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1.
PURPOSE

The purpose of this document is to provide a working design plan for development of the Starsiege 2845 (hereafter “SS 2845”) backstory in a single-player campaign game.

2.
CONTENT

Teaser

The year is 2845.  After sixteen years of devastating war, a unified humanity is pursuing the Cybrids out of Sol system.  The cache technology and the wartime R&D has at last produced a working FTL drive based off gravitic technology that lets ships ride in a superluminal slipstream of gravitic currents between the stars.

The brids have a large base beyond Pluto, on Nemesis, the hypothetical 10th planet that's out near the Oort Cloud.  Several huge independent space stations also cling to a precarious existence there. The war has definitely shifted outsystem.

The Rebels are now the Colonial Strike Forces.  Imperials from Earth and Luna are still the same feudal corpocrats, but the new Emperor Caanon Weathers is taking a conciliatory stance regarding the former rebels.  The Alliance holds, and there's no time for grudges.

Characters

Three characters will tell the SS 2845 story: XX, the great-hearted son of Hunter Otobe, YY, a bitter illegitimate daughter of Colossa Eun Alba, and ZZ, a Cybrid Trojan Horse struggling with the sin of budding humanity.

Story Overview

The human forces, led by General Hunter Otobe and General Colossa Eun Alba, assault the Cybrids at Nemesis and the deep space bases.  Player is involved in fierce fighting.  The discovery is made that the 'brids have FTL drive, have had it for awhile.  Based on evidence gleaned from the wreckage of the stations, the concern is that Cybrids have gone to another star system and built factories to churn out a new and deadly Cybrid force.  The decision is made to assemble an Armada and use the new gravitic drives to go to Alpha Centauri - I imagine there were already scouts headed out that way.

At Epsilon Eridani, they find Cybrids, especially on PLANET X (placeholder name).  There the brids have assembled strange bases around unique crystalline formations.  These appear to be mining operations, but upon closer examination (following a pitched battle, of course), the crystals turn out to be some form of alien construction holding what appear to be aliens in stasis.  The Cybrids are trying to breach the crystals.

Human forces hammer the brids, panicky that the Cybrids will get through the crystals and obtain new and potent alien tech.  After a number of serious assaults, the humans emerge in control of the planet, except for a few guerrilla 'brids that remain a low-level threat.  During this battle, a nuke dropped on one of the crystals utterly destroys it.  Short of such a huge payload, the crystals are impervious to Terran and Cybrid weaponry.  After the battle, the alien structures begin to emit new signals and to exhibit internal readings that indicate they might be reactivating or preparing to open.

At this point, division breaks out among the humans.  Eun Alba argues for pre-emptive destruction of all the crystals in order to eliminate the potential threat to humanity.  Otobe argues that such a course of action is genocide and therefore puts humanity on a moral level with the Cybrids.  Though Otobe is actually the leader of the Armada, Eun Alba commands the bulk of the elite Imperial forces and takes matters into his own hands.  Forces loyal to him ambush Otobe's men and take control of the crystal structures.  Otobe reluctantly counterattacks.  The Cybrids muster for a counter attack, though they don't have the numbers to make it a huge thing (yet).  They do have an as-yet undiscovered base in the system that is churning out new units, but they need time to rebuild their forces.

Eun Alba's men place nukes at the the crystals.  The player is captured and changes sides when faced with the Cybrid threat and/or Otobe's arguments.  The plan is to capture Eun Alba and try to end the conflict with as few human casualties as possible.  The player is instrumental in ambushing the famed Jaguar and bringing him to Otobe.

At this point, the Cybrids arise again, and human effort goes into a desperate defensive measure to avoid destruction.  But as triumph over the Cybrids is pulled from the brink of the abyss, we realize the nukes are still there, and Jaguar is about to trigger them.

The player will take the role of the Trojan Horse here and has the key role in determining whether the nukes go off.  Two outcomes are possible: (1) The nukes go off, and all the alien structures are destroyed in a planetwide holocaust.  Humanity will bear the burden of guilt for the deed, but is safe from the potential alien threat.  (2) The nukes don't go off.  We are left with the question of what this means for humanity as the crystal structures open and something begins to emerge.

3.
SETTING

Technology

Stardrive

Gravitic stardrive doesn't work in-system, where you still need conventional drives. However, gravitic tech has also greatly increased the speed of STL travel, to the point where 1G constant acceleration is possible to a cap of some fraction of C.

Incorporation of Alien Tech

Human designs have learned from Cybrid and Cache technology.  Designs are more integrated.

Locations

Nemesis

Look and feel should be cold, solitary, mechanical.  Cybrid battle bases, harsh alien technology, dark.  Not much ornamentation.

Lhotse Complex

A human deep space settlement in the Oort Cloud.  Modeled to some extent after a Tibetan style Buddhist temple.

Epsilon Eridani

Look and feel should be an earthlike alien world emerging from an ice age.  There’s air, some vegetation, but it’s definitely not Earth.  Pay particular attention to the sky.

4.
STORY DELIVERY VEHICLES

The campaign will use a number of different vehicles to convey the story.  The feasibility of each individual vehicle depends on the technical limitations, particularly scripting called events and orchestrating camera views.  Below find a table listing the various vehicles proposed along with their anticipated project impact.

