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1. Summary

Collateral Damage is a fast-paced, 3D, multiplayer, action-oriented game where the player is a General in control of a gigantic cannon and must use it to defend their City against other Generals and their huge guns. Collateral Damage  is a combination of the classic computer game ‘Artillery’, in which the player must calculate the proper trajectory and range of their howitzer in order to hit an enemy gun placed in a valley a varying distance away, and ‘Missile Command’, in which the player must do what they can to prevent the destruction of a City against incoming shells and missiles. Collateral Damage updates both ideas, putting the player in a fully three-dimensional environment with 360 degrees of view, immediately introducing the challenge of finding a player hidden beyond the horizon or behind a ridge and making the player be wary of all directions for incoming fire. Collateral Damage will also support multi-player networking of up to eight players on LAN and Internet hosting in real-time simultaneous action. Each player is armed with an array of imaginative weapons from nuclear-tipped rounds, to spy remotes to parachuting saboteurs. By implementing a randomly generated 3D terrain engine, Collateral Damage provides players with unlimited scenario possibilities and high replayability value. 

	‘Artillery’ and ‘Collateral Damage’: comparison and contrast

	View
	Static Two-dimensional / side view
	3D / 360 degrees of view / variety of views

	Number of players
	Play with computer only
	LAN or Internet 8 players

	Time Mode
	Turn-based / Players take turns aiming and firing
	Real-time / players exchange fire at the same time – all the time.

	Specials
	All players are equipped with 1 type of gun shooting a single shell
	Player can load a variety of ammunition, helpers and tools to defeat the enemy

	Game-play
	Player uses guesswork and trial and error to calculate the most accurate path to fire a shell at the enemy before the enemy’s gun hits them first.
	Player must first determine where the enemy is, and then must calculate an accurate counter-fire, choosing the correct munitions, while seeking to spoil the enemy’s counter-fire. 
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2. High Concept
“Counter-Fire” is the military term for an artillery duel in which an artillery battery tries to silence the guns of the opponent. In Collateral Damage the game, the player is faced with the same problem, find the enemy battery and destroy it before their own battery is found and destroyed first. The survivor of the multiplayer battle is the winner. 


Collateral Damage places this action in a stylish ‘Steampunk’ environment, set in an alternative historical world where technology has developed without computers, relying upon early 20th century technology, as if scientific development had been somewhat stunted to pre-WWI thought. Each player is the leader of a feuding industrial revolution era City, powered by massive factories, each devoted to mass producing the ammunition needed by the City’s Big Gun. The neighbouring cities also have their Big Guns and seek to blast the player’s city into dust. 

Collateral Damage seeks to replicate the style and feeling of pre-WWI, in which the countries of Europe are engaged in a war of supremacy (the ‘Great Game’), a war where all other weapons are subservient to the power of the Big Guns. The player as the General in charge of the City’s armed forces will be able to send out droves of infantry, balloons, saboteurs and spies, but all are ultimately cannon fodder to the gigantic shells of the artillery. Humour will play a big role in ​Collateral Damage, with each unit a caricature resembling the propagandistic political cartoons from magazines in the early 1900s. This style was most recently taken advantage of in Monty Python products (‘Monty Python’s a Complete Waste of Time’). Another reference product with similar game-play would be “Worms”. 

Collateral Damage is aimed at gamers seeking a quick ‘deathmatch’ fix: an action-oriented game in a multiplayer environment taking between 10 to 20 minutes to play with plenty of room for varying strategies and cunning tactics. Collateral Damage will be an effects showcase, as well, with high detail models, spectacular explosions and weapons effects. The ‘cool’ factor will be multiplied by adding imaginative munitions and specials. 

Gameplay would be simple to learn but difficult to master. As an action game, Collateral Damage would be set at a very high pace. Each player would be constantly loading, firing their cannon, and repeating. During moments when  players are being assaulted by paratroops, a ‘twitch’ component is introduced where the player must quickly target and cut down paratroopers as they descend. Defending the base from ballistic missiles also introduces an element from ‘Missile Command’. The thinking component of Collateral Damage, however, would be in finding their hidden enemies and correctly aiming their cannon to destroy them. 

