatically defend their immediate vicinity. To have them attack a particular target, tap to select them then tap on the target to attack.
(OK)

<when enough units have been ordered that multiple-selection is useful AND the player hasn’t already demonstrated a mastery of multiple selection, in an auto-takedown modal dialog>

You can select a number of units at a time by tapping on the map and dragging a box around all the units you want to select. A big effort saver!

(OK)

<if player is attacked before recruiting any Security Guards and hasn’t built HRC yet. In an auto-takedown modal dialog>

ACME raiders! Build a Human Resource Center and use it to recruit Security Guards to fend them off before they do serious damage!

(OK)

<if player is attacked before recruiting any Security Guards and has built HRC. In an auto-takedown modal dialog>

ACME raiders! Use your Human Resource Center to recruit Security Guards and fend them off before they do serious damage!

(OK)

<after some interval of being attacked, in an auto-takedown modal dialog>

<Objective: destroy ACME base>

Those raiders have to be coming from somewhere. Find their base and destroy it. Then mop up any remaining trouble makers.
(OK)

<>

how to cancel selection

Mission 3:

Mission intro

We’ve located the ACME base which sent those Security Guards to hamper your operations. 

The Board is concerned about the continued presence of ACME personnel on Tyrus. It threatens our mining operations there and our plans for monopolizing colonization once Galaxite stockpiling is complete.

To

Mission N:

Outline

Player is presented with a pre-constructed base including an HQ, HRC, VTS, Processor, some walls, and a Mobile Headquarters unit off to the side.
The mission intro sets it up as a typical (boring) manage a mining operation mission but when the level actually starts control is immediately taken away from the player and a surprising turn of events is played out in a movie-like mode.
<camera is positioned so the base’s HRC and VTS are in view. Both the HRC and VTS change to the enemy color>
“ACME has hacked our synchro-codes and is transporting their units through our buildings!”

<player is forced to watch as, one by one, two Takeover Specialists beam [at accelerated rate?] and proceed to capture the HQ and Processor structures. The Processor is captured while its GalaxMiner is inside, capturing it as well. Rocket and Dual-Cannon tanks come forth from the VTS as well.>

“Abandon base and build a new one at a safe distance. Once secured, launch a counter attack and retake the base.”

<control is returned to the player>

[After the player extracts the MHQ from the area it falls back under the fog]. The enemy builds additional fortifications (rocket and gun towers), another Processor, and an array of offensive/defensive forces.
Mission N:

Outline
Capture an enemy Research Center at a lightly guarded outpost base to gain upgrade capabilities. The upgraded units are essential to the successful destruction of the well-defended primary enemy base in the area.

Mission N:

Outline

Rescue captured infantry (a mix of Security Guards and Takeover Specialists) from an enemy base with a limited strike force. The strike force must probe the base to find the weakest entry point. The prisoners are liberated by destroying the walls that contain them. The player can use them to swarm the base and take over strategic structures while defending them with the remaining units and producing new units to complete the mop up of the enemy base.
Mission N:

Outline

Player is given only 3 Takeover Specialists and one long-range seeing unit (???). The objective is to takeover a well defended enemy base. Well defended except for a weak spot the player will have to discover by scouting with the long-range unit. Enemy units (mostly isolated guards) will be patrolling to keep the tension high. The player must takeover the proper structures to have building capability (HRC, Processor/Warehouse, Reactor). Bonus points for taking over the enemy HQ.
End conditions

Win

All enemy units and structures destroyed/captured
Lose

Player’s units and structures all destroyed

Mission N:

Outline

Timed mission.  Repair base and defend it against increasingly aggressive enemy waves for 20 minutes. Ideally reinforcements arrive at the same time as an otherwise unstoppable enemy force.
Mission N:

Outline

Timed mission. Player has to find the MHQ before time runs out. After finding it the mission objectives become the usual destroy all enemies.
“We’ve lost contact with one of our automated MHQ’s. ACME units have been sighted in the area. We must find our MHQ before ACME does and puts it to use against us.”
Mission N:

Outline

Trick two enemies into attacking each other

Mission N:

Outline

Control two forces on the opposite side of the map with a well-defended enemy base situated on the only path between them. Neither force has enough Galaxite to defeat the enemy by itself so the two must be used together in a coordinated attack.
Mission N:

Outline

Destroy enemy reactors to disable weapons and production capability. [Maybe not its own mission, but part of another multi-phase mission?]
Mission N: Starvation
Outline

Enemy concentrates on attacking the player’s GalaxMiners. Players have to learn how to defend units ‘in the field’. [GalaxMiner harassing should be an element of the computer’s strategy on most levels]
Mission N:

Outline

Sfs

Mission N:

Outline

Sfs

Mission N:

Outline

Sfs

Mission N:

Outline

Sfs

Multiplayer N:

Outline
Whoever has the most credits at the end of the game (all Galaxite consumed) wins. Partial credit (same as their self-destruct value) is given for structures.

Tips

[NOTE: A number of these should be regulated so they don’t pop up every time the condition occurs but do appear often enough that the message gets across.]
<when a structure is damaged for the first time>

<auto-takedown modal>

Repair damaged buildings by tap-holding on the building and selecting Repair from the popup menu. NOTE: repairing costs credits.

(OK)

<when map button is pressed for the first time>

…

<when a preset is pressed for the first time>

…

<when the selection button is pressed for the first time>

…

<when power gets low for the first time>

<auto-takedown modal>

Power is too low. Some operations are being taken off line until power is restored to adequate levels. Repair Reactors or build more.
<when power gets low>

<status>

Low power. Build or repair Reactors.

[UNDONE: power down, power up sounds?]

