“Rescue Mission to Phobos”

Sample Scenario Script

Legend
[USR] – Possible user event. Buttons to click. Scrolling text. Etc. 

[NON-INT] – Non-interactive sequence.  Control is taken from the player momentarily. 

There are six major scenarios planned for Mission to Mars, ranging from exploration to industrial themes, to extremely hazardous emergency missions. “Rescue Mission to Phobos” is an example of a high tension, time-limited scenario, one of the later missions that draws upon every skill and piece of information that the players have accumulated through their previous missions in the campaign.  It’s also a mission that likely will need either a very good single player or a team of co-captains playing in cooperative multiplayer mode. 

In campaign mode, the players have the option to continue with the next mission or save and quit to the Main Menu. After finishing the previous mission, the players can click on CONTINUE to start “Rescue Mission to Phobos”. 

The scenario begins with a short animated cut-scene and a text/voice briefing. Cut scenes will be rendered in real-time, to cut down on load-times and space. 

[NON-INT - Cut scene] 

[USR] Pressing ESC will end the cut-scene. 

Phobos Intro Cut-Scene

EXT. PHOBOS SPACE

FADE IN to a long shot of Phobos, the ‘potato-shaped’ moon of Mars that is the prime orbital base for operations in the Martian sphere. The title: “Rescue Mission to Phobos” dissolves in. Music is foreboding. 

EXT. SURFACE OF PHOBOS

The surface of PHOBOS. Rocky. The big red planet of MARS is painted against the horizon. You see PHOBOS BASE, a collection of white modules and tunnels nestled in a large crater. Notable structures include a dome-shaped main HYDROPONICS GARDEN, and the tall CONTROL MODULE with ANTENNAE and DISH. A large barrel shaped building dominates the buildings. This is the HABITAT. The most distinctive structure is the RAILGUN, a magnetically charged gun that is used by the PHOBOS MISSION to launch supplies to Mars and put satellites into orbit. A ROVER is also evident. Once the ROVER is centered on the screen, the camera zooms slowly into it. 

INT. PHOBOS ROVER

Two Phobos workers, ALEXEI SURYAOV and MINDY CHAN are seated in the cramped cockpit of the rover, arguing. The dialogue is voiced by actors but SUBTITLES are included. 

MINDY

You’re not listening to what I’m saying! Something has to be done about Narayan before the situation gets worse!

ALEXEI

Hold on, Doctor. I agree that we have to do something, but what you want is to call in the cavalry before anything has really happened. 

MINDY

Exactly! Do you want to wait until Narayan really goes off the deep end before we call for help?

ALEXEI

Narayan has friends in the Agency. What if a team comes all the way out here and finds out nothing? Then we get shipped out, our work up until now is stopped, and we never get to Mars again! Our careers…kaput!

MINDY

At this point, I’m willing to put my career on the line for the sake of the safety of the Mars mission. Don’t you realize how much damage one nutcase can do once they have control of the railgun? 

ALEXEI

Now, you’re talking crazy. Narayan would never do that. He’s a pacifist. Besides, he would need control of the base power grid and that’s me. Without me he can only do damage to himself. All he wants to do is raise a stink about the corporations. So we give him a little air-time and he can send to Earth - 

Their conversation is interrupted by the sound of something winding down, powering down. 

ALEXEI

What’s that?

EXT. SURFACE OF PHOBOS

Wide shot of the Phobos Base. The lights in most of the base dim dramatically. Anything moving stops. 

MINDY (O.C..)

Oh no. 

FADE OUT. 

The briefing:

First Briefing Screen 

A new screen comes up providing the player with the basic description of the mission, its goal, specific challenges, and what they have to work with. The first part takes the form of a letter from the UN. 

[USR: SCROLLING TEXT – User uses ARROW UP and DOWN to control the scroll]

Mars Charter Council

Security Committee

From: Yang Wei, UN Secretary for Mars

To: Captain _____(user name)__________

Captain,

A serious situation has arisen on Phobos Base that requires the immediate dispatch of a rescue mission. As you know, the Phobos Base is the prime supply link between our Mars surface facilities and Earth. Almost all of our critical supplies and un-manned cargo has been routed to Phobos in the past few years because of the moon’s advantageous position. From there, a crew on Phobos uses a rail-gun, an electro-magnetically charged launcher, to relay packages with great accuracy to the Mars surface. 