These elements combined in one package should make Collateral Damage a hit in the multiplayer LAN and Internet communities. 
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3. Game Play
Overview

Collateral Damage follows the basic game play of “Artillery” but with notable modifications. As in “Artillery”, the player in Collateral Damage seeks to properly aim their cannon in order to lob a shell over an intervening terrain or obstacle and destroy the enemy players. Collateral Damage places this action in 3D, which by consequence hides those players who are not in the direct line of sight of each other, adding the challenge of first locating the other players before accurate firing can begin. Collateral Damage also adds ingenious weapons, an energy management system and a real-time multiplayer. 

Game Setup

At the beginning of the game each player is shown an overhead map of the stage to be played, showing terrain, elevations and other geographic features. The players can choose to be randomly located or they may select (in secret) their optimal location. In each case there is a small chance that two or more players might find themselves at near to point-blank range, in which case the game would probably be a quick one. 

The Big Gun

Once each player has selected their location option, the game begins. The first thing a player sees is the huge length of their Big Gun. The Big Gun is a multipurpose shell thrower that can fire any kind of munition in the player’s arsenal. It looks like a cross between the Gerald Bull cannon the Iraqis had considered building and one of the Guns of Navarone. . To control the Big Gun, the player can use the keyboard, mouse or joystick to control the gun’s angle of fire and direction. By pressing down a modifier key and moving with their prime controller, they can quickly pan their view around in 360 degrees to see their surrounding terrain. Panning with the Big Gun itself is slower but necessary if the player wishes to fire in a different direction. To fire, the player must first select the type of munition to load. These are chosen from the number keys, shell 1 being the most basic shell. Once the player has pressed a number key, the breech of the Big Gun is opened and a shell is lowered into it. The more sophisticated the munition, the larger the shell, and the more time it takes to load the Big Gun. Once the player has loaded in a shell, it has to be fired off before a different type can be loaded in. Pounding the space-bar, clicking the first mouse button, or squeezing the joystick trigger fires the cannon. The screen shakes as the Big Gun thunders. The player can see the shell (or other munition) arcing off through the storm of fire and smoke. 


Protecting the City

Supporting the player is a large City, a built up territory with factories occupying a large space that provides the player with the resources they need to power their Big Gun and provide the ammunition they require. This energy level is built up by the base weapons factories and depleted when ammunition is loaded into the Big Gun. More sophisticated weaponry or units require a larger chunk of resources than more generic munitions. If the player fires at a very high rate, they could deplete the level down to zero and be forced to wait for the factories to fill the ammunition stockpile back up to a sufficient level before they can fire again. If the armaments factories are damaged or destroyed by incoming rounds, the flow of energy can be slowed or interrupted, making it imperative that the player deal with the most threatening opponents first. Of course, in a multiplayer game an unfortunate player can be ganged up upon and so could have their industrial base reduced to ruins quickly. 

The level of productivity of the player’s industrial base can be affected by the incursion of enemy sappers and political agitators called ‘bolsheviks’. Both sappers and bolsheviks are launched out of enemy cannons and parachute down onto the player’s territory where they proceed to cause mayhem in the player’s industrial hinterland. Sappers are paratrooping commandos who will directly attack the nearest factory, attacking the edges of the player’s base and working their way inward until they reach the player’s Big Gun. Bolsheviks are more insidious and harmful. These fifth columnists infiltrate the base factories themselves, agitating for a worker’s revolution, causing work slow-downs and stoppages. Bolsheviks are harder to root out because they stand on the player’s industrial base, meaning that the player will damage themselves as they try to blast the bolsheviks out. Both must be eradicated soon or they could chip away at the player’s warmaking capability. 

Even with the City totally destroyed, the player can still continue to fire with whatever energy reserve they had left and by rationing themselves. Their part in the game is not over until their Big Gun itself is located and destroyed. 

Locating the enemy

In the original ‘Artillery’, because of the side-view / two dimensional graphics, all the players could see the positions of their opponents immediately. Collateral Damage adds the challenge of making each player’s position a mystery. In the first-person, 3D view, the player in Collateral Damage is free to pan around in 360 degrees, but is obstructed in their line of sight (LOS) from the other players by hills, ridges and other terrain. This is closer to the problem real gunners face when they decide to engage in a counter-fire duel. Thankfully, Collateral Damage assists the player in this problem by providing them with observation aides such as observation balloons, spyplanes, satellites, and covert ranger operatives who act as forward observers. 

