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Network Games


Introduction





With the onset of families with multiple PC's, cheaper and wider use of internet connections, and even the larger acceptance of "out-of-hours" game playing at businesses and educational institutions over LANs, the role of multiplayer game options are becoming more and more critical. In just a couple of generations of games, the multiplayer game options will become the default, with the single player option just a practice mode. It is critical that we place as much emphasis on multiplayer games now, in order to place the company as a world-leader in this market.





It is with this in mind that the multiplayer gameplay has been designed in X-Com 5. The game options can be broken down into various categories and sub-categories, ranging from the simplest quick blast, to some very-complex tactical choices. Here they are broken into more detail :





Death Match Modes








Quick start unit death match


This option is the simplest choice for the game player, it is rather like the all-against-all multiplayer options in games like Quake and Duke Nukem. Up to eight players control a single unit each, and fight to the death in a various choice of maps. When a player is killed he is reborn at a random location in the map. Game is completed after a certain period of time has elapsed, or a player has reached a pre-determined number of kills.








Capture the flag


Each player starts with a squad of up to four units. The aim of the game is to spread out you players over the map, and find the flag. When found it must be returned to the players home base to score a point. When the flag is picked up by a team and moved, all the other teams are alerted to its location via their motion detectors.





When the flag is placed at the base, it is randomly re-positioned in the map, and the game continues until the time is up. When a unit is killed he is removed from the game for a set period of time, and then randomly repositioned near other members of his squad.





A player wins the game by reaching a pre-determined score.





�
Defend the airlock


Two squads are placed in to the level. One team having been set as the defending team during the game set-up screens in the game set-up screen. The objective for the defending team is to prevent the opposing team to escape from the level via the airlock.





The game is won by the defending team if they successfully manage to kill all of the opposing team members. The opposing team can win by one of two methods:





Killing all of the defending team


Getting all surviving members of their squad to the designated exit point from the level








Last Man Standing


Once again each player starts with up to four units, this time separated and placed at random points through out the map. The winner is the player who has the most men left after the time expires. If your last unit is killed, you can take no further part in the current game, and can only spectate.








Commander Modes


These are the critical multiplayer game play modes. It will allow play of the normal single player game, but with multiple human players making up the squad. One player is designated the Commander, and like all good Commanders does not take part in any of the dirty action, but just "commands" from a distance. He is the overseer of the whole mission, he can view scenario maps, with all his squad locations indicated, bark orders to his troops; but of course, with real human squad members they can choose how disciplined and loyal they can choose to be. There is to be no shooting of deserters in X-Com 5.





With such additional "programming - free" features as Tactical mission planning, team work, and friendly fire; this mode should add greatly to the game play life of the game, and provide a unique angle on multiplayer gaming.





This mode uses a key element of gameplay which has been lacking in other multiplayer games: Communication. Up to four players form a squad under one Commander player. This Commander can communicate with his squad members, but only individually. The squad members cannot communicate with each other. Communication can take place either by typed message, or if the technology allows by spoken word, passed to the players via microphones plugged into the sound cards.





The Commander has to select which of his squad members he wants his speech to be transmitted to, and he can not receive speech from any of his squad members while he his transmitting. Only one squad member can communicate with the Commander at a time.


Textual communication is slightly more relaxed, although more distracting for the squad members involved. Squad members can at any time type messages to the commander and receive them back. A list of the previous few messages received is displayed both on the Commander’s and the squad member’s screens.





There are two modes of operation in Commander mode:


Co-operative mode which allows one squad, of a Commander and up to four squad members to play the game as if it were in non-multiplayer mode, either selecting one mission to play or play the entire game through.





Non Co-operative mode, which allows two squads, consisting of a Commander and up to four squad members, playing in a combat situation, taking on each other in "death match" type exercises.





In both cases, the Commander plays an "order only" role. He can not move himself, and is not at any location on the map. He does however have full access to the map, and can strategically guide other players in his squad to their goal, or to their death, depending on his whim.





Some of the features are optional and will not be available on all methods of communication, for example, speech communication would not be available over modem connected links, due to the low available bandwidth.





The table below shows which game modes are available with which connection methods:
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Game Modes�
�
�
�
�
Connection Type�
Unit Death Match�
Squad Death Match�
Commander Mode�
Cooperative Mode�
�
Modem�
(�
(�
(�
(�
�
Direct Connect�
(�
(�
(�
(�
�
LAN�
(�
(�
(�
(�
�
TCP/IP�
(�
(�
(�
(�
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Multiplayer game Setup interface





Interface Flow


The multiplayer game options are accessed from the game Title Screen. The user then selects the connection mode that they wish to use. The player then moves in to the game set-up screens as shown overleaf:
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Join Game or Start a new game?





