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1. GAME OVERVIEW

1.1 The Concept

So you stagger out of the new opening in the.side of your star
ship, fumbling with your flashlight to keep it lit. The smell of burnt
metal, plastic, and fresh pine fill the air and cause you to start to
gag. fAt least the air is breathable,0 you cough to yourself
reassuringly. A constant ringing and the sound of tearing metal
burns your ears to the point of tears. Everything is red, foris that
just my imagination?d Up ahead the forest is green; greener than the
deepest shade of the ocean; greener than a rainbow after a
rainstorm; greener than ever existed. However, everywhere but
straight ahead was red, red with flames; flames that would stretch
leagues behind the ship engulfing and consuming all in their path as
if they were the devils own hands 1 his fingers reaching out and
swallowing anything that gro ws and lives. The shimmering blanket of
death sweeps into your vision. How beautiful a site, the contrast of
the most vibrant shades of red and the purest, most serene hue of
green as they dance i a swirling dance of sparks and leaves i a
perpetual dance of life and death. iWhat have we doneé 0

1.1.1 The Hook

As | said earlier, game play is what keeps the player playing. In
The Fifth Day, the hook is the multiplayer options available.
Multiplayer is the future of gaming i humans are a social species
and when we coup ourselves up in our basements for days, avoiding
all human contact, just to play the newest RPG, we are Killing
ourselves; slowly but surely, we are killing ourselves.

The Fifth Day has an extensive multiplayer base (covered later
in this document). | will talk about the story -mode multiplayer first.

1.1.1.1 Story -Mode

In story-mode, the player who originally starts the game (ie. Player 1) can choose how many other players
(whether human or Al controlled) he/she wishes to play with as a team -based game. In this mode, the players only
have the choice of playing as Marines/Soldiers This choice does affect the game play and the story progression as
well as the difficulty and game length. The ma ximum amount of players in one game will be eight, however. Players (|
will refer to Al controlled bots as NPC& from now on) playing with, say, six players will be forced to play much more
strategically than, for example, only 2 players.

1.1.1.2 Versus Mu ltiplayer -Mode

Consisting of Deathmatch, Capture the flag (CTF), King of the Hill, Team Deathmatch, and Dino vs. Human, this
part of the game is the main hook in this game. This mode is meant to capture the players for more than just the
projected 18 hours of game play set out for the story -mode. The versus mode is where teammates get to duke it out
in a test of skill to see who is the best amongst themselves. Even if the novelty of fragging your friends in game wears
off, there will still be thousands of p layers online just waiting to frag you next. Dino vs. Human is there for those die -

hard people out there that will surely get it into their
heads that one is better than the other is. This gives
them a chance to see if they are right, or if the other
is truly the strongest race.

1.1.2 The Fantasy

When Turok® was released for the N64?, it was a
huge hit. Being one of the first FPS games for that
generation of systems aside, it was popular because
of the dinosaur aspect. The Fifth Day will bring that
same idea bad in next-gen on the XBOX 360 as well
as for higher end PC&. During the story-mode,
players will have to face a variety of different
dinosaurs, but the focus will be on the velociraptors,
they will be the most fought and the most seen
dinosaur in The Fift h Day .

Players will be equipped with some futuristic
weaponry; however, most of the higher powered and
stronger weapons were destroyed in the crash or else
have energy to power them. The play will be primarily
based on ammo-based weaponry. Not many
explosives will be available to use in the game (ie. No
rocket launchers / grenade launchers). Players will be
able to use grenades i both old fashion gunpowder
grenades as well as more futuristic grenades (ie.
Somewhat like in Halo® with the gunpowder grenades
and the alien grenades). Detailed weapon information
can be found at A3.5 Weapons & Toolsd on page 7.

1.1.3 The Core Activity

For the most part of the game, the action and game play will revolve around the player strategically avoi ding, or
when confronted (or confronting), using weapons to both fend off and kill the dinosaurs. This game play element
stands out as the focus of the game. Other activities can be found under 3. Game Playoon page 3.

