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FTL: Faster Than Light [1]


	
INTENDED PLATFORMS

	Windows/Steam, macOS, Linux and iPad




	TARGET AGE / DEMOGRAPHIC OF PLAYERS

	The demographic we are looking at is ideally 16+ based on who would watch tv shows or boardgames that are similar in nature to the game concept being Star Trek [2], Battlestar Gallactica [3] where the action is a little slower paced and more command oriented with resources having to be traded and allocated than 1 man armies running around winning wars.





	INTENDED PEGI / ESRB RATING

	PEGI 12 – As there will be some bad language will be used within the game.





	CONTRIBUTING TEAM MEMBER:
	Iain Martin
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SECTION 1: TITLE PAGE	   	
Scott Rogers ‘Ten-Pager’ Template		






SECTION 2: GAME OUTLINE



	GAME STORY SUMMARY 

	You are on a small starship which will be crewed by members of a galactic federation, which has multiple races. 

Your ship is carrying data it has intercepted which will help defeat the rebellion but to do so you must take the plans to defeat the invasion force, that is currently winning a galactic war, to the federation fleet.

To reach the federation fleet you must pass through multiple sectors passing multiple planets evading the following rebellion fleet and facing and evading various other threats along the way.

Along the way you will find resources to aid your quest, from weapons to additional crew to upgrades to your ship, you will also find other allies to help delay the pursuing forces.

[image: ]
Fig. 1. Battlestar Galactica, facing off with a Basestar [3]

[image: ]
Fig. 2.Star Wars: A New Hope, Tantive IV Trying to escape with plans [4]






	GAME FLOW

	
A top down Strategy Rogue-Like/Lite finds your ship and crew carrying data where you must pass through different sectors jumping from planet to planet with multiple rewards and hazards, until you reach the Federation Fleet to deliver the data which is key to defeating the rebellion.
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SECTION 3: MAIN CHARACTER(S)
& PLAYER CONTROLS





	CHARACTER APPEARANCE

	There is no central main character outside of the ship and all NPC characters that are part of the crew are controlled by the player.

	CHARACTER DOSSIER / DETAILS (Add/adjust categories as appropriate)

	GENDER:
	Male/Female

	SPECIES:
	Human

	FACTION:
	Federation/Rebels/Pirates

	Concept
	[image: ]
Fig. 3. From Creating Space The art of FTL [5]

	Abilities
	Humans are faster at learning skills

	CHARACTER DOSSIER / DETAILS (Add/adjust categories as appropriate)

	GENDER:
	Non Gender

	SPECIES:
	The Engi

	FACTION:
	Federation/Pirates

	Concept
	[image: ]
Fig. 4. From Creating Space The art of FTL [5]

	Abilities
	The Engi are faster at repairing but weak at fighting

	CHARACTER DOSSIER / DETAILS (Add/adjust categories as appropriate)

	GENDER:
	Non Gender

	SPECIES:
	The Mantis

	FACTION:
	Federation/Pirates

	Concept
	[image: ]
Fig. 5. From Creating Space The art of FTL [5]

	Abilities
	The Mantis are weak at repairing but strong at combat and move faster

	CHARACTER DOSSIER / DETAILS (Add/adjust categories as appropriate)

	GENDER:
	Non Gender

	SPECIES:
	The Zoltan

	FACTION:
	Federation/Pirates

	Concept
	[image: ]
Fig. 6. From Creating Space The art of FTL [5]

	Abilities
	The Zotan provide 1 power in the room they are in

	CHARACTER DOSSIER / DETAILS (Add/adjust categories as appropriate)

	GENDER:
	Male

	SPECIES:
	The Rockmen

	FACTION:
	Federation/Pirates

	Concept
	[image: ]
Fig. 7. From Creating Space The art of FTL [5]

	Abilities
	The Rockmen are immune to fire but are slow to move

	CHARACTER DOSSIER / DETAILS (Add/adjust categories as appropriate)

