Game Design Document:
Section 1: Title page
Faster Than Light
Intended for: PC
Release date: September 2012
PEGI rating:[image: ]

Age/Demographic:
The demographic for this game is people who enjoy making strategies and thinking of new and innovating ways to progress. I think people age 10 and up.
Section 2: Game Outline
Narrative:
The narrative of Faster than Light we want our players to follow making their own crew within space whilst traversing through the obstacles such as Rebels, pirates and other races ships. All this whilst traversing the Galaxy. The player's goal is to travel between 8 sectors and deliver information to the Federation fleet. The Rebellion will try stop the players crew from doing this.
Game Flow:
A rogue-like spaceship strategy, which follows the player’s crew in which the player is the commander of the ship. You must travel through 8 different sectors to deliver crucial information to the Galactic Federation.


Section 3: Races and player controls
Races:
Human: Most common race They learn skills faster but require less XP to learn skills. Cheap to hire. Humans hail from Earth and is one of the most common races in the Galaxy. They are a part of the Galactic Federation as well as the Rebellion. 
Characteristics:
-10% experience requirements.
[image: ]I wanted some variations in design this is because with the Humans they are a different and expressive species.

Engi: A mysterious race they are mostly mechanical. Known as great engineers. A very intelligent species although they are fragile. They are immune to most diseases. To humans Engi are a scientific anomaly.
Characteristics:
200% repair speed, Combat damage 50%. A little more expensive to hire.
[image: ]



Mantis: They are man sized praying Mantes. They are known for being violent. Great at repelling boarders. More about Mantes themselves they are unmatched in 1 on 1 combat. They possess acidic saliva which can melt metal alloys and flesh.
Characteristics: 
Repair speed 50% Combat damage: 150% Movement speed: 120%[image: ]












Rockmen: Rare to see the Rockmen but very durable. They are physically strong due to their skin. Their skin isn't rock just has the same toughness as it. Rockmen are known for not being adventurous and consistently found in their own territories.
Characteristics:
Increased HP up to 150, Movement speed 50%, Firefighting speed 170% and immune to fire
Percentages of some characteristics are subject to change.
[image: ]

More races will be made but this is a few examples and concepts I made. The races made so far have clear roles in the crew.
Factions:
The Galactic Federation:
The Galactic Federation is a small and weakened faction mainly comprised of Humans but also a smaller amount of the other races. The biggest supporters for The Galactic Federation are Engi. The Federation were a powerful peacekeeping force but due to the Rebellion they have been weakened.
The Rebellion:
The Rebellion is a Human Supremacist movement. They defeated the Galactic Federation in a civil war (might change later in development) which killed millions. Has a non-aggression pact with the Engi. Although they don’t like aliens, they don’t mind making political truces which the Engi have proven. Their goal is to conquer and will go to extremes to aid.
[image: ]



Player Controls:
[image: ]






In this concept I cover a lot of controls A big part of the game is the ship you Pilot so I did a sketch of a ship. I then assigned rooms you would move your crew around in. After this I did sketches of what could be the user interface and what you will control for example the health/Hull. 
The main thing you control is your crew moving around the ship to defend against attackers. You need to keep track of your energy and how much certain aspects of your ship has such as O2. To move between sectors, I designed the Jump button to move through the sector.

[image: ]In this I show which areas in a sector you can travel too so there are 3 variations of nodes the players can travel to such as Nebulas which makes a different random event happen to normal, your sensors won’t work but it slows the Rebellions advances. Civilian nodes have unique scenarios per sector. There could be a Hostile sector which offers high risk for reward. 
The hostile segments are either fights with Pirates, The Rebellion or enemy ships of different races. For the menu after this I want to design a menu where you choose between different types of segments. To open this menu, you click “JUMP” from the previous concept shown. Another alternative to letting the player know what certain areas are just to name them “unvisited zones" this could help with making the game unpredictable.


Section 4: Gameplay
Sequence of Play:
Faster than Light doesn't have story but through the events they can pick out more details about the world. The game is divvied up into 8 segments, and the player has the choice of which segments to travel to. In segments there are nodes that the player chooses between.
[image: ]Some examples of events are to get attacked by the Rebellion or Pirates. A shop to buy crewmembers. The main set pieces the players will see is the ships but mainly the ship you're the commander of. There are unique ships for each race and faction which can keep players engaged as they find out about the factions and the races.
[image: ][image: ]Different ship concepts:


Unique Selling points:
The unique aspect of this game is the strategic ship combat as well as the unique events/challenges the players will face. 1 of the challenges the player will face is fighting enemy ships. And the other type of event is a choice which can go wrong, nothing happens or benefit you maybe get you a weapon or obtain new crew members from a shop. There is Augmentations which are obtained through events or stores which will give your ship a stat boost.
 [image: ]


Section 5: Game World
Game world:
[image: ]The game is in space as you are trying to avoid the Rebellion who is chasing after you. But some scenes might include an asteroid belt, nebula and a black hole(?). Instead of actual areas we want the players to think more about how the crew can live while delivering the information. 
[image: ]With music we want the players to have different emotions depending on the situation. For music in combat, I want an intense sci fi beat similar to songs from the Interstellar soundtrack (https://www.youtube.com/watch?v=YF1eYbfbH5k at 1:09:44) as it has an intense theme but not too much that it distracts the player. As for the downtime soundtrack, I had an idea to have a song that's calming.
[image: ][image: ]

Game Flow:                  Deliver  
                                                              Information to the 
                                                                             Federation



         The                                                                Then the  
player first decides                                      player sets out to 
which ship they start in                           travel between 8 sectors 
 and crewmembers                                              with events.


