Possession: GDD – Chapter 6: Controls
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Controls

The purpose of the Controls Design Document is to detail the various single-player and control layouts for Possession. Note: Multiplayer specific controls can be found within Chapter 10 – Multiplayer Design. The document details the reasoning and philosophy for the controls layout and how the controls directly relate to in-game mechanics and their uses.

6.1 Control Design Goals

The ultimate goal is to create a control system, which supports the complexities of the game being designed, yet ensures that the control layout remains accessible and intuitive for the player. Possession is a fast paced action game, that also contains many squad-based tactical elements – predominantly the command and control of many Zombie units, whilst controlling a 3rd person avatar. It is therefore unavoidable that the controls will need to carry a large number of functions that support in-depth 3rd person control, and large-scale unit commands. Yet whatever layout we have chosen to support these functions, we must allow the player to be able to react quickly to the various in-game situations and threats at all times. 

The control design objectives are:

· Maintain control consistency across the game – single-player and multiplayer.
· Create intuitive controls that do not explicitly require the player to read the manual.
· Allow movement of the Enslaver in the 3rd person providing a good degree of exploration control over the 3rd person camera.
· Allow the player to easily command Zombie hordes, choosing either a simplistic method of command and control or a more detailed one if required.
· Allow the player to select a type of Zombie or all types quickly and easily.
· Allow the player to quickly choose how may Zombies are committed to an action without breaking the pacing of the game or speed of the command control.
· To facilitate uncomplicated, simple commands capable of wide-reaching effect.
· To allow the player to issue a command via a quick reaction/impulse.
· To allow the player to specifically target a command.
· To allow the player to leave their 3rd person body, move around whilst outside of the 3rd person body and then to enter the body of a Zombie in 1st person.
· Allow the player to control a Zombie in the 1st person without confusing them or changing the command/control structure.
· Use the Enslaver to attack.
· Allow the Enslaver to defend himself in hand-to-hand combat against multiple enemies.
· Allow the Enslaver access to context actions.
· Allow the Enslaver to jump and climb as a context sensitive action.
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6.2 Control Scheme Ideology

Much of the single-player control mirrors that of traditional console FPS controls. Movement, although predominantly controlled in third person, uses an input method identical to that of most console FPS games. In addition the Zombie commands are selected via the D-pad and issued through the Right Trigger, which matches weapon selection and firing patterns from FPS games. This is a deliberate design that allows smooth migration between the third and first person elements in the game without confusing the player by re-mapping the controls. 

Given the fast-paced action, controlling the character and issuing commands in a FPS manner (moving and firing weapons), allows the player to move and act swiftly. Further, this will mean that the Enslaver control layout will be similar to the Survivor layout in multiplayer, allowing a necessary similarity between the two control methods. Keeping the control schemes similar will allow players to jump from single player (controlling the Enslaver in third person) to multiplayer (controlling Survivors in first person) without having to relearn a complete control set.

6.2.1. Control Design Influences

Pikmin – Command control style, Insta-Group: Rather than relying on a strict command system, the player in Pikmin literally throws numbers of Pikmin units at objects in order to achieve a number of different interaction results. Although the Enslaver does not physically throw Zombies at opponents and objects, the Possession command types combined with the way commands are initiated emulates the style of throwing numbers of units. In addition the group calling function of Pikmin is a very useful method for quickly grouping large numbers of units. The Possession Insta-Group control makes use of a similar quick grouping method.   
Freedom Fighters – Third person FPS movement style, command control style, aim mode: The character movement control in Freedom Fighters uses a 1st person method of control, despite being a 3rd person game. This feels good during play, and allows the player to constantly maintain visual awareness of the environment. Whilst the control layout for the commands is different in Freedom Fighters, the simplistic nature of the commands and the manner of their implementation has been a large influence. The Freedom Fighters aim mode provides inspiration, in that it allows the player to more precisely direct commands if required. Execution of the Possession aim mode however, is more akin to the aim toggle in a standard FPS. 