	GENDER:
	Non Gender

	SPECIES:
	The Slugs

	FACTION:
	Federation/Pirates

	Concept
	[image: ]
Fig. 8. From Creating Space The art of FTL [5]

	Abilities
	The Slugs can detect NPCs even when sensors are down and cannot be mind controlled

	CHARACTER DOSSIER / DETAILS (Add/adjust categories as appropriate)

	GENDER:
	Non Gender

	SPECIES:
	The Crystalline Beings

	FACTION:
	Federation/Pirates

	Concept
	[image: ]
Fig. 9. From Creating Space The art of FTL [5]

	Abilities
	The Crystalline Beings can lockdown a room using their crystal coating.




	CHARACTER’S BACKSTORY

	Humans – Are most associated with The Federation as they where the main species who helped establish The Federation.


Fig. 10. The Federation Concept Ship [5]

The Engi – Close friends of The Federation and made up of nano bots they prefer mechanical work and research over combat.
[image: ]
Fig. 11. The Engi Concept Ships [5]

The Mantis – An aggressive race that expands its borders through rapid breeding, their only weakness is their lack of technical know how but is made up with their fighting prowess.
[image: ]
Fig. 12. The Mantis Concept Ships [5]

The Zoltan – The oldest race in the known galaxy and their bodies are made up of pure energy, giving them the ability to power equipment through their own bodily energy.
[image: ]
Fig. 13. The Zoltan Concept Ships [5]

The Rockmen – Although xenophobic they became part of The Federation to keep the peace, they are hardy and immune to fire.
[image: ]
Fig. 14. The Rockmen Concept Ships [5]

The Slugs – Telepathic slugs with a sense of morality only in their own race and have no issues with using their powers on other races, they tend to stay to nebulas due to their ability to sense other races without the use of sensors.
[image: ]
Fig. 15. The Slugs Concept Ships [5]
The Crystalline Beings - Are an evolutionary off shoot of The Rockmen, made of crystals and not rock they have avoided conflict and contact until recently.
[image: ]
Fig. 16. The Crystalline Beings Concept Ships [5]

The Rebels – Are made up of aggressive humans who do not believe in the federations policies and seek to break the federation apart
[image: ]
Fig. 17. The Rebels Concept Ships [5]

[image: ]
Fig. 18. The Rebels Flagship Concept [5]




	CHARACTER CONTROLS / PLAYER CONTROLS

	Game can be controlled with only the mouse and only requires 2 buttons.



Fig. 19. Logitech G502 Lightspeed [6]

Keyboard (bindable keys) can be used for hot keys for quickness although not required.


Fig. 20. Logitech G513 [6]


iPad/Touchscreen selection and actions can be done with 1 finger with 2 fingers required for AoE type weapons.

Fig. 21. iPad [7]
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SECTION 3: MAIN CHARACTER(S) & PLAYER CONTROLS 
Scott Rogers ‘Ten-Pager’ Template	   	





SECTION 4: GAMEPLAY


	SEQUENCE OF PLAY

	There is a single story to reach the final sector. This is done by reaching the end of each sector by traveling from point of interest to point of interest with the data to help defeat the rebels, along the way there are additional random story elements that can be found from escorting refugees to helping with supplies and fending off pirates, the player will also come across Rebel Ships trying to slow the player down or destroy them.

Each sector can be related to a specific race or may be un-owned which will determine the types of enemies and quests that may be found, within each of the sectors there is a chance of locating a store which will allow the player to pay for new items to help on the quest to the finish.

There are multiple ships that can be used giving the player more options on how their game starts with different load outs and crew.

The big set piece comes in the final sector where the player must chase down the Rebels Flagship to destroy it and end the Rebel invasion.




	UNIQUE SELLING POINTS (USPs)

	Each game although has the same end point, is unique in the voyage due to the RNG of each system and sector the player visits.

