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GAME BRIEF

Synopisis

District 9 is a 2.5D role-playing game inspired by the science fiction movie film Dis-
trict 9. The main character is infected with an alien gene and is gradually trans-
forming from a human to an alien creature.

Age
PEGI 16/Use of bad language, Contains criminal activity

Genre
Sci-fi/Survival/Adventure/Aliens

Platforms
PC




CHARECIERS

A private company known as the Multinational
United Organisation (MNU) controls and man-
ages the alien escapees, but they are apparent-
ly not interested in the welfare and treatment
of the aliens, and could reap unimaginable
profits if they could get hold of the weapons en-
gineering that goes with them. Every attempt by
MNU has ended in failure, however, as the
aliens’' DNA must be extracted if they want to
activate the weapons network.

After MNU's grounds keeper, Wikus, contracted
a mysterious virus from an alien source, his
body underwent a shocking transformation as
his DNA was reconstituted, making Wikus
quickly the target of a worldwide manhunt - he
had undoubtedly become the key to unlocking
that secret of alien weapons technology.

Endlessly rejected and treated unkindly by his
own kind, there seemed to be only one place in
the world that could offer Wikus a place of
refuge, and that was District 9.




MINU Armed Men

MNU has clwelopedanﬂwtypecyfﬁmk
absclrhmg armour, which i ls
in their armour. One ﬂ'us dwcloper

Lucas, said he would tﬂst the armour’s
shock absorptmn with a red cloth and a
bull, but well......he hasn't been seen in the
lab since

Attribute
Attack: 2

Defense: 2
Speed: 2
Health: | ||| | Drop

- Poor quality kinetic rifle 0.5
. - Quality kinetic rifle 0.3
Attack range: 5 S it Y O A
It is said that 80% of MNLL Armed Men of District  hang out with

- Syringe*2 0.05
Attack Speed: 1
local gangs and often hide their money in their bulletproof vests -

P ich ot prvicly e for som i g o Armor Type: Creatures | light armor

w gangsor aliens

Ability

As an Ear!y company semrit_}r ﬁm:e, the armed members were mﬂﬁt[}"

MNIJ Armed Men

Weapons

-Will take 2x the damage from the infection

drawn ﬁ’mn among security gua_rds and uﬂemp[ﬂ}red workers. : . :
-Only deals half damage when attacking mechanically armored units

Ec:[uipped with TE[th’E[}-’ simpie equipment, H’Ley were maiﬂ[y respon-
sible ﬁ:-r the security and administration qf the Ninth District, where
they had been comprom ised by the local gangs.




MNU Executive Captain

Attribute
Attack: ©

Defense: 2
| 4 Speed: >
& Health: | [ [ [ [
: - Quality kinetic rifle 0.6

. - Syringe*1 0.15
Attack range. 3 - Fragmentation grenades®*1 0.15
- Power Core*1 0.1

Weapons

vMNU Executive
Captain Attack Speed: 2

};:1 said that f;% of Ely?md Men of Ei;hﬁ[g hang out with !
L ooty ke e e ST Armor Type: Creatures | Light armor

gangs or aliens

b tion Ability

Executive captains are uswiﬁy recruited ﬁ'ﬂm among G_H:Lcers or those
with ma_na_garia_l skills, and MNU usmr.[[}" acvertises f:he_jﬂi:n at a very
high rate, which attracts a lot ﬂf peop[e to app [y, who wouldn't want
such a gnoci jnb? What f:hey don't realise is that on the _fr'ont line, con-

spicuﬂus[y dressed captains are {Jﬁml easy targets ﬁ)r ﬁre .......

-Will take 2x the damage from the infection

-Only deals half damage when attacking mechanically armored units
-Can throw fragmentation grenades to damage targets within range,
dealing damage to all types of armour

-Increases the damage of enemies around you by 10%




MINU War Employee

Attribute
Attack: 5

Defense: 2
Speed:
Health: I I I I I I - Poor quality Repulsor Howitzer 0.5

- Quality Repulsor Howitzer 0.3

. - Syringe*1 0.1
Attack range: 4 - Syringe*2 0.1

- Power Core™1 0.05
Attack Speed: 0.5 - Mechanical parts*1 0.05

The MNLL, in order to suppress resistance ﬁar-:es encountered in their area - we a 0 “ S
of operation, employs members of special forces as their powerful armed Arm 0 r Type : C r e at u re S I I I g h t a r m 0 r
ﬁrc‘e:s. who nﬁen get more than H‘IE'}‘ could get in the army. Strange and

Ability

wnusual equipment ____ Sometimes addictive ::Imgs foo __...
-Will take 2x the damage from the infection
-Deals 2x damage to heavy armour and mechanical armour

Introduction

As an EH_F[)( company security ﬁ}rce, the armed members were mﬂsﬂ}f
drawn ﬁ'ﬂm among security guards and unﬂnp[oyed workers.
Ec:[uip}:}ed with Telath*e[y simp[e equipment, theywere main[}f respon-
sible ﬁ:ur the security and administration Qf the Ninth District, where
tllftey had been cnmpmmised l:)y the local gangs.