Halo – Movement style, aim mode, multiplayer control style: Much of the multiplayer controls reflect traditional console FPS layouts. Whilst Halo is not alone in using the type of multiplayer control layout suggested (Time Splitters is another), the implementation of the controls feels quick and intuitive. The Survivor multiplayer controls therefore use a similar method, with some elements of these controls migrating into the Enslaver third person controls.
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Control Mappings

6.2.2. [image: image6.jpg]


PS3




6.2.3. Xbox 360
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6.2.4. PC           

  





Enslaver Direct Control
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6.3 Control Scheme Detail 

6.3.1. Direct Enslaver controls

Movement and orientation
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Combat
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Details of Attack Combos involving the attack and grab buttons and a fuller description of Enslaver Melee Combat can be found in the Combat section later in this chapter. 



Context Sensitive Actions (inc Jump)
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Angry Cam and possessing Zombie Units
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There will be a maximum effective distance that the Enslaver will be able to move the Angry Cam or a possessed zombie unit from the Enslaver. Should the Angry Cam or possessed zombie unit begin to approach this maximum range, a filter effect will apply (representing a fog of war) and the viewpoint will become increasingly poor as the maximum range is reached.




Infect Attack
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Because only a portion of the mutation power invested into a zombie is released on its death, the Enslaver runs the risk of exhausting his supply. In order to ensure that this does not happen, the Enslaver will need to keep killing enemies (high yield) or use his zombies to do so (lower yield) and acquire the new power that becomes available as a result of this action. 

6.3.2. Zombie Command Controls

The Enslaver commands his zombie units, so that he may destroy level opposition and tactically overwhelm the environment. 

· Commands are designed to be simple to issue and control from the perspective of the player, yet complex enough from an AI perspective to yield different AI related results depending on how they are applied. 

· Although under the direct command of the player, the zombies’ AI routines allow them a degree of autonomy that exists within the parameters of the command state. 

· When not directly engaged in command activity, zombie units will perform a variety of Idle Routines. Specific Idle Routine activity may also be initiated if the zombie unit is idling within range of an Interest Point, attracting a zombie unit to its vicinity whereupon the zombie unit will begin to conduct activity particular to the Interest Point in question.
· This autonomy and set of idles will ensure that Zombies will still carry out enough AI activity to be strategically useful to the player (who cannot possibly keep an eye on all things at all times) while remaining interesting to simply sit and watch if desired. 

· Issuing an order is a multi-stage process: 

· Centre the command reticule

· Select Zombie Units

· Issue the command

· There is also an optional command for filtering which zombie types are given the order



Centring the Command Reticule

The Command Reticule allows the player to see what the point of origin for a command will be within the environment. Without a clear indication of aiming point, the player will only be able to hazard a guess as to who or what they are targeting, for an Attack Command, with the risk that their command may be issued or interpreted incorrectly.
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· The Command Reticule exists at the absolute center of the screen. As the player moves the viewpoint of the character, whether vertically or horizontally, the reticule moves accordingly. The reticule uses a camera ray that is fired out from the character/camera POV to a point beyond the Enslaver.

· When the camera ray impacts with a potential target, the Command Reticule will alter to indicate that an attack opportunity is available. When doing so the effect will hang for a brief time before fading, so that it does not irritate when passing across multiple targets.

· The command reticule also acts as the central point for the selection of zombies using the Insta-Group selection method.

Select Zombie Units

There are two ways of selecting zombie units:

· Unit Command  - automatic

· Insta-Group - selective
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Issue a command (Command Selector)

Four commands are available – Attack (Infect), Attack (Non-Infect), Follow and Mutate, which are all selected via the Command Selector by pressing the D-Pad in the direction of the command required. The Command selected will remain assigned to the Right Trigger via the Command Selector, until the user changes the Command selection to a different type of Command.
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Attack Command – Defaulting to a Guard Command
· When commanding zombie units to attack an area devoid of enemies, the command will default to a Guard Command. 
· This will cause the zombie units to remain within a designated guard area and attack any viable target that comes within range. 
· The position of the Command Reticule, when the defaulting Guard Command was issued, will become the centre point for the Guard Radius.
· The Guard Radius is automatically set dependent upon the number of zombie units committed to the Guard command. 
· Zombie units will not pass beyond the Guard Radius boundary.
Filter Zombie Types 
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6.3.3. Combat While Controlling Zombies
While controlling a possessed zombie it will be important to ensure the combat controls stay as similar as possible to the Enslaver layout. This will enable the player to possess a zombie and start fighting and issuing commands immediately. As a result all of the zombie types will use the Attack buttons (RB/R2/LB/L2) for their primary and secondary attacks - each of which are explained below:

