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[bookmark: _Toc481587527][bookmark: _Toc1101210925]Game Overview

[bookmark: _Toc2049247801]Game Concept
[bookmark: _Toc195037078]Genre
Multiplayer Roguelike Shooter
[bookmark: _Toc1235582224]Inspiration
Warhammer 40k (Games Workshop), Lethal Company (Zeekerss), Borderlands (Gearbox Software), Deep Rock Galactic (Ghost Ship Games), Hardspace: Shipbreaker (Blackbird Interactive), Firefly (Mutant Enemy Productions), Aliens (Brandywine Productions), Stargate (Amazon MGM Studios), Halo Franchise (Bungie)
[bookmark: _Toc1121819056]Setting
Chempunk science fiction in a noblebright future; a faraway planet called Midas-9.
[bookmark: _Toc11384236]Player Perspective
First person, stylized 3D world.

[bookmark: _Toc52168714]Key Features
Expansive Classes
Each character is designed with a primary set of initial skills which contribute to the establishment of that class's core gameplay. After reaching a certain level, players will be given the opportunity to specialize their character, further altering that character's skillset.
Immersive Salvaging
Players will have to spend time meaningfully interacting with the environment to extract valuable old-world salvage. Cutting into walls, unbolting valuable tech, and carving open alien corpses will require players to pull their attention away from the dangers that lurk on Midas-9.
Chaotic Swarm Combat
Large groups of enemies will test the players and require careful management of abilities and resources. Groups that split up may find themselves in trouble should a swarm appear at the wrong moment.
Diverse Enemy Types
When not battling the swarms of Midas-9, players will still have to tread carefully. The special enemies that stalk the halls and hives all tout special abilities, strengths, and weaknesses which may require the players to alter their strategies.

[bookmark: _Toc1611565060]Target Audience
Designation: Reclaimer targets players looking for a challenging, yet rewarding, team-based roguelike shooter. It also targets fans of gritty science fiction and groups of friends which enjoy the chaos of procedural generation and/or swarms of enemies.

[bookmark: _Toc1049479195]Game Flow Summary
From the main menu screen players will select which reclaimer they want to play as. Then, they may either join a lobby or host one themselves, this can be a private lobby or a public one. After having selected a lobby, they will be placed in the player hub. From here they can launch an expedition, see and speak with other players in their lobby, or customize their reclaimer.
Once all players in the lobby have “readied up”, they will load into player ship, the Roach. From here, players will select the operation they want to complete. They will then load into the map indicated to them when choosing the operation. The primary goal during an operation is to complete the operation's main objective, which will vary from operation to operation. In addition to the main objective, players may collect salvage from the map, returning it to their ship for bonus credits at the end of the operation. Salvage comes in many forms; each reclaimer has different types of salvage they can collect, and each map type has different distributions of salvage type. 
Players will be unable to leave the operation until two conditions have been met: 1. The main objective is complete and 2. All players' bodies are present on the ship (dead or alive). If all players die during the operation, it is considered a failure, and they will receive reduced rewards before returning to the player hub.
Upon leaving the operation, players will be returned to the player ship and given the rewards for the mission.

[bookmark: _Toc905244047]Visual Concept
Designation: Reclaimer will have a gritty, chempunk aesthetic. Due to the setting, technology should look like run-down versions of advanced technology, haphazardly repaired by a civilization that has lost much of its technical capabilities. Visually, the game should be “terrifying”, were it not for the objective power of the player characters, Designation: Reclaimer should be able to pass as a horror game. 
Environments will be largely constructed with a dull color palette, using bright colors and bloom effects to highlight objects of importance and dangerous encounters. In “hive” style maps, lighting will come from bioluminescent alien material. In “Quarantine Zone” style maps, lighting will come from the facilities electronics as long as they remain functional. In either case, players may be able to use flashlights or other light emitting devices. These devices should be minimally effective and not provide a strong sense of security.
The alien enemies and locations will be visually similar to the Flood from the Halo franchise and Xenomorphs from the Alien franchise. The robotic enemies should be nimble and quick, the swarm enemies resembling Replicators from the Stargate franchise.
[bookmark: _Toc1572345994]Scope
[bookmark: _Toc1895336035]Locations
Designation: Reclaimer will feature procedurally generated locations in addition to two static locations.
Procedurally generated locations will be generated in 3 different styles.
Objectives
This game will launch with 9 objectives.
[bookmark: _Toc1289328505]Modifiers
Some missions may or may not have modifiers, which will be visible from the operation selection screen. 
This game will launch with 8 different modifiers.
[bookmark: _Toc1862497329]Classes/Roles
In Designation: Reclaimer there will be 3 classes total, each one linked to a specific reclaimer.
Each class will have a dedicated skill tree, featuring 12 nodes each.
[bookmark: _Toc1244744777]Advanced Specializations
During an expedition players will level their reclaimer, unlock advanced specializations. Each class has 3 specializations, each specialization has its only augmented skill tree for a total of 9 specialized skill trees.
[bookmark: _Toc1278662312]Weapons
Each reclaimer will have access to a weapon assigned by their class/specialization. 
There will be a total of 12 weapons in this game.
Capstone Abilities
Upon specializing a reclaimer, players will be able to select 1 of 3 capstone abilities for that specialization. This makes a total of 27 capstone abilities.
Each capstone ability will have a unique perk tree that will augment it. These perk trees will have 8 nodes each.

[bookmark: _Toc1693128299]Gameplay and Mechanics

[bookmark: _Toc931843860]Gameplay
[bookmark: _Toc2004637176]Reclaimers
Reclaimers are the characters that the players will be controlling. Only one of each reclaimer can be present on a team at any given time. Each reclaimer will have a base skill tree, changes to a specialized skill tree and perk tree after spending 10 skill points in the base skill tree. The skill trees for each reclaimer are located in this section, under that reclaimer's specific subsection.
Upon choosing a specialized skill tree, players will lock themselves out of the two they did not choose.
[bookmark: _Toc1256132255]Marcel – The Assault
Marcel’s primary function within the team will be to eliminate hostiles. He will be able to bash padlocks to access salvage or place blast charges to open damaged tech and dead alien material.
Base Weapon
Marcel begins the game with an assault rifle. The assault rifle will deal moderate damage. This weapon will be most effective at medium-long range and should have a medium rate of fire. It will be able to sustain fire for 2.5-3 seconds before requiring the player to reload.  It will have a moderately sized reserve ammunition pool.
Base Skill Tree

[bookmark: _Toc267526333]Tenet – The Tech Specialist
Tenet’s primary function within the team will be to extract data and salvage from old-world technology. He will have the unique ability to hack doors/computers, playing a simple minigame to open new paths forward or obtain valuable data. Tenet will be able to cut open certain walls to create new paths or access certain forms of electronic salvage.
Base Weapon
Tenet starts with dual pistols. They will deal high damage. These pistols will be magazine fed and most effective at short-medium range. They will have a low-medium rate of fire depending on how quickly the player shoots. It will be able to sustain fire for 5-6 seconds before requiring the player to reload. It will have a moderately sized reserve ammunition pool.
Base Skill Tree

[bookmark: _Toc1157988671]Skizzi – The Biologist
Skizzi’s primary function within the team will be to keep the team healthy and safely collect biological salvage. She will have the unique ability to heal teammates and extract genetic material from dead aliens.
Base Weapon
Skizzi starts with a sub machine gun. This will deal low damage but have a high rate of fire. It will be most effective at short range. It will be able to fire for 1-2 seconds before requiring the player to reload. The sub machine gun will have a moderately sized reserve ammunition pool.
Base Skill Tree

[bookmark: _Toc1476214569]Advanced Specializations
[bookmark: _Toc370907372]Assault Specializations
[bookmark: _Toc1173038622]Advanced Class 1 – The Praetorian
Specialization Skill Tree