<when base is attacked>

<status>

Base is under attack!
Computer player strategies/tactics

Harass human’s GalaxMiners

Take out human’s Reactors to disrupt defenses and unit production

Rush

Constant stream of low-cost units and small squads of units to keep the human on its toes

Feint with a decoy attack force while sneaking Takeover Specialists in via another route

Pound short range defenses with long range units

Launch all available offensive units against human base
Withdraw all units to defend base under attack
Post guards at Galaxite fields

Defend GalaxMiners from attack

Patrol strategic areas, reinforce patrols as necessary

Notes
Poison Pill defense – building explodes when taken over

Secret levels

Challenge levels unlocked by completing Campaign

Unauthorized spinoff: third enemy, cause of some abandoned ACME bases

Reverse engineering: source of new tech

End of level summary calculates a profit number (player credits + value of unmined Galaxite) and maintains a running profit total. It is expected that players will enjoy comparing these profit scores and competing to get the highest profit.
Probe, XJ-19-like, at enemy base(s?). Primary?

Mission title: The best defense…

Coopetition level: OMNI & ACME join forces against a common threat

An option for varying difficulty: (easy) give the player an ally in exchange for a profit split, (normal) no ally, (hard) enemy gets ally. Ally just supplies appropriate-tech reinforcements on missions where they’re allowed.
“good for your career”

Gameplay

Build and maintain a base

Decide where to locate the base

Decide which structures to build first and where to place them

Construct appropriate support structures (power, warehouses)

Upgrade structures strategically

Repair damaged structures

Replaced destroyed structures

Destroy and replace structures as necessary to adapt to changing game conditions

Fortify a base

Put up walls as barricades against assault

Build well positioned machine gun and rocket towers

Establish perimeter patrols

Place units on stationary guard at strategic outposts

Assemble a military force

Assess the appropriate mix of units to accomplish the short and long term mission objections
Recruit and Order the necessary units

Replenish as necessary to replace destroyed units and to adapt to changing game conditions

Acquire resources

Mine Galaxite

Explore unknown territory

Search for resources

Search for enemy bases/encampments

Search for persons/parties in need of rescue
Find escape from enemy territory

Defeat any encountered enemy forces

Assault enemy bases

To rescue captives (captives must survive)

To claim 

Defend base from enemy assaults

C&C Missions

Build a base

?Accumulate NNNN credits

Destroy all enemy units

Destroy enemy targets in a specific order (e.g., first SAM sites, then base) [reinforcements are triggered as objectives are achieved in sequence]
Use APC to reach otherwise unreachable location

Race the enemy to an area [and protect it from them [long enough for reinforcements to arrive]]

Repair an existing base [under attack] and make use of it
Use Commando for infiltration and demolition

Protect a special unit(s)

Use Orca to scout

Find and make contact with a specific unit [run a gauntlet]

Lead a unit to an evacuation point

Use Advanced Communications Center/Ion Cannon

Cut off and destroy an enemy convoy
Destroy mega base while contending with enemy super weapon

Kill a particular enemy unit

Capture a building, do not destroy it, [and make use of it]

Use SAMs to defend base

Steal something from an enemy base and escape to evacuation point

GDI

1. Protect MCV. Deploy MCV. Build Power Plant. Destroy all Nod units.

2. Defend position. Deploy MCV. Build force. Search and destroy Nod base and units.

3ea,eb. Build force. Destroy SAM sites and air support will assist. Destroy Nod base and units.

4ea,wa. Retrieve stolen equipment. Use APC to transport infantry through Nod forces.
4wb. Reach town before Nod and hold them off until GDI reinforcements can arrive. All invading Nod units must be destroyed.

5ea,eb,wa,wb. GDI base is under attack. Move to the base. Repair base. Destroy Nod base and units.

6. Garbled message, ambiguous objectives. Use Commando to infiltrate Nod base and destroy ??? so the base is incapacitated.

7. Previous mission incomplete. Airfield was to be targeted. Build base and destroy remaining Nod base and units. Reinforcements will be provided.

8. Protect Dr. Moebius and civilians. Eliminate Nod presence.

9. Take out Nod turrets along shore so gunboats can assault base. Watch out for new Nod weapon. Destroy Nod base.

10ea,eb,. Use new aircraft, Orca, to scout. Eliminate Nod presence.
11. Make contact with operative, Delphi. Nod will attempt to stop you.
12ea,eb. A GDI base is under siege. Dr. Moebius is trapped in the base. Take out SAM sites and get Moebius to transport helicopter.

13. Build Advanced Communications Center to access the new Ion Cannon and use it to destroy bio-research facility.
14. Cut off and destroy evacuating Nod convoy

15ea,eb,ec. Destroy Kane, Temple Of Nod, Nuke.

NOD

1a,b. Kill village leader

2a,b. Set up base by deploying MCV. Mine Tiberium.

3a,b. Destroy GDI forces. Capture prison, do not destroy it.

4a. Intercept GDI villager relocation convoy and destroy it. Kill all villagers.

4b. Destroy village.

5. Use SAMs to defend base. Seek out GDI base and destroy it.

6a,b. Steal Nuclear Detonator. Meet chopper at designated landing zone.

7a,b. Take possession of Tiberium field by eliminating villagers and any GDI forces.

7c. Steal Orca then fly to nearby village and destroy it.

8a,b. Locate abandoned GDI base and restore it. Use GDIs own weapons against them.

9a,b. Stop GDI from retaking region. Show no mercy with villagers.

10a,b. Find GDI base and use sniper to eliminate their scientist.

11a,b. Recapture base from GDI. Control two independent forces.

12a,b. Capture GDI Advanced Communications Center. Do not destroy.

13a,b,c. Establish base, then build and defend Temple Of Nod. Destroy all GDI forces.