	Zombie
	Attack Types

	Shambler
	RB/R2 – Maul/Bite or Fire Weapon (if carrying weapon)

LB/L2 – Maul/Claw or Weapon Club (if carrying weapon)

	Runner
	RB/R2 – Maul/Bite

LB/L2 – Maul/Claw

	Bloater
	RB/R2 – Explode Bloater

LB/L2 – Maul/Bash 

	Shredder
	RB/R2 – Instant Kill

LB/L2 – Maul/Claw

	Monster
	RB/R2 – Maul/Bash

LB/L2 – Throw Object (target and attack object to be picked up first)





6.3.4. Attacking Zombies

None of the attacks above will have any affect on the player’s own zombies if used against them. If the player also tries to attack a zombie as the Enslaver he will simply play his ‘backhanding objects’ animation to shove the zombie out of the way. This removes any worry that the player might attack his own zombies in the midst of a panicked, swirling melee.

The player can however pick up his own zombies using the grab button as mentioned previously. In addition the Enslaver can also choose to snap the neck of any zombie he has grappled in the same way as snapping an enemy’s neck. The player might want to do this to remove a specific zombie from his horde (for example to lower the number of zombies in his horde so he can mutate new, more powerful zombies). 
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6.4 Combat

The aim of the combat design is to create an accessible system that allows the player to put as much, or as little, effort into the fighting as they want. Although combat is an important part of the Player’s Possession experience, it isn’t necessarily the main focus of the game. The intention is such that whilst the Enslaver doesn’t have to fight, his presence in a battle will make a difference, and will significantly improve the player’s odds.
The combat system will allow the player to control their horde without feeling overwhelmed, without having to learn a complicated system and without having to memorize long ‘combos’. 

Conversely the combat system will also provide enough depth to enable players to learn new ways to beat enemies and if they desire, use small-scale tactics. The combat system will also feel intuitive to use, look amazing, feel empowering and avoid endless repetition of the same character animations.

The objectives for the Combat Design are:

· Provide an accessible, easy to pick up combat system

· Ensure the combat system has enough depth for interesting tactics and nasty tricks

· Use only three buttons for the entire combat system

· Maintain control consistency between combat as the Enslaver and combat as a possessed Zombie

· Ensure the system allows the Enslaver to fight effectively even if he is partially obscured by other characters

· Balance the system to work when fighting one or a hundred enemies

· Enhance the Enslaver’s character by defining his combat moves and style

· Leave room in the system to upgrade the Enslaver’s abilities

· Involve dynamic scenery objects in the combat system

· Ensure that there is scope for plenty of variety in the combat animations thus preventing the combat from becoming repetitive

· Ensure that the combat system doesn’t invalidate the need to use Zombies to achieve the Enslaver’s objectives

· Make Enslaver combat an exhilarating and visually spectacular experience for the player
6.4.1. Combat System Overview

The Possession combat system will require the player to take some manual control over the Enslaver’s attacks but won’t require the player to learn any complex move lists or button combinations. It will also use only a few buttons on the pad for all combat actions (enabling the game to make context sensitive decisions on what to do at any given time). This offers a nice balance of player interaction and combat complexity.

The Enslaver has a set amount of health (which grows as he unlocks Genetic Upgrades during the game). If this runs out the Enslaver has ‘died’ and it’s game over. However if the Enslaver avoids taking any damage for a few seconds then his health begins to recover, eventually returning to its maximum. This means that taking damage can kill the Enslaver in the short term (in one fight) but has no effect in the long term (if you survive a fight then you’re back to full health). 

This system means the player needs to be aware of the damage they’re taking and make sure their not getting in over their head, but avoids the tiresome ‘hunt for the health pack’ issue. 

More detail on Health and Damage can be found in Chapter 3: Gameplay Mechanics.




Combat Style

· Rather than using traditional martial arts techniques the Enslaver will fight with vicious, aggressive and dirty ‘street fighting’ style moves (eg chopping the throat, gouging eyes and kicking groins). The Bourne films, The Hulk, Collateral and The Chronicles of Riddick all demonstrate this style of fighting.