1.2  Confl ict Overview

The main conflict is the broken and non-functioning ships that your crew crash-landed in; however, the conflict
throughout the game revolves around the struggle between man and nature, or more specifically, the dinosaur species
in general. From the get-go, the player should have the importance of fixing the ship and the urgency of finding his
family imbedded in his/her mind. This conflict will be thrust upon the player, whereas the conflict between the
dinosaurs shall be instilled as the player progresses throughout the game. There will be conflict with your fellow
crewmembers in a few instances as well, but that will be covered in /6.4 Conflict Detailsd on page 12.
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1.3 Key Features

A player gets to play with his own c ustom name. Liam is simply the default main character@ name. There will be
voice acting, but in all cases involving the main character, he will be referred to as either chief, commander, father,
hun, etc. Never by his real name.

There will be an experience and leveling system implemented. Characters will initially be able to configure their
own character on a very basic level, and build him up as the game progresses.

2. Market Research

The Fifth Day is defiantly targeting the male audience, ages 15-40. This will be a Mature (M) rated game (according
to the ESRB) and all aspects will be tailored towards the more mature gaming audience. 16.9% of PC ames sold in
2004 were First Person Shooter games. With The Fifth Day, | plan to raise that statistic by 1% to 17. 9% by the end of
2006. Also 16% of games sold in 2004 were rated Mature (M). | aim to have that number raised by 1% before last
quarter 2006.

2.1  Similar Titles
There are many similar titles. Some of the most famous and best selling are théeHgdimes, he Doom
series, the Quake series, and the Unreal Tournament series.

3. Game Play

3.1 The Core Game Experiences
The core feeling the player(s) will have throughout the game play of The Fifth Day will be a combination of both
fear and anticipation; the feeling of adrenaline pulsing through your body.

The deluge cascades down through the deep green canopy: You scan the dense undergrowth all around you,
aware that you cannot see anything beyond 20 feet I even at that distance everything is a blur. The perpetual
sound of rain splashing down even makes conversation a tedious task, but conversation is something you wish
to avoid at this current moment. An unnatural rustle of bushes off to your right catches your attention, Ailheyde
just like cockroaches, 0 you whisper to yourself, Af you see one, you know thered a lot more around.o You
watch the quivering bush as it slows and stops, fRaptors,0 you shrug uncomfortably and re-aaqjust your assault
rifle as you walk. The bushes shake off to your other side, and again out in front. You stop walking and motion
your crew to do likewise. iMaybe |@n imagining things, maybe it& just the rain, maybeé o

The player will experience a few different emotions throughout the game, however. A crash course of feelings and
emotions starting with fear and urgency will drive the player into the beginnings of the game. As the story progresses
the player will feel joy when first finding his son, a mix of elation and worry as he finds his wife and daughter, the
blow of guilt and self -hate when his wife is killed while he is transporting her, the anxiety when your daughter is hurt,
and the devastation when she dies. The player is forced to cope with these huge blows of emotion, a nd continue with
almost no time to grieve.

The game will be played in close quarters for the most part, to keep the tension high. The evergreen forests,
tropical forests, and inside the ships lend themselves to close-quarter combat. The beached areas of the game will be
the most open i mountainous regions will still play the mselves to close quartered combat. Mountains will be very
rugged, and the terrain very uneven leaving lots of gullies and ridges.

Weather will be another major part in developing the overall feel and mood of the game. The weather effects will

be, for the m ost part, extreme: torrential rains, deafening thunder, intense lightning, and possibly even blizzards in the
mountains.

Time will be tracked in-game and scaled to be at three times the speed time would normally pass (ie. 2 hours of
gaming will result in 6 hours of time passage in-game). This time tracking will affect both the weather, lighting (ie.
The sun [red ambiance] or the moon [a pale white ambiance]), how enemies react (Al), number enemy encounters,
and types of enemy encounters. Players will have the option to sleep through the night, nap during the day, or use
other forms of passing the time.

The game is played in
a first person point of
view, following the Half
Life* style of FPS. You will
not be able to see any
part of your body, while
playing the game, other
than the hands wielding
the current weapon or
picking up a specific
object. That means the
player is able to look
straight down and see the
ground he/she  would
normally be standing on
without any self -
obstructions.