Five days ago we received a highly disturbing transmission from a Dr. Narayan, who is the chief mechanical engineer on Phobos. Dr. Narayan has demanded that all commercial activities on Mars cease immediately. In his letter, Dr. Narayan provides so-called evidence that the commercial partnerships we have fostered are leading to unfettered exploitation of a pristine planet. If he does not see a significant reduction of commercial activities within two months, he will begin bombarding the surface of Mars with the rail-gun. This could cause catastrophic damage to our people and facilities there. 

Although we have attempted to open negotiations with Dr. Narayan, he is not answering our communications.  We cannot allow Dr. Narayan the opportunity to follow through on his threat. We realize that many scientists are sympathetic to Dr. Narayan’s stand, but we hope that you, at least, do not support his means.  

As the nearest vessel to Phobos, you are therefore directed to alter your course to Phobos in order to reach the Base and do all you can to prevent the railgun from firing. We estimate that it will be ready to strike against two facilities in 48 hours. If Narayan suspects that we have sent a mission to Phobos, he may not wait for his time limit to be up. 

Good luck.

Yang Wei

UN Secretary for Mars

[USR]
[Railgun hyperlink]

Clicking on the word RAILGUN in the letter will launch a popup which contains this explanation:


[USR] Another click will close the info popup.

[USR] At the bottom of the screen is a “NEXT” button. Clicking it will close the letter screen and continue to the second briefing screen. 

Second Briefing Screen.

The second briefing screen breaks down the mission goals, highlights challenges, and outlines what the player has to work with. 

MISSION GOALS

These objectives must be completed for a complete mission success!

· Prevent Dr. Narayan from firing the railgun at Mars

· Protect the Phobos base personnel and facilities

· Take Dr. Narayan into custody 

WATCH FOR:

· You have two days to reach Dr. Narayan before the railgun is in a position to hit facilities on Mars

· Do as little damage and harm as possible in your rescue. You must protect all personnel, including Dr. Narayan.  

[USR] At the bottom of this screen is a “START MISSION” button. Clicking it will start the game. In the multiplayer cooperative mode, all players must click “START MISSION” before the game begins. For those who click early, they will see a “WAITING FOR OTHER PLAYERS” info box. 

Starting Area: The Scientific Ship “Ares”

The players begin on board the Scientific Ship “Ares” which  has previously been bound for Mars orbit and then to land on the surface. It is the basic ship that the player has been voyaging on in most of the previous space-borne missions. Some of the same characters the player is familiar with are on board and most of the gear is also there. (see figure. ARES_MAP)

THE PLAY SCREEN

The first thing the players see after the two Introductory screens is the standard PLAY SCREEN. 

The PLAY SCREEN is where 90 per cent of the action occurs and where the player will spend the most time. The PLAY SCREEN shows a 3D isometric view of an area, either a room or landscape, which approximates roughly to 30 metres square.  In this screen, players can select characters, have characters complete actions, navigate and generally see whatever it is they need to see in the game except for INFORMATION SCREENS and INTERFACES. 

All players start in The Bridge, where they received the message. Gathered in the bridge are the five characters who make up the crew and passengers. They are:

HIGERU YAMASAKI – Navigator and Pilot (JAPAN) - male

JAN BERG – payload specialist (SWEDEN) - male

SULEYKA ISSINDWANE – medical doctor (SOUTH AFRICA) - female

FRANCINE BELANGER – mechanical engineer (CANADA) - female

CARLOS AGUILAR – physicist (ARGENTINA) – male

[NON-INT] A hologram display showing the text of the message fades out. The lighting in the compartment brightens. The player can begin selecting crew, but during the first few moments some of the crew have comments. These comments appear as SPEECH BUBBLES over their heads. Each character turns to its closest neighbour and gestures as if in conversation. 