MNU War Machine

Introduction

MNLU has created its own war machine based on the aliens' weapons
and their appearance. A[thﬂugh its perﬁlrmﬂ_ﬂce is ﬁlr less than that
ﬂf the alien mer:ha, the bionic energy shield it is Ectuipped with thanks
to the research ﬂf human scientists can take a lot cl_f damage to its
I'oody, which greaﬂy enhances its dumbi[ity, but the kinetic system -:yc
the mecha has been a technical cha“mge to be broken.

3

MNU War Machine

D, Hansen, the E[E'U'f.‘{ﬂpﬂ' quar Machine, once said in an mterview
that Eﬂhﬁ'}' could get hold D_f 1hath qf the alien DNA, Ehey would be
able to increase the mech's pmﬁmﬂmme I:J)' another 4 times.

Attribute
Attack: &

Defense: ©
Speed: 1
Health: IREERRRRRRE A AR

Attack range: 7
Attack Speed: 0.5

Armor Type: Mechanical | Heavy armor

Ability
-Will only take half the damage
-A shield of energy that absorbs damage (the shield has no damage re-

duction) The shield is restored for a period of time after it is broken
and the unit is paralysed for 3 seconds after the shield is broken

Drop

- Bionic Energy Rifle 0.3

- Mechanical parts®3 0.3
- Drive Energy Fluid*1 0.3
- Power Core™1 0.1

Weapons




Keyboard-keys

b

Picking up
Press JIrops or
Interacting

with npc's

Press and hold Sprlnt ~.3.
while moving » . Press Re|03dlng; 1 :
) Shooting/L
Select a proﬁ and use it

12}

Press and hold
while moving

Players can free to edit

Press and hold

W:Move up
A:Move left «“
S:Move down

D:Move right

Click or hold

ing props e
e

Press Press

(361
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Rt-24 "
Automatic Rifle

N\

M512 Semi-automatic

Rifle

-

Weapons
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Quality
Kinetic Rifle

Damage:[l 1R E
Ammunition capacity:24

Manoeuvrability:[ J I §
Recoil:Medium

Damege type:Physical
Get access by:

- Crafting machine(npc)
- Black marketeers(npc)
- Kill Drop(level)

Introduction

- The Rt-24 is a representative of
the MCU rifle range and has
become the favourite of many sol-
diers for its outstanding firepower
and stability.

Damage:} RREE
Ammunition capacity:26

Manoeuvrability: I ENH S
Recoil:Slight

Damege type:Physical
Get access by:

- Crafting machine(npc)
- Black marketeers(npc)
- Kill Drop(level)

Introduction
- Good MCU weapon products, not

bad range and simple operation

er favor

difficulty received a lot of custom-

Damage:{ HRRAER

Ammunition capacity:19
Manoeuvrability: 5 8 5
Recoil:High

Damege type:fnergy
Get access by:

- Black marketeers(npc)
- Kill Drop(level)

Introduction

- A high-damage energy rifle that
sacrifices ease of use and stability,
and whose designers were said to
have originally intended to design

a laser sniper rifle?

Damage:l| " [
Ammunition capacity:25

Manoeuvrability: I JEEEN
Recoil:Slight

Damege type:fnergy
Get access by:

- Black marketeers(npc)
- Kill Drop(level)

Introduction

- In addition to MCU itself, some
large plutocrats will acquire light-
er versions of the gun because of
its lesser power and ...... The idea

of environmental protection




N4d4 Submachine
Gun

Weapons

w
W
- 4 |
e [\ AL
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"Giiost Fire"
Submachine Gun

Y114 Pistol

@
Fragmentation
grenades

Damage: [
Ammunition capacity:36

Manoeuvrability:J 885
Recoil:Medium

Damege type:fnergy
Get access by:

- Crafting machine(npc)
- Black marketeers(npc)
- Kill Drop(level)

Introduction

- A replica of an alien weapon, the
weight and manoeuvrability of
which affects its entry into the first

tier of submachine guns

Damage: [ 1}
Ammunition capacity:22
Manoeuvrability: ISR R
Recoil:Slight

Damege type:Physical
Get access by:

- Crafting machine(npc)
- Black marketeers(npc)
- Kill Drop(level)

Introduction

- Excellent submachine gun, the
perfect choice as a sidearm, with a
very high rate of fire for close

range combat

Damage:ll

Ammunition capacity:s
Manoeuvrability:} JF 5
Recoil:Slight

Damege type:fnergy

Get access by:

- Automatically carried on

entry(level)
- Kill Drop(level)

Introduction

- Ringo, the MCU's Asian agent,
carried the pistol on a mission out
and made the classic comment,