For example, Collateral Damage will provide, as an ammunition choice, a spyplane that can be fired out of a shell and then deploy as a glider that moves along a basic path. The player can then switch to the glider’s view and see if they can see any enemies below. Ranger operatives can also be fired out of a cannon and, at the peak of their arc, deploy a parachute. These scouts then land and relay limited information about the area within their line of sight. That is, until they are spotted by the enemy player and terminated with a big fat napalm round. An actual spy satellite might be an advanced (and more expensive) special weapon that would enable the player to pinpoint their opponents in detail. Such a satellite could only be defended against by firing an anti satellite missile or ASAT. 

If the enemy has been positioned close enough, the player can even tell from a distant muzzle flash over the horizon where their enemy is located. An incoming missile may leave an exhaust trail that tells the targeted player in which direction the missile was fired. A player might choose to methodically target grids of territory if they have lots of time and ammunition resources, narrowing down the likely locations of the enemy by process of elimination (as in “Battleship”). If the situation is very grim, the player might choose to fire off clusters of area effect rounds in the hope of hitting the enemy by chance.  

Destroying the enemy

Once the player locates an opponent, they are then tasked to destroy the enemy with extreme prejudice. Like the original ‘Artillery’, the player must aim their gun correctly with the right elevation and range. Because it is a 3D game, Collateral Damage also requires that the player find the right direction. To assist the player, Collateral Damage provides them with weapons of mass destruction such as area-effect submunitions, MIRVs, battlefield tac-nukes, high explosive rounds, parachuting sappers, among other inventive weaponry. Each weapon or shell depletes a certain amount of energy, making a more sophisticated weapon more ‘expensive’ to use than a more common but less powerful shell. Also, a more powerful weapon would take longer to load, meanwhile the enemy player could be peppering the player with rapid fire. The fastest load time would be for an anti-aircraft flak round which the player would employ when defending against a parachuting sapper incursion. 

Defending against a wave of paratrooping sappers or bolsheviks would be great fun. The  player must try and shoot down each paratrooper as they come down. Hit paratroopers are blasted out of the sky or fall screaming if their parachutes are hit. If the sappers land safely (If the sapper doesn’t land softly, they go SPLAT), they then attack the nearest piece of enemy base, exacting a small amount of damage with each hit.. The enemy player must then  individually target each sapper and blast them before they do too much damage. The player firing the sappers could then use the distraction to fire more destructive munitions. Shooting down sappers could quickly become a fun game in itself and is based upon another classic game: Sabotage. 

Each game becomes a race to find all the other players and destroy them. The pressure to do so becomes intense as rounds start appearing inbound and increases as each player narrows down the locations of the others. Very quickly, the player could find themselves showered by an intense bombardment from all sides if they don’t start eliminating their enemies. 

Movement

Within the confines of the City, the player can move their Big Gun with the aid of rails. The speed of the move would be very slow, however, and damage to the base would restrict their range of movement. There would be little chance of avoiding an incoming shell once it had been put in the air. However, if the player sees a pattern to the enemy player’s fire, they could probably move their Big Gun to a part of their base installation that would be outside of the pattern. The Big Gun would have to be completely stopped to fire, however. 

The Multiplayer game

As a multiplayer game, Collateral Damage offers players a quick blast-em-up fix with enough strategic thinking involved to attract a large following in the after hours LAN and Internet communities. Because of it’s simplicity, Collateral Damage can be started up and learned quickly. Success in the multiplayer game relies upon picking targets judiciously, avoiding being ganged upon, and clever use of special weapons and powerups. The pace is also measured so that the speed of a person’s connections doesn’t give them an advantage.  

Communication

Players can chat to each other throughout real-time. There may even be a possibility of allowing person-to-person secret chats so that alliances can be built (and broken). Third party voice communications packages such as the Battlefield Communicator could be employed. 

Endgame

In campaign mode, the survivor (and winner) of each battle gains an energy bonus for the start of the next map. A scoreboard of who did what to whom is displayed for bragging. This may be accompanied by a victory screen with music. 
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4. Look and Feel
The Player experience

Collateral Damage, above everything else, must be FUN. Anything that is not fun should not be in the game. Therefore the action must be quick. There should not be any waiting. All obstacles to actually playing the game should be minimized or eliminated. That means, after every stage, there should be a quick option to play it again or start the second stage with the same settings, etc. The interface should be simple so that all the player is thinking about is how to win, not how to play. If it takes more than three key-strokes to accomplish anything in the game, that function should be re-examined. Even players who have lost must feel that there is a reason to continue playing even if they are pathetic. Make their death spectacular. Make the time they wait for the next stage a short one, or make it entertaining. In Rainbow 6 -  a game that does not support respawning - dead players can switch views to follow the action from the POV of the surviving players so that they can cheer on or learn from the surviving players. For players who are no good at deathmatch, make options for team-play.  Collateral Damage can become like a sport, so that even when players are not actually playing, they find it entertaining just to talk about how a game was played or what they might do to win more often. 