3.2 The Goal
3.2.1 Ultimate Goal
Ultimately, the main
character and his crew
are trying to get home, or
at least back on course
for their mission. They are
lost and stranded on an
unknown and uncharted,

as far as they are aware, planet, and they wish to leave it. They will however, have to ¢ omplete a variety of

intermediate goals to see them on their way. See below

3.2.2 Intermediate Goals
3.2.21 The Radio

One of the first things the player discovers is that the radio is not working (they will learn this through a cut -scene
near the beginning of the game). The player then learns that the main character® son has a hobby of working with

electronics and would probably know how to fix it. (See 3.2.2.2 The Son)

After the player finds his son, they are still unable to fix the radio totally. His son believes t hat the radio is
functioning, but there is no network to receive the signals. They then must set up navigational beacons to build up a
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radio network on this planet i a small one, but one that that they can use temporarily for communication. (See 3.2.2.3
Navigational Beaconson page 5)

Even after this is set up, the communication is very-weak and not all communications (all party to party
communications will work fine, just not radio fro m further sources'i ie. Other crew members on other ships or distress
calls from other ships) will send in whole i they will'be partially scrambled and hard to understand.

3.2.2.2 David

The player must navigate to his son® ship after helping the injured crew members on his own ship when he first
crash lands (See 3.2.3.1 Helping The Injured Crew Members on page 5). Navigating to his son@ ship shall be fairly
easy for the player i the path will be suggested in the greenery and also there will be smoke billowing out above the
treetops from his son® ship. The trees will not be too enclosed in this first area, leaving breaks in the canopy quite
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frequently, to aid the player.

3.2.23 Finding The Wife A nd D aughter

The third ship the main character will find, much in the same way as he found the first one, will have his wife and
daughter inside. He will be aware of this as soon as the ship comes into site. On this ship however, there are
dinosaurs inside already and the player will have to either kill these or avoid them as much as possible. His wife and
daughter have locked themselves in one of the weapons storage rooms and refuse to open the door. The player will
then have to find.the ship commanders keycard to open the door. (For a more detailed breakdown of events, see 6.3
The Main Story on page 10).

3.224 Moving The Wife And Daughter To Safety

After discovering that there is no useful medical supplies on this ship the player will have to move his daughter
and injured wife to the next ship to bandage them up. During the night (while the players are sleeping in -game) a
group of dinosaurs will attack. (Sleep is mandatory for the party to regain strength. See 3.2.3. 4 Keeping Rested on
page 5) The player will awaken and fend off the dinosaurs with help from his crew 1 they must keep Monika. Susan
dies in the attack if she receives any damage at all (which is highly likely, and the default path of the story) i this will
affect the story. Elizabeth can sustain a small amount of damage; however, if Elizabethdiesi game over.

3.2.25 Setting Up A Guard

Once reaching the next ship (through the same process i each time gradually getting harder and harder), the
player will discover that the medical supplies on this ship is also very low and they will have to proceed to the next
ship in hopes to find some. This ship has not sustained as much damage though, and has a few crew members still
alive and for the most part, well. Th ey have obeyed their orders not to abandon ship, and the main character will ask
that they continue to watch over the ship. He also asks if they could possibly watch over his wife and daughter as
well, until he is able to bring back more medical supplies t 0 heal them. He accepts.

3.2.2.6 Path To The Next Ship

The path to the next ship is a much more enclosed space. The player enters a lush tropical forest with dense
undergrowth i the canopy does not break very often, and the terrain is fairly dark except for the be ams of light
streaming through the holes in the growth above. The player is given more freedom of movement in the sense that he
may now stray from the path by about half a mile in either direction. This will have to be done to find the next smoke
cloud that would show the player where the next ship is located. Also a beacon has to be set up somewhere, and the
highest ground possible is the best place to do it. This beacon is not mandatory, but will allow the player to
communicate with the ships earlier in t he game once the radio is fixed. Without this beacon there will be a missing link
in the network and no communications between these two areas will be possible.

3.2.2.7 Finding The Medical Supplies And Fixing The Radio

This ship, the cargo ship, is much more hospitable, having almost thirty crew still alive and only ten of which are
seriously injured. Most of the crew that are still alive are marines though and only two have any technological know -
how. They have also been attempting to get the radio up and running. Luckily they have done a pretty good job and
your son is able to fix it with the spare parts the player has picked up along the way. Even now, with the radio
network up and running, there is no communication outside of the planet. This is a strange fact d ue to all the
navigational beacons strengthening the signal. If the player set up a navigational beacon between this ship and the
one prior the main character will radio the other ship and tell them of the news and that they have the medical
supplies needead.