Advanced Weapon - Spear
The Praetorian will lose his assault rifle and gains a spear. The spear is a melee weapon with long reach and a wide swinging arc. This weapon will deal high damage but have a slower attack speed.
Capstone Ability 1
Victoria Vel Morte – Mark a special enemy, if that enemy is killed by Marcel within 30s, Marcel will receive a 5% damage boost for the rest of the operation (stacking infinitely). The damage boost Marcel receives does not apply to enemies marked by Victoria Vel Morte.
If the target does not die within 30s, Marcel will instantly die.
Cooldown: 60s
Capstone Perk Tree

Capstone Ability 2
Ecficio Tuus Fatum – All enemies within a large radius will ignore other players, and target Marcel. For the duration of the ability, Marcel will receive +100% max health and be able to see all enemies affected by Ecficio Tuus Fatum through walls.
Duration: 30s || Cooldown: 180s
Capstone Perk Tree

Capstone Ability 3
[bookmark: _Int_sy0hJsz1]Sanguine Devorator – Heal self for 100% of damage dealt. 
Duration: 15s || Cooldown: 60s
Capstone Perk Tree

[bookmark: _Toc40901012]Advanced Class 2 – The Siege Engine
Specialization Skill Tree

Advanced Weapon – Deca-Barreled Minigun
Upon taking the Siege Engine specialization, Marcel will lose his assault rifle and gain a double barreled minigun (two separate, rotating circles made of 5 barrels each). This weapon will have a high rate of fire, but low damage. It will be effective at short-medium range and have a notably long reload time. The player will be able to sustain fire for 12-15 seconds before being required to reload. This weapon will have a substantial ammunition reserve pool.
This gun will cause Marcel to move 20% slower.
Capstone Ability 1
Lockdown Protocol – Marcel will anchor himself in place. While anchored, he will shoot 100% faster and ammunition will be pulled from his reserve pool instead of his magazine.
Duration: 12s || Cooldown: 90s
Capstone Perk Tree

Capstone Ability 2
Rush Protocol – Marcel will split his minigun in half, taking one set of barrels into each hand. Marcel will be able to move at full speed for the duration of this ability and will be able to shoot while sprinting. 
Duration: 15s || Cooldown: 90s
Capstone Perk Tree

Capstone Ability 3
[bookmark: _Int_LkJF097X]Defensive Protocol – Marcel will swap his current magazine for a magazine filled with electrochemical rounds. When these rounds make contact with a surface, they will explode, leaving a cloud of toxic, electrified gas at the point of impact.
Capstone Perk Tree
Added pheromones – Will cause enemies to walk through cloud
[bookmark: _Toc951156815]Advanced Class 3 – The Bastion
Specialization Skill Tree

Advanced Weapon – Sword and Shield
Marcel forgoes his assault rifle in favor of a sword and shield. Marcel can use the shield to block attacks in front of him and can bash any enemies directly in front of him, briefly stunning them (0.2s). The sword will deal moderate damage in a moderate arc, with a moderate attack speed. 
Capstone Ability 1
Protect the Weak – Marcel absorbs all damage to allies within a certain radius of him. Marcel receives 50% damage resistance. If Marcel goes down during this ability, allies within its radius will receive 50% damage resistance for 15 seconds.
Duration: 12s || Cooldown: 120s
Capstone Perk Tree

Capstone Ability 2
Make Way – When sprinting and while holding his shield, Marcel will gain 10% increased sprint speed, 20% increased sprint duration, and knock all enemies he makes contact with to the side, briefly stunning them (for the same duration as a shield bash). Reactivating this ability will cause Marcel to throw down his shield, knock back enemies in a large radius and cause Marcel to lose access to his shield for the remainder of the ability duration.
Duration: 30s || Cooldown: 120s
Capstone Perk Tree

Capstone Ability 3
Stand Behind Me – Marcel will anchor himself in place and put up his shield. While this ability is active, no enemies or projectiles will be able to pass through or near Marcel. The radius of this impassability will be large enough so that if Marcel is in a corridor or hallway, it will be entirely impassable.
Duration: 15s || Cooldown: 120s
Capstone Perk Tree

[bookmark: _Toc644211317]Specialist Specializations
[bookmark: _Toc1062157835]Advanced Class 1 – The Scrapper
Specialization Skill Tree

Advanced Weapon – Drill Arms
Instead of a set of pistols, Tenet will receive a set of drill arms. These drill arms will deal moderate damage and have short reach/arc, but they can be channeled for sustained damage. These drill arms will allow Tenet to convert any salvage (including biological salvage – don't ask) into scrap. Both biological and mechanical corpses can be turned into scrap.
For more information on scrap, refer to section 2.2.7-Salvage.
Capstone Ability 1
Inefficient Cooling – While this ability is active, using the drill arms will cause them to heat up. The higher the heat, the higher the damage they deal and the higher the tick rate of said damage. At max heat, the drill arms will explode, causing moderate damage to both Tenet and any nearby enemies. The drill arms will cool down while not being used. 
Damage scales from +0% to +300%.
Tick rate scales from +0% to +100%.
Duration: 90s || Cooldown: 60s
Capstone Perk Tree

Capstone Ability 2
Pneumatic Drills – Tenet may fire his drills from his hands, creating a fast-moving projectile that deals high damage and causes enemies hit to get knocked back. Drills will be automatically returned to Tenet after 30s but can be picked up to refresh the drills sooner. This ability may be used as long as Tenet has drills to fire. 
[bookmark: _Int_c4o1nW23]If Tenet only has one drill, his standard attack will deal half damage. If Tenet has no drills, he will be unable to use his standard attack.
Capstone Perk Tree

Capstone Ability 3
Tungsten Bits – Increases the speed of converting salvage into scrap by 100%. Allows Tenet to rapidly drill through destructible walls and increases damage by 50%.
Duration: 20s || Cooldown: 45s
Capstone Perk Tree

[bookmark: _Toc561366607]Advanced Class 2 – The Machinist
Specialization Skill Tree

Advanced Weapon – Mini-Factory
[bookmark: _Int_VGOBNl7l][bookmark: _Int_gSB6qU49]The mini-factory prints out a random weapon for Tenet. Instead of reloading, Tenet will toss aside his current weapon and receive a random weapon from the mini-factory. The following are weapons that Tenet might receive:
Pump-Shotgun – Short range, high damage. Pellets have a spread pattern. 6-8 shells available before “reload”.
Double-barrel Shotgun – Very short range, very high damage. Pellets have a spread pattern. 2 shells available before “reload”.
Sniper Rifle – Long range. Can only shoot one bullet before “reload”. Extremely powerful shot.
Grenade – Throwable. Large, high damage explosion.
Dual Pistols – Exact copy of Specialist weapon.
Submachine Gun – Exact copy of Biologist weapon.
Assault Rifle – Exact cop of Assault weapon.
Capstone Ability 1
Hardlight Barricade – Tenet places an impassable barricade on the ground or wall. The size of this barricade is large enough that if it is placed in a corridor or hallway, it will cause the entire corridor or hallway to be impassable. By default, this barricade lasts 60s, but if power is present at the location of the barricade, it will last indefinitely until either power is lost or Tenet takes it down. Only up to 3 hardlight barricades may exist at any given time.
Cooldown: 45s
Capstone Perk Tree

Capstone Ability 2
Advanced Capacitors – Tenet may tap into any nearby power source to steal 20% of its total available power. When doing so, Tenet will receive a 10% damage boost (stacking infinitely) for the duration of the operation. Tenet may return this power to any power source but will lose 10% of his damage for every 20% returned.
Cooldown: 60s
Capstone Perk Tree