Graphics

Collateral Damage is a fully 3D game utilizing a high quality optimized 256 colour palette,  high polygon count models and stellar 3dFX effects.  Although the emphasis of Collateral Damage will be on game-play, the quality of the graphics in general will be high, enhancing the ‘eye-candy’ appeal of the game. 

The graphic style will be a cross between Steampunk, an early 20th century political cartoon and Monty Python. The Big Guns will be imposing, heavy metal machines that lurch and thunder with each colossal explosion. All the metal will be heavily riveted and smoky. The Cities will be Industrial Revolution-era factories with tall, brick chimneys spouting smog. When the Big Gun needs to move or traverse, steam could issue forth from exhaust pipes as in the turbolasers in “Star Wars”. This is a look similar to one of the more inventive stories in Matsuhiro Otomo’s “Memories” anthology film where an entire society exists to service huge guns built into a City itself. The planes shot out of the cannon would look like biplanes.  

Serving the General is an army of soldiers and agents of different qualities,  all highly stylized characters. These characters would look like harsh caricatures in the tradition of polemical political cartoons of the turn of the century.  Picture the leaders of the ‘concert of Europe’: the Czar, the Kaizer, the Ottoman Sultan, Napoleon III, etc., with Big Heads. The standard soldier might look like a squat Prussian with high epaulettes, pointy German helmet, and fat boots. The Bolshevik political agitator would have round intellectual glasses, a proletarian cap, and hold a copy of a manifesto in one hand. Cows might populate the ‘no man’s land’ between the cities, and be the unfortunate targets of collateral damage.

One of the key appeals in progressing through the game is in experiencing the use of new ‘cool’ weapons, encouraging players to play again and again in order to see the great effects of each weapon or tool. Each round should have a glowing tracer associated with it. Rockets would be long fiery trails. Napalm would leave a glowing lava-like patch wherever it lands. Air bursts would show a white hot shockwave. There may even be a ubiquitous ring-explosion. The destruction of a player would result in a mushroom shaped cloud rising in the sky, visible by all players. 

Large ammunitions will make the screen shake. The screen will also shake when near hits from incoming rounds land close. The explosions caused by incoming barrages would be a mixture of sprite and particle effects. Dirt, debris, fire and smoke should be launched into the air with each hit. 

The players may have the option to pick different Big Gun types to provide variety in graphics or for performance bonuses. 

An option for a night scenario would only increase the beauty (and terror) of the game experience. The horizon would resound with the rapid-fire flashes of guns pounding each other. Lightning would momentarily light up vistas. Tracer fire laces the sky. Magnesium flares would suddenly reveal the oncoming wave of paratroopers about to land on top of the player’s base. 

The interface graphics would be limited to opening screens, game setup menus and scoreboard. During the game itself the player would only see their own Big Gun, with information or status bars floating on the sides of the screen. When they wish to consult a map or an external view from a spotter or spyplane, a window will drop down from the top and disappear with a keystroke.  

As much as possible the graphics would be 3D to facilitate changes, updates and player modifications. 

Sound

The sound of Collateral Damage provides an important second dimension to the player’s experience. The player must be made to feel the power of the Big Gun in a sub-woofer whenever they fire off a particularly large round. Shells should howl in, shrieking. Soldiers should scream as they fall to their deaths when their parachutes are cut. Cows should moo in terror as their fields are bombarded.  The ground should start to rumble as soon as the game starts as players begin lobbing ammunition at each other. Each different type of ammunition should sound different as it is blasted out of the cannon. Whenever a player is destroyed, the death march should be heard. Parachutists should salute and shout: “For you, anything, sir!” or “I won’t let you down, sir!” before they are loaded into a breech and fired off. Support the sending of short .wav files so that players can taunt or cheer each other. Each interface choice should have a satisfying arcady sound sting. The key to the sound in a fast-paced game is feedback satisfaction. 
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5. Market
The Gamer Market

The market for Collateral Damage is the PC and Macintosh gamer who is between 16 to 30 years old, has access to the Internet or a LAN, and purchases or rents interactive entertainment software. This is part of the $5.1 billion U.S. North American market for entertainment software that is expected to top 6 billion this year.
 In North America alone, it is estimated that 35.3 million owners of PCs count playing games as a major use for their computer.
 