· To emphasise the sheer inhuman power of the Enslaver, every combat move will need to look and sound deadly, with every punch leading to a broken bone, a large blood splat and agonised screams from the victim. Wading into a group of civilians will leave the player happily wincing from all the snapping and crunching noises, adding an extra visceral thrill to the combat.

· The Enslaver’s power will also be further emphasised by making him completely unconcerned by enemy attacks (e.g. having his head turn to look at whoever he’s going to attack next, even before his last blow has landed).
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6.4.2. Controlling Combat 

Combat involves 

There are 3 buttons used in Combat:

· L – Grab based attacks

· R – Non grab based attacks
· Infect button – used when infecting a still living AI
In addition there are context sensitive effects that depend on the Enslaver’s facing and movement. See Context Sensitive Target Choice later in this document.

The actions shown in the Combo table are typical actions that may be carried out against the enemy. The enslaver will of course try to use the same attacks on any enemy – but sometimes these may fail if the enemy is too strong or the attack is inappropriate.

Many actions may be done equally well with the left or right hand. The choice for this will be context sensitive and /or random.

Without assuming more than 2 button presses the possible combinations available to the player and their effects are:

	Combo
	Action

	Single presses
	

	L
	Wrist smash to the neck (action too quick for a grab… but action directed towards the neck) double knockback damage.

	L (hold)
	Grab the enemy by the neck and hang on. The enemy can then be dragged around until the button is released.

	R
	Hit (actual animation completely context sensitive)

	R (hold)
	Duck/dodge (reacts automatically – but only to attack from directly in front of the Enslaver)

	Multiple button presses

Starting with Left
	

	L-R
	Grab by the neck and toss left or right (context related)

	L (hold) then Infect button
	Grabs by neck and Enslaver digs claws into the AI’s chest.

	L (hold) then R (repeated)
	Grabs and holds by neck, then snaps the neck. Repeated R bashing may be needed if the enemy is strong (such as Omega Troops)

	L (hold) then R (hold) 


	Grabs hold of neck and raises the enemy off the ground throttling the enemy –

· If either button is released before the body stops struggling it just falls to the ground – the AI stunned but not dead.

· If the body stops struggling:

· If L released first – lowers body and tears head off.

· If R released first – final hit to head and release (Enemy propelled away)

· If L+R are released simultaneously body just dropped to the ground.

Note if the action is done quickly the body will not be raised off the ground.

	L (hold) then R (hold) release L first (as rolling motion)
	Grabs the Enemy by the head and rakes his claws across the face. 3x damage.

At higher Enslaver Genetic Upgrades this may mean that the head is actually torn off instead.


	

Multiple button presses

Starting with Right
	

	R-L
	Double attack on same individual AI

	R (hold) then L repeated
	Rather than choose alternate targets this presses the attack forward on a single individual. The Enslaver maintains a barrage of attacks until the AI dies or the player pauses between L presses too long.

	R (hold) then L (hold) 
	Goes into a low and crouched ready position – 

· If L released first – hit double damage.

· If R released first – neck hit double damage 

· If L+R are released simultaneously two simultaneous attacks on different targets are carried out.

	R (hold) then L (hold) release R first (as rolling motion)
	Scything attack either left or right (context sensitive) to attack multiple targets (up to 3) simultaneously.


	Other Multiple button presses
	

	R+L simultaneous
	Grab by the neck and elbow smash the head. Knockdown damage.

	R+L simultaneous and held
	Throttle individual – when struggling stops, enemy dies.

	L (hold) -R – repeat mashing of L+R alternatively 
	Grabs the enemy and swings them around as a weapon, scything any other enemy down with the body and causing double knockback damage to any hit. (Probably knocking the enemy down as well). This continues until the Player fumbles the rhythm - the body is released and thrown (it may do more damage where it hits).

	R (hold) -L – repeat mashing of L+R alternatively
	Continues attacking different targets until the player fumbles the rhythm.

Each attack is a little faster and does more damage than normal.  (see Context Sensitive target Choice later in this section.).


6.4.3. Infect 

For the enslaver, infection of victims is NOT automatic.

