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THEME





While the game is a violent struggle against a malevolent foe, the fundamental theme is not violence, but courage in the face of fear and impossible  odds. The experience should have players shuddering and nervously laughing at the chilling nature of their predicament but should also make them feel powerful in their ability to strike out against the source of their chills. The tone of the presentation is punctuated with humor to highlight the fun and to keep the tenor from becoming too dark and serious. In addition, intentional humor allows us to control the release of tension at predefined points, rather than in the midst of a more dramatic moment.
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PRESHOW


A video preshow prepares our players for their heroic role. They are not soldiers, but colonists of a frontier world in a distant star system. Now however, they will be called upon to carry out a soldier’s mission.





 Days ago, miners in a nearby mining outpost apparently dug down and breached an underground nest of “bugs”   - huge vicious  arthropods. These deadly insect-like creatures, encountered on other worlds, were apparently previously unaware of a human presence on their world and poured out of the mine and wiped out the entire outpost. Now they are massing and seem  intent on attacking the main human colony.  If they do so, thousands of innocent men, women and children will suffer the same terrible fate as the outpost’s inhabitants. 


The bugs should inspire loathing and shudders. The push here is fear and desperation. There was no hint that the bugs were here, now suddenly they have savagely attacked and the entire colony seems defenseless against them.


 


There is one hope. It is known that a “brain bug” coordinates the actions of the entire nest. If the brain bug can be destroyed, the nest will be in chaos and unable to attack the colony. Unfortunately, the brain bug is protected in the core of the bug nest. Our players will have to fight their way into the nest in order to kill the brain and thwart total disaster. This task is almost certainly a suicide mission. Even if the players succeed in overcoming the warriors and guardians of the nest and go on to kill the brain bug, it is inconceivable that they will be able to fight their way back out of the nest. But the willingness of the players to give up their lives offers the one chance their fellow colonists have to survive.


By making the mission a supposed suicide struggle against impossible odds with the lives of their entire community hanging in the balance, the players are cast as archetypal heroes. Win or lose they fight  with altruistic honor. In addition this sense that there is no chance of survival (though this is not actually so) should make a non-win more palatable. 





To carry out our mission the players will travel in converted mining crawlers - 4 legged articulated ATV’s -which have been fitted with improvised guns and rocket launchers. It is believed these vehicles will be able to descend through the mine to the heart of the bug nest. Three crawlers will attempt the strike along with a small contingency of power armored Starship Troopers who were stationed on planet. 


The goal of having the players take the role of non-soldiers forced to fight in a vehicle not designed for combat is to further emphasize the heroic nature of their desperate struggle. In addition, this role allows the player’s inexperience with the game’s tasks to be incorporated into the game experience and presentation. In this section of the preshow the players also learn that fellow combatants will travel with them on their mission. These computer controlled virtual allies will become important characters who will serve as guides, game balancing agents, and mirrors of ourselves and our own possible fate. The power armored Starship Troopers are provided for visual scale,  human character interaction, and as more vulnerable allies to be protected (rather like the hostages in Choplifter). 





The pre-show covers the specific objectives of our mission. Our craft will be airlifted and deployed at an airfield on the edge of the wiped out outpost. We will make our way through the outpost to the mine entrance, descend into the mine and the bug nest. Once there we will kill the brain bug which should throw the nest into chaos and prevent the attack on the colony. The roles of the players as driver and gunners and the controls of the craft should be covered in the last section of the preshow. This section contains the least self explanatory material, the most game critical detail and should be freshest in the player’s minds when they enter the craft.





The whole preshow should be played to make the bugs seem terrifying and vile so that the encounters in the game are anticipated with anxious giddiness. At the same time, dark humor should be employed in discussing our situation, mission, and fate. We are heroes, but the compensations for and reactions to our heroism should seem inconsequential and inappropriate to the point of humorous. Discussion of large life insurance payoffs to loved ones, false bravado, etc. may all be used to help lighten the tone.