Players are making use of the Internet for gaming. 21% of players who considered themselves ‘hard-core’ gamers spend between 10-14 hours a week of playing on-line. 
 12.5 million active online gamers in 1997 of which 77% were of the older over-18 segment. 
 There were 93.1 million connected hours last year. This is forecasted to grow to 250 million connected hours.
 As a market, the on-line consumer base has huge potential. There are between 50-100 million users on-line, with the net population doubling every six months. 

Counter-Fire marketing position
Counter-Fire is aimed at the action gamer market wanting an inexpensive, simple but addicting blast-em up that they can play on-line or after-hours in their office. 

· Counter-Fire’s copious destruction and weapon effects will make it an ideal game to show off a 3D card, D3D or OpenGL supported. 

· Counter-Fire’s simple game controls and basic concept will make it an ideal purchase for a first-time buyer who has just set up a multimedia PC and wishes to purchase a game that they can get up and running quickly. 

· Gamers who don’t have the time to spend on more complex game during the lunch hour or before they make the commute home will also appreciate Counter-Fire’s simplicity.
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6. Competitive and Reference Products

There have been a number of games throughout the short history of the game industry that have been based upon “Artillery”, which was one of the first games ever made for a computer. Of these, “Worms” is the most recent example. 

Artillery – freeware. One of the first games ever made for any computer. Ancient.

Sabotage / Suicide – retail. A very early color game for Apple II in which the player is an anti-aircraft gun seeking to shoot down waves of paratroopers who, once on the ground, combine to sabotage the gun. Paratroopers who had their parachutes perforated fall down to their deaths and go splat! 10 year old classic.  

Missile Command – arcade / Atari / many clones available on PC. The classic trackball game where the player controls anti-ballistic missile bases and seeks to protect cities from waves of nuclear attackers by shooting them down. 

Rampart – arcade game and Atari Lynx. Two players located in castles try and blast each other with tiny cannons. Slightly isometric top down view. After the cannons finish firing, players rebuild their castles in a Tetris-like stage. Played with track balls. Classic. 5-6 years old. 

Scorched Earth – shareware/freeware. Basically “Artillery” with the addition of multiplayer networking and more weapons. Still turn-based and 2D, however. Enjoyed wide popularity. There is a similar Mac version. 3-5 years old. 

Warheads – shareware. Three players located on different planets fire various warheads at each other. Claims to be 3D but actually just 2D with parallax scrolling. Poor quality. 1 year old. 

Incoming – common OEM bundle and made it to retail. A 3dFX graphics showcase that is bundled with many cards. The player stays in one spot and shoots at incoming attacking aircraft or can fly a fighter. 1 year old and counting. 

Worms – highly successful 2D network game that transposes the guns with cute worm characters who also fling funny comments at each other. Basically, “Scorched Earth” but with cartoon-like and professional quality graphics. This game has been ported to nearly every platform and enjoys a good Internet community. Spawned at least one sequel. Worms and Worms 2 earned $2.1 million in the U.S. by last year. Distributed by Microprose. 

There was also talk of another “3D Artillery” game in development as a freeware project but no word has been heard of that for some time. Probably died on the vine. Currently, there is no Artillery-style game in release, though possibly another Worms sequel may be released. 
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7. Target Specs

PC and Macintosh:
· 200 mHz Intel with graphics acceleration / 300mHz Intel with no acceleration in software rendering mode / 200 mHz G3 for Macintosh 

· Direct3D, OpenGL, 3DFX Glide support

·  640X480 standard

· 28.8k modem and Internet access

· TCP/IP


Back to Contents
9. Expansion
Game-play

The Collateral Damage concept has an excellent potential for growth based upon the core game play. 