Capstone Ability 3
Overcharged Capacitors – Tenet causes a burst of energy in a moderate radius around him. Both he and all allies in this radius receive a 50% movement speed bonus for 4s. Enemies in this radius take a small amount of damage and are stunned for 2.5s.
Cooldown: 15s
Capstone Perk Tree

[bookmark: _Toc1160819159]Advanced Class 3 – The Sentinel
Specialization Skill Tree

Advanced Weapon – Personal Turret
Tenet’s dual pistols are replaced with a turret mounted on his shoulder. By using his primary action button, Tenet will specify targets for the turret, otherwise the turret will target the closest enemy in sight. This gun will have a high fire rate and low damage, it will automatically reload after 9-10s of sustained fire. It will have a large reserve ammunition pool
Tenet can deploy this turret, removing it from his should and placing it in the environment. The turret will have an infinite reserve ammunition pool but will still be required to reload. Tenet will be defenseless until he picks the turret back up.
Capstone Ability 1
Remote Operation – Tenet takes control of the turret, whether it has been deployed or not. Tenet will anchor himself and will see through the lens of the turret. Tenet will then be able to operate the turret as though he were the turret, holding the primary action button will cause the turret to fire. During this time, the turret will receive a 10% damage bonus and 20% fire rate bonus.
Duration: Indefinite || Cooldown 10s
Capstone Perk Tree

Capstone Ability 2
Spare Turrets – Tenet deploys an approximate copy of the turret on his shoulder. Up to 3 turrets may be deployed by this ability at any given time. This ability holds up to 3 charges (when the abilities cooldown has passed, if it is not at full charges, it gains a charge and restarts the cooldown. This ability may be used as long as there are less than 3 turrets on the map and this ability has an available charge. When used, the number of available charges is reduced by 1.) Turrets last for 60s, but do not have to reload.
Cooldown: 15s
Capstone Perk Tree
Defense Matrix – Turrets gain a scaling damage buff based on how closely they are placed together
Capstone Ability 3
Mobile Ordinance – Tenet deploys a copy of his shoulder mounted turret. This turret will be capable of following Tenet and will follow the same targeting priority as his shoulder mounted turret.
This turret will last until it is either destroyed or recalled by Tenet (which can be done by reactivating the ability.) The turret will have a high health value.
Cooldown: 60s
Capstone Perk Tree

[bookmark: _Toc1075772184]Biologist Specializations
[bookmark: _Toc236372443]Advanced Class 1 – The Beastmaster
Specialization Skill Tree

Advanced Weapon – Chem-Crossbow
[bookmark: _Int_BAdzSpda]Skizzi’s submachine gun is replaced with a small hand-crossbow, which has bolts filled with specially formulated serums. These bolts will be subject to strong bullet drop, causing the weapon to only be usable in short ranges. The standard bolts will hit and then explode, causing high damage in a short radius around them. Only one bolt can be fired before requiring a moderately long reload. Skizzi will have a medium sized reserve ammunition pool.
Skizzi can use her alternate fire button to switch from standard bolts to taming bolts (or from taming bolts to standard bolts). If an enemy is hit in an unarmored section (including mechanical enemies), they will permanently become Skizzi’s pet. Skizzi may have up to 2 converted enemies as pets at any given time. If Skizzi has 2 pets already, and hits another enemy with a taming bolt, they will become her new pet, and her oldest pet will take 50% of its max HP as damage before becoming an enemy once again.
Capstone Ability 1
Demolitionist – Skizzi injects herself with an “adrenaline” serum, gaining +300% bonus reload speed and removing her ability to use taming bolts for the duration of this ability. Skizzi will not run out of bolts and her bolts deal 50% increased damage.
Duration: 20s || Cooldown: 120s
Capstone Perk Tree

Capstone Ability 2
Swarm-Mistress – This ability is toggleable. When active, Skizzi will lose the ability to tame elite enemies, on activation, any currently tamed elite enemies will take 50% of their max HP as damage, then return to the enemy state. While active, Skizzi may have up to 8 tamed swarm enemies. If Skizzi hits an elite enemy with a taming bolt while this ability is active, it will have no effect and deal no damage. If Skizzi has 8 pets and hits another enemy with a taming bolt, the oldest pet will die, and the new one will become her pet. If Skizzi deactivated this ability with more than 2 pets, all but the 2 most recent pets will take 50% of their max HP as damage and return to the enemy state.
Capstone Perk Tree

Capstone Ability 3
[bookmark: _Int_K8AoFSFO]Taskmaster – Upon use, all of Skizzi’s pets will receive +60% bonus damage, +30% damage resistance, and +60% attack damage. 
Duration: 20s || Cooldown: 90s
Capstone Perk Tree

[bookmark: _Toc480007276]Advanced Class 2 – The Medic
Advanced Weapon – Syringe Gun
Skizzi’s submachine gun will be replaced by a syringe gun. This gun will shoot syringes filled with a chemical payload. These projectiles will be subject to moderate bullet drop, making the weapon only usable at short-medium range. Upon contact with allies, this payload will heal them for a small amount of health. Upon contact with enemies, this payload will cause a short, but powerful, damage-over-time effect. This will have a slow rate of fire, and Skizzi should be able to fire 8 shots before being required to reload.
Specialization Skill Tree

Capstone Ability 1
Emergency Procedures – In a moderate radius around Skizzi, all players will receive a powerful heal-over-time effect. 
Duration: 8s || Cooldown: 60s
Capstone Perk Tree

Capstone Ability 2
“Ethical” Compounds – While active, hitting an allied player with a syringe will heal them +50% more and give the player +20% damage, +30% movement speed, and +15% damage resistance for 3s.
Duration: 30s || Cooldown: 90s
Capstone Skill Tree

Capstone Ability 3
Chemical Investment – Inject self or allied player with the syringe, granting them a powerful heal over time effect (10%hp/sec). While this effect is active, the player receives 25% damage resistance.
Capstone Skill Tree

[bookmark: _Toc1486056678]Advanced Class 3 – The Geneticist
Advanced Weapon – The Mutanaut Serum
Skizzi will forgo any firearms in favor of her specially designed Mutanaut Serum. When used, Skizzi will inject herself with the serum giving her +100% movement speed and turning her arms from normal human arms to Mutamorph Stalker arms. These arms will deal very high damage, have high attack arc and reach and have a high attack speed. This effect will last for 15 seconds and cannot be ended early. After the effect has ended, the serum will take 30 seconds to recharge.
Specialization Skill Tree
Capstone Ability 1
Adaptive Serum – Skizzi will be able to use this on the corpses of fallen enemies, taking a property of theirs and applying it to her Mutanaut Serum (in addition to her Stalker arms, unless otherwise specified). Only the most recently acquired effect will be gained when using the Mutanaut Serum. 
The Mutanaut effects are listed below:
Any swarm type – Skizzi will gain the ability to walk on the walls and ceiling while using the Mutanaut serum.
Mutamorph Spitter – Replace the Stalker arms with spitter arms. These shoot damaging globs which increase in size the farther they travel. This weapon will have a slow fire rate and will only be able to fire 24 times before Skizzi’s arms return to normal. The globs will have strong bullet drop.
Mutamorph Stalker – Skizzi will gain the ability to dash forward rapidly while using the Mutanaut serum, dealing high damage to everything in her path. She can activate this ability using the secondary action button.
Mutamorph Dredger – One of Skizzi’s arms will be replaced with a tentacle arm. By using the secondary action button, Skizzi can anchor an enemy in place while still maintaining use of her stalker arm.
Mutamorph Queen – Skizzi will spawn two random swarm type enemies to fight alongside her. They will remain her pets until they die.
Mutamorph Abductor – By pressing the secondary action button, Skizzi will dash forward, if she hits a special enemy type, she will grab it and pull it back to her original location, dealing high damage to it.
Terminus Bot – Skizzi can press the secondary action button to double the fire rate/attack speed of herself and nearby allies. 
Excavator – Skizzi's stalker arms change from quick, high damage attacks to wide sweeping attacks.
Sniper Bot – When Skizzi uses the Mutanaut serum a random special enemy is marked and will take bonus 25% damage for the duration of the serum. 
Repair Drone – Skizzi will release a +25% HP heal pulse when using the Mutanaut serum.
Capstone Skill Tree