	Vehicle
	Art
	Music
	SFX
	Voice

	AVIs
	High
	High
	High
	Moderate

	Campaign briefings & debriefings
	Moderate
	Low
	Low
	High

	In-mission dialogue
	Low
	Low
	Low
	High

	In-game cut-scenes
	High
	Low
	Moderate
	High

	OmniWeb Bulletins
	Moderate
	Low
	Low
	N/A

	Supplementary documents (ship’s logs, journals, encyclopedia entries, reports)
	Moderate
	N/A
	Low
	N/A


5.
PROCESS

The story design document (aka the Basic Story Template, or "beast") is a pretty big piece of work.

Writing cycle

1 - braindump

2 - research and work up to SFD (shitty first draft)

3 - provide SFD to Blake and other writers here at Inner Sanctum for crit and feedback

4 - SFD edits and feedback incorporated to produce Revision Alpha

Document format

1 - other revisions to documents follow an alphabetical scheme for each draft, e.g., document_SFD, documentname_A, documentname_B, documentname_C, etc.  With CVS we can likely dispense with the letters, but for circulating and critique, this is a pretty good way to minimize confusion.

2 - document naming scheme should go (story component)_(name)_(iteration).

3 - story components include AVI, Plot, Voice, Char (for character), Set (for Location), Fill (for Backstory), Mission, Tech -- I'll provide definitions of these eight in the larger document.

4 - each document should include a cover sheet with the following:

STARSIEGE 2845

Story Design Document

(filename)

By (name)

STARSIEGE 2845 Project © 2003

ClanCoreDesign, LLC

(date)

Always (always!) have the first thing after the cover sheet briefly describe the PURPOSE for the document.  This can be a single sentence, but it's important.

So... if you're doing a write up of "Planet X" for the artists, you'd name the file Set_PlanetX_ART_SFD for your first draft.  I suggest using standard Arial or Times New Roman, 10 point, for text.  Headers standard three layers deep.  No ToC unless it's a BIG file.  The purpose might read, "To describe the look and mood of Planet X for art purposes."  I don't know if we'll get that granular (I suspect not - just "Planet X" should be good enough, but who knows).

I know this all may come off like a pain in the ass, but it's important when we get to having multiple copies floating around.  Call it a backup to CVS if you will.  And the filenames are so we can freakin' FIND things.  Backstory stuff bloats in a hurry, I've found.  Best to keep it organized.

Preliminary Components

(posted July 23, 2003)

Right now we need to define some of our building blocks before we can get too granular.  Here are the blocks I see as critical:

- SET: Epsilon Eridani ?? - PLANET X: Obviously this is a placeholder name.  We need a bible for this world that incorporates art direction/suggestions, descriptions of sky, landscapes, astrographic data, star system description, regions, possible environmental FX, satellites.

- SET: NEMESIS: Need a bible for the Cybrid base in the Oort Cloud, including mission/game relevant details, look and feel, etc.

- FILL: PURSUIT ARMADA ARTEMIS (placeholder name - I'd like it to have a mythological "hunter" name): Need a description of the Armada and a breakdown of its forces.  We know the leaders are Otobe and Eun Alba.  I'd also like to put Verity Vargas in there as an Admiral, though I'm leery of using her in parallel to Starship Troopers with the women in the starships.  This breakdown should include significant units and the ships they're attached to.  In general, Colonial forces are under Otobe and Imperial ones under Eun Alba.  When the "civil war" happens, the division won't be so bright line, though.  The Armada is a character in itself, and we should have a good amount of detail to draw on for it.

- CHARACTER: DAWO OTOBE: Need a fairly detailed bio for Dawo Otobe, including ideas for the artists, though I like the concept sketches done so far.   Thumbnail concept is "Great-hearted warrior from a proud people, learning to be a leader."

- CHARACTER: ORLANDA EUN ALBA: Need a similar bio for Eun Alba's daughter.  I'm thinking three characters as viewpoint characters.   I'm not married to the idea of Eun Alba's kid being female, but since I see the third character as male, this is my initial thought.  Thumbnail concept is "Illegitimate daughter of a prominent noble, embittered and yet desperately wanting to prove herself worthy of her lineage."  Toyed with the idea of having Verity be the mother, with Verity having died years before.  This would make this character about fourteen or fifteen, though.  Too young.

- CHARACTER: SUNDER KELL: A decorated special ops veteran for the TDF, Sunder is the veteran of the lot.  He's also a Cybrid Trojan Horse tormented by the sin of a budding humanity, and his loyalties will come into question.  I kind of like the idea of his being the final character who gets to decide what happens to the aliens, but I wonder whether this sinks the cool kinship parent-child ties of the other two characters.  Maybe Kell is a better character for the midgame and the option of a noble sacrifice.  He gets to either fight the Cybrids or go with them at the end of his arc.

- CHARACTER: COLOSSA EUN ALBA:  A bio showing how Eun Alba has changed in the years since SS.

- CHARACTER: HUNTER OTOBE: A bio showing how Otobe has risen in rank and changed since SS.

- CHARACTER: SQUADMATES:  These are "pawn" characters.  They should be disposable in terms of the story.  Their role is to provide color and personality, and we should have a good 10 to 12 named characters.  How we determine their in-game behavior will depend on what we can script for AI.  They should be colorful and interesting, but not freaks.  I'm thinking about having Delta Six remain as a squaddie, virtually unchanged.

- MISSION: CONCEPTS:  We need to start assembling a list of possible cool mission concepts.  These can be pretty light sketches right now, stuff like, "Battle over a deserted Cybrid refueling station on an asteroid."  Think of story-significant missions versus story-neutral missions.  The former would have more scripted events and actual impact on the plot; the latter are popcorn "just kick some ass" routine missions.

I haven't assigned these yet.  Any takers?  Let me know what tickles your fancy.  I'll be putting more into the Beast.

Best,

Blake