· Weapons: the most obvious and easily controlled area is in giving the player more advanced and imaginative weaponry. Nukes, MIRVS, Patriot ABMs, flares, heat-seekers, cruise missiles, laser defense systems, anti-satellites, smoke screens, grape-shot, perimeter guns, fuel-air explosives, napalm, cows, peaceniks, basketballs, etc. The more ridiculous, the more fun. 

· Terrain: with a more advanced terrain builder, we can build new environments such as an ocean environment with constantly tossing waves, volcanic worlds, cities, etc. If we include the terrain builder as a free utility, it helps ferment fan support. 

· Historical advancement: we can build different stages such as beginning within an Antiquity Stage where players are equipped only with catapults or ballistae and then work their way up to primitive cannons and Chinese rockets; WWI, WWII, etc.  

· Multiplayer modes: Teams: players form teams and are arranged on either side of the map; Seige: One player is positioned in an advantageous high ground and is opposed by all other players; Breakout: All players are separated by high walls made of bricks that they have to destroy first to get at the other players; Blasting Private Ryan: all players face a beach invasion by landing craft and infantry and must destroy them all before they reach the guns; Bouncy: All munitions can bounce off the edge of the map; Waterworld: players are floating platforms or battleships, shots splash in the water and cause disturbing waves; Gravitar: Players are established on the inside of a cavern, on roofs and on the floor and shoot accordingly; Storm: A wild windstorm makes direct shooting extremely tricky; Columns: Players are positioned on top of precarious thin peaks which can be undermined by shots to the base; Dam: Players are positioned at the foot of dams, which can be cracked open by the enemy; Convoy: Each player is responsible for ensuring that their convoy of dumb vehicles reaches a safe area while potting the other player’s convoy. Undersea: All players are located below the surface of the ocean and must deal with the increased difficulties in locating and firing. DeRail:  Player’s guns are located on constantly moving trains. Tracks can be destroyed. 

Secondary products and Ancillary markets

Producing the game would have beneficial spin-off effects beyond the actual product. 

· Player utilities – By making the game code extensible, we can provide players with the ability to construct their own maps, units, textures, skins and weapons. This gives the game a life beyond the initial product, with little or no work for us to do except providing information and some assistance. This would help drive up the popularity of the game and initial value. 

· Licensing – The technologies and processes used in making the game can be marketed on a 1-1 basis with strategic partners. 
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10. Discussion

Advantages:

1) A creative project that exercises the creativity of both programming and art staff

2) A relatively simple game that can be expanded or cut back to fit a timeframe without harming its core appeal. The project can be used as a dry run for attempting more advanced, complex games. 

3) Simple games are good for reaching the mass market. I.e. Deer Hunter. 

4) Highlights the technological and creative potential of the project group to the public and to prospective clients / partners. Establishes team identity as developers who can take on more advanced products.

5) Will provide PR value to the public and within industry.

6) Can provide the basis for a larger game if a publisher takes interest in the demo.

7) All of the technology produced in the development of Collateral Damage would be usable in future products.

8) There will always be a market for classic ideas redone well. The current trend for companies such as Hasbro and Mattel is to take classic arcade licenses such as Asteroids and Centipede, and remake them with better graphics and new technology. 
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Serving the General is an army of soldiers and agents of different qualities,  all highly stylized characters. These characters would look like harsh caricatures in the tradition of polemical political cartoons of the turn of the century.





The Big Gun is a multipurpose shell thrower that can fire any kind of munition in the player’s arsenal. It looks like a cross between the Gerald Bull cannon the Iraqis had considered building and one of the ‘Guns of Navarone’. 





Each player is the leader of a feuding industrial revolution era City, powered by massive factories, each devoted to mass producing the ammunition needed by the City’s Big Gun. The neighbouring cities also have their Big Guns and seek to blast the player’s city into dust.








Sappers are paratrooping commandos who will directly attack the nearest factory, attacking the edges of the player’s base and working their way inward until they reach the player’s Big Gun. Bolsheviks are more insidious and harmful. These fifth columnists infiltrate the base factories themselves, agitating for a worker’s revolution, causing work slow-downs and stoppages.





Defending against a wave of paratrooping sappers or bolsheviks would be great fun. The  player must try and shoot down each paratrooper as they come down. Hit paratroopers are blasted out of the sky or fall screaming if their parachutes are hit.





Shells should howl in, shrieking. Soldiers should scream as they fall to their deaths when their parachutes are cut. Cows should moo in terror as their fields are bombarded.
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