Capstone Ability 2
[bookmark: _Int_4cEgcSmv]Drastic Measures – Skizzi gains the ability to inject her allies with the Mutanaut serum. When allies are injected with this serum, they are restored to full health but are given +30 contamination. Upon reaching 100 contamination they are transformed into a Mutamorph Hybrid. This player is unable to use any of their reclaimer abilities or weapons. They will instead be able to use their arms as weapons, their standard action will be to use their sword-like (right) arm to swing in a wide, slow arc with long reach. This will deal high damage and knock back swarm enemies. Their alternate action will allow them to use their tentacle (left) arm to lock down a single enemy, preventing it from moving and causing it to take +20% damage. This action will also prevent the player Mutamorph Hybrid from moving. The player will also have the following adjustments to their base stats: -30% movement speed. +50% carry weight. +100% Max Health. If players are killed as a Hybrid, but revived by means other than the Mutanaut Serum, they will be returned as their chosen Reclaimer.
Players will slowly lose contamination over time.
Skizzi may use the Mutanaut Serum on Reclaimer corpses to revive them as Mutamorph Hybrids.
If a player is healed for 100% of their max health as a Mutamorph Hybrid, they will turn back to their chosen Reclaimer.
Capstone Perk Tree

Capstone Ability 3
Queen Pheromones – Skizzi ‘s arms become launchers which launch blobs of healing goo. This goo will stick to surfaces and players. Players stuck with the goo will heal over time. 
Duration: 15s || Cooldown: 120s
Capstone Perk Tree
Advanced Skill Tree

[bookmark: _Toc1707480805]Progression
Players will have two different levels which will define their progression. The first level is their player level, this level will go up regardless of which Reclaimer they are playing as. The second level is their Reclaimer level, the level specific to the Reclaimer they are currently playing as. 
To advance through the levels, players will need experience points (XP). Players get XP for completing objectives and collecting salvage. Higher difficulty operations will apply an XP gain multiplier to all XP received during said operation. For more information about operation, objective, and salvage XP gain, refer to sections 2.1.3.1 Operations and 2.2.9 Salvage.
Earlier levels will be much easier to achieve than later levels.
15% of the total XP gained during an expedition will be granted to the player level. This is reduced to 5% if the players fail the expedition.
[bookmark: _Toc657538309]Player Level
The maximum player level will be level 50. As players level up their player level, they will receive varied bonuses. These bonuses might include increased starting Reclaimer level, or personalization items.
[bookmark: _Int_h4MZiDZs]Players will still gain XP even after reaching level 50. If players earn XP equivalent to another full level, they will instead be paid a small sum of credits.
[bookmark: _Toc1019687757]Reclaimer Level
At the start of every expedition, the players reclaimer level will be reset to 0 (plus whatever bonuses they have as a result of their player level). As players gain XP, they will gain levels, up to a maximum level of level 30. Every level, players will receive a skill point to spend in their primary class skill tree.
[bookmark: _Int_p8XEJ8yy]Upon spending 10 skill points, players will be able to specialize their class, gaining access to said class's specialized skill tree. Once a specialization has been selected, it cannot be changed for the remainder of the expedition. 
Every specialization has 3 capstone abilities. The player must select one when choosing a specialization and cannot change their capstone ability for the remainder of the expedition.
For every 5 skill points spent after specializing, the player will earn a perk point. This perk point can be spent in the capstone skill tree. Only one point may be spent in each row of the capstone skill tree and the rows unlock in descending order (the first row unlocks after 5 points spent, the second after 10, etc.).
[bookmark: _Toc963539554]Expeditions
Players set out on expeditions from the main player hub. Expeditions consist of a series of operations. In between operations, players will be able to roam around a small ship called The Roach. 
At the start of an expedition, players will have their reclaimer level reset to 0 and they will not be able to take in any credits from their credit stash.
As players progress through operations, the available difficulty of operations will slowly increase. Every 5 completed operations, the lowest available difficulty level will no longer be available during that expedition.
[bookmark: _Toc2100599848]Operations
Operations function as the missions that players will embark on in Designation: Reclaimer. Each operation will have a difficulty level, map, and objective. Some operations may have a modifier. To complete an operation, players must complete the objective, then return to the Roach with all players’ bodies present (dead or alive).
Objectives
The following is a list of objectives and descriptions of them, sorted by map type. 
 Hive
Egg Collection – Scans indicate that this hive holds some valuable Mutamorph eggs. To retrieve these eggs, players will have to enter the hive and make their way to the nest room. The eggs in the nest room will have fleshy tubes connecting to another room. Players will have to follow these tubes and destroy the structures at the other end so that the eggs can be safely extracted.
The number of eggs players must collect will depend on the difficulty of the operation:
	Difficulty
	# of eggs

	Hazard 1
	2

	Hazard 2
	3

	Hazard 3
	4

	Hazard 4
	5

	Hazard 5
	7



Extermination – This hive is home to a particularly dangerous Mutamorph. This Mutamorph will be hibernating in a random room in the hive. To draw the Mutamorph out of hibernation, players will have to kill a large number of aliens in the hive.
The number of aliens that must be killed will depend on the difficulty level:
	Difficulty
	% of base aliens (aliens not spawned as part of swarms)

	Hazard 1
	10%

	Hazard 2
	20%

	Hazard 3
	30%

	Hazard 4
	50%

	Hazard 5
	70%



Purge – This hive has been selected for purging. Players will start with a series of tools on the Roach, which will allow them to destroy alien material. At every difficulty level, players are guaranteed to have a flame turret, which must be placed in routine locations around the map to burn away alien material. Players will have to defend the turret while it is doing its job, without getting burned themselves. The alien hive mind will likely act aggressively in response, spawning swarms to stop the turret.
The higher the difficulty level, the greater the number of tools the players will have to use to dismantle the hive.
The possible tools and their usage requirements:
Demolition Charges – Plant at key locations throughout the hive.
Anti-Mutamorph Serum – Inject into eggs in nest room.
Likelihood of having more tools than just the flame turret:
	Difficulty
	% chance extra tool will be present (rolled for each extra tool)

	Hazard 1
	10%

	Hazard 2
	30%

	Hazard 3
	50%

	Hazard 4
	60%

	Hazard 5
	90%


Quarantine Zone
Immuno-virtual Vaccination – For this operation, the Roach will start with a large data slab. This slab has a code sequence that will fight back against the machine virus. To implant the slab, players will have to take it to a data server in the facility and plug it in, defending it while it uploads the data. Increased amounts of swarms will spawn while the data is uploading. While the data is uploading there is a chance that an unspecified problem occurs, which will require players to go to another part of the facility to flip a switch and allow the upload to continue. The data server must have power in order to function.
The chance of this occurring is determined by difficulty level:
	Difficulty
	% chance of occurring

	Hazard 1
	10%

	Hazard 2
	20%

	Hazard 3
	25%

	Hazard 4
	35%

	Hazard 5
	60%



Data Retrieval – There is valuable data to be collected in this facility. Players will have to find a server room in the facility, which has a large number of data slates. Some number of these will have the data that players need to get. They can determine which ones by grabbing them and placing them in a terminal located in the server room. It will take a short time for the terminal to tell the players if it is a correct data slate. The server room must have power in order to function.
The number of correct data slates present is determined by the difficulty level:
	Difficulty
	# of correct data slates