Simulates the loss of Oxygen from open rooms, which can be used to help defeat boarding actions or fires that would otherwise go out of control.

Lots of different weapon types all with unique damage and attack characteristics from single shot, high powered lasers, to massive missiles and bombs bypassing shields.

This game will put the player in the position of captaining the ship making judgment calls on where to assign personal power and upgrades, it puts the player in the role of command not just telling a ship to go to x location and shoot, you must manage everything.




	PLATFORM-SPECIFIC FEATURES

	On IOS this game will make use of touch screen.
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SECTION 5: GAME WORLD




	GAME WORLD

	Standard Beacon/Planet – Randomly selected background with planet and starfield


Fig. 22. Sketch of random standard beacon location



Fig. 23. Quick Photoshop of standard beacon location




	LOCATION DETAILS

	NAME:
	Standard Beacon/Planet Location

	WHAT DOES IT LOOK LIKE?
	Planet with a starfield background may occasionally have a nebula in the distance

	WHAT MOOD IS BEING INVOKED IN THIS LOCATION?

	If no enemies, it will be a welcome break from battles.
If there are enemies or a dangerous random encounter it will bring some dread otherwise the background should look neutral and the events give the mood.


	WHAT KIND OF MUSIC WILL BE USED FOR THIS LOCATION?
	Atmospheric light slow if no enemy, increased pace and louder if enemy present


	HOW ARE THE LOCATIONS CONNECTED IN THE GAME WORLD?
	These beacons are connected by pathways and reaching the exit jump point leads to the overall sector map



	GAME WORLD

	Nebula


Fig. 24. Sketch of nebula location



Fig. 25. Quick Photoshop of nebula location



	GAME WORLD

	Plasma/Ion Storm


Fig. 24. Sketch of plasma/ion storm location



Fig. 26. Quick Photoshop of plasma/ion storm location



	LOCATION DETAILS

	NAME:
	Plasma/Ion Storm

	WHAT DOES IT LOOK LIKE?
	Cloudy dusty deep purple similar to nebula but with lightning strikes

	WHAT MOOD IS BEING INVOKED IN THIS LOCATION?

	Worry as power levels will be halved, panic if there is enemies also.

	WHAT KIND OF MUSIC WILL BE USED FOR THIS LOCATION?
	Atmospheric light slow if no enemy, increased pace and louder if enemy present


	HOW ARE THE LOCATIONS CONNECTED IN THE GAME WORLD?
	These Plasma/Ion Storms are connected by pathways and reaching the exit jump point leads to the overall sector map



	LOCATION DETAILS

	NAME:
	Nebula

	WHAT DOES IT LOOK LIKE?
	Cloudy dusty deep purple

	WHAT MOOD IS BEING INVOKED IN THIS LOCATION?

	Worry as no sensors will be working unless player has a Slug crewman

	WHAT KIND OF MUSIC WILL BE USED FOR THIS LOCATION?
	Atmospheric light slow if no enemy, increased pace and louder if enemy present


	HOW ARE THE LOCATIONS CONNECTED IN THE GAME WORLD?
	These Nebula are connected by pathways and reaching the exit jump point leads to the overall sector map



	GAME FLOW

	
[image: ]
Fig. 27. Quick Flow of normal gameplay
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SECTION 6: GAME EXPERIENCE




	GAME EXPERIENCE

	This will be a hardcore Rogue-like starship simulator.











	HOW IS THIS FEELING GOING TO BE PRESENTED TO THE PLAYER?

	Players are in control of not just telling the ship where to go but making sure that power is allocated where it needs to be in any given situation and that the crew has oxygen, it will be very easy if RNG goes against the player to be defeated before even reaching the last sector, not only that by reaching the last sector with a ship worthy of taking on the Flagship.














	ARE THERE ANY SPECIAL MODES OR INTERFACES FOR GAMEPLAY?