3.2.2.8 Returning

Upon returning, the player will discover the crew massacred. After searching the ship the player should find the
room where his wife and daughter are and attempt to free them. This time there is only a faint crying from inside the
room. After finding the keycard from the felled captain, the player will again find the room to be dark. Whe n the lights
are turned on it will cut to a cinematic (See 6.3 The Main Story on page 10).
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3.2.2.9 Back to the Cargo Ship

Here the player finds a similar scene to the one he just left behind i everyone is dead. Now most of the doors of
the ship are either open as they apparently have managed to get their ship back in almost operating order before they
were slaughtered. The players have free roam of this ship i only a few rooms have dinosaurs inside of them. Most of
the doors have a safety precaution installed on them to only open for a human life -form so some of the rooms have
dinosaurs that have chased a human in and not let it escape, sealing the dinosaur inside the room. Some of the
dinosaurs have died from ingesting certain liquids found in labs as well as a few other humarous deaths the player can
discover. There are lots of med supplies and ammunition as well as different weapons and grenades on this ship. The
player is encouraged to stock up as much as possible.

3.2.2.10  The Trek To The Last Ship

The terrain up to the final ship will change from the dense tropical forest to a more mountainous area. The last
ship has crashed in a mountain pass and will take a little while to get to. This area of the planet is highly populated
with dinosaurs and fights will be quite frequent. This ship is in the best shape and has a cruiser onboard that will be
able to transport the player into space after a few sma ll repairs. This ship also has an All Terrain Vehicle (ATV)
onboard, and is fully functional 7 the player will need to use this to go back to the cargo ship to grab a few missed
parts before going ahead and fixing the ship. Also the navigational beacon between the third ship and the cargo ship
will have to be placed in its appropriate position so they computer can determine the size of the planet and the escape
velocity for the ship when it is ready to go.

3.2.2.11 The Departure
After the ship is prepped and in working order, the player, his son, and the crew still alive all file into the ship. If

one or more of the players in the group are NPC players, the main character will exclaim that there is not enough
room for all of them and one of the NPC characters will go rogue and attempt to kill as many crew as he can. This
fight will take place in the control room of the main ship 1 away from the cruiser. Some major damage will be done to
the main ship and David warns that it was highly unstable to begin with and may de tonate at any time. The crew will
then make their way back to the cruiser and board. The rest of the game is cinematics (See 6. Story on page 10 for a
detailed description of all events).

3.2.3 Constant Goals
3.23.1 Helping The Injured Cre w Members

This will be done by using medical supplies picked up throughout the players journey. All players will have medical
supplies on them to begin with. In the beginning of the game there is a medical supply room with an abundance of
supplies. Every time the player helps a crew member he will receive an experience point. It is possible to help the
same crew member more than once if the player has the correct supplies; in this case, the player will receive double
the experience each consecutive time the crew member is helped (ie. 1, 2, 4, 8, etc.)

3.2.3.2 Finding Food Supplies

Food will be taken off of dead dinosaurs in the form of meat that must be eaten by the players in order to keep
their stamina meter in the green. If a player fails to eat he will fall il and potentially die. Food plays a large roll in how
much stamina a player has left.

3.2.3.3 Navigational Beacons

Players will have to set up navigational beacons throughout their traverse between fleet ships. They will be given
only a certain number of beacons and will only be able to place them at certain points. To set up a beacon the player
will have to take a little bit of time. Each beacon will be placed on a checkpoint where players are suggested to take a
break to check themselves over and take a break.

3.2.34 Kee ping Rested
Players will need to rest when it gets dark for two reasons i 1. It would be almost impossible to see once full dark
hits i 2. Without rest a players stamina bar would fall dangerously low causing illness and possibly death. Resting is

\.. ’& ) ",-: f
¢ ', e - § o S A .‘
” Ay B '

/“ Cre WD (2F? f’)/f//?'//////fff AT //’7/)/}///// //ﬂ/llfl} /4/’ f/‘

-

much like using an Inn in most popular RPG games; however, in this case, a player simply can choose to frest nowo
from his menu. All players can make the request to the main character, but only the main character can make the final
decision of when to rest as he is the commander.

3.2.35 Finding Radio Parts

Different radio parts will be placed throughout the different ships. Not all of them have to be picked up, but, on
normal difficulty, approximately 30% have to be found. These pieces will simply be picked up and moved i nto the
players fispecial itemso menu. Each part is individually numbered (ie. Radio part 01, radio part 02, etc.). There are 50
parts in total throughout the game.