· To infect an individual the player must first incapacitate an individual by grabbing them (using the L (hold) mechanic)

· Once held a victim can then be infected by pressing and holding the infect button (( Y)
· An appropriate animation of the Enslaver digging his claws into the AI’s chest will be shown.
· If for some reason infection cannot work with that AI then the button will have no effect.
· If an AI is infected – but not then killed – the infection will take hold and act as a fast poison killing the AI. AI may be able to take one or two steps only before collapsing incapacitated. Once dead the AI will turn into a Shambler.

6.4.4. Context sensitive moves

To keep the combat looking interesting each move will have a variety of animations that will be used by the game to avoid repetition.  While the player chooses some aspects of the attack, the exact attack chosen will depend on several factors:

· The distance of the enslaver from the target. E.g.

· The angle of the enslaver facing to the target. E.g. 

· A ‘Headbutt’ is really only applicable to attacking an enemy in front of the Enslaver.

· An ‘Elbow Smash’ is more applicable to an enemy standing to one side of the enslaver.

.
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Context Sensitive Target Choice

The Enslaver’s attacks will be context sensitive. The following contribute to these choices.

· Numbers of enemy within range

· The Enslaver’s Movement

· F - Facing Modifier

· TETV – Total Enemy Threat Value 

· KT – Knockback Time

· EP - Enemy proximity 

· ITV – Individual Threat value

Numbers of enemy within range

First the number of enemies in range of the Enslaver are calculated.

· Only Enemies that the enslaver can reach physically are relevant. 

· The Enslaver will do more damage if attacking a single target than they will do to multiple targets.

The Enslaver’s Movement

The Enslaver’s movement is then used to filter which of the enemy within range are viable targets.

· If NOT moving and the Right analogue is NOT used to direct the attack.

· The Enslaver will consider all enemy within their attack radius a threat and legitimate targets.

· This means that while the Enslaver will attack all enemy around them, they will be a little more likely to kill the enemy in the Enslaver’s direction of facing. This is useful in taking on a small knot of enemy.

· If NOT moving and the Right analogue IS used to direct the attack.

· The Enslaver will only consider enemy in an arc 25 degrees either side of the current Enslaver facing direction. 

· This means that because the attacks are more concentrated onto fewer enemy the Enslaver will kill the enemy in the Enslaver’s direction of facing, but will be at risk from any enemy behind them. This would be useful if the Enslaver is jammed in a mass of enemy and needs to clear a route outwards quickly.  

· If moving

· The enslaver will only consider enemy in an arc 25 degrees either side of the current Enslaver direction of movement. 

· This means the enslaver will clear out the enemy in the direction of movement with more powerful attacks, and consequently be able to move faster without being slowed down by fighting everyone around them. If the Enslaver can keep moving in this way they are unlikely to be attacked from behind.
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F - Facing Modifier

When choosing an enemy to attack, slightly more weight will be given to any threat in a 180 degree arc of the current Enslaver facing.  

· Enslaver facing is based around the ‘body facing’ and the Enslaver’s last movement direction, which is not necessarily the same as the Enslaver’s ‘head’ facing. The Enslaver’s head changes dynamically to point towards either the next target or any nearby point of interest in the scene and so is useless for this.

· The facing modifier weighting is very small and only intended to differentiate between threats at fairly similar distances.

· F = 0.1



TETV - Total Enemy Threat Value

Once the legitimate targets have been identified then they are assessed to see which pose the biggest threat.

Each Enemy has a TETV (Total Enemy Threat Value) calculated for it using the following formula:
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Where :

· ( ITV =  the sum of ALL relevant  ITVs - This defines how much a threat the individual AI type and weapon pose.

· KT = Knockback Time - This prioritizes those AI that have either not been knocked back or are almost ready to fight back.

· EP = Enemy proximity - This prioritizes those AI that are closes to the Enslaver.

· F = Facing modifier - This prioritizes those in the Enslaver’s forward arc

These values are explained below:

KT - Knockback Time
Any AI that suffers damage in melee combat should take a short time to ‘recover’ and retaliate. 

· This is called ‘knockback time’ and is proportional to the damage taken.

· When an AI is knocked back the knockback time value is placed into a timer and the value reduced until it no longer exists.

· The knockback time value can be interrogated by the assessment system when deciding the most pressing threat. 