	None at this time














	WHAT DOES THE PLAYER FIRST SEE WHEN THEY START THE GAME?

	


Fig. 28. Sketch of loading screen 



Fig. 29. Quick Photoshop example



Fig. 30. Sketch of Main Menu



Fig. 31. Quick Photoshop example






	WHAT EMOTIONS ARE MEANT TO BE INVOKED BY THE GAME?

	Players emotions should go from I can do this to flying by the seat of their pants as the difficulty ramps up, players should question their choices and have those moments of I should have purchased that weapon or got that upgrade and now is it too late is it game over or can they pull it together at the end.








	HOW ARE MUSIC AND SOUND GOING TO BE USED?

	Music will be quite relaxed when there is no combat, once in combat the music should increase in intensity.

Sounds will enhance the panic with explosions from attacks, sounds of fire as the ship is set alight, the sound of O2 leaking out of breaches while alarms blare as the ship takes increasing amounts of damage.

Add to this the sounds of environmental hazards, pulsars, asteroids and solar flares, with the player knowing they can’t escape if they are still locked in battle waiting for the jump drive to charge.



	HOW DOES THE PLAYER NAVIGATE THE SHELL MENUS/ SCREENS OF THE GAME?

	
[image: ]
Fig. 32. Pause Menu Flow

[image: ]
Fig. 33. Main Menu Flow

[image: ]
Fig. 33. Shop Flow
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SECTION 7: GAMEPLAY MECHANICS



	GAMEPLAY MECHANICS

	



	MECHANIC DETAILS

	NAME:
	Open Airlocks/Doors.

	WHAT DOES IT LOOK LIKE?
	Airlocks/Doors Open.


	EFFECT ON PLAYER:

	Can be used to starve fires of oxygen to put them out or to starve most enemy boarders of oxygen and kill them.



	WHEN WILL IT FEATURE IN THE GAME?
	From the start as long as the door controls are not damaged.



	MECHANIC DETAILS

	NAME:
	Cloaking.

	WHAT DOES IT LOOK LIKE?
	Ship appears translucent.


	EFFECT ON PLAYER:

	Can be used to delay enemy attacks or dodge incoming attacks while allowing players weapons to charge.



	WHEN WILL IT FEATURE IN THE GAME?
	From the start if the ship selected has this equipment, otherwise must be purchased from a store in the sectors when available.







	HAZARD DETAILS

	NAME:
	Fires

	WHAT DOES IT LOOK LIKE?
	Simple fire effect on 1 tile.


	EFFECT ON PLAYER:

	Damages rooms and characters, can spread to other rooms.

	WHEN WILL IT FEATURE IN THE GAME?
	When taking damage from weapons with fire keyword or from solar flares.





	HAZARD DETAILS

	NAME:
	Breaches.

	WHAT DOES IT LOOK LIKE?
	Cracked open floor tiles


	EFFECT ON PLAYER:

	Reduces O2 in room, can kill characters over time from no oxygen


	WHEN WILL IT FEATURE IN THE GAME?
	When hit by certain weapons that have the breach keyword




	HAZARD DETAILS

	NAME:
	Solar Flare from Red Giant Star

	WHAT DOES IT LOOK LIKE?
	Danger UI element with a sun, red sun in background charging sound before screen flashes.

	EFFECT ON PLAYER:

	Damages ship and causes fires.

	WHEN WILL IT FEATURE IN THE GAME?
	When orbiting a Red Giant Star in a sector




	HAZARD DETAILS

	NAME:
	Asteroid Field

	WHAT DOES IT LOOK LIKE?
	Danger UI element with an asteroid, an area of space full of asteroids.


	EFFECT ON PLAYER:

	Can take down shields and damage ship.

	WHEN WILL IT FEATURE IN THE GAME?
	When orbiting an asteroid field in a sector




	HAZARD DETAILS

	NAME:
	Pulsar.