	Hazard 1
	2

	Hazard 2
	3

	Hazard 3
	4

	Hazard 4
	4

	Hazard 5
	5



Power Harvest – This facility is host to a rich power source and it must be harvested. Players will start the operation with a large power battery in the Roach. The battery must be filled to maximum by any means available to the players. This battery is capable of draining energy directly from a nearby power outlet but does so slowly. 
The amount of energy required is determined by the difficulty level:
	Difficulty
	Energy Required

	Hazard 1
	Small

	Hazard 2
	Medium

	Hazard 3
	Medium

	Hazard 4
	Large

	Hazard 5
	Very Large



Hybrid
Shield Reactivation – This facility is powered down and slowly being overtaken by alien material. Power on the facilities shields to cut off any alien material and ensure it is habitable. Players will start with a filled power battery that they have to take to the facilities power generator. After plugging in the battery and turning on the power, they will have to then find and activate the shield coolant system and finally activate the shield generator. To activate the coolant system, players will have to collect coolant cells and bring them to the coolant system, then flip the power switch to turn it on.
The number of coolant cells required is determined by the difficulty level:
	Difficulty
	# of required cells

	Hazard 1
	2

	Hazard 2
	3

	Hazard 3
	3

	Hazard 4
	4

	Hazard 5
	6



Bot Implantation – This facility is being overtaken by the Mutamorphs. To prevent them from taking over completely, the players must place bots at key locations around the facility. These bots will start on the Roach and must be carried to their designated locations by the players. Once players have placed all bots in their designated locations, they must report to a server room to turn on the facility, allowing the machine virus to infect it. This can only be done if the server room is powered on.
The bots that must be placed will be a random distribution of heavy/light bots.
The number of bots that must be placed will be determined by the difficulty level:
	Difficulty
	# of bots

	Hazard 1
	2

	Hazard 2
	3

	Hazard 3
	4

	Hazard 4
	4

	Hazard 5
	5



Egg Seeding – The facility is being overtaken by the machine virus. To prevent it from taking over completely, the players must create a nest room by taking the eggs which will start on the Roach and placing them in a room. They will then have to bait a randomly spawned Mutamorph Queen to the room, where it will de-aggro from the players and instead build a nest.
The number of eggs required is determined by the difficulty level:
	Difficulty
	# of eggs

	Hazard 1
	2

	Hazard 2
	3

	Hazard 3
	4

	Hazard 4
	4

	Hazard 5
	5



[bookmark: _Toc1770641471]Modifiers
Operations have a chance to appear with modifiers, which will be visible from the operation selection menu. Modifiers come in two types, strong or weak. Weak modifiers will adjust mission rewards +/-10% (depending on whether it helps or hinders the players), strong modifiers will adjust mission rewards +/-20%.
The following table describes the possible weak modifiers (strong modifiers are identical to their weak versions, but with a doubled effect):
 
	Name
	Effect

	Dangerous Swarms
	Increase enemies in a swarm by 40%

	Light Swarms
	Decrease enemies in a swarm by 10%

	Low Visibility
	Add fog to map that reduced distance players can see

	Stimulating Atmosphere
	Increase player movement speed by 20%

	Dense Atmosphere
	Decrease player movement speed by 20%

	Supply Zone
	Increase presence of consumables

	Picked Clean
	Decrease presence of consumables

	Hight Interference
	Will cause VOIP to periodically cut out



[bookmark: _Toc85761170]Difficulties
Each operation will have a difficulty level, called a hazard level. Hazard level 1 will be the easiest while hazard level 5 will be the hardest. 
As players progress through an expedition, they will see more high hazard levels and less low hazard levels. 
With each increase in hazard level, enemies will deal more damage and have more health. Consumables will become scarcer, and swarms will have more enemies in them. There will be more special enemies present on the map and objectives will become harder (as specified in section 2.1.3.1)
[bookmark: _Toc916676274]Swarms
During operations, players will inevitably encounter swarms. Swarms are randomly spawning groups of swarm enemies. These groups will be very large and will have a higher chance of spawning additional special enemies based on difficulty level. Swarms may also be triggered by special events (such as while defending objectives). Before any modifiers are applied, swarms will have a high number of enemies spawn, but the number of spawns will not be distinct, it will be in a range. It should take the players 3-6 minutes to deal with a swarm by default
[bookmark: _Toc1054650912]Exfiltration
When players are ready to leave an operation, they must exfiltrate. This is done by returning to the Roach with all players’ bodies present and the operation objective completed. This will automatically seal the Roach, allowing players to select another operation.
If players do not exfiltrate within 25-35 minutes (determined randomly at the start of each operation), they will face an endgame effect based on which map type they are on.

[bookmark: _Toc737575740]Maps
In Designation: Reclaimer there are 3 map types. These are visually and mechanically distinct from each other. For information on their contextual/visual differences, refer to section 4.2 Planet Regions. All three map types have power, hazards, and endgame effects, but they function differently for each of them. The following sections are split into each map type.
Maps are procedurally generated at the start of an operation. Power rooms are likely to spawn closer to the center of the map, but otherwise all notable features are randomly spawned in the facility. 
[bookmark: _Toc1452238725]Power
[bookmark: _Int_2pWsvZ8j]All locations in Midas-9 start with power unless otherwise specified. Power comes from power cores or metabolic guts, which will have a power value that starts at 100. If the players somehow reduce this value, the map will begin to depower, starting from the furthest point from the power source (e.g. the power core in a quarantine zone is reduced to a 90 power value. This means the furthest 10% of the facility is depowered.)
Hive
On hive maps, power comes from a metabolic chamber somewhere in the facility. This power is distributed across the map by glowing tubes. When a glowing tube is damaged either by explosion or intentional attack, all power beyond the damaged point is permanently powered down. If players choose to collect the power-generating “metabolic guts” from the metabolic chamber, power will be removed from the facility permanently. 
Quarantine Zone
In quarantine zone maps, power comes from a power generator and runs through walls. As long as there is a direct path from the power generator to any given wall segment, that wall segment is considered to have power. Unless otherwise specified, players will only be able to draw power from power outlets, which spawn periodically along walls. Doors in these maps are only able to be opened/closed while they are powered. Players may take the power core from the power generator, but doing so will remove power from the whole facility. Players may place this power core, or another power core into the power generator to re-power the facility. 
Hybrid
This map type will have either the power system from a hive or the power system from a quarantine zone, randomly determined at the start of the operation (when the map is generated).
[bookmark: _Toc77274005]Endgame Effect
When the players do not exfiltrate in the allotted time, they will encounter an endgame effect. The timer before the endgame effect applies is visible to the players in hive maps, but invisible in quarantine zone maps.
Hive
[bookmark: _Int_emxOjZBw]On hive maps, when players do not exfiltrate in time, they are faced with the never-ending swarm. A swarm will begin and will not stop spawning enemies until the players have either died or exfiltrated. Every 2 minutes the never-ending swarm lasts, the enemies spawned will gain +20% health and damage, stacking infinitely.
Quarantine Zone
If players do not exfiltrate quarantine zone maps, after the timer is up, the face a random chance (starting at 5%) every 15s to become infected with the machine virus. This virus will kill them, but pilot their exosuit as if they were still alive. They may randomly attack allies, or remove salvage from the ship. Every minute that at least one player remains unaffected, the %chance of infection increases by 10%.
Hybrid
In hybrid maps, players will be able to see the timer until the never-ending swarm, but that is not the same as the timer for the machine virus. Eventually, both will occur. Players infected by the machine virus may also end up combatting the never-ending swarm, as the machine virus despises the mutamorphs just the same as humans.
[bookmark: _Toc1136109395]Hazards
Hazards are environmental objects which will negatively affect the players. They can spawn in any room, but no more than 1 per room. They will otherwise spawn relatively randomly around the map (no more than 10, but typically 4-6).
Hive