JAN BERG

This is serious!

FRANCINE BELANGER

 Incredible. That they would allow it to get this far!

SULEYKA ISSINDWANE

I hope that this is all a mistake. Dr. Narayan is a respected man in his field. 

CARLOS AGUILAR

I don’t believe it. Narayan and I arranged to meet when I arrived. He said nothing about this.

HIGERU YAMASAKI

I suppose that I will have to adjust my course. 

INTERFACE

SELECTING CHARACTERS

[USR] During this conversation the player can begin selecting crew and directing them to tasks. Very likely, though, they will want to get to know who the crew is and what they can contribute.  To do this, they must first SELECT A CHARACTER. To do this, the player simple uses the mouse and clicks upon a character. In Multiplayer Coop Mode, each player has a colour that identifies them. Once they select a character, that character is then surrounded by a HALO in the same colour as the player’s. This shows all the other players that the character is under the control of that player. Once a character is under the control of player, he or she cannot be selected by another player. 

[USR] To DESELECT A CHARACTER, the player simply clicks on a neutral surface (not another character or object). The halo on the previously selected character disappears. 

ACTION MENU

[USR] Once the character is selected, the player will want to get the character to do something. To do this, they click upon a character with the mouse and HOLD DOWN on button 1 to bring up a dropdown menu called the ACTION MENU that appears in the proximity of the character.  The top of the menu has the first name of the character displayed and their job. The initial menu choices are displayed below are:

Francine

Mech.Engineer

TALK

GO TO

LOOK

GET

STATUS

STOP
What the Action Menu Does:

	TALK
	The character makes a contextual observation to the player regarding an event that has just happened, an ongoing condition, or the location where they are situated. If the character is told to Go To another character and then the TALK action is selected, then the character will be talking to the nearest character facing them. 

	GO TO
	When this is selected, the character waits for the player to click on a location (either in the room or on the Area Map) and then will take the easiest route to it.

	LOOK
	The character will wait for the player to click on an object or area that they want the character to look at and will then approach the object and comment on it.

	GET
	The character will wait for the player to click on an object that they want picked up, and then will go there and attempt to pick up the object

	STATUS
	Switches the box to show the character’s HEALTH, STRESS and STRENGTH in a coloured bar chart format. 

	STOP
	The character will stop any action they were doing


In addition to these standard commands, there will be CONTEXTUAL COMMANDS that will come up in certain cases. For example, if the character is fighting a fire and picks up a fire extinguisher, when the player clicks upon the character, the action: SPRAY will be added onto the Action Menu list above STOP. 

With the menu open, the player drags a highlight box to the choice they wish and release the mouse button. The action dropdown disappears and the character responds. 

THE TALK ACTION

In this case, the player can click upon each of the crew and expect a TALK response that tells them more about the character’s reaction to the event that just occurred. However, once a character is told to go do something else, their TALK response will change to accord more to the new situation. The recent event that affects all of the character’s speech and actions is the recent message from the UN. This is now identified as EVENT A (A). 
Response to UN Message – TALK action (Event A thread)

	Jan
	A1
	Anyone who would threaten to use violence is not a scientist! We need to put a stop to this terrorism!

	Carlos
	A1
	I hope Narayan has a good explanation. This is not in his character. 

	Suleyka
	A1
	A good career has already been harmed. We must be careful not to make things worse with accusations.  

	Higeru
	A1
	I think we must decide how we will get to Phobos first. 

	Francine
	A1
	The people of Earth must be informed of what is happening. The Charter just want to hush it all up when Narayan is doing the only thing he could to alert us all. 


[NON-INT] Occasionally, other characters will have responses to what the player’s selected character has to say. In this case, Jan’s declaration will prompt a response from Francine. 

Francine turns and faces Jan angrily. Gesturing. 

Response to Jan (A)
	Francine
	A2
	Enough violence has already been prepetrated by the Corporations against Martian soil! The refusal of the UN to listen to our concerns is what forced Narayan to take action!



	Jan
	A2
	You’re a Mars Firster!  You shouldn’t be a part of a rescue mission!