Beyond the emotional tugs and entertainment value of the preshow, it must communicate the following information:


1 We are taking a walking tank on a suicide mission against giant deadly insect-like creatures.


2 We must kill a “brain bug” inside an underground bug nest in order to accomplish our mission.


3 One player will drive and three will gun to fight their way to the brain bug. The driver also controls a hull electrification device.
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VEHICLE CHARACTERISTICS 


As mentioned, our craft is a 4 legged walking machine. It is about 3 times the size of a typical warrior bug. The vehicle is capable of walking right over significant obstacles without slowing. It can (and will) also scale almost vertical grades by digging in claws at the ends of its feet. The craft moves quite slowly, with a relative speed and deliberate motion reminiscent of a tarantula. This slow speed allows us additional flexibility in choreographing game events.  The players can neither change the speed, nor stop the vehicle, though the vehicle may slow or stop briefly based on the obstacles it must traverse. The crafts legs are visible from within the cabin and can be seen moving to propel the craft. The legs also serve as a kind of outer perimeter for bug attacks. Most bugs will attack the legs and the damage inflicted will be visible to the players. One leg can even be torn off and the craft can proceed (albeit clumsily) on the remaining three. As the bugs are more emboldened they will move past the legs and attack the cabin itself.  This should be a troubling event offering an uncomfortably close up view of our terrible adversaries


Rotary cannon are mounted just below the controllers’ windows and are visible from within the cabin.  The cannon fire tracers which help each gunner identify where his gun is trained. The cannon are rapid fire with unlimited ammo. The damage inflicted should produce effects similar to those seen in the Starship Troopers film. They will kill, but not in one shot. The cannon can not be destroyed by the bugs, though they will try.  Above the cabin are unguided rocket launchers. These fire explosive rounds and do a lot of damage, but are single shot with several seconds between reloads. In addition, bugs will climb on top of the vehicle during the mission and may destroy one or more of the rocket launchers. Each rocket launcher carries a large but limited number of rockets.


The hull of the cabin can be briefly electrified to zap bugs which climb on top. The electrical device will provide several seconds of protection, but then must recharge before it can be used again. The legs are not protected by this device.


The vehicle has spotlights which will automatically activate in the dark.
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CONTROLS / INTERFACE


	Video	Groundbreaking quality 30 HZ CGI projected through an infinity optics system. Optics system and IG are as specified by WDI.





	Audio	Spatialized sound with sound effects and spoken dialogue under computer control. In addition to sound which all players hear uniformly, individual sound systems allow delivery of specific audio cues such as help instructions to each player.  Specific attention will be needed for sounds originating from above and below the window line of the vehicle. Given the small vertical view angle, these audio cues will be vital to an effective presentation. Specifics audio capabilities will be determined based on the final hardware specification by WDI.


	


	Lights	Lights under computer control provide additional interface and environmental cues. Light boxes can be finished with transparencies custom made for the software application. These systems will be employed based on the final hardware specification by WDI.





	Controls	The four players are presented with controls as described below. Speaking generally, the software must respond to control input combined with game results in order to determine if a player is being successful and adjust game play accordingly to improve the player’s experience. Additionally provisions must be made for the vacancy of a control position. It is believed that the gunner positions could be abandoned in the course of the game without disrupting game play for the remaining players. The driver position, however requires that the driver remain through the game, or that an automated driver is selected at game startup.


		Gunners use two button proportional control force feedback joysticks. The guns are aimed proportionally to the position of the stick. Left and right movement is obvious, but elevation control should be linked to forward / backward stick motion based on play testing. The trigger finger button fires the rotary cannon which provides a force feedback kick on each shot. The thumb or upper trigger fires a rocket which produces no force feedback. Violent lurches of the vehicle and physical bug attacks of the cannon both produce force feedback kicks to the stick. The use of the hull electrification device causes the stick to rapidly vibrate.


The driver uses a proportional steering yoke with force feedback. Two additional buttons are available on or nearby the yolk. FASA Interactive recommends that a second axis of proportional control without force feedback be added to the steering device, though this concept document assumes only a single axis of steering control. Force feedback is employed as the crawler maneuvers over various obstacles. Lurches and violent movements produce more severe forces on the yoke. As the legs become more damaged and the craft’s movements more clumsy, more vigorous forces will be applied. The hull electrification device produces rapid vibration of the yoke. One driver button controls the hull electrification device. The second controls special moves (jumps, kicks, ducks, etc.) which are not yet determined.





NOTE: The second control axis for the driver could be used to control whether the vehicle is crawling close to the ground, or extending itself to maximum height. When close to the ground the vehicle would be able to crawl under overhanging obstructions. In addition, the vehicle would move faster. This view would put us on eye level with the bugs and our cabin would be most susceptible to attack. When extending itself to maximum height, the vehicle would gain additional ground clearance to scale obstacles and be less subject to jumping attacks from the warrior bugs. This vertical control is reminiscent of the early Star Wars arcade game.
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CHARACTERS


	A number of characters will be introduced in the preshow. Some of those will continue on into gameplay. Those are generally discussed in this section. The human characters are not comical, per se, but their remarks are an important source of humor.