Quarantine Zone

Hybrid

[bookmark: _Toc1333521997]Items
[bookmark: _Toc241033919]Player Inventory
When a player picks up an item, it is added to their inventory. The inventory has unlimited space, but if the total weight of carried items exceeds the players carry weight, they will be unable to sprint or jump and will lose 5% movement speed for every 5kg they have gone overweight. 
[bookmark: _Toc1929415166]Salvage
Salvage can be found around the map and picked up by players to be placed in the Roach. All salvage present in the Roach after an operation will be counted as “sold” and will give players a bonus of credits and XP depending on the salvage.
The following table is a sample of possible salvage:
	Salvage Name
	Value (XP/Credits)
	Weight
	Location
	How to collect

	Battery Pack
	High/High
	Normal
	Quarantine Zone
	Cut

	Credstick
	Low/High
	Low
	Any
	Lock

	Scrap
	Low/Low
	Low
	Any
	Loose/Scrapper

	Pheromone Sample
	Med/Med
	Normal
	Hive
	Extract

	Monitor
	High/Med
	Heavy
	Quarantine Zone
	Cut

	Defense Schematics
	High/Med
	Low
	Quarantine Zone
	Hacking

	Alien Carapace
	High/Low
	Normal
	Hive
	Extract

	Power Cell
	Very High/Very High
	Heavy
	Quarantine Zone
	Loose

	Metabolic Guts
	Very High/Very High
	Heavy
	Hive
	Loose



Cut – Gathered using the Specialist salvage ability
Lock – Gathered using the Assault salvage ability
Loose – No salvage ability required to collect
Scrapper – Scrap is made when the scrapper grinds up salvage
Extract –Gathered using the Biologist salvage ability
Hacking – Gathered using the Specialist salvage ability
All salvage can be found on hybrid map types.
[bookmark: _Toc1156664090]Consumables
Found randomly throughout the maps, consumables are one time use items. To use them, players will have to open their inventory and select the item. They may also assign them to their hotbar for quick use. Consumables do have a weight and can cause you to become slowed.
The following is a table of all consumable items, they can all be found on any map type.
	Consumable Name
	Weight
	Shop Cost
	Description

	Medkit
	Normal
	Medium
	Heal self for 15% max HP

	Ammo Synthesizer
	Low
	Low
	Add one magazine to reserve ammunition pool

	Large Ammo Synthesizer
	Normal
	High
	Refill reserve ammunition pool

	Adrenaline Shot
	Low
	High
	+100% Movement speed for 4 seconds

	Restorative Syringe
	Low
	Medium
	Apply light heal-over-time effect for 30s


[bookmark: _Toc1350979882]Operation Items
Below is a table of weights for operation items
	Item Name
	Weight

	Alien Egg
	Heavy

	Flame Turret
	Heavy

	Demolition Charge
	Normal

	Large Bot
	Heavy

	Small Bot
	Normal

	Data Slate
	Low

	Coolant Cell
	Heavy

	Power Battery
	Heavy



[bookmark: _Toc682622501]Personalization

[bookmark: _Toc329404656]Reclaimer
Players will be able to customize the appearance of their reclaimer. They will be able to customize the 3D armor pieces they are wearing, the color of their gear, and their weapons.
The customization options should stay thematically appropriate for the style of Designation: Reclaimer as well as the specific reclaimer the player is customizing. These customization options will be unlocked via achievements, the in-game shop, or through player levels.

[bookmark: _Toc1705462142]Titles
Players will be able to change their in-game “title”. This is displayed next to their name on the HUD. Titles can be unlocked via player level progression or achievements.

[bookmark: _Toc1993167175]Achievements
Players will be able to earn achievements as they play the game. These achievements will reward players with customization options, titles, and pride. They can range from small (kill X enemy X number of times) to large (complete X number of Hazard 5 operations in a single expedition).

[bookmark: _Toc1501366382]Mechanics

[bookmark: _Toc1954373397]Physics
Physics for enemy and player models will work differently from objects. Players and enemies will have ragdoll physics, moving around limply when the player runs into a corpse and flailing around if the player jumps or spins while holding them. Objects will work on a placement system. They are static and not bound by real-world physics ideas. When an item is dropped, it will appear on the ground below the player. If an item is picked up, it will disappear from the game world and appear in the player's inventory. 
The game world will function on the metric system.
[bookmark: _Toc825039110]Player/Enemy Statistics
All players and enemies have the following statistics:
Health points (HP) - When this value reaches zero, enemies die, players enter the downed state.
Movement speed – The rate at which the entity moves through the 3D space.
Carry weight – The maximum weight this entity can carry before suffering penalties.
Damage resistance – A flat % resistance to damage.

Weapons have the following statistics:
Attack speed (If melee) - The rate at which this entity is able to attack.
Fire rate (If ranged) - The rate at which this entity is able to shoot.
Effective range – The range at which the expected spread of a weapon is expected to hit the target this entity is aiming at.
Attack arc (If melee) - The arc in which a single swing of an attack will hit in front of this entity when it swings.
Magazine size (If ranged) - The amount of ammunition this weapon may fire before requiring a reload.
Reserve ammunition pool – The amount of ammunition available to be reloaded into a weapon.
[bookmark: _Toc1943313900]Movement
Players will have three movement states:
	Movement State
	Move speed
	Hitbox

	Walking
	100% base
	Normal

	Sprinting
	180% base
	Slanted

	Crouched
	60%
	Small



Transitions between these movement states will be instant.
[bookmark: _Toc269464774]Objects
Objects will have three weight distinctions: heavy, normal. And low. A heavy object must be held with two hands, preventing the player from holding any weapon, activating any ability, or interacting with anything for as long as they are holding the heavy object. Holding a heavy object will reduce movement speed by 30%. 
Normal objects count as weighing 5kg. When picked up, they are instantly transferred to the player's inventory. When dropped, if the player is looking at a surface within 1 meter of them, the item will be instantly transferred to the space they are looking at. Otherwise, it will be instantly transferred to the surface directly beneath them. 
Low objects count as weighing 1kg but otherwise function identically to normal objects.
[bookmark: _Toc1402606190]Actions
	‘w’ - Move forward
‘a’ - Strafe left
‘s’ - Move backward
‘d’ - Strafe right
‘e’ - Interact
‘q’ - Activate capstone ability
‘SHIFT’ - Sprint
‘0-9’ - Use item on hotbar slot 0-9 respectively
‘c’ - Shove
	‘TAB’ - Open inventory
‘ESC’ - Open pause menu
‘M1’ - Primary action
‘M2’ - Aim-down-sight/Zoom/Secondary Action
‘x’ - Switch fire mode
‘r’ - Reload weapon
‘CTRL’ - Crouch
‘MOUSE’ - Look around