"It's a ten or even a nine out of ten

good"

Damage: N ENRENEEN

Ammunition capacity:2
Manoeuvrability:\
Recoil:\

Damege type: Viixed

Get access by:

- Black marketeers(npc)
- Kill Drop(level)

Introduction
- Taken from an alien weapon, it is
now the world's leading tactical

grenade
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Electric Machine
Gun

Weapons
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Flatline Light
Machine Gun

N

M514 Machine
Gun

Damage: 1R EEE
Ammunition capacity:52

Manoeuvrability: 1|}
Recoil:High

Damege type:fnergy
Get access by:

- Crafting machine(npc)
- Black marketeers(npc)
- Kill Drop(npc)

Introduction

- Early MCU weapon products that
relied too much on alien weapon
templates led to poor performance
of the final product.

Damage:ENRRERR

Ammunition capacity:14
Manoeuvrability:§ § 5
Recoil:Hight

Damege type:Physical
Get access by:

- Crafting machine(npc)
- Kill Drop(level)

Introduction

- Military grade, MCU’s highest sell-

ing shotgun

Damage: £ N RN

Ammunition capacity:40
Manoeuvrability:} 8 1§
Recoil:Slight

Damege type:fnergy

Get access by:

- Crafting machine(npc)

Introduction

- The Energy weapons’ ballast. It’s
performance at medium range has
far exceeded all light machine

guns

Damage:NENRRARNANE

Ammunition capacity:200
Manoeuvrability:
Recoil:Very Hight
Damege type:Physical

Get access by:

Introduction
- All right, if you just wanna




Weapon quality and acquisition

Dropped weapons will have different qualities, and
equipment with different attributes will have differ-
ent values floating around. The quality levels are

divided into
legend. Crafting weapons costs materials and dol-
lars, and players can improve the quality of craft-
ed weapons after learning the Artisan skill.

Standard ~==_“ |

=

B eyl

values Elﬂﬂil‘i[: Machine

Sample:

Gun

Damage:1 [ [ RHH
Ammunition capacity:52
Manoeuvrability: ||
Recoil:High

Damege type:fnergy
Get access by:

- Crafting machine(npc)
- Black marketeers(npc)
- Kill Drop(npc)

Introduction

- Early MCU weapon products that
relied too much on alien weapon
templates led to poor performance
of the final product.

, common,

i . < - "" — I
= 3 LA

N

and

Lﬂg;end Electric
Machine Gun

Damage:N NN
Ammunition capaci-

ty:

Manoeuvrability:)
Recoil:High

Damege type:Energy
Get access by:

- Crafting machine(npc)
- Black marketeers(npc)
- Kill Drop{(npc)

Introduction
- Early MCU weapon products that

relied too much on alien weapon

templates led to poor performance

of the final product.

Damage:fEREREREN
Ammunition capaci-
ty:61-68
Manoeuvrability:} 11§
Recoil:High

Damege type:fnergy
Get access by:

- Crafting machine(npc)
- Black marketeers(npc)
- Kill Drop(npc)

Introduction

- Early MCU weapon preducts that
relied too much on alien weapon
templates led to poor performance
of the final product.

Crafting is often designed to be extremely discreet and play-
ers will need to be patient in their search to find it.
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Inhibiting powder
[ ]

Reduces infection rate by
5% after application

Data Chip
Rare

Can be bought for a good
price on the black market

Flashbang

[Normal]
Blinds enemies within
range for a period of time
after use

Radar

Display all enemies in the
marked mini-map for the
next 45s after use

Items & Props

|
&

< " x%

"Save your life" choc-

\ "O(ﬂ y, olate
ﬂ [Normal]
"o 10% health return after use

\

Adaptive Solution

- |
. | Used to make weapons, also
-
A

sold to merchants at high
prices

- Inhalation
tranquillizers
‘Rare_
w 15% health return after use
Learning Chip
[Legend]

Gain 1 skill point after use

Inhalation
tranquillizers Pro

[Epic]

15% health return after use

Armamentarium

[Epic]

Use to obtain armament
items

Energy fluid
[Legend]

Used to make weapons, also
sold to merchants at high
prices

The Traveller's Bag

[Normal]
Appears to have been left

behind by someone else
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T-05 Kinetic Energy Armor

Armor type: Light
Defence: 5

Rarity: Common

Effect:

- +5% Move speed

-+ % of Damage taken

Equipments Introduction

Chief Petty Armor

Armor type: Heavy
Defence: 7

Rarity:

Effect:

- -1% Move speed

-+ % Damage

- +100% Bullet changing
spedd

Deep Dark Armor

Armor type: Heavy
Defence: 7

Rarity: Common
Effect:

- -5% Move speed
-+ % Damage

The Heart of Galaxy

Armor type: Light
Defence: 3

Rarity:

Effect:

- +6% Move speed

- +100% Bullet changing
spedd

X-11 Light Armor

Armor type: Light
Defence: 4

Rarity:

Effect:

- +10% Move speed

-+ % of Damage taken




GAME MECHANICS



Sandbox



Story Mode

Players will take the role of P, as they elude the MNU, arm themselves, ac-
quire weapons and equipment, and do whatever they can to reach Sector

9 to get help from the aliens.