Once the multiplayer option has been selected, the player is asked whether they wish to start a new game, or whether they wish to join a game already in existence. Once they have selected their choice, the player is taken to the connection types menu.





Connection types





This screen allows the player to select which method of connection they wish to use to play the game. Only communications protocols which are installed are displayed to the player as available options.





TCP/IP


This screen displays the users IP address and the socket. Only the socket will be alterable by the user.





If the player has elected to join an existing game, they are asked for the URL of the game server’s location.





MODEM


The player can set up their connection port and initialisation string settings within this screen.





LAN


Displays the player’s network card address, and allows them to select which socket they wish to connect on.





Direct Connect


Allows the user to set which Com port they are using to link the machines.





Phonebook/Bookmarks


This screen stores the ten most recent phone numbers dialled (for modems), and the ten most recent Internet game locations they have connected to.





Comms set-up


At this point the game lobby is started if the player has elected to start a new game. If the player elected to join an existing game they join the lobby already active. At this point text and audio chat functionality will  be started, allowing the players to configure their game within the game set-up screens.





Game Setup


This nest of screens allows the player to select which type of game they wish to play, which units they will use in the game, select which level they will play on, and what the game victory conditions are.


New Game Type





As the player starting the server, they have control over which type of game will be played. The player can choose from the options below:





Unit Death Match


This mode allows up to 8 players to take control of a single X-Com unit against each other. This contains the gameplay found within the current crop of first person perspective action games, allowing the players a quick killing session with all the weaponry from the single player game being available to them.





Squad Death Match


The player controls a squad of up to four units. The win objectives are selected by the players from a list of game types such as:





Capture the flag


Defend the airlocks


Last Man Standing





The maximum number of teams in this mode will rely on technology limitations.





Commander Mode


In Commander mode up to ten players compete as two squads within a tactical map, where all members of a team are linked through live transmission of their speech through use of microphones plugged in to their sound cards.





Two of the players take on the role of the teams Commander and is the only team member who can see the whole of the map. The remaining players take on the role of units within the team, being guided by their Commander and their squad mates to take on the opposing squad with game objectives similar to those present in the squad death match mode.





This mode allows for true role playing in a combat situation, and also allows the more power hungry player to send their mates in to the firing line, with only their strategic ability to guide them through.





Co-operative Mode


Utilising the same technology as the Commander mode, this multiplayer game allows up to five players to take on the roles of the X-Com Commander, and the four squad members. In this mode only the Commander has access to the full map of the terrain discovered to date, while the squad members have access to their motion scanners.





In this mode the players can choose to play either one mission from the single player game, or play through the whole game.





�
Once the game type has been selected, the game initiator can then set the game customisation settings, as detailed below:





Tech Level


Allows the level of technology available to the players (with respect to weaponry and equipment) to be limited to discrete levels





Squad member(s) selection


This screen utilises the functionality from the single player Squad selection screen. The player selects troopers from the available crew list by dragging the trooper from the crew list window in to the squad window in the same manner as in the single player game.





Scenario customisation


This option allows the player to select which level they wish to play the game on.





Side selection


Allows the player to select which side they will play on in games where a game mode has been selected which supports team play. 





Victory Conditions


The win objectives are selected by the player from a list of game types such as:





Capture the flag


Defend the airlocks


Last Man Standing








Start Game


When all players have selected this option a game session is started, and the players enter in to the 3D environment.








Join Game





If the player elects to join an existing game a subsection of the screens will be displayed to them. In certain screens detailed below the player will not be able to modify the settings of the game. Within these screens the player will be presented with information about the scenario level, and the victory conditions for the game.





Current Games List


Provides a list of the current games available for the player to enter.





Tech Level


This screen informs the player which technology level has been selected.





Squad member(s) selection


This screen functions in the same way as for a player starting a new game.





Scenario customisation


A player joining an existing will be unable to modify the settings in this screen. The purpose of the screen is to inform the joining player what circumstances and game rules are in operation.





Side selection


Allows the player to choose which player team they wish to join.





Victory Conditions


Informs the player of what the victory conditions of the game are.





Join Game


When all player’s have selected this option the player joins the pre-selected game session.
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