The interact button will cause the player to interact with whatever item they are looking at that they are in interaction range of (typically 1 meter). This includes picking up items, flipping switches, pressing buttons, and using their salvage ability. 
SHIFT is held to sprint by default but can be changed in the options menu.
CTRL is held to crouch but can be changed in the options menu.
Switching fire mode will switch ammunition types for weapons that have multiple ammunition types. 
Weapons which do not have a dedicated aim down sight mode will instead zoom in slightly.
The cursor will appear on screen and the mouse will control it when the inventory or pause menu are open.
Shoving will push back enemies in a short arc in front of the player, stunning enemies for 0.2s. This ability can only be used 3 times every second.
[bookmark: _Toc1610333272]VOIP
Designation: Reclaimer will have an in-game voice chat system. In-universe, voice chat is facilitated via helmet microphones. To reflect this, VOIP will have a static-y voice filter placed over player voices. Certain hazards and modifiers may interfere with VOIP. VOIP does not have a limited range. 
[bookmark: _Toc1799656057]Combat
Unless otherwise stated, the primary action button will cause players to fire or swing their weapon. For each unit of ammunition fired, players will lose one unit from their magazine. When reloading, players will refill their magazine and lose the amount refilled from their reserve ammunition pool. 
When players deal damage or are dealt damage, the enemy or they lose HP according to the following formula:
Damage dealt(damage resistance/100)
[bookmark: _Int_73aIO47v]If an enemy's health reaches zero, it dies. If a player's health reaches zero, they are downed.
Players can hold right click to aim-down-sights, zooming in on their crosshair and slightly improving their accuracy. 
[bookmark: _Toc1468618992]Downed Players
When a player has been downed, they are unable to move and gain temporary health equal to their maximum health. This temporary health slowly drops. If another player does not spend the time to recover the downed player, they will remain dead for the duration of the operation. The recovery process should take 5-7 seconds.
A recovered player is healed for 50% of their max HP upon recovery.
[bookmark: _Toc2025692350]Economy
Designation: Reclaimer’s economy is based on the currency of credits. Credits are received during an expedition; they can be spent in the shop on the Roach. Any credits not spent during an expedition will be added to the player account after the expedition.
Players may purchase consumable items from this shop. For a very high price, players may also purchase level boosters, which will instantly increase their reclaimer level by 1.
Outside of an expedition, players can spend credits at the shop on the planetary hub on cosmetic items. Higher quality, or more desirable cosmetics, will take more credits to acquire.
[bookmark: _Toc1327897722]Setting

[bookmark: _Toc2085493640]Background
Designation: Reclaimer takes place tens of thousands of years in the future, long after humanities golden years. Once upon a time humanity dominated the galaxy, but a long forgotten societal collapse forced us back into the shadows. In a desperate act of self-preservation, humans decided they would cryogenically freeze the most elite humanity had to offer. For thousands of years that was how the human race trudged on – preserved in cryopods deep within the earth. 
[bookmark: _Int_HtrUCdUz][bookmark: _Int_GIOKQuP0]That’s how those frozen remember it, anyway. Not that they remember much of anything what with the whole being frozen thing. The reality is that the people who were left behind to die, didn't. Instead, they survived the harshness of millennia spent living in the darkness, fearing the creatures lurking in the stars. Over time, knowledge of how to create the wonderful technologies that we once relied on fell to the wayside in favor of practical sciences, ones that would keep us kicking. 
Now, humanity has decided it wants to take back the galaxy and they’ve devised the perfect plan to do so. Sitting miles underneath the earth's crust is some of the best humanity has to offer, it’s time to put them to work.
Our players will play as clones of the genetically advanced, mentally gifted humans stored in cryopods on earth – these ones revived as the ever-important Reclaimers. Their job is to forge into the unknown and reclaim humanities place among the stars, one alien ridden factory at a time.
[bookmark: _Toc1691259899]Game World
Designation: Reclaimer takes place on the now toxic planet of Midas-9 in the – you guessed it – Midas sector. As humans set out to take back the stars, we found our old colonies had been overrun by viscous hive-minded aliens we call Mutamorphs, and our technology had been perverted by a mysterious machine virus; one that seems hell bent on exterminating us all over again. These two forces don’t just seem to hate humans though, we’ve stumbled on what appears to be a never-ending galaxy-wide battle between the Mutamorphs and the machine virus.
Due to the conditions on Midas-9, Reclaimers are required to wear exosuits at all times, which filter the air and prevent toxins from melting their skin off. 
[bookmark: _Toc931695992]Visual Style
Although much of the technology we will run across should appear like advanced versions of human technology, the equipment we bring in should be dirty chempunk technology, a product of a very different civilization. That which isn’t chemtech brought in from earth is instead shoddily repaired technology we have recovered from Midas-9 and planets like it.
[bookmark: _Toc1047063133]Planetary Hub (Player Hub)
The planetary hub is the primary base of operation for our reclaimers. It is where they are re-printed in the event of mission failure, it’s where they can relax and have a beer with other reclaimers, and it’s where they settle down for the night. This location should be the very definition of cobbled together, it isn’t quite sealed from the outside atmosphere, so Reclaimers are still required to wear their exosuits at all times. The location was put together in a rush and nobody has the means or the willingness to properly fix it up.
[bookmark: _Toc1121302741]The Roach (Player Ship)
The Roach is the ship that players will use while out on expeditions. This is a much higher quality piece of equipment. Not only is it sealed from the dangers of the outside atmosphere, but it is spacious enough to fit not only three whole reclaimers, but also one shift merchant. Still clearly earth made, but it’s some of the best earth has got.
[bookmark: _Toc536456113]Hives
Hives are where the Mutamorphs have taken control. These disgusting labyrinths of biological material are built overtop of ancient human ruins. While most of these locations will be walls and caverns of alien matter, we may see bits and pieces of the old human structure poking through. ]
[bookmark: _Toc1160205765]Quarantine Zones
Quarantine Zones are named as such because of the presence of the machine virus. Most of the time, these facilities are relatively in-tact ancient human facilities, but sometimes reclaimers may find traces of other reclaimer teams, or colonization attempts gone wrong.
[bookmark: _Toc1606851275]Hybrid
Hybrid locations are some combination of Hive and Quarantine zone. It might be a location which is in the process of being overtaken by the Mutamorphs or it could be a baby Hive that's being invaded by the machine virus.
[bookmark: _Toc146068571]Reclaimers
[bookmark: _Int_wzYEK6u9][bookmark: _Int_la0UQY5N]The reclaimers our players will play as are actually cloned versions of old-world humans sleeping soundly back on Earth. Although the colonization administration would rather they didn’t die, it’s not too difficult to just reprint some copies at the planetary hab. Like all good clones, they don’t remember anything about their past or anything about the world that came before, they just follow orders.
[bookmark: _Toc1281593697]Marcel – The Assault
Marcel is a large, strong man with a fervent desire to keep his companions alive – though he’ll never admit it. Naturally driven to get the job done no matter the cost, he was a natural choice for a reclaimer designation.
[bookmark: _Toc309479852]Tenet – The Specialist
Tenet is your typical “scoundrel” type. Extremely intelligent, but flippant with rules. He talks fast and is a charismatic individual, plus his proficiency with technology makes him a necessary part of this reclaimer trio.
[bookmark: _Toc1676718711]Skizzi – The Biologist
Skizzi is the most unusual of the bunch. She is at least as smart as Tenet and has the creativity to make some truly unique tools. As long as she can control herself, she's an invaluable member of the Midas-9 reclamation team.
[bookmark: _Toc1062785940]Locations
Locations other than the Planetary Hab and the Roach are procedurally generated, with tendencies toward certain types of maps. These tendencies are discussed in the individual map sections.
[bookmark: _Toc1931069442]Planetary Hab
[bookmark: _Int_lSTbrCc6]The planetary hab serves as the primary player hub. When players select a lobby from the main menu, they will spawn as their selected reclaimer in the planetary hab. Inside the planetary hab, players will be able to move around, exploring the small space. Inside of the hab there will be an expedition table, a customization booth, and a shop. From the expdition table, players can embark on an expedition, which will load them into the Roach where they may begin selecting operations. 
The customization booth will allow players to customize their reclaimer and change their title.
The shop will allow players to purchase cosmetic items using credits they have earned from expeditions.
[bookmark: _Toc1375521122]The Roach
[bookmark: _Int_39jxhGz6][bookmark: _Int_tpd4550e]The Roach will be large enough that the players can walk in a very small area. Other than the operation selection terminal, the notably thing is the shop.