Difficulty is divided into Drama Player, Normal Campaign, Challenge Tour
and Hell on Earth. Here are the difficulty descriptions

J Drama Player
&j I. You are a newcomer who just wants to experience
: Q the plot and the enemy will not deploy a large
{ { number of troops to stop you

Hell on Earth

You like to wallow in defeat, and the

Normal Campaign

You want to have a normal difficulty

experience and the enemy will enter- enemy will send out elite forces

tain you with normal "manners” beyond the pale to deal with you

., Onatlenze Tour - Aggimilation rate

X ‘A “ 4 You don't want to win, The enemy . .
é N\ il cond their entive aite fore 1€ Player will gradually mutate towards aliens due

}&?}j‘ — to the alien genes they carry. When the mutation

’} YR level reaches 100%, this will mean that the main

& h 4 ' character becomes a complete alien and the game

will fail to read the file. But don't worry, there are
props in the game to help vyou control your infection
level, and some weapons and skills require a higher
infection level to be unlocked.




Game Level 1
Tutorials for Beginners

Tldﬂr‘(k\\ A“DV‘ ‘ ‘MQIS

1:Ul Introduction, Move, inter-
active with doors

1a:Backstab teaching
2:Black Market Shopping In-
struction(Player will get nis
D first weapon)
—% <~ 3:Bunker Shot
PWELEAA;:Crafting(second weapon)

9:Killing or bypassing pa-
trolling enemies

o:Finished

v \0




Game Level 2

tﬂﬁﬂd out what materials

yLY need to be collected
®

Fiﬂdiﬂg materials
in the city

I% P < X Obtain materials
1N by ki“iﬂg enemies
w D ZYD and crackiﬂg
O mechanisms
o

a MLs on o o | |
{ 9 Dakwerbet Stey > e Mission:Repairing a bridge across a river
AP N\ N . . .
J . _19\, L '3@5’% % 7 ° Optlol_nal Mission: Help black marketeers deliver
| Y ' supplies |
2 15 v 533 ) o / . Deliver supplies for the Black Market Merchanta
s L D e \"‘; and recelve a weapon reward upon completion
| 2 li@: /; & ; M | ' V,.,_-,
| 4 |-|‘5C"_ M?LLTGU % _\
step B Interact with Broken Bridge Repair the broken bridge and cross it, players will % — |

be rewarded with experience and props, and an
overworld animation will p[ay, opening a new map

F’lader OAN 636"“ OF‘;W Mt .o
Succesafu“y breakiﬂg nto a sqfe can W ING MoP
yie[o[ sign @ﬁcant resources, but it is

also a risky act

- —
e —

Breakiﬂg thefuse will trigger
Break the safe's mechanism with the wire within the the alarm direct[y, so beware!

time limit or the alarm will be triggered

d’

_




Game Level 2

| )), Evewd Mission:Hang on at the bridge until reinforce-
ments arrive
% \ e %:'5'1 P[ayers can upgmde or remove their own turrets for twice the origimﬂ cost
® L _'_‘_'1 (examp le: Lv: 1 Flame Turret costs 10 points to build and 20 to upgmde, Lv:
L2 2 Flame Turret costs 40 to upgmdg and so on)
Upgmded turrets gain 1.5 times their attributes and ha[fthe points are re-
— tuwrned for removing them, so p[ayers need the exifoiﬁty to rep lace or up-
6"°’j gmde twrrets dependmg on the composttion of enemy units.

rSOmeﬁmes the target ofdfﬁ:nce 1S not a[ways the bridge, in subse-

quent missions the p[ayer s faced with being at a crossroads sur-

@ K-n\ - \-) D\V‘-‘ — H m (-C %% mvmded or h[d[ﬂg N a ﬂ’ULt 6[1’18' watched ’0}/ [OW-J([}/[ﬂg RU"CTH:]Lt ’j

TyPs : Swetves e wil\ ) fare

Ple {ers need to kill enemies to gain points and

build zero time turrets, when the p[ayer's [Eﬁz @

level is o, the mission also mndom[y ﬁﬂ[s to read

the ﬁle

There are three types ofturrets available

Flame turret: shorter range, can attack groups ofene—
mies, average damage, average armour

Machine gun fll rrets: Longer range, can attack a
sing[e enemy, higher damage, lower armour

Shield turrets: medium range, can attack a sing[e
enemy, low damage;, high armour




Game Level 3

Mission:Enter the control room and remain un-
detected by sneaking
You can deliver a silent kiumg blow to