	Francine
	A3
	And what are you? So eager to play the policeman without knowing the facts?


	Suleyka
	A2
	Please. Let us not argue. There is very little time.


In cases of non-interactive dialogue, each SPEECH BUBBLE will stay up for a certain time to give players time to read each speech. 

Using Talk between Characters

Furthermore, each Character has a response and attitude to another character, which is sometimes influenced by recent events or conditons. To see what this is, the player can take control of any character, walk them up to another character, and choose TALK. When characters are prompted to TALK to each other, they can provide information that is more dependent upon the jobs each one does, or how they feel about a certain situation. What they have to say is dependent upon how each character feels about the other. This is decided through each character’s STRESS meter. Negative or challenging events will raise a stress count. In this case, being in proximity with a character that is dislikable raises stress. 

[USR] Player can click upon any character and attempt to TALK to another character. A TALK response will also momentarily stop a character from whatever task they were doing. After responding to the other character, they will then go on their way. 

Upset Response (A)

Jan response to Francine TALK query. 

	Jan
	A3
	I have a job to do. Stay out of my way if you can’t do yours. 


Francine response to Jan TALK query.

	Francine
	A4
	You’re making me very upset. Don’t talk to me now. 


After these upset responses, both of them will refuse to TALK to each other for the time being. 

Other characters don’t share an emnity and so have more helpful responses. 

Standard Response to Event A

Jan response to anyone but Francine. 

	Jan
	A4
	When are we going to take action? 


Carlos to everyone.

	Carlos
	A2
	Perhaps we should attempt to communicate with Dr. Narayan. We were good friends. Perhaps he would listen to me?


Suleyka to everyone

	Suleyka
	A3
	We must be united before we can act. Otherwise, no purpose will be served. 


Higeru to everyone

	Higeru
	A2
	I need to alter course soon if we are to make Phobos.


Francine is upset with everyone at this point. So her response is still agitated. She is more upset at Jan.

Francine to anyone but Jan. 

	Francine
	A5
	Until you’re willing to listen to what Narayan is saying, I don’t have anything to say. 


As well, each character has a standard response to the PLAYER clicking on them after the initial event is passed.

Neutral Response 

	Jan
	Nt
	Yes, what is it? 


Carlos to everyone.

	Carlos
	Nt
	What can I do for you?


Suleyka to everyone

	Suleyka
	Nt
	Do you need help?


Higeru to everyone

	Higeru
	Nt
	What do you require?


Francine is even a little upset at the player. And so has a testy response. 

	Francine
	Nt
	What do you want? 


TALK in multiplayer

In Multiplayer Coop mode, whenever a character is talking, ALL PLAYERS can see what is being said if they are watching the same room where the dialogue is taking place. Since the space is limited, there is no such thing as whispering. If the player is looking at a room, they will see all that is being said in that room. 

Also, one player’s action in eliciting a TALK response will serve as all player’s action. So, if one player exhausts a specific dialogue thread, it is up to that player to share what information they’ve learned with their co-captains if the other players were not watching that room at the time. However, most of the information provided by the characters can be repeated. 

THE GO TO ACTION

The GO TO action is a simple way of getting a character to go from one point to another. 

USR] To do this, the player selects GO TO from the character’s drop down menu, then clicks on the spot they want the player to go to in the room. They can also make use of the OVERVIEW MAP if they want the character to take a longer journey through an area or region. In this case, they select GO TO  and then click on the spot on the OVERVIEW MAP that they want as a destination. When using the GO TO command, the character finds what they think is the best route to the chosen destination. This is not as accurate as the player taking ACTIVE CONTROL of the character, however. 

NAVIGATING IN ZERO-GRAVITY

The second thing the player must learn is that in space, there is no gravity. Characters float ‘in the air’ and cannot just put their feet on the ground and walk to where they are bid. Instead, they must push off from the nearest surface or grab hold of a handle and pull themselves in the direction where they wish to go. Using the GO TO command, the characters will automatically do this. It is in ACTIVE CONTROL of a character that the player can have a little fun, however. 