3.2.3.6 Finding Ship Parts

Throughout the game, player will have to pickup different, small parts to the ship. These parts will include small
things such as transistors and other electronics based objects for the most part. Not many larger objects will need to
be found. On normal difficulty the player must discover 10 of these parts. There are 50 in tota |.

3.2.3.7 Gaining Experience

Experience is gained through a number of different tasks. A few have already been mentioned earlier in this
document. The main way a player gains experience is through killing enemies. Everytime a player kills an enemy or
completes a task mission, he will receive a certain number of experience points (See 3.7.1 Using Experience Points on

page 9).

3.3 Combat

Combat in The Fifth Day will be 3
very fast paced and very intense. The >’ N NER
aiming system will be somewhat ! ’
similar to  CounterStrike>. In © ;7
CounterStrike the aim is highly , T v ,
dependant on the gun; however, the W B ‘ >\
first shot almost always hits its ' A
intended target. This leads to a more
methodic placement of shots since : :
most weapons will start shooting highly ! " 5 x .
erratically after a more than a few <« { L vui's g
consecutive shots. | feel this style of ‘ 7
game play leads to a much larger e . <3 _
range of skill in players and will A0 ’ i’ ) SN &.
ultimately keep the multi -player alive in
the long run. Movement will be fairly
quick though, about 1.2x the speed a <
player moves in CounterStrike i this <
will also lead to a more interesting \ ‘\.\\
level of game play, and will keep :
players much more alert while in the N
heat of battle with the dinosaurs. 3 %
Weapons will be described in detail
(Weap » IGN.

under 3.5.1 Weapons on page 7)
Damage is dealt out and life is determined in a very non-standard way. A players flLifed meter is his stamina
percentage. Damage is the percentage that is taken off the stamina percent of the receiving party.
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Detalils:
Run Jump

Nalk Speed Speed Distance Stamina Damage A
Average Human 4.8km/h 10km/h 3m -- --
Marine 6km/h 13km/h 3.5m 100% *See Below
Ankylosaurus 10km/h 17km/h -- 500 % 50%
Brachiosaurus 30km/h 40km/h -- 1200 % 140%
Carnotaurus 12km/h 35km/h 7m 250 % 30%
Gallimimus 7km/h 65km/h 23m 60 % 10%
Iguanodon 9km/h 30km/h 8m 150 % 20%
Stegosaurus 8km/h 15km/h - 700 % 60%
Velociraptors 7 km/h 40 km/h 18m 80 % 15%
Triceratops 10 km/h 30km/h -- 600 % 60%
Tyrannosaurus 14km/h 25km/h - 700% 40%
fFor Marine Damage See 3.5 .1 Weapons on page 74
ADifficulty is set to Normal (3) - Conversion for other difficulties at 3.4.3 Difficulties on page 6

3.4 Interaction
3.4.1 Inside the Ships
34.1.1 Regain Stamina
Inside the ship the player is able to easily regain stamina, granted that the ship has already been purged of
dinosaurs. Stamina will be regenerated at 5x the speed while in a safe ship.

3.4.1.2 Restock Food
The player is able to restock his food supply using the storage rooms already onboard the ship. The amount of
food available varies on the ship (For a detailed breakdown of what each ship has see 3.5.2.3 Ships on page 8).

3.4.1.3 Restock Water
The player is able to restock water to full capacity on each ship. Every ship has an abundance of water and is
readily accessible through any tap onboard. This is done instantaneously once the player chooses to do so.

34.14 Restock Ammo

Some ships have ammunition onboard that players will be able to use to restock their selected weapon. Not all
ships have all the ammunition, and certain ammunitions are harder to come by than others (See 3.5.2.3 Ships on page
8 for a detailed breakdown of what ammunition is on each individual ship).

3.4.15 Change Weapon

A player may change his weapon if he so
desires, when he is inside a ship. Every ship has
at least two weapons to choose from, some with e
more, some with less (See 3.5.2.3 Ships on page ,&‘
8 for a more detailed rundown of what each ship
has onboard).

3.4.1.6 Use R adio

After the radio has been enabled and is r,
ready to use, the player is able to communicate
with other ships or possibly comrades that are = === .
not onboard the current ship. .n.