· Knockback time gives the player time to continue to attack without taking any damage – providing they aren’t taking on too many individuals at a time. 

· If the Enslaver takes on too many individuals the knockback time may be so short that multiple AI will attack simultaneously.

· Knockback will be shown by the AI staggering back slightly before recovering.

· Normally, using melee combat knockback time is relatively short. If fighting a single opponent it will probably be in the 1-2 second range. With multiple opponents it may reduce to 0.25 seconds or less.

· Some events may vastly increase knockback.  If knockback time gets too large, then the AI should be thrown to the ground (KnockDown).  The AI will then have to stand up again and recover (this will obviously take more time than ordinary knockback). Events that will have increased knockback are: 

· Special melee attacks (or melee when the enslaver has ‘mutated’ into a stronger form later in the game). 

· Collision with large in-game objects such as vehicles.

· Taking severe damage from explosions.

When the context sensitive automatic assessment of which target to attack next is carried out, any ‘knockbacked’ (see knockback later) character will carry a lower threat weighting.

EP - Enemy Proximity 
Enemy who mare closer to the Enslaver will be favoured over those a little further away. This factor is used in calculating the Total Enemy Threat Value.

ITV – Individual Threat Values

These individual Threat values rate the threat of individual AI and weapons.

	AI
	ITV
	Weapon
	ITV

	Civilian 
	0
	Melee Weapon
	1

	Police
	1
	Pistol
	2

	Riot Squad
	1
	Rifle
	3

	SWAT
	2
	Submachine gun
	4

	National Guard
	2
	Machine Gun
	5

	Military
	3
	Shotgun
	4

	Survivors
	3
	Grenade
	4

	Omega Troops
	4
	Exp 1
	5

	Corporate
	4
	Exp 2
	6
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Manual Aiming 

While the choice of which enemy to attack next is automatic, the player can affect the choice and select individual targets by:

· Either moving towards a specific target, or using the Right Analogue stick to target a particular individual.

· Feedback will be given by the Enslaver’s head turning to face the next intended target.

If moving or using the Right Analogue stick in this manner, the actual selection arc will be so narrow that normally only a specific, and intuitively predictable, individual will be attacked. In those cases where this is more than a single target, they will be so close together that it will feel natural that the enslaver automatically attacks both either simultaneously or in close sequence, taking out the highest threat first. 

Manual aiming is therefore more an illusion than reality, but an illusion that will feel intuitive, right and natural to the player. 







































































































































































































































































































� EMBED MSPhotoEd.3  ���





This will bring up a radial selector displaying all the available zombie types. 


The player then uses the left analogue stick to select whichever zombie type he wants to filter on. The radial selector is then removed.


Pressing the Zombie Select Button again or selecting ‘all’ will remove the radial selector with the Enslaver able to order any zombie type.











Select Zombie 


The Enslaver may wish to command only a particular type of zombie, rather than simply issuing commands to any or all zombie units currently under his command. To do this the player must simply press the ‘Zombie Select Button’. 






































E.g. if the player had selected Shamblers then the Insta-Group radius would only select Shamblers and would ignore other zombie types. �
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Unit Command (R –Trigger / R1)


This method tries to select automatically the closest zombies that aren’t already obeying a previously given order.


Pressing the Right Trigger once commands a single zombie unit to perform the selected command. 


Each single press of the Right Trigger will commit a further single zombie unit to the action. Therefore pressing the Right Trigger 5 times will order 5 zombie units to commit to the action. 


The player may also hold down the Right Trigger, which will assign an increasing percentage (25/50/75/100) of zombie units to a task.


By preference the system chooses zombies that are idling, and merely flocking around the Enslaver. The system however does use a ‘rolling’ selection method and if there are no zombies available, that are not already obeying an order, then it chooses the ones with the ‘oldest’ orders over those with recent instructions.








Mutate I, II, III & IV  (D-Pad Down x1, x2, x3 or x4)


At the start of the game, the Enslaver already has the Mutate I command, which allows him to mutate any Shambler type zombies into Runners. 


As the Enslaver progresses through the single-player game and finds each Genetic Upgrade, he will gain one of four additional Mutate commands. Each Mutation will offer differing capabilities that will open various strategies to the player. 