THE LOOK ACTION

The LOOK action is chosen by the player when they want to know what a specific OBJECT is according to the selected character’s background. LOOK actions refer to the OBJECT LIST for the mission, that gives properties for each object on whether a player knows what it is, or can do anything with that object, among other important properties.

In the case of controlling  the DOCTOR (Suleyka), using the LOOK action and clicking on a player will prompt Sulekya to provide a quick diagnosis. Her diagnosis is dependent upon each character’s STATUS. 

[USR] The player selects LOOK from the character drop down menu and then clicks on the object they want information on. The character will TURN TO FACE the object and then say what it is, if they know what it is, according to the OBJECT LIST. 

THE GET ACTION

The player uses this to get a character to pick up an object (if it can be picked up).  Each character can only carry a limited number of items of a certain weight or bulk. To see what each character has in his or her possession, the player must get the STATUS for the character. How heavy it is or whether it can be moved at all is located as one of the properties in the OBJECT LIST. 

[USR] The player selects GET from the character drop down menu and then clicks on the object they want to pick up. The player will then go to the object and pick it up. If the object is on the ground, they will bend to pick it up. 

If they cannot pick up the object, they will try a bit and then give up, adding:

	Character Can’t Pick Up response
	I can’t pick it up. 


THE STATUS ACTION

By clicking on STATUS in the ACTION MENU, the players get to see the condition of the character. There are three meters that are important for each character: HEALTH, VITALITY and STRESS. Each of these factors influences the other. 

Status Factors

	HEALTH
	Determines how free from injury a character is
	1-100% Higher score is better.

	VITALITY
	How free from exhaustion the character is. 
	1-100%  Higher score is better

	STRESS
	How psychologically stressed the character is. 
	1-100% Lower score is better. 


Each of these is represented by a colour bar that pops up in a box above the character. The most important factor is HEALTH. If the character has been injured, it immediately increases the rate at which VITALITY is reduced when the player is doing something or simply is awake. At the same time, knowledge of an injury increases the STRESS rate, which rises with each negative or challenging condition. If a character’s VITALITY is low and the character is asked to do a strenuous or challenging activity, the character’s STRESS rate goes up. All characters at the start of the mission begin with a 100% health score, a 100% vitality score and a 0% stress score, unless previous conditions are evident. As time passes, each score goes up or down depending upon the character’s activities.

To improve HEALTH, the character’s injuries have to be treated by a Doctor or by resting. 

STRESS itself affects how able a character is to complete a complicated task, how they get along with other characters, and how quickly they respond to player’s requests, if at all.  To decrease STRESS, the character has to be removed from the situation or activity that is the cause of the STRESS. 

Each character furthermore starts with base levels of each Status Factor which is determined by their background. An older character, such as Suleyka, may start out with higher rate of exhaustion which depletes VITALITY at double the rate of younger characters. At the same time, Suleyka, who is a veteran of many projects, may have the most even temper of anyone and thus has a very low rate at which she becomes stressed. VITALITY can only be improved by resting the character, or temporarily through the use of a pharmacological aid (coffee, for example). 

THE STOP ACTION

If character is going somewhere or doing something that a player disagrees with, they can click upon the character and select STOP from the dropdown menu. The character then stops whatever they are doing and awaits another command. After a while, however, they may start wandering and do something in the room where they were stopped. If the player releases control of the character and selects a different one, a different player may take control of the stopped character and order that character to do something. 

ACTIVE CONTROL

At any time once the player has selected a specific character, they can use the NUM PAD to move the character with greater accuracy than pointing and clicking a destination. The NUM PAD provides them with the nine directions to move. Also, using ACTIVE CONTROL, they use the SPACE BAR as a DEFAULT ACTION KEY. The default action key uses as an action, the last action selected by the user in the ACTION MENU. So, in the case of a repetitive task, such as looking, the player can walk around with the NUM PAD and press space at each spot, rather than going to the ACTION MENU and selecting it from the menu.