                                                                                   Random events such as 
Crew and ship can be                                 combat against enemy ships or a mini                         
randomly assigned                                        mini quest to respond to a distress
                                                                                           call for example.





Section 6: Game Experience
Game Experience: 
I want the theme of Faster Than Light to be a strategic sci-fi experience to make the players have a thought provoking and engaging playtime.
How is this going to be presented:
This feeling is going to be presented through the atmosphere our game will make, this is due to thinking of what crewmembers go where for maximum efficiency. 
Special interfaces:
Some interfaces in Faster Than Light is the Combat menu where you see enemy ships and where to target them. Another one is the choice menu pop up for you to decide between choices. The choice between nodes and segments also have their own unique interfaces.


What will the player first see when they Start the game:
The player will be greeted with a main menu in which you can choose between ships and layouts, then your crew members and customise them between race and gender. You can randomise the ship same with the crew and weapons. I sketched out a layout of what I want the start if the game screen to be. I included a difficulty slider, if the player wants a challenge, they can have one by increasing the difficulty. There are Augmentations which can be obtained through events or at stores.
[image: ]


What emotions does the game invoke:
I want the player to feel attached to their crew and think of ways to keep them alive. The feeling I want to get across to the player is to have their thoughts provoked and interested in solving and surviving events. I want the player to feel like the Commander of their own ship which a lot of people interested sci-fi will enjoy. 
How will sound and music be used:
During combat I want the music to make it tense so the players know that it’s imperative to survive. I will also use the music before and after fights as a downtime to help the player focus on strategy to recuperate.


How does the player navigate the Shell Menus:

    


Section 7: Gameplay Mechanics:
Gameplay mechanics:
	Name:
	 Crewmembers (Humans, Mantis, Rockmen e.g.)

	What does it look like?
	They can be different races to the players discretion.

	Effect on Player
	Mans areas around your ship such as the Engine and pilot areas.

	When will it feature in the game
	When you decide your ship layout and crew design.


[image: ]


	Name:
	Spaceship

	What does it look like?
	Theres different variations for races and factions.

	Effect on Player
	Moves between nodes and sections

	When will it feature in the game
	At the start and throughout the game



	Name:
	Events

	What does it look like?
	A screen that pops up with text.

	Effect on Player
	Chance for reward and also harm where the player has to weigh options.

	When will it feature in the game
	When you travel between nodes



	Name:
	Nebulas

	What does it look like?
	It is a blue and purple cloud surrounding a node.

	Effect on Player
	Sensors don’t work in the zone but can offer more rewards also has unique scenarios for events

	When will it feature in the game
	As one of the nodes being randomly assigned




	Name:
	Weapons

	What does it look like?
	Many variations and different types

	Effect on Player
	Helps the player combat enemy ships

	When will it feature in the game
	While making ships and buyable.



	Name:
	Drones

	What does it look like?
	A flying drone that has multiple variations.

	Effect on Player
	aids your ship or helping you attack enemies.

	When will it feature in the game
	When you make your ship and in shops to help throughout the game.









Hazards:
	Name:
	Asteroid field

	What does it look like?
	Rocks flying by and hitting your ship

	Effect on Player
	While in this node you will have asteroids striking your ship.

	When will it feature in the game
	When traversing through any sector it could appear.



	Name:
	Solar Flares

	What does it look like?
	A red star like the sun.

	Effect on Player
	It sets the players ship on fire.

	When will it feature in the game
	When traversing through nodes has a chance to appear.








Power ups:
	Name:
	Augmentations

	What does it look like?
	A variety of items with different designs.

	Effect on Player
	Applies status bonuses or new abilities.

	When will it feature in the game
	In shops and from events.



Game Economy:
The economy in Faster Than Light is scraps it is a valuable resource to all races and for reference to hire a human its 45 scraps and 50 scraps to hire an Engi. Scrap is collected through random events. And scraps are required for weapons, augmentations, Drones and Crewmembers. Scraps are also used to upgrade the ship.







Section 8 Enemies:
Enemies:
· Rebellion
· Pirates
Enemy details:
	Name:
	Rebellion

	What does it look like?
	Lots of different variations of rebel ships with different equipment

	Attacks
	Depends on the Equipment.

	When will it feature in game?
	When the player goes to events.

	How does the player defeat it?
	Using their equipment to damage parts of the ship.

	What does the player earn for defeating them.
	Scrap and sometimes weapons and items


	
	Name:
	Pirates

	What does it look like?
	Has a similar design as rebel ships

	Attacks
	Depends on weapons, Drones and Augments

	When will it feature in game?
	When the player gets attacked

	How does the player defeat it?
	Using weapons and drones.

	What does the player earn for defeating them.
	Scrap and sometimes weapons and items.



Boss Character:
· Rebel Flagship
Boss character details:
	Name:
	Rebel Flagship

	What does it look like?
	It is bigger and wider than the regular Rebel ships and has 4 weapons.

	Attacks
	4 weapons and multiple drones.

	When will it feature in game?
	At the end of sector 8

	How does the player defeat it?
	Strategically attacking segments of the ship which keeps it afloat.

	What does the player earn for defeating them.
	Victory and finishing the game











Section 10: Bonus Materials:
Bonus Materials and Replay Value:
After completing certain things in the game, the player will unlock more ships to customise, weapons and drones to keep the player engaged. Have a few Ideas for more content either DLC or updates such as more races to expand the world.

Start


Main Menu


Quit


Settings


Load Game


Ship/crew customisation


Go into the node selection menu


Pause in combat to move crew around


Sector selection menu
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