	WHAT DOES IT LOOK LIKE?
	Danger UI element with a circle with ring around it, a bright white pulsar in the background, flashes the screen white when pulsing.

	EFFECT ON PLAYER:

	Does Ion damage based on power in effected rooms.

	WHEN WILL IT FEATURE IN THE GAME?
	Only with advanced edition active when orbiting a pulsar in a sector.




	HAZARD DETAILS

	NAME:
	Nebula

	WHAT DOES IT LOOK LIKE?
	Warning UI element with a cloud in the middle, purple cloud of gas in the background.

	EFFECT ON PLAYER:

	Disables sensors, slows the Rebels chasing the player.

	WHEN WILL IT FEATURE IN THE GAME?
	When entering a nebula sector or entering a nebula point in a sector.




	HAZARD DETAILS

	NAME:
	Plasma Storms

	WHAT DOES IT LOOK LIKE?
	Warning UI element with a lightning bolt in the middle, purple cloud of gas in the background.

	EFFECT ON PLAYER:

	Reduces reactor output by half.

	WHEN WILL IT FEATURE IN THE GAME?
	When entering a plasma storm point in a sector.




	HAZARD DETAILS

	NAME:
	Anti Ship Battery

	WHAT DOES IT LOOK LIKE?
	Danger UI element with a ASB in the middle, rebel ships in the background firing at players ship

	EFFECT ON PLAYER:

	Shield penetrating hits on players ship.

	WHEN WILL IT FEATURE IN THE GAME?
	When overtaken by the rebel fleet or in the final battle if there is a rebel presence at the point in the sector.





	COLLECTIBLE ITEMS

	

	COLLECTIBLE DETAILS

	NAME:
	Scrap


	WHAT DOES IT LOOK LIKE?
	Small cog like UI element, does not have a model in itself


	BENEFIT FOR PLAYER:

	Can be used to buy crew, drones, weapons, ship upgrades, ship equipment, repairs, fuel, ammunition and drone parts.

It can also be used in tasks given by NPCs, from paying tolls to helping other factions.

	WHEN WILL IT FEATURE IN THE GAME?
	From the start


	CAN IT BE USED AS CURRENCY?
	Yes


	WILL IT EARN PLAYERS AN ACHIEVEMENT?
	No


	COLLECTIBLE DETAILS

	NAME:
	Missiles

	WHAT DOES IT LOOK LIKE?
	Small Missile UI element, dependent on weapon used it can either be a missile or a mine/bomb

	BENEFIT FOR PLAYER:

	Can be used to damage enemies or in some cases heal or stun.


	WHEN WILL IT FEATURE IN THE GAME?
	From the start if the ship comes equipped with a bomb/missile launcher.


	CAN IT BE USED AS CURRENCY?
	Only in trade with NPC quests

	WILL IT EARN PLAYERS AN ACHIEVEMENT?
	No


	COLLECTIBLE DETAILS

	NAME:
	Drone Parts

	WHAT DOES IT LOOK LIKE?
	Small robot head like UI element, depending on the drone created it can look humanoid or a floating orb with various different offensive and defensive weapons.

	BENEFIT FOR PLAYER:

	Can be used to create drones.

	WHEN WILL IT FEATURE IN THE GAME?
	From the start if the ship comes equipped with drones and a drone control.

	CAN IT BE USED AS CURRENCY?
	Only in trade with NPC quests.


	WILL IT EARN PLAYERS AN ACHIEVEMENT?
	No






	GAME ECONOMY

	The economy is based on scrap to buy additional crew, drones, weapons, ship upgrades, ship equipment, repairs, fuel, ammunition and drone parts.

Weapons, ship equipment and drones can be sold to stores which can be found in most sectors, stores sell random items from the above list, each store having a randomly generated item list available, however they should all sell fuel, ammunition and drone parts as well as repairs for the players ship.