CORNER MAP

The overview map shows a wider view of a region or area than the single room focus that is the usual play screen. The map is shown as an icon in the bottom left corner of the screen. When the player clicks upon that icon, the overview map expands as an OVERLAY until it fills a corner of the screen. This provides the player with an idea of the surrounding environs as centered upon the character they are currently controlling. It also shows icons for each character who is present in that area. By placing the mouse arrow over each icon, the name of that character is revealed. To control that character, the player can just click upon the name and their SCREEN VIEW will shift to that character. If they are in middle of a GO TO command for the character they are currently controlling and wish that character to go to another spot on the map, they simply click upon the spot as a destination and the character will begin going to it. 

INTERFACES

Once the player has familiarized themselves with the standard controls of the characters, they can now get into the various screens that are sometimes used to control machines, the ship, or to get information. 

THE NAVTERM INTERFACE

[USR] The player can click upon a character (Higeru), choose LOOK, and click upon the NAVIGATION TERMINAL (NavTerm), which looks like a console except that it also has a pair of joysticks for manual control of the ship’s engines. 

Response to LOOK command at NavTerm. 

	Higeru
	“The pilot can fly the ship from this."


[USR] The player chooses GO TO from Higeru’s ACTION MENU and clicks on the NavTerm to get Higeru to go there. Higeru floats to the NavTerm. Immediately the PLAY SCREEN is replaced by a new NAVTERM SCREEN (see fig.     NAVTERM design).  

The NAVTERM INTERFACE 

The NavTerm has three components. At the top is a horizontal box that shows a TIME-LINE of the ship’s voyage, from the source (Earth Orbit: the ISS) to its current destination (Mars Orbit). The ship’s position on the timeline is represented by a ship icon. Below the icon and following its progress is the current time to reach its destination (ETA). Total time estimated time for the voyage is listed at the end of the of the continuum. At the source is an icon representing Earth. At the end is an icon representing Mars, the red planet. By looking at the TIME-LINE, the player can get a quick idea of the ship’s progress. 

Below the TIME-LINE is the FLIGHT-PATH schematic. This is a 3D view of the ship, with the default camera placed behind and slightly above the the ship. A schematic wireframe path of the ship’s projected course is unfurled ahead of the ship, to show what attitude the ship will be taking, when a turn might come up. This view is also used in the unlikely event that the player will need to take control of the craft’s flight directly and must divert from the course that was projected for it. For example, if a piece of debris is suddenly sensed in the path of the ship, the pilot must take control and use this view to quickly evade it. After the evasion, the pilot can then readjust speed and attitude to conform again to the path. 

Taking up the bottom part of the screen is the FLIGHT SYSTEMS box. This shows important running information on the ship such as power, fuel, temperature, roll, pitch, yaw and thrust. 

In its usual state, the “Ares” will be following on a predetermined path that was set before the mission began. An important piece of software, the DIGITAL PILOT
, then flies the ship on the path. Only in rare circumstances, or when precise movement is not so critical, will the character pilot (Higeru) actually take control. In these rare instances, control is carried out by the NUM PAD. The following figure illustrates its use. Down is NUMPAD 2, up is NUMPAD 8, etc. 

[USR] If they wish to take over control of the ship they can click on the TURN DIGITAL PILOT OFF button. This button becomes the TURN DIGITAL PILOT ON button. Once the pilot is off, the player controls the ship directly. The Flight Path wireframe continues to be played out on the ship’s previous path, so that the player can get back on it if they wish. If they stray from the Flight Path, an [SOUND  X  ] audible warning is played that continues for a few moments and then becomes silent, whether or not the player steers back into the path or not.

A button at the bottom of the FLIGHT SYSTEMS box states: CHANGE FLIGHT PATH. This is used to calculate a new flight path solution for the ship en route. 

[USR] User clicks CHANGE FLIGHT PATH button. [SOUND X  ] Another interface feedback sound is played. The FLIGHT SYSTEMS box flips over and is replaced by a new display that is a minimalist 3D map of the solar system. This is the DESTINATIONS DISPLAY. This map is zoomed into the portion of the solar system showing the planets and other bodies closest to the Sun: Mars, Phobos, Deimos (another Martian moon), the Earth, Luna, and Venus. This zoomed area cuts down on the number of choices the player can make to those that are realistically within reach by ‘current’ space travel resources (the Sun and Venus are actually not desirable destinations for now but are shown because they are within the neighbourhood). 