All zombie units, regardless of what zombie type infected them in the first place, will start off as Shamblers. 


Zombie units can be mutated up the scale at any stage, but can never be mutated back down the scale.


To mutate a zombie unit, the player simply selects the Mutate level (if available) by pressing down on the D-Pad until the desired command appears. Any selected zombie units are mutated into the selected type, when the Right Trigger is pressed (for single zombie units) or held and released (for a percentage of zombie units). 


The Mutate Command does not require the use of the Command Reticule but the player may target a specific zombie unit for mutation, via the Command Reticule, if desired.





Follow 


The Follow Command instructs the zombie units to follow the Enslaver’s path. 


Zombie units will surround and follow the Enslaver on all sides, rather than trail behind him. The zombie units will continue to follow the Enslaver until otherwise directed or unless an attacking threat becomes apparent. 


If either the Enslaver or zombie units come under attack they will deal with the threat but then return to the Follow command as soon as possible. 


The Follow Command does not require the use of the Command Reticule as it uses the Enslaver as the command’s point of reference.





Attack Alt. (Non-Infect)


The player may not wish to incorporate some human enemies into the hordes ranks as a result of infection. 


In this case the player may choose to attack and kill human opponents but they will remain dead and cannot be infected if the player chooses this attack option. 


Note: For the Monster this is slightly different as they do not infect opponents regardless of the attack command type. In this instance the alternate Attack command orders the Monster to locate a nearby object and launch it at the enemy – essentially forming a ranged attack.





        ITV   x (1/EP) x (1/(1+KT)) + F





Infect Attack 


Any Attack Command can be issued against opponents but human opponents can only be infected when killed and added to the Enslaver’s zombie army if the Attack (Infect) command is used. 


The zombie units will take the quickest route to reach the target, which they will attack using their default infecting attack. The zombie units will continue to attack the specified target until either they or the target have been destroyed. 


The player selects an attack target by issuing an Attack Command, based on the current positioning of the Command Reticule.
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Insta-group example 



































In the images above the Enslaver and Command Reticule (hand symbol) are looking north, towards the top of the image. At this time the Enslavers Zombie units are idling at the west end of the street section. 





The Enslaver wishes to quickly command a large number of Zombies to attack the Civilian units at the east end of the street section. 





He turns towards the Zombie units and uses the look controls (Right Analogue Stick) to position the Command Reticule roughly in the centre of the idling Zombies. Then (see image below) while holding down the Left Trigger, he creates an expanding Insta-Group radius, which instantly groups the Zombies caught within it who can now be commanded to attack the Civilian units.











Insta-Group (LT / L1)


This method gives the player some control over which zombies are chosen for an attack.


Holding down the Left Trigger activates a variable radius effect, centered from the position of the Command Reticule. 


The longer the Left Trigger is held down the larger the Insta-Group radius will be. 


Any zombie units caught within the radius are assigned to this temporary group, (but only if they are of the type selected by the player - see Filter Zombie Types).


This ‘Insta-Group’ will commit to the very next command issued, unless the Insta-Group is cancelled by another action (E.g. selecting a zombie type instead or creating a new Insta-Group).








Infect Attack 


This button allows the Enslaver to infect one of the civilian or enemy AI with the agent that causes them to mutate into zombies.


If the Enslaver DOES use the infect attack


The victim will suffer a virulent poison–like effect that will kill them and cause them to arise moments later as a zombie under the Enslaver’s control.


 If the Enslaver does NOT use the infect attack then:


Only damage will be done by the Enslaver’s attack and the attacked individual will not turn into a zombie.


Mutation Energy will be absorbed from the victim replenishing the Enslaver’s stored power.
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Possessing Zombie Units 


If in Angry Cam a zombie unit is centered in the view and approached closely, a context sensitive icon will appear notifying the player that they can ‘possess’ that zombie.


Pressing the Right Trigger will then confirm that possession and allow the player to take control of the zombie. 


When in possession of a zombie unit, the viewpoint will change to first person, retaining the same Enslaver control mechanisms and swapping the Enslaver’s attack routines for those of the possessed zombie unit.  








Angry Cam 


Activating Angry Cam will cause the camera to shift from the Enslaver third person view to a first person perspective, allowing the player to explore the environment, survey the opposition and possess zombie units. 