Scrap is gained either from selling to stores, completing quests or defeating enemy ships, scrap income can be increased with certain ship upgrades.
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SECTION 8: ENEMIES




	LIST OF ENEMIES

	[image: ]
Fig. 17. The Rebels Concept Ships [5]

Rebel ships will have wings that can be swapped out with the different cockpits to give more variation in design although as the player progresses through the sectors they will get increasingly better power systems, shields and weapons.

Pirates will use a mix of races ships but will have a purple paint scheme and pirate symbols to differentiate them.

As per Scott Rogers all ships should have unique silhouettes so that “you can immediately distinguish one character from another” or in this case the ships. [8]



	ENEMY DETAILS

	NAME:
	Enemy ships Rebel and Pirates.

	WHAT DOES IT LOOK LIKE?
	Similar to Federation ships but more angular and aggressive looking


	ATTACKS:

	Ships will have differing weapons dependent on how far into a game the player is.

	WHEN WILL IT FEATURE IN THE GAME?
	Due to the RNG nature these can appear at any beacon point in a sector


	HOW DOES THE PLAYER DEFEAT IT?
	Taking down the shields and causing enough hull damage to cause the ship to explode or killing the crew by boarding or taking out the O2 generator

	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	The player will earn some of the following, Missiles, Drone Parts, Scrap, Weapons, Drones.




	LIST OF BOSS CHARACTERS

	The Rebel Flag Ship will be a large ship with 4 large boss variant weapons and a large crew compliment, the Rebel Flag Ship should have 3 phases and when taking enough damage will warp away and lose part of itself, becoming weaker from losing some weapons and abilities but will gain others for each stage, as the player fights it more and does more damage until the player defeats the Rebel Flag Ship.

Killing all the crew should not result in a ship death instead it will be taken over by AI, this should surprise players who aim to kill only the crew.















	BOSS CHARACTER DETAILS

	NAME:
	Rebel Flag Ship


	WHAT DOES IT LOOK LIKE?

	

	ATTACKS:

	Stage 1 - Boss Ion, Boss Laser, Boss Missile, Boss Beam, Hacking Drone
Stage 2 – Boss Laser, Boss Missile, Boss Beam, Combat/Antiship beam/Defence drones + Boss Boarding Drone, Power Surge
Stage 3 – Boss Laser, Boss Missile, Power Surge, Teleporter Boarding

	WHEN WILL IT FEATURE IN THE GAME?
	Final Sector



	HOW DOES THE PLAYER DEFEAT IT?
	The player needs to defeat the Rebel Flag Ship 3 times to destroy it


	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	End screen showing ship name and the names of the crew who survived.
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SECTION 9: CUTSCENES



	CUTSCENES

	
There are to be no cutscenes at most is an end screen shown with victory, what ship you used and crew members who survived. 



	CUTSCENE DETAILS (use this table for each unique cutscene you include)

	VISUAL STYLE:
	(examples: 2D pre-rendered cutscene, live action, etc.)


	BRIEF DESCRIPTION OF SCENE:

	

	WHEN WILL IT FEATURE IN THE GAME?
	



	PURPOSE:
	(examples: is this scene included to introduce a new character, ability, plot point, etc.)



(NOTE: Copy-paste the tables in this section as necessary for each cutscene you wish to feature.)

	CONTRIBUTING TEAM MEMBER:
	Iain Martin
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SECTION 10: BONUS MATERIALS



	BONUS MATERIALS

	There are to be multiple ships, each with 2 - 3 variations. These will let players work towards ships that they may find fits their style of play, each ship should have an A, B and C variant which will give different loadouts of crew weapons and equipment in addition to a different room layout. These will be unlockable by completing certain tasks within the main game.






	REPLAY VALUE

	Due to the RNG nature of each playthrough it will give players a chance to unlock and use different equipment, upgrades and weapons in addition to each run will have different encounters, throw in the different ship variants to unlock by completing specific tasks and trying to beat their last score will give the player a lot of replay-ability.
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