& en.com

.
o N

3.4.1.7 Upgrade Armor

At each ship armor upgrades will be available. These upgrades are simpk modifications that were already onboard
the ship and were meant for other crewmembers. Since these crewmembers are not alive anymore, the modifications
are free to distribute amongst the party (For more information on armor upgrades, see 3.7.2 Armor Upgrades on page
9).

3.4.2 Outside Areas

3.4.2.1 Checkpoints

Checkpoints are quite frequent outside of the ships. They are the locations used to place navigational beacons
(See 3.5.2.1 Navigational Beacons on page 8). They also are a good, usually safe, place to sleep for the night (See
3.4.2.2 Sleep). At a checkpoint a player is also able to recover his stamina at 2x the rate if he does not wish to sleep
(ie. If it was during the day that the checkpoint was disc overed). When a player dies, he is also respawned at the
nearest checkpoint. This is not an immediate action, the player will respawn either when the party gets to the next
checkpoint, or returns to a previous checkpoint (For more information on dieing see 3.14 Death in Game Play on page
9).

3.4.2.2 Sleep
Sleeping is a simple matter of choosing fiSeepdin the main menu. While a player sleeps, he his stamina is filled

3.4.2.3 Eating
Eating a full meal of human food will recover 100% stamina. E ating a full meal of dinosaur meat will recover 50%
stamina.

3.4.3 Difficulties
3.4.3.1 Very Easy (1)

This difficulty is tailored to the casual gamer who has never before played a FPS game. In this difficulty a player of
any ability should be able to finish the game wit hout much trouble at all. This difficulty will not, however, advance a
players skill very much.

3.4.3.2 Easy (2)
This difficulty is tailored for those gamers that are either not an FPS fan or they feel their skill in a first person
shooter is not up to par. This d ifficulty is not much different than Normal (3).

3.4.3.3 Normal (3)
This is the default difficulty. The game will play exactly how it was intended to play.

3.4.3.4 Hard (4)

This difficulty is for those players who enjoy a challenge while playing, but do not want to be enc umbered by
trivialities such as lack of ammo, weaponry, or stamina. In this difficulty players should not have to worry about
conservation of ammao.

3.4.35 Very Hard (5)

This difficulty is for the players who have a strong grasp of FPS games and feel they have a good sense of aim
and quick reflexes. This difficulty is not meant for players who are new to FPS games. In this difficulty players will
need to watch their ammo usage a little.

3.4.3.6 Insane (6)

This difficulty is for die -hard fans of FPS games. This difficulty is not for the faint of heart 1 players who do not
have extensive experience with FPS games are suggested not to play this mode. Players will have to watch their
ammo quite closely.
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3.4.3.7 Absurd (7)

*Unlockable by beating the game on the Insane setting. This dif ficulty is for the players who just cand get enough
of the game. Absurd is how good players have to be to match up to these highly intelligent dinosaurs. The ammo and
frequency in this mode are the same as in Insane, however, the enemies are much more int elligent and prefer to
attack blind spots if at all possible. This mode is highly difficult and tailored towards thase who intend to play the
game on a competitive level.

3.4.3.8 Holy Shit (8)

*Unlockable by beating the game on the Absurd setting. Nowé This mode is too hard for its own adjective sa |
have given it a phrase i It best describes what a player will be saying either to himself or aloud while playing on this
difficulty. This mode is for professional players only.

3.4.3.9 L33t (9)

*Unlockable by beating the game on the Holy Shit setting. This mode is completely user customizable i the
maximum percentage for all variables is 2000%. This mode is for players who have mastered the game to go back
and have some more, custom fun.

Very Very Holy L33t

Easy Easy Normal Hard Hard Insane Absurd Shit ©))
Difficulty ) (2) (©) (4) (5) ©) ) (8)

500% 200% 90% 90% user
Ammo Count 100% 90% 90% 100% defined
Weapon 200% 100% 90% 90% user
Count 100% 90% 90% 200% defined
Stamina 200% 100% 90% 80% user
Regen 100% 70% 60% 50% defined
Enemy 30% 90% 110% 120% user
Frequency 100% 140% 150% 160% defined
Enemy 30% 60% 120% 180% user
Intelligence 100% 250% 400% 1500% defined
Enemy 50% 80% 110% 120% user
Stamina 100% 150% 175% 160% defined
Enemy 50% 80% 110% 130% user
Damage 100% 150% 175% 190% defined
3.5 Weapons & Tools
3.5.1 Weapons
Damage: how much percentage is taken from the receiving parties stamina (ie. 12damage = -12% stamina)
Accuracy: Accuracy: displayed as [1st shot/2nd shot/continuous] and is measured as how far off target the shot

may be - in percent of viewable area.