Whilst in Angry Cam mode the Enslaver will enter a hibernation state making him vulnerable to attack and adding a degree of risk. 


Should the Enslaver come under attack whilst in this state, HUD information will alert the player and by pressing the Angry Cam button again the player will be able to return to the Enslaver and take defensive action. The Command Reticule (see below) will be available in this mode, to help the player correctly target a Zombie for possession.


Other than a ‘Possess’ context action (see below) the player will have no ability to issue commands while in Angry Cam mode.





JUMP 


The Enslaver will be able to jump at any point by pressing the B button. 


Pressing jump whilst stood still will cause him to jump a short distance vertically. 


When pushing forward on the Left Analogue Stick whilst pressing the jump button, the Enslaver will jump a designated distance forwards. This distance will be lengthened if the character is sprinting at the time











Context Sensitive Action 


Whenever the Enslaver is near a ‘context-action point’ (somewhere where the Enslaver can trigger a specific in-game effect or action) an onscreen prompt will appear customized to the possible action.


The ‘Jump’ action will be suppressed, and the Context Action will then become active.


Pressing the context sensitive action button will then enable the Enslaver to carry out the indicate action. Example actions would include:


Smashing a panel


Ripping out wires 


Using a computer terminal
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GRAB 


Pressing the Grab button will enable the Enslaver to lift an enemy by the throat and hold it above the ground. 


By continually holding the grab button the Enslaver will eventually strangle the enemy one handed – a silent act that will allow the Enslaver to kill stealthily. Once grappled, most enemies won’t be able to attack back, thus allowing the Enslaver to target specific threats and remove them from the combat. 


With a grappled enemy in hand the Enslaver will be able to use the grappled enemy as a ‘bullet shield’.
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ATTACK 


Pushing the Attack button will cause the Enslaver to lash out with a head butt, punch or kick. 


The actual move will depend upon the Enslaver’s proximity to the enemy with each move reaching progressively further. 


There will be several different versions of each move to keep variety high and in addition each time the Enslaver mutates (as he progresses through the game) his moves will become more powerful and new attack animations will be added.





Sprint


Clicking the Left Analogue Stick (L3) will put the Enslaver into sprint mode. Whilst in sprint mode the Enslaver will be able to move faster than a normal human for a short duration. 


When the player returns to normal move mode, the Enslaver will begin to recover, enabling him to sprint again shortly after. Clicking the Right Analogue Stick whilst in sprint mode will return the Enslaver back to normal move mode.





AIM MODE (R3)


By clicking the Right Analogue Stick (R3), the Enslaver will enter Aim Mode. 


This mode will allow the Enslaver to more specifically direct commands about the terrain, targeting longer-range objectives. This is particularly effective if the Enslaver is on higher ground.


When entering Aim Mode, the camera will quickly move to a position close to and just over the character’s right shoulder, and will zoom in on the environment beyond the Enslaver. 


A targeting reticule (appropriate to the game aesthetic) will also appear around the Command Reticule. The player may exit Aim Mode by simply re-pressing the Right Analogue Stick (R3) again.








ROTATE: The Right Analogue Stick is used to look around and turn. 


The yaw speed will accelerate when the player is pushing towards the extremes in the X-axis, up to a maximum turn speed. This will allow the player to have precise aiming without losing the ability to turn quickly. 


Pushing up or down on the Right Analogue Stick will change the pitch of the character viewpoint accordingly, with the pitch sensitivity being reduced slightly over that of the yaw sensitivity.





MOVE: The Left Analogue Stick is used to move the Enslaver. 


Movement will be screen relative and sensitive to the degree of analogue input. If the Left Analogue Stick is pushed forward slightly then the Enslaver will walk forward at a steady pace. 


If the Left Analogue Stick is pushed fully forward then the Enslaver will walk quickly and purposefully. 


Pressing left or right on the Left Analogue Stick will cause the Enslaver to strafe in the corresponding direction. 


Note: When moving forwards, the Enslaver will automatically vault over or move around small environment objects. He will also jump down from edges or grab hold of ladders automatically.
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Example:





If the Enslaver is static attacks are directed to all those that surround him.
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If the Enslaver is moving only enemy within an arc in the direction of movement will be attacked.
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