Training Mission Specification Template

Summary

There X missions, designed to introduce Joe Newbie to the game. A complete simulation of a full game is conducted in an offline, single player mode. This is a scripted game, and does not necessarily behave exactly as a real online game might. 

In mission 1, Joe learns about his home sector, bases, alephs, waypoints, and is introduced to simple combat against enemy targets. In mission 2, Joe learns about travel between sectors, builders, asteroids, dropping probes, and more advanced combat against a fast moving target. In mission 3…

Goals

A training mission is a script, consisting of a set of goals. Each goal has a condition that must be met before the script can move on to the next goal. Goals also have starting actions, and constraint conditions. If the goal condition is already true upon entry, then the entire goal is skipped, including the starting action.

By making using of lists of conditions, goals can have sub-goals. Sub-goals behave exactly as goals do, having a sub-goal condition, starting actions, and constraint conditions. When the sub-goal condition is met, then the next sub-goal in the list is evaluated.

Reset

Reset is an action that occurs whenever constraint conditions get violated three times, or Joe’s ship is destroyed. There are 3 resets allowed per mission, and the mission terminates on the fourth reset occurrence. More…

Map

This is an overhead view (like command view) detailing the locations of key elements of the training missions. I am assuming that all of the missions take place in a single universe, enabling the player to learn their way around. I’m hoping that the maps will be more concrete and better drawn than this:
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Mission 1

Summary

Mission 1 starts with Joe in an interceptor class ship in the middle of sector “home”. There is a station in the sector with 4 miners conducting mining activity on three separate asteroids. Peripheral radar is showing the base, and friendly miners. Joe will be asked to fly to an outlying asteroid to check for the presence of enemy craft. 

Upon arriving at the asteroid, radar will show the presence of two miners, and Joe will have to destroy each of them in turn. Joe will then fly to a waypoint where he will detect an enemy tower and an aleph, and he will destroy the enemy tower. In the end, Joe will target his home base and land manually.

Event Details

Start

Interceptor ship in middle of sector “home”.

Command view.

Enemy miners at asteroid Grumpy, signature set to 0.

Enemy probe at Aleph into neighboring sector.

Signature of enemy probe and aleph set to 0.

Goal 1

DESIRED RESULT: Target outlying asteroid “Grumpy”.

AUDIO: introduction

START: zoom camera into cockpit view.

CONSTRAINT: no controls available.

Wait a half second

AUDIO: talk about targeting using keys

START: enable orientation controls, and targeting keys.

CHAT: press ‘C’ to target Grumpy

Wait for grumpy to be targeted.

CONSTRAINT: 10 second time limit.

CONSTRAINT ACTION: Audio reprisal.

Goal 2

DESIRED RESULT: Player stopped at “Grumpy”.

AUDIO: talk about thrusting using keys

START: enable thrusting controls.

CHAT: press ‘\’ to go to full throttle.

Wait for forward throttle to go to full

CONSTRAINT: 10 second time limit.

CONSTRAINT ACTION: Audio reprisal.

AUDIO: talk about getting in close to “Grumpy”.

CHAT: fly to within 800m of Grumpy.

Wait for player to get within range of “Grumpy”.

CONSTRAINT: time limit commensurate with distance to be traveled.

CONSTRAINT ACTION: Audio reprisal.

AUDIO: talk about stopping.

START: set signatures of enemy miners at “Grumpy” to high level.

CHAT: press ‘Backspace’ to cut engines

Wait for player to cut engines..

CONSTRAINT: 10 second time limit.

CONSTRAINT ACTION: Audio reprisal.

Wait for ship to coast to a halt

START: disable thrusting controls

Goal 3

DESIRED RESULT: Player target enemy miner.

AUDIO: talk about detecting enemy miners, and targeting them

START: enable thrusting controls.

CHAT: press ‘E’ to target enemy miner.

Wait for enemy miner to be targeted

CONSTRAINT: 10 second time limit

CONSTRAINT ACTION: Audio reprisal

CONSTRAINT: no friendly ships targeted

CONSTRAINT ACTION: Audio warning

Goal 4

DESIRED RESULT: Targeted miner destroyed

AUDIO: talk about target reticles and firing

START: enable firing controls.

CHAT: fire weapons to destroy targeted miner

Wait for enemy miner to be destroyed

CONSTRAINT: 30 second time limit

CONSTRAINT ACTION: Audio reprisal

CONSTRAINT: ship must remain targeted

CONSTRAINT ACTION: Audio warning

Wait a half second

AUDIO: congratulate the pilot on his first kill.

Wait a half second

Goal 5

DESIRED RESULT: second miner destroyed.

AUDIO: talk about automated targeting of second miner, and firing

CHAT: fire weapons to destroy targeted miner

CONSTRAINT: no friendly ships targeted

CONSTRAINT ACTION: Audio warning

Wait for enemy miner to be destroyed

CONSTRAINT: 30 second time limit

CONSTRAINT ACTION: Audio reprisal

CONSTRAINT: ship must remain targeted

CONSTRAINT ACTION: Audio warning

Wait a half second

AUDIO: congratulate the pilot on his second kill.

Wait a half second

…
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