Mvu(ﬂ, 2ot
powered. by RPeMebo~MV

an enemy who has his back to you

..........
- = [ M

...............
-l T
O Enel NN

Don't be spotteol ’oy the T > P
enemy, which will cause the % = o T e

— i A T — e —

whole interior to attack you

e

RN

When the alert value reaches ﬁx”, the “ s b
A 1 be guarol will sound an alarm and the
Note: Y.OLW s zafrfic‘[eer e, sneaking mission will fai[.
cmuchmg pOSLtL(m olurmg sneakin

missions and your movement spee TV 7 ) 0 “\j _: i-' =
‘ : Q < B 5 EEm— NS
will be slowed down. 5&‘1’ IVG\X Me LR R ol PR

In survival mode, Efyou are spotﬁed or attack a
guarol, this will not cause you to fai[ the mission, but

twill draw the guarols in all rooms to your location.




Game Level 4(1)

Story Mode

In story mode, the main character will have an fmoling, and each time
the p[ayer makes a choice in the main quest, he or she may decide the
ﬁmﬂ outcome.

Unique féatures CfS‘tory Modle.

The p[ayer will automaﬁca“y archive each main quest pont ay%er lt ts

comp leted
The p[ayer determines the course ofthe plot
—P[ayers have unique skill points ﬁ)r Story Modle

—P[ayers will have access to weapons and equipment unique to Story

Modle

--A ﬁxul map

-Maximum level cap 1S 30

Story Mode Skill Point

Bodybuilding of5
+ Increases Health limit Jﬂ}f 15
( —~. ﬁ}r every 1 point learned

4 n Ammunition saver o/5
1096 increase in ammuni-
& tion capac[{}f ﬁ:nr every 1
h point learned
It's midday! o/5
g Increases blast chance Jﬂ}"
%ﬁ}r every 1 point learned

Long Distance Running o/5

S [ncreases movement speed by

5%ﬁ}r every 1 point learned

Electric welder of5
Each ]:J:}[Hf learned increases

the pmbﬂb[[ii}r ﬂf creating a
better weapon Jﬂ}" 15%0.

Electric welder of 5
Each point learned increases
the pm!::a!::i[[{}* :}fcrea‘f[ng a

better weapon !’J}“ 15%0.

Th[ﬁf ofs
Every 1 point learnt will add
15 to the sayc‘e alarm trigger
c;fe[a}f

The Wolf of Wall Street of5
Each point learnt reduces

the black market price Jﬂ}"

10%0

Loot Scavenger o/5 Firearms Mastery o5
Ever}f] ]:m[ﬂf learned will
boost the amount a.:lf dollars

H.HCI F'P"DFJS H.Ct:ill[]-"ﬂf[ IJ}"

ncreases attack c:famage Jﬂ}"
2.5%ﬁ:nr every 1 point
learned

+
€ -
-

s0me

Light Skills of5
Each ]fJI:}[H'E learned reduces

the wefigh‘f uf Armour Jﬂ}“ 5%

The Breath of the Mind o/5

Recduces the cooldown o
props and tactical skills for

ﬂﬂd INCYEases 'H’lﬂ CI’IE.HCE 0 EFE}‘}." 1 F.,Di_n-[: Ifamﬂfi

dc:-dg[n g




Game Level 4(2)

Story Line(Mainly part)

The protagonist (henceforth re-
ferred to as P), a civilian em-
plﬂyee qf the MCU, is preparing >

fur an expeditiﬂﬂ to District 9
at MCU headquarters. (Newbie
Tutorial)

Aﬁ‘er rendezvousing with the Redcoat, he said
that in order to reach the Ninth District, it was
necessary to cross the Central Lake, as the rest
qf the main trqﬂ%c routes had been destmyed.

the NPC "Red" - Cross Over)

When you reach the rendezvous pﬂiﬂt spec@ﬁed
by "Red", he says that to reach the Ninth Dis-

trict you must cross the Central Lake, as the

qf the Central Lake. You even tua“y build a

stura[y rz:-{ft and prepare to cross the central

lake (start the mission alone - Cross Over)

After visiting District 9, P is infected with
an alien virus and is graa[ ua“y assimilat-
ed into the alien pﬂpu[aﬁﬂﬂ. P will be cap-

tured by the MCU and used as a human
sam pleﬁw experiments (start mission -

Escapeﬁﬂm MCU)

Pﬁer a lgfe—ﬂr—death escape to the coun-

tryside} P needs tmﬁﬂd an abandoned

signal base station and he needs to make
contact with the aliens (start mission - es-

tablish a contact network)

11 "The satellite map has not yet

location, but when P arrives in

the town, heﬁ nds that the MCU
has taken control qf the brio[ge

and P must move to an old

You eventually build a sturdy raft and prepare ' . o
to cross the central ake (start the quest with < been updated with the b rtdge >

1.2 wooden bria[ge and repair (t

rest qf the t.rqﬁc routes have been destmyea[, (start the mission - The Dark
and that he will waitfor you on the other side Sicle)

Pﬁer making contact with the alien "Red",
P needs to make his intentions known
(this option will influence the story)

\"l'm sorry for what 1've done in the past,
but now... Please... | rea“y need your
help."
2\"Damn it! Now I'm askiﬂg you - you
guys...fami[y! He[p me cure this damn

disease!"