This shop will offer consumables in exchange for credits. The players may also purchase level boosts from this shop for a very large sum of credits.
[bookmark: _Toc21891268]Hives
In general, Hives consists of a series of tunnels connecting larger caverns.  Hives will only have one guaranteed spawn building (unless a spawn is guaranteed because of an operation), the metabolic chambers. Other special rooms have a random chance of spawning. 
The table below defines some of these special rooms:
	Room Name
	Description

	Nest
	Where Mutamorphs hold their eggs, egg salvage can be found here in high numbers.

	Feeding Pits
	Where Mutamorphs stash their food, often contains low tier biological scrap, but rarely (10% of the time) has high value mechanical scrap.

	Evolution Pods
	Lower tier Mutamorphs come here to evolve. Contains valuable biological material but often has strong special enemies.


[bookmark: _Toc1189422152]Quarantine Zone
Quarantine Zones often have more hallways and corridors than Hives and have generally smaller, more cluttered rooms. The only guaranteed room spawn (unless one is required for an operation) is the power generator. Other special rooms have a random chance of spawning.

The table below defines some of these special rooms:
	Room Name
	Description

	Server Room
	Contains large amounts of data slates, not all will be worth a lot.

	Computer Room
	High chance of valuable mechanical salvage.

	Kitchen
	Low chance of valuable salvage.


[bookmark: _Toc312082333]Hybrid
Hybrid locations have a guaranteed spawn of either metabolic chambers or a power generator but otherwise can pull from the list of both hive and quarantine zone rooms to randomly add to the map.

[bookmark: _Toc549936099]Interface
[bookmark: _Toc256511304]Visual System
[bookmark: _Toc696838391]HUD
The following is a mockup HUD concept:
[image: ]
In the upper right is a 2d approximation of the map, showing the player where they have been thus far.
In the lower right there is a readout of the currently available ammunition in the player’s magazine and reserve pool. The lower right also indicates the current cooldown of the player’s capstone ability (or duration remaining).
The upper left shows the player the state of their teammate's health bars and capstone abilities.
In the top left-center, the player is shown what their current objective is.
In the bottom center, the player is shown how much health they have left and how much experience they have.
The player’s objective would also be highlighted on their HUD.
[bookmark: _Toc1524450971]Rendering
DirectX12 will be used for rendering.
All reclaimer and enemy models will be 3d rendered.
All environmental objects will be 3D modelled. 
Menu screens, promotional art, environment and equipment textures, and HUD elements will be 2d rendered.
[bookmark: _Toc108578418]Camera
The player will view the game from the first-person perspective.
[bookmark: _Toc205652714]Lighting
Lighting will be mapped using directional light-mapping.
[bookmark: _Toc732931398]Audio
Because of the large number of sounds that will be occurring at any given time, it is not vital to finely tune the audio for Designation: Reclaimer. Instead, a focus on punchy, satisfying shooting and impact sounds would be ideal.
[bookmark: _Toc1824203294]Music
The music for Designation: Reclaimer should take a backseat until a swarm arrives. During swarms, music should be notable and drive the action, akin to Warhammer 40: Darktide(Fatshark).
[bookmark: _Toc1642401732]Sound Effects
It is important for a game like Designation: Reclaimer to have sound effects which enhance the feeling of simple tasks. Flipping a switch, carving a hole in a wall, and pulling a coolant cell out of its holster should be deliberate and satisfying.

[bookmark: _Toc1709704810]Artificial Intelligence
[bookmark: _Toc86818416]Enemies
Enemies are the AI that players will face during expeditions. All enemies that will be present on the map are spawned with the map generation. The only enemies that are spawned mid-operation are the ones spawned as parts of a swarm. There are two major enemy types: swarm and special. Both types can both start on the map and spawn with swarms, but the majority of enemies in a swarm will be swarm-type enemies as they are generally weaker and easier to kill.
Hive
Mutamorph Drone – A swarm type enemy that will deal low damage on its own. The drone will have a short-range melee attack and has low health. This enemy will make up the bulk of a swarm. 
Armored Mutamorph Drone – A swarm type enemy that is identical to a Mutamorph Drone but has several armored carapace pieces that will absorb a small amount of damage if hit, preventing damage to the drone itself.
Mutamorph Spitter – A swarm type enemy that will stay at a distance, spitting low damage blobs of goo at the players. These projectiles move slowly. This alien has low health max HP but is armored like the Armored Mutamorph Drone.
Mutamorph Stalker – A bipedal mutamorph that will dash through crowds and slice at players with its twin arm blades. This alien has low health and damage resist but will deal high damage in a wide arc. 
Mutamorph Dredger – A bipedal mutamorph that will slowly wander through the map. If a player is within 10m of it while in its cone of vision, it will grab the player with a tentacle arm, locking them in place and calling a swarm. This alien has a high health and damage resistance but barely does any damage – it exists to lock the player in a horde. The Dredger will let go of the player after taking 50% of its max HP as damage.
Mutamorph Queen – A large, rare alien creature, that will spawn aliens continuously as it patrols the map. Engaging this alien will summon a swarm, but it will drop high value salvage. This alien has high health and damage resistance but will not directly fight back.
Mutamorph Abductor – This alien will stalk the players for a short time before striking when no players are looking in its direction. It has very high movement speed and will instantly down a player when it hits them with its short-range melee attack. It will then try to drag the player away, ideally leaving them in a space surrounded by other aliens. This alien has very low health and damage resistance and will not engage the players in open combat.
Quarantine Zone
Spider Bot – A swarm type enemy capable of crawling on walls and ceilings. It has low health and damage resistance and deals low melee damage in a short range. This enemy will make up the bulk of the swarm.
Explosive Drone – A swarm type enemy capable of crawling on walls and ceilings. It has low health and will explode when dying, dealing moderate damage to everything within a 1m radius. If it reaches a player, it will self-detonate.
Terminus Bot – This bipedal bot has two arm mounted machine guns. The machine guns deal moderate damage and have a high rate of fire, they are effective and medium – long range. The bot itself can see players from a long distance away and will fire on them as soon as it sees them. This bot has low health, but the front part of its body is armored, preventing damage until the armor has been broken off. 
Excavator – A slow moving bot that swings in slow, wide arcs with a long reach and moderate damage. This bot has high health and moderate damage resistance. 
Sniper Bot – When this bot sees a player it will back away as far as it can in while keeping line of sight, before taking charging up a high damage shot and firing at the player. This will leave a long-lasting trace through the air, allowing players to identify where they were shot from. The bot will not move from its nest after it has anchored in place. It has low health and low damage resistance.
Repair Drone – This drone will not attack players but will instead release swarms of repair bugs that heal nearby bots for a moderately large amount every second. This enemy has high damage resistance, but low health.
Hybrid
Hybrid maps will use a mix of the two enemy lists, if both bots and aliens spawn, they may fight each other over the course of an operation.
[bookmark: _Toc1211846806]Technical
[bookmark: _Toc2139353426]Target Hardware
[bookmark: _Int_BswUwD36]This game will be designed for PC’s. Ideally, it will run on low end PC’s, but large amounts of enemies and effects might force the minimum requirements up.
[bookmark: _Toc658776846]Game Engine
Designation: Reclaimer will be built using the Unreal Engine.

[bookmark: _Toc696250101]Game Art
[image: ]
Starfield(Bethesda)

[image: ]
[image: ]https://www.artstation.com/artwork/81kyO
[image: ][image: ]Nemesis: Retaliation(AwakenRealms)
[image: ]









[bookmark: _Toc45982748]Management
[bookmark: _Toc257607053]Schedule
The timeline goal for this project is 3 years.
[bookmark: _Toc1243898566]Budget
The budget for this game is $2 million.
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