The Bugs - Monsters. They’re big, loud, ugly, fast, powerful, aggressive, relentless, malevolent, soulless, and to a greater degree than shown in the film, smart and arrogant. They want to tear you apart. It’s personal. But they aren’t mindless cannon fodder. They’ll test ideas to see how to destroy you. They’ll try ambushes, swarming, tearing at the legs, tearing at the cabin, combined attacks, etc. They’ll study you to look for weaknesses. In all of this, they can also be a source of humor. They will appear in circumstances and exhibiting behaviors that should cause us to chuckle.


	The bugs are of the types and descriptions which appear in the film. Warriors, flyers, chariots, and brain bugs will appear in the game. In addition, a new bug type - the guardian - will appear once we are inside the nest. This is a much larger warrior type bug which is responsible for protecting the nest and the brain bug. It is comparable in size to our own crawler, and should represent an escalation of threat to the players who make it that far.


	The Troopers - Grunts. These power armor equipped cavalry/infantry troops will accompany us in our siege of the nest. They are visibly human and well aware of how vulnerable they are. They will exhibit both heroics and reasonable fear. They’re radio chatter to us an between themselves can be heard in the cabin and will be a source of tactical information, mood, clues, and gallows humor. They can run the gamut between Buzz Lightyear’s super bravado, to Hudson’s sarcastic pessimism in Aliens, to Rick Morannis’ dazed Keymaster at the end of Ghostbusters.


	Unit Leader - Veteran. This is the lead guy of the three crawlers, one of which our players control. Similar to the senior flight leaders in Star Wars, this commander has seen combat before. He has battled the bugs on other worlds. He will be a source of guidance ( “There’s the mine entrance, start you’re descent.”  “That’s the brain bug! Kill it!”), and will praise the player’s efforts along the way. Also similar to Star Wars’ senior pilots, he will die fighting in the final moments leaving us to accomplish the conclusion of the mission alone.


	Wingman - Red Shirt. If you want to make an omelet…     This represents the voice of the other crawler which is taken out in one of the bugs’ early attacks.
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GAME PLAY


	Player interaction, cooperation and sharing of experience are considered of paramount importance to the attraction. A number of techniques will be employed which attempt to maximize opportunities for these interactions. The pace of the game will be slow enough and sequenced to allow players to anticipate and communicate threats.  The tone of the experience will be sufficiently varied during the game to allow all players to feel they are involved in the same event simultaneously.


Often, rather than endless waves of bugs, individual warriors and small clusters will attack in spiral patterns. This will cause them to gradually precess from one gunner’s view to another’s. Unless the bugs are engaged in an all out onslaught (which occurs only three times during the game), the gunner who has lost the target will have the time to communicate to gunners to either side that a target is about to become available. Those gunners should also not be so taxed that they will be unable to react to this information. A few seconds after the target has been passed, another target will become available to the original gunner. 


Since the game is not a constant state of endless combat, but rather a sequence of engagements of various intensities and character the players will be constantly moving from one event to the next. Each player will at one point be the first to be presented the first indications that a new engagement or event is about to begin. Hopefully he will pass this information to his fellow players.


Rockets can do serious damage to groups of bugs and larger guardian bugs. They are critical to success. But rocket launchers can be destroyed in play. In order to bring a working rocket launcher to bear against a target, it will sometimes be necessary that one player identify a threat and communicate with both the driver and another gunner with a working launcher in order to dispatch it.


The driver controls the electrification device, but only occasionally will the driver actually see bugs scrabble to the roof. More often the gunners will see the bugs begin their attack on the cabin. They should excitedly shout to the driver that he must zap them off. Once the bugs are zapped off, they can be targeted by the gunners.


The game should allow players to survive long enough to make it into the mines which lead to the bug nest. Once they are underground it becomes simple to scale the experience to remaining time. 


Should the players become overwhelmed and lose, warrior bugs will begin tearing the vehicle apart. Several will jump on the roof and the scraping and tearing of metal will be heard. The view and the controls will lurch as the crawler is brought down. Suddenly the lights will go out, plunging the players into darkness. A sudden staccato tear will be heard from the roof and the noise outside will suddenly crescendo into a roar as the players in total blackness hear the bugs rip through the roof and enter the saucer. (beat) The lights come back full.	Game over, man.