Game Level 4(3)

> After crossing the central lake, "Red" tells you
that you have now [eﬁ A-town, but that there
are only two ways to get to District 9. (This

choice will determine the course qf the plﬂt)

Carqfu“y bypass the MCU's lines
of sight to reach District 9 as
quickly as pﬂssible

Task List and Plot Options (not including normal side missions)

-Capture MCU soldier Rick

(]f Rick is killed qfter the interrogation, he will not appear n the next episoa[e)
-King qf the Crossroacls

(Guard the crossroads, tf you don't kill Rick, Rick wi“ﬁght with }/GH)

-Paid access

(Complete the Black Market Merchant quest)

Sidle quests.

Mara Joe (rescuiﬂg Mara, who is also il‘leCtEd with the virus, and cmmp[etiﬂg all 2.1
main quests will lead to endiﬂg 4)

Alien Crusade (seek help from District 9 with "Red", if you choose 1.1 in the 1 dia-
[ogue endiﬂg 2 will occur)

Mthtary techm[agy (After Comp[etmg the mﬁ[tratmn mission, the mthtary technolo-
gy will not aid the MCU in the ﬁnal battle and the ﬁnal boss Wl” be rep[acea[ with a

weaker "Sandstorm 2".)

Bypass the MCU's key ho[ding areas
and take the [oﬂg and harsh road

Tips:NPCs will auto-
matica”y withdraw
when they lose all
their stamina, you
can use props or
wait 3 days to recall

them

List qf tasks and plﬂt options (exc[udiﬂg normal side quests)
-Rama Wasteland

(A tug-of-war with the MCU, players will enter a transitional
animation aycter reaching level 25, tf they choose to stay with
the Rama tribe they will go straight to endiﬂg 3)

-lce Outpost

(Sneak past MCU outposts or go head-to-head with outpost
soldiers)

Sidle quests.

War Dance Ritual (a wmrshipper, Brien, WE”fU”UW you on
your subsequenthjnurmy until you leave the Rama Waste-
land)

Silk Road (transport oil to a designated location, ending 5
will appear upon camp[eﬁﬂn qf the mission)

Clan Wargo (resolve years of conflict with the Wargo, com-
p[ete this quest, the Silk Road quest and the Ritual Gfthe
War Dance quest and Brien Wl” for”ﬂw you until the ﬁﬂa[
battle, endmg 6)

> Theﬁﬂa[ battle




Game Level 4(4)

Ending

Ending 1 (this option will be hidden when Ending 4 appears) - option "We tig
forcements to arrive (entering the boss battle against the military-technology
decides not to receive treatment for his trust in "Red". P later becomes a mer

Ending 2 (
for reinforce

the MCLl and

Ending 3 (trigge
/0% at the time of t
his wandering life, a

Ending 4 (requires completion of the mission "Mara Joe") - option "They re targeting us both, let's block them while you evacuate” -

1e ending, and P dran

1d later The MEU has

requires |.| and the mission "Alien Crusade”) - option
nents to arrive (enter the boss). During the battle, al;
that he cannot get rid of the MCU even it he turns back

I'll hold them oft while

Bn support ar
into a human,

"ed by choosing to stay with the Rama tribe at the end of the Rama Waste
¢ the "holy water” to drastically reduce the infection,
vioneered this area and no one recognises P as a fu

you evacuate -

missior
t the de

dllC

bu
ly t

"Red" evacuates a
"ives just in time and P is taken to Sector 3.
P decides to stay in dector 3 and becomes

ht together” - "Red” decides to stay behind with P to fi
vattle armour “During the battle, "Red” is tragically ki
ber of the alien community, dedicated to helping and |

ng
"
1fj

B Of

) - Minor Ending Changes 1. -
ith of the infection still caused P to become an alien for the rest of
"anstormed alien.

ght against the MCU and wait for rein-
ed and P is taken to Sector d, where he
proving human-alien relations.

P stays behind to fight the MCU while waiting
nking

that he has caused countless losses to
the aliens

-The infection rate was higher than

"Red" evacuates, while P stays

behind to tight the At the end of the battle, P and Mara are taken to Sector 3, where they are cured and P and Mara live in seclusion, never to be seen again.

Ending 5 (requires completion of the quest "dilk Road") - option "l think ['ve seen it somewhere” - "Red" stays behind with P to fight the MCU and wait for reinforcements
to arrive ( During the battle, P, who was familiar with the attack pattern of the Wolt 2000, deflected a fatal blow for "Red” and died. "P's memory chip was used to transter
his consciousness into a new cyborg body.