Rate of Shots per second.

Fire:

Clip Size: How much ammunition is in the gun before it must be reloaded

Max Ammo: The maximum amount of ammo a player can have on their body at any given time.

3.5.1.1 Pistols
35111

Damage:
Accuracy:

Rate of Fire:

Clip Size:
Max Ammo:
Caliber:
Barrel
Length:
Weight:

3.5.11.2

Damage:
Accuracy:

Rate of Fire:

Clip Size:
Max Ammo:
Caliber:
Barrel
Length:
Weight:

3.5.1.13

Damage:
Accuracy:

Rate of Fire:

Clip Size:
Max Ammo:
Caliber:
Barrel
Length:
Weight:

35114

Damage:
Accuracy:

Rate of Fire:

Clip Size:

Max Ammo:

Caliber:
Barrel

Length:
Weight:

H&K USP .45 Tactical

12

0.2% - 3% - 20%
6.80

15

60

9 mm Para

108 mm

720

Beretta 92 Compact L

14

0.2% - 3% - 25%
7.20

13

60

9 mm Para

109 mm

875¢g

Colt Government .45 ACP

18

0.4% - 4% - 40%
4.10

7

35

0.45

127 mm

1770 g

S&W Model Chiefs Special .45

19

0.1% - 1% - 55%
4.80

6

35

0.45

83 mm

678 ¢

.
o N

(
}

3.5.1.15 S&W Mod el 29 .44
Damage: 34
Accuracy: 0% - 12% - 85%
Rate of Fire: 0.60
Clip Size: 6
Max Ammo: 35
Caliber: 0.44
Barrel 213 mm
Length:
Weight: 1670
3.5.12 Shotguns
35121 Benelli M3 Super90
Damage: 8 per shrapnel
Accuracy: VEUES]
Rate of Fire: 0.75
Clip Size: 8
Max Ammo: 80
3.5.1.3 Automatic Weapons
3.5.1.31 H&K MP5 -Navy
Damage: 12
Accuracy: 0.1% - 0.9% -
12%
Rate of Fire: 10.25
Clip Size: k{0]
Max Ammo: 240
Recoil: Very Little
35.1.32 Steyr TMP
Damage: 8
Accuracy: 0.1% - 0.3% - 9%
Rate of Fire: 12.50
Clip Size: 30
Max Ammo: 240
Recoil: Very Little
3.5.1.33 Ingram MAC -10
Damage: 13
Accuracy: 0.3% - 2% - 15%
Rate of Fire: 13.25
Clip Size: 30
Max Ammo: 240
Recaoil: Little
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3.5.1.34
Damage:
Accuracy:

Rate of Fire:

Clip Size:
Max Ammo:
Recoil:

3.5.1.35
Damage:
Accuracy:

Rate of Fire:

Clip Size:
Max Ammo:
Recoil:

3.5.1.36
Damage:
Accuracy:

Accuracy
Scope:

Rate of Fire:

Clip Size:
Max Ammo:
Recoil:

3.5.1.3.7
Damage:
Accuracy:

Accuracy
Scope:

Rate of Fire:

Clip Size:
Max Ammo:
Recoil:

3.5.1.3.8
Damage:
Accuracy:
ate of Fire:
Clip Size:
Max Ammo:
Recoil:

D
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AK -47

45

0% - 1% - 50%
8.50

30

180

Extreme

Colt M4A1 Carbine

32

0.2% - 4% - 20%
9.50

30

180

Average

— T 3
M
1'
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.