The use of the DESTINATIONS DISPLAY is simple. The player can click on a planet or planetary body to compute a flight path from the ship’s current position. 

[USR] If the player clicks upon the Sun or Venus, a warning overlays on the DESTINATION DISPLAY: 

NO PRE-EXISTING FLIGHT PATH SOLUTIONS 

HAVE BEEN COMPUTED FOR THIS DESTINATION

Accompanied by a negative audible. [SOUND X ] This warning then goes away after flashing or with a [USR] mouse click. 

[USR] If the player clicks upon the Earth or Luna, another warning overlays the DESTINATIONS DISPLAY screen. It reads:

INSUFFICIENT FUEL FOR THIS DESTINATION

Again accompanied by a negative audible. [SOUND X ] This warning then goes away after flashing or with a [USR] mouse click.

It seems the only three choices the player can make are for Mars, Phobos or Deimos. 

If the player clicks upon Mars, the words “ MARS ORBIT” are displayed under the Mars planet graphic. Underneath that is are three more pieces of information in smaller ‘data text’:

· “est. fuel needed _____”. What fills this field is a calculation based upon the distance from the “Ares” to the destination, multiplied by the fuel needed per kilometre. 

· This amount is subtracted from the “Ares” total fuel to provide the data for another field “est. fuel remaining after maneuver”.

· Below those two is the last piece of data, in more bold text: “ETA: ______” or estimated time of arrival. 

In this case, the flight to Mars will have some fuel remaining (but, the player will find it will not be enough to make it to Phobos if they decide to go to Mars first). At a certain point, if the player chooses not to change the flight path, there will not be enough fuel to make an adjustment to Phobos and it will be too late to make that change. 

If the player clicks upon Deimos, there will be enough fuel to go to Phobos after first moving into position close to Deimos, but there will be consequences later that prevent this from happening. Basically, the player can go ahead and make the adjustment to Deimos, but this will prevent them from getting to Phobos within the two day period and Dr. Narayan would have an opportunity to use the railgun. 

The correct choice is to go to Phobos. 

Once the player picks Phobos, the words: “PHOBOS STATIONARY POSITION” will appear below the graphic of the potato-shaped moon. This means that the “Ares” will come follow the orbit of Phobos as it travels around Mars. The three data fields of “est. fuel needed”, “fuel remaining after maneuver”, and “ETA” will also be filled out. Ares will arrive in roughly 34 hours, leaving very little fuel. 

OBJECTS

In the case of the The Bridge, the characters can see a large number of objects. This is the list of objects in the OBJECT LIST / BRIDGE along with which character (WHOKNOWS) knows what it is and which character can do something with it (WHOCAN).

OBJ LIST / BRIDGE / ARES

Character relation to Object

	Object
	Description
	Whoknows
	Whocan

	Doorcntrl
	Use to open / close door
	ALL
	ALL

	NavTerm
	Use to fly the Ares
	ALL
	Higeru

	SysTerm
	Check on ship status / ship controls
	ALL
	- Suleyka / Carlos*

	ComTerm
	External Communications
	ALL 
	ALL

	Infoterm
	Info database for lots of things
	ALL
	ALL


*Because Suleyka and Carlos are passengers rather than crew, they don’t know as much as Jan or Higeru. Francine is an engineer and so would have the background needed to understand the SysTerm. When they are asked to look at the SysTerm, they could identify it but then would add:

Character Response to Object if WhoKnows = False

	Char Ignorance Response
	Using this is outside my knowledge, I’m afraid.


Character Response to Object if WhoKnows = True

	Object
	Character Response
	Initial Action

	Doorcntrl
	We use this to open and close the hatch.
	OPEN / CLOSE hatch.