Ending 6 (requi
(enter the boss bat
MCU headquarters
H inins forces with

"BS C
e ac
enter
the Rama ar

mpleti

ainst tr

the be

SS

001 C
E T

f the ques
litary-tec

1attle aga

ts "War Dance Ritua

1no

1St

d the aliens to anr

the MCLl headc

", "Silk Road" and "Batt
oay battle armour "War Wolt 2000" whic
uarters) After the battle.

e dong Llan”) - opti

punce the MCU's evil deeds, and the MCL

ceases to exist.

1

h has half of its att*'

1 Yelraaayaaaal (Ra

) unites with the Ran

butes weakened) anc

ma language)” - The group fights together
wins easily and kills their way into the

3 and the aliens to a

mnounce the MCU. At the end of the battle.




Game Level 5

BOSS BATTLE(Story Mode)

THREE TOME EXO SUIT

TWO TONE/FINISH BLACK EXO SUIT
HIGH SHEEN BLACK AND SATIN FIMISH BLACK

[ [ '-\.'.li.LIE::lhnL '-u-'\..'.n?f_'.
| Brosdsore |
[ 1029 “wele_

IE'EE'JECT

Lae=%AE fu!ﬁﬂ:ﬂ‘\l'. thm@-c:‘l
I ] e I

PE@JE =X

b & & @ =

,___ﬁ. QQ

LA MhLO%E £ LA0R kw0 %

1 Toin il e desrpph by

PO
P knows the wea[ﬂﬂesses qffhe WDfEDDD and the
'Y
Sandstorm 4 from the drawings of the mission "Silk
- - Road".
]

It is recommended to carry Eﬂough consumables and

gl"ﬂﬂ Eld €5 Elﬂd to use ‘L-h‘t’ilfﬂﬂﬂﬂ H‘ldt h&l-’t” a ﬁl&}ﬂ&gt‘ [’JD FLUS

aga inst heavy armour

Attack Mode 1: Laser
. Storing up power and then sweeping the ground with the laser (tracking the player)

2. Build up power and then shoot a laser

Attack mode 2: Melee
1. Build up power and sweep 1-3 times in front of you (there will be a pre-shake of the actio

2, Sfages and then dashes ﬁ:rnvard
Attack mode 3: Missile

Build up power and ﬁre a missile at a pre—se[ecf&d pﬂsiﬁﬂﬂ

oh)




Sandbox Mode

In sandbox mode, the player's infection rate is reduced by 50%, and play-
ers are also allowed to name their own characters. The mode is suitable
for long play sessions and the game will also be declared a victory when
the player has breached the MCU headquarters.

Difficulty is as same as the Story Mode

Drama Player

\ You are a newcomer who just wants to experience

the plot and the enemy will not deploy a large

number of troops to stop you

Normal Campaign Y i . Hell on Earth
Y

8 You want to have a normal difficulty You like to wallow in defeat, and the
\ \ experience and the enemy will enter- \ \\ enemy will send out elite forces
'\ tain you with normal "manners"

\\ " \ | beyond the pale to deal with you
Challenge Tour

DN

You don't want to win, The enemy

Sandbox Mode Map

will send their entire elite force

v |
VN .

Y f\ against you
i
) ',. \ |

and details of the generated maps.

Map Edition

The maps in sandbox mode will be randomly generat-
ed and the player will be able to determine the size

Default settings

Map seeds: -102395792347

Map size: Small\Medium\Large\Huge\Infinite (requires
powerful cpu)

Black marketeer generation rate: 25%

Forge generation rate: 25%

npc generation rate: 25%

MCU outpost generation rate: 25%

Number of cities: Sparsity\Normal\Dense

Number of villages and towns: Sparsity\Normal\Dense
Whether to allow non-ifriendly alien units: No

Whether cheat mode is enabled: No

Whether forging is allowed: Yes

Whether trading is allowed: Yes

Experience multiplier(Maximum 300): %

Resource acquisition multiplier(Maximum 300): %

_E..Zﬁi

N\




Sandbox Mode Skill Point

There is no cap on the level of the sandbox mocde Active Skill

Chaotic Acid (25%)

Cooldown: 6s

Spray a stream of acid, dealing 25% of
maximum [@ﬁ: er second to the target hit
(5% for bﬂssesgj or 38

Bﬂdybui{ding ols Long Distance Running of5 /. TI“‘?JCD-'IS
Increases Health limit by 15 iy |} creases movement speed EJ:.: > WEvery 1 point learnt will add

fl:'_'ll"' E‘k’ﬂ]-""l_'.-" 1 FIGE'I*'I'.f.' [EHF’I*'[EE;{

\\ The Wolf of Wall Street of5
Fach point learnt reduces

the black market price r:J:,I

5% for every 1 point learmed ¥ o s to the safe alarm trigger
delay

Sk

10%

I .
Loot Scavenger of5 Firearms Mastery of5

Evt‘}"y 1 ]:Jﬂiﬂf learned-will Q Increases attack damage EJ:.;
boost the amount ﬂf{{ﬂ“avs 2.5% f.::-p- every 1 pmnf
and props a::c:iuired b}f ¥ + " learned

some

Electric welder o5
Each puinf learned increases

Ammunition saver o/
10% increase in ammuni-

tion capacify ﬁﬂ* every 1

point learned

Claw strike (45%)

