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Working Title, Cope With It

Basic Introduction


This design document will attempt to outline main points of “Space Combat Game”, a 1st/3rd person space combat simulator themed loosely around mecha anime titles such as RoboTech or Gundam. The game will feature large scale battles where players fill the roles of fighter pilots, combat suit pilots, battle ship commanders, and fleet admirals. Battle takes place in objective based matches on either a planet’s surface or in  space, and are team based. Single player game may be an option but current concentration is on the multiplayer aspect.
Terminology

Weight Measurement: Weight is defined by “tons” or “tonnage” Real life correspondence to a game “ton” is relatively approximate to a real life, metric ton, or 1,000 kilograms. The average fighter weighs in at 5 tons, the average power armor weighs in at 3 tons, standard battle cruisers are defined as 50 tons to 1,000 tons, capital class ships at 1,000+ tons.
Size measurement: Size is defined in metrics, meters or kilometers. Distance is also defined in metrics; a standard “sector” is approximately 100km by 100km
Environments
Space – The space environment is split into clean sectors, dirty sectors, and matter nebulas. Clean sectors are defined as having 0 to 10 tons of debris per 10km/sector. Dirty sectors are classified as 10 to 25 tons of debris per 10km/sector, and matter nebulas as 25 tons of debris per 10km/sector. Fighters and power armor should be able to maneuver easily through clean and dirty sectors and only with moderate difficulty in matter nebulas. Cruisers can move through clean sectors with no problem, mild difficulty in dirty sectors and high difficulty in matter nebulas. Capital ships can slip through clean sectors without issue, dirty sectors provide problematic, and moving through a matter nebula will almost always result in structural damage.
Planetary
