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1.0 Production Mission Statement


ThiefX strives to take the gameplay style presented in Looking Glass Studios’ Thief series and move the game play into a futuristic, mixed person view mode that adds innovative features to increase the challenge, depth, and immersiveness of the environment. The game play will be most comparable to Thief and Deus Ex, with the addition of a 3rd Person mode to allow for complex and fast paced acrobatics. Primary art styles to reference for the environment, character design, and general theme are CyberPunk and ShadowRun. The story will be told by the game elements themselves with a combination of cut scenes and “between mission” story additions. The target audience is mature gamers, at least teen, and up. The game will contain content not suitable for young gamers (blood, violence, the theme of stealing) and would at minimum, receive at T rating from the ESRB. The game will primarily target Windows based PCs though timeline consideration will be given for alternate platforms. Hardware requirements are undecided at this time but will most likely strike on an average consumer level with the ability to scale the game to meet the requirements of extreme gamers. Design team for the demonstration version of the game should consist of the following roles: Lead Design, Lead Programmer, Lead Artist, Level Design, Assistant Programmer, and Assistant Artist. Given a higher budget, the staff can be expanded to meet the needs of the project. The game demo should contain the major feature implementation and be completed in no more than 5-6 months. Competing products at time of release may be Thief 3, Deus Ex 2, Unreal 2, and other “FPS” class games. Reference games are Thief, Thief 2, for general concept of “sneaky” not “shooty” and for the basis of the genre.  Metal Gear: Solid, Metal Gear: Solid 2 for use of the technological side of espionage as well as an example fixed 3rd person view, in game view will be a floating above the shoulder 3rd person camera. Deus Ex for art consideration, gameplay style consideration, general look and feel of the environment.
2.0 Team Mission Statement

Currently the team has been formed and individual plans have not been discussed. The overall feel of the team already is to take the Thief series and apply an amazing concept in a new and interesting way. Those working on the team enjoy the series and are looking forward to honoring it with production of ThiefX.

3.0 Game Concepts Overview

The main concepts for the game are rooted in LGS’s Thief and Thief 2 and emphasis stealth and dexterity over firepower and brawn. This means that the game will be centering on thought out actions rather than a “shoot everything on the screen” mentality. Game features will be centering on enhancing gameplay and the depth of the virtual environment.
-- Advanced environmental variables such as weather, night/daylight, and immediate atmosphere (water, air, other) will affect mission objectives and progression through the mission.
-- Multiple detection modes, the AI will take temperature and motion variables into consideration as well as audio and visual variables to detect the player.

-- Enhanced player control and movement. Given the high tech fantasy nature of the game, the player will be able to perform advanced acrobatics in order to maneuver around obstacles and enemies.

--What you do matters. Who you kill, what you steal, and who knows you were there will decide how much more is waiting for you in the next level. Is the extra 5 minutes to shut off that generator worth it?
--Dynamic, multi-personality AI. Know your enemy and know if he knows you because your every day rent-a-cop thinks different than a hired hunter-killer mercenary cyborg. They learn from your mistakes and your tricks, too. How often is that fake ID going to work?

--Intense visuals and sound. Getting caught can be the semi-transparent form of a cloaked guard or the faint mechanical whir of a cyborg’s joints.


All of the above mechanics will fit into the story as a way to keep the player hung between tense, engrossed, and cunning. Also, with use of the AI engine, the game will react to the player and give personal feed back more potent than any other game to date.

4.0 Game Back Story

ThiefX is set in a futuristic world that has advanced heavily in technology but has darkened under corruption and crime. The streets are generally safe and violent crimes are no more extensive than present day but corporate crime has been taken to a new level. Hiring mercenaries to destroy competitor’s resources, steal information, or blatantly kill off members of a rival company is commonplace. ”Market War” has been taken to a new level and fair business is no where to be seen. Companies hire their security staff from pools of mercenaries, professionals, or constructed artificial life forms. The main character is one of the mercenary thieves used to snatch information from another company. Like most of these thieves he remains neutral as far as company politics go, donating their services to the highest bidder and ultimately watching out for themselves. The game starts just before the main character is involved with the global plot, a simple job to sabotage a research pool of a small data storage firm. This will introduce the player into the basics of the game and provide the “training” that become the backbone of the game. From here the game moves into the serious plot devices and introduces the player and character to The Suit.

The Suit is the primary in-game enabler for the character. It is a sophisticated body suit that provides the wearer with virtual invisibility. The Suit is provided by contract with one of the more persuasive Senators in the current government. The job entails breaking into an incredibly powerful genetics firm’s data storage locker and simply retrieving some information. As more information is made aware to the player and the character, the plot twists through backstabbing, revenge, and trickery as 3 major groups are tossed into the power struggle. The first, a genetics corporation, is attempting to create a virus which would allow them to take over the world from behind the scenes. The second is the Senator used as a guinea pig for the project’s active experimentation phase. The third would be the thief, caught in the middle of the two with both sides trying to use him to get the other. Using a combination of ability, craftiness, and the suit that was supposed to keep him in check, the thief manages to outwit both corrupt groups and come out on top.
5.0 Product Flow Chart
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