�
EVENT SEQUENCE


The Veteran character will navigate the players in a particular direction and point out landmarks, but the terrain is built in front of the player such that it is impossible for the players to make a wrong turn, though the sights seen will be different depending on the course chosen.


Player interaction with game elements will determine how the following events specifically play out.  Within this variation, the following represents the general sequence of sights and encounters. 


The three walkers are deployed from a huge vectored thrust aircraft at an airfield. Our vehicle descends the ramp and crawls forward.  The Veteran will take the lead and Red Shirt will follow in our tracks. It is dusk and the field marker lights shine through the blowing dust. The wind howls as it whips around the buildings of the airfield and the desolate landscape. The aircraft’s anti-collision beacon and other lights wash over out vehicles as they move forward. Ahead the lights of the outpost indicate clearly indicate our destination. 


As the forward players begin to see the outpost perimeter and observe the state of ruination (and if they’re perceptive, the scuttle of a flyer or two amongst the ruins) the rear gunners are treated to the spectacular liftoff of the vectored thrust aircraft which brought them here. 


The Veteran will direct the players if they seem to get off the track. As the players proceed into the outpost, the Grunts, Red Shirt, and the Veteran will comment on the destruction. Various pollyanna or inappropriate advertisements can serve as a source of humor. Animated signs (ala Bladerunner) can also provide visual interest. Papers blow about the streets in the wind. Various ground vehicles and building wreckage also litter the street and provide steering obstacles for the driver. The ruined outpost establishes a sense of scale by portraying human artifacts the players can identify. Flyers will continue to shadow the vehicle from behind and can fleetingly be seen by the rear gunners who may take pot shots at them. But like any good monster from a movie, the creatures do not fully reveal themselves. They make their presence known, but remain largely hidden. The Grunts will remark that they are sure that something out there is tracking us.


Ahead on the street a handful of warrior bugs will come into view in relatively passive activity studying something. This will be noted by the Veteran. As we approach, the warriors will be suddenly startled either by gunfire or the mere presence of our craft. They will hesitate for a moment as if wondering what to do and then suddenly rush our craft in unison.  While this is happening several bugs will appear towards the vehicle’s rear. This should produce a boo effect and be the first set of unambiguous targets. Several bugs will run right under our vehicle and retreat down the road behind us offering targets for the rear gunners. Several flyers will retreat rearward from the shadows as well. The bugs do not attack, and are merely investigating this intruder, but the players will very likely gun them down. This is meant to be an easy success and practice opportunity plus an initial software test of our player’s skill level. As the craft continue forward it can be seen that we interrupted  the bugs examining an animated seafood restaurant sign which features a large crab.


After a brief pause as we pass into a different terrain, small squads of bugs will engage in experimental hit and run almost comical attacks on all three vehicles. They run at the vehicles, grapple for a few seconds, then run away. Again these are not consequential, but should be indicative of the vicious territoriality and fearlessness of the bugs as they chew on the legs. It also indicates that the bugs are trying various tactics, testing these new adversaries. The Grunts will participate in dispatching the attackers.  At this point folks should have gotten a little more familiar with their controls and relax a bit in light of their successes.


The ground attacks subside and the vehicle comes to a wide major intersection. Suddenly flyers attack from the sides. Their principle target is the Grunts, though they will also menace the crawlers. The Grunts are not defenseless against these attacks, but without assistance from the crawlers’ gunners they will take heavy losses. Their radio chatter is indicative of soldiers in full fledged combat. This attack should be sudden and chaotic with numerous targets. It is important however, that the players don’t shoot the Grunts when going after the bugs.


Now warriors emerge from and descend down the sides of nearby buildings and attack from every direction. They swarm the crawlers, attacking the legs and cabin and leaping on top of the vehicles to tear at the equipment there. The sound of stressing metal and the sight of bits of equipment being flung from above are indications to the players of the unseen damage being done to their vehicle. The driver will have to electrify the hull to repel the attackers above. At one point a leg may be pulled from under the vehicle briefly tripping it.  Panels and armor are ripped from the crawler legs. The driver will have to compensate to reduce the chances of the vehicle being toppled.


One of Red Shirt’s legs is ripped off by bugs on his roof. He limps by briefly then another leg is pulled straight and the walker teeters to the ground. Totally overrun, his radio reports of disaster are cut short as the bugs rip a hole in the roof of the vehicle and force their way inside.