L

e~ - pres . " e S v - . .
: : ; : ¥ L

3.5.2 Items & Tools
3.5.21 Navigation al Beacons

Navigational beacons are easy to set up and are used mainly for a temporary radio network on an unknown
planet. These beacons can only be set up at checkpoints. It is a simple matter to set these up once at a checkpoint, a
player must simply open up his menu and under the use options, click on navigational beacon. If playing solo, it will
be set up without having to worry about enemies attacking; however, time will still pass as it normally would. Beacons
take approximately 4 hours in-game time to setup. When playing in a party of two or more players, the setup process
of the beacon will take about a minute (still 4 hours of in -game time will elapse) i during this time the other player(s)
must defend whoever is setting up the beacon. If he is atta cked, the process will have to be restarted. Beacons can be
found on all ships throughout the game. The player will start with two at the beginning.

&K MPS-NAVY

3.5.2.2 Radar

The radar is used while in the ships to navigate from room to room. The characters already either kn ow the ships
layout, or have a general idea - this will be overlaid onto the radar so the player can see what the character in -game
already knows. While outside of the ships, the radar is used to see where the rest of the party is. Party members will

Steyr Aug

52

0.5% - 6% -
30%

0% - 3% - 15%

8.5071 5.00
30

180
Average

56

0.5% - 12% -
45%

0% - 1% - 10%

8.2571 4.25
30

180
Average

FN M249 Para

25

3% - 10% - 50%
7.50

100

300

Extreme

be displayed as blue squares on the radar. Enemies will not be displayed on radar. After the network of navigational
beacons are set up, a general idea of the landscape will appear on the radar; simple, but will give an idea of the

Sig SG -552 Commando

surrounding landscape or altitude.

3.5.2.3 Ships
Whitehawk Everstar Twilight Pioneer Cargo Ship Treader
(Fleet (Son& ship) (Wifeé (Transport) (Final
Commander) Ship) Ship)
Weapons: 4 H&K USP .45 2 H&K USP 45 1 S&W Model 3 Beretta 92 1 S&W Model 1 S&W
(no ammo) Tactical Tactical 29 .44 Compact L CS .45 Model CS .45
3 Beretta 92 1 Colt 1 Benelli M3 1 Colt Gov ernment 1 Benelli M3 2 AK -47
Compact L Government .45 Super90 .45 ACP Super90 2 Colt M4A1
~ N . 1 Colt ACP 1 Sig SG -552 5 H&K MP5  -Navy 1 Sig SG -552 Carbine
S l 5 (, - S S 2 Government .45 1 S&W Model CS Commando 2 Ingram MAC  -10 Commando
L) M M A N D O ACP .45 1 S&W Model 1 Steyr Aug 3 Colt M5A1
5 H&K MP5 -Navy 2 Steyr TMP CS .45 Carbine
2 Ingram MA  C- 2 AK -47 1 Colt M5A1 1 FN M249
10 Carbine Para
1 Steyr Aug 1 FN M249 3 H&K USP .45
Para Tactical
6 Beretta 92
Compact L
2 S&W Model
CS 45
3 Steyr TMP
2 AK -47
3 Ingram
MAC -10
Ammunition: 12 H&K USP .45 4 H&K USP .45 3 Benelli M3 4 Beretta 92 8 Benelli M3 6 S&W
full clins Tactical Tactical Super90 Compact L Super90 Model CS .45
( p ) 9 Beretta 92 4 Beretta 92 2 Sig SG -552 1 Col t Government 6 Sig SG -552 5 AK -47
Compact L Compact L Commando .45 ACP Commando 6 Colt M4A1
3 Colt 1 Colt 2 Colt M5A1 6 H&K USP .45 6 Colt M5A1 Carbine
Government .45 Government. 45 Carbine Tactical Carbine
ACP ACP 2 FN M249 6 Ingram MAC  -10 6 FN M249
15 H&K MP5 - 2 S&W Model CS Para 6 Steyr Aug Para
Navy .45 3 H&K USP .45 6 H&K USP .45
Q 6 Ingram MAC 4 Steyr TMP Tactical Tactical
10 4 AK -47 3 Beretta 92 6 Beretta 92
3 Steyr Aug Compact L Compact L
2 S&W Model 6 S&W Model
p- 29 .44 CS 45
S T ? Y R - I M P 2 S&W Model 6 Steyr TMP
CS 45 6 AK -47
4 Steyr TMP 6 Ingram
4 AK -47 MAC -10
8 S& W Model
29 .44
Food: 16 meals 11 meals 4 meals 10 meals 14 meals 3 meals
Med Supplies: 20 8 1 2 12 6
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