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MARS: Final Conflict

by Arjen Swart and Akil Kömür

The back story

The year is 2262. Earth is a heavily polluted world, now ruled by the military dictatorship that seized power two years ago. Three decades of global warfare have left many of the world’s major cities in ruins. During the wars on earth, the Martian colonies have been growing steadily. Some of the colonists have even begun to dream of independence. Recently, however, the new earth leadership has demanded that the colonies start to pay taxes again. The Martian council refused. Earth and mars are now at the brink of war.

Meanwhile, in secret research labs on the moon, scientists have been investigating means of faster than light propulsion. The earth’s leaders hope that this project will give them the decisive advantage. Not just mars, but even other solar systems could be within reach.

But now, something is about to go terribly, terribly wrong… 

The game

This game is a real time strategy game with some aspects of a construction and management simulation. The basic premise is that a rupture in hyperspace, caused by an accident in an FTL research lab has destroyed earth, and (this becomes clear later in the game) will eventually destroy the entire solar system. People from mars and earth must try to escape, gathering resources and researching new technologies on the way while fighting each other.

The game consists of one campaign in which the story is experienced from the Martian perspective. Some of the missions will focus on building and defending a base, while others are more about achieving an objective with a given number of units. In most missions, the hyperspace rift will enter the map after a certain amount of time has passed and then