	NavTerm
	The pilot can fly the ship from this. 
	Enter NavTerm? YES /NO

	SysTerm
	We can monitor the ship systems from this.
	Enter SysTerm? YES / NO

	ComTerm
	We use this for external communications.
	Enter Comterm? YES / NO

	InfoTerm
	I can use this to access our information database.
	Enter InfoTerm? YES / NO


Character’s ability to pick up or move things

	Character
	Weight / Bulk Score

	Jan
	

	Suleyka
	

	Francine
	

	Higeru
	

	Carlos
	


Can Object be picked up?

	Object
	Weight
	Bulk

	Doorcntrl
	100
	100

	NavTerm
	100
	100

	SysTerm
	100
	100

	ComTerm
	100
	100

	InfoTerm
	
	

	DrinkBulb
	1
	1


Example mission:

· A company affiliated with the European Space Agency believes they are close to developing a new alloy that can be used in super-strong and easily molded building materials. However, they require more testing material - ore from Mars. The first team to find this ore and return a specified amount will be rewarded. 

· In your briefing you are informed that your prime goal is to locate a likely ore basin, establish a temporary core drilling site, and hopefully find enough of the ore to satisfy the Europeans.

· As in all the missions, on your way to Mars, you have to perform basic maintenance routines toward the upkeep of the ship.  Some of these small challenges (mini-games) will be scripted; some will be randomly introduced.

· Space is a dangerous place to work. Fate may place your vessel in danger’s way.  For example, your ship might suffer external damage on the way to Mars because of meteorite collisions.  Power failure and fires ensue. Each mission will have 1-2 major crises that require the utmost concentration, good coordination and cooperation from all participants. 

· As in every situation which arises, you will be expected to first identify specifically what the problems are, then resolve the problems in one of 4 or 5 ways.  These solutions would range from poor to perfect.  Also, the faster you resolve these issues, the better.  An example might be that you have to repair the damage to your ship by going outside the ship and fixing it, which involves putting on a pressurized suit, leaving through the airlock, and watching that you don’t float too far from the ship. Radiation exposure to the worker outside must also be limited. But if the damage isn’t fixed quickly, it could seriously affect the spacecraft’s performance, or worse yet, its trajectory 

· Once you reach Mars, you must float a satellite into orbit that can provide geological information on a macro scale so that you will know where to set down for a successful dig. A geologist you’ve brought along will help interpret the results and provide options. 

· With the optimal site identified, you must then land a drilling team with the correct equipment and set up a temporary shelter. You can only drill in a few places, as drilling is strictly monitored by the UN charter. Go above a certain number and your mission may be penalized! Your time is also limited by oxygen, water, food and power requirements. 

· Drilling is a mini-game in itself; choosing the right heads to pierce different strata; choosing different angles to follow paths given to you by sensors you’ve placed. Hopefully, you’ve chosen to bring along an expert to guide the complicated machine. 

· Finally, once you’ve filled your quota, be the first to set up a reliable communications link (laser) to Earth and inform the Europeans that they owe you their thanks. Your work is good news for everyone in space, as the Europeans will use their new alloy for building better spaceships, tools and habitats. 

· At the end of it all, your crew will rate your performance, depending on things like:

· Were you able to complete the mission?  

· how well and how quickly you instructed them to resolve these issues, 

· how well you followed UN guidelines

· how much of the mission you were able to accomplish (how many GOOD ore samples did you collect?), and 

· how long overall, did it take you to complete the mission.  

Did you use the crew members properly?  Each of the crew members would rate you on how they individually felt you commanded them in their specific areas.

A railgun is a device used for launching a projectile using an 


electromagnetic force. The rail is a pair of long conductive bars running in parallel. The magnetic field generated between the two bars will propel a conductive object that completes a circuit between the two rails at high speeds.  In the last twenty years, railguns have been developed that make use of highly efficient power sources and lubrication, making them into an economical way of launching inert payloads into space. Railguns are now located on the Earth, Luna and Phobos. The military has also been experimenting with railguns for use as weapons for air defense and for artillery. 

















� Phobos means “Fear” in Greek.


� The Digital Pilot system is a real system of the same name used now for the Shuttle. The manual controls for the shuttle are joystick based.
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