“ Cooldown: 155

Throws a owerfhl sweeping claw strike ﬁ) -
ward, :::[eaﬁ ng knockback and 300 points qf
damage to the target it hits

the pmbab[l[’r}f qf{‘reaﬁng a
better weapon by 15%.

L[ghf Skills o5
Each point learned reduces
the we[g[-lt a.:lf armour b}’ 5%
and increases the chance o

dﬂdgiﬂg

It's mic{c{a}r! o5 Electric welder of5

The Breath of the Mind of5 }
Reduces the cooldown of

props and tactical sle[“sfw

Increases blast chance b}r 4

%ﬁ:}* every 1 pm[nﬂeamec{ W\ Q ‘
)

Each pc:-iﬂf learned increases
the pmbabi[i{}f qfc:r:—:aﬁ}tg a

better weapon by 15%. every 1 point learned
Pon ay Ty

m

Self-healing factor (65%)

lron Cloth Shirt of5 C {d
00oLAAoOwWn. 12s

R.E'EJ{HCE'.S b[ltdgﬂﬂﬂ[ﬂg

Assassins of5 Bombardier o/ Natural Born Leader o/5

Extends the time to be de- For every 1 pD[Hf you learn., you Increases companion health

tected !fJ}-' guarc:fs when have a 1% chance qf}mf con- {-{ﬂ}’”ﬁg“f ]'f"}’ ]G?’E’ﬁ”" EVETY 1 ];)}’ :;Dﬁ:ur every 1 pﬂiﬂf REStU]"'ES 45% DJC{DSt hfe
snealeiﬂg [{:}r 1S per pﬂiﬂt suming props when us[ng pmnf learned learned -
Fashionista o5 ]rrmwrfa[if}f Totem of5 10180 of5 292 92297 o/ AW ﬂkeﬂ lng (8 5 %)
Every 1 point learnt increas- Cooldown 300s, invincible for 10% increase in mission .

PRIPNRPIIVIIINN?

Cooldown: 60s

For the next 10s, reduces c{amage taken b
50%, increases damage dealt by 50% aﬂj/
Increases movement speed by 15%

es H{e pro babi [H}r clf ﬁ:nrgin
a better piece ufc[gcertce I'J}-'
5%

35 when rece[v[ng 1:-:’[[-1&[
c:[amage_. cooldown —|5sﬁ:-r

FEL‘JHF‘C"._FDF E'L’E‘.F'}" I ]_JG'[H]{'

[E‘:EL]-"HE‘E?{

E‘L-’E'!F"_"l.-" I pﬂiﬂf [E'E?{F"HE'III[

Active skill requires [nfecﬁoﬂ rate, when the Eﬂfecﬁc}n rate is lower than the

shill requirement, the skill will be disabled



Story Mode Design Summary

My Idea for the story was a bit rushed, | just wanted to enrich
the gameplay with the plot, but | could have done better,
maybe "Bad end” would have been the new Idea.

| also wanted to make the characters more three-dimensional,
| didn't want the player to "choose a dialogue or a quest In
order to reach a certain ending’, If the characterisation was
done properly, then the player might be able to have a kind of
"‘empathy” with the main character "P" in the story. "empathy"”.

Every main quest and NPC in the story has to have a pur-
pose, and | was inspired by the storylines of many RPGs, and
| wanted to blend them, but it was a difficult journey. | came
up with 16 endings and several triggers, and | wanted to write
them all out, but it would have been a long, novelistic para-
graph, so | had to streamline it a bit, and as you can see - this
IS what It looks like now.

| was going to use

“IBL - [} RPG Maker to

5% 8l complete the map,
M but that only works
|l for 2d and not 2.5d
&l games, so | gave
4| up on that idea and
1 4 J] will have to use
IRem] these scraps for

map reference
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Sandbox Mode Design Summary

Sandbox mode is a great way to expand the
gameplay with multiplayer modes, open building
and block destruction features and more.

One of the core aspects of RPGs is the numerical
value of equipment, and If players want to get
stronger, they will summarise and combine sets to
create a "genre”. This adds to the playability and
discussion of the game.

Considering how time consuming it is to design
and balance several grids of professions or a
whole skill tree for players, this may require a
team. | wanted to keep the game as story-pbased
as possible, so | removed the 4 pages of text from
the sandbox mode to make the game as clear as
possible.

Unavailable ui solutions
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