The Veteran suddenly begins firing directly at our vehicle and entreats us to fire at his. The weapons will not seriously damage the vehicles, but will kill bugs. His firing at the player’s vehicle (which does rock it and makes a lot of noise) combined with our own gunner’s fire and that of the surviving Grunts  turns the tide and the bugs are dispatched. Players may also collapse buildings with rockets and crush bugs with the debris. The last few bugs will fight on even after the fight is clearly lost and the Grunts will have a panicked glee about their dispatch. There is opportunity for humor in their relief at having survived the onslaught. 


As they proceed out of the outpost towards rough terrain and the mine entrance our players encounter pockets of bugs here and there. However most seem unwilling to engage the craft. When fired on they will retreat towards the nest. A few will defiantly attack from both front and back, but without swarm attacks, these are easy targets. As the players get closer and closer to the mine/nest entrance, it seems clear that the bugs are routed. They are running before the players, unwilling to brave an attack. It’s a virtual turkey shoot. The players are winning!


The players now get to the entrance of the mine and with the Veteran’s urging descend into the darkness. After a few seconds the vehicles lights turn on illuminating the mine/cave walls. The remains of the working mine (equipment, vehicles, elevators) lie shattered in the shafts. Some lights may be working. Several times bugs will attempt an ambush in a narrow area of the mine and will leap on the roof or rush the vehicle. They will have to be zapped off and then killed by the gunners. If the players were effective earlier in defending the Grunts against flyers, they will have sufficient numbers to significantly assist in repelling these attacks.


 After a few such attacks as the players move forward an occasional bug is illuminated by the spotlights, but without massing in numbers for coordinated attacks they are mostly just scary looking targets.


The terrain grade steepens and the vehicle begins a steep descent which widens into a large chamber. As the grade flattens, our spotlights fall on several large colorful rock formations/stalagmites. As they begin to move, we realize that in fact the rocks are very large warrior like bugs - the guardians. Almost as large as the crawlers, these creatures will clearly destroy the vehicles if the can get to them. Our driver must work in concert with the rear gunners who can dispatch the guardians with multiple rocket hits while the forward gunner keeps smaller warriors from slowing us down from the front. The rear gunners can slow the guardians down by firing at the ceiling or walls and causing cave ins. This idea can be expressed or demonstrated by the Veteran.


As our players stay one step ahead of the warriors they stumble into the brain bug’s chamber, a dead end. Hundreds of warriors turn to challenge them as chariot bugs prepare the brain bug for evacuation. The Veteran excitedly exclaims for the players to shoot the brain bug while he delays the guardians and he turns to face them. The guardians slash into the Veteran’s crawler. As the players advance forward, warriors begin to attack from all directions. Just before his radio message is cut off, the Veteran again shouts for the players to kill the brain bug. The surviving guardians now smash through the Veteran’s crawler and are on the verge of tearing the players’ crawler to pieces.


The players shoot the brain bug. They shoot again. It dies horribly. 


For a moment all the bugs simply freeze. They seem confused, unmotivated, dazed. Suddenly, haltingly, several warriors begin to fight  each other. A guardian nonchalantly  crushes several warriors in its pincers. More bugs join the fray. It becomes a savage frenzy. The helpless chariot bugs are quickly torn to pieces by nearby warriors. The bugs seem to be suddenly oblivious to the crawler’s presence. Occasionally a warrior does attack it wildly, almost spastically, but our gunners can readily dispatch these few.  The players may even fire rockets into the groups of bugs who will in no way respond.


Within moments the bugs have largely killed each other off. Some remain in deadly struggles. A few stagger around aimlessly. The threat is vanquished.


Now the surviving Grunts either burrow up  from under the bug bodies or arrive late on the scene. They express stunned surprise at the carnage. They are also shocked that they have survived and seem unsure about what happens next. “Hey, they killed themselves.  We lived. We’re not dead, are we? I thought we would be dead. Do I look dead to you? Man my wife was counting on the insurance money. Oh, well, there’s always the next planet.”


One of the Grunts gestures to the crawler. “How about a picture?” Amongst the rest of his waist mounted gear he whips out a camera device and takes a picture of several of his fellow Grunts posing with our players’ crawler. 


Lights come up. As the players leave the attraction, they are given a printed picture of several Grunts posing next to their crawler- a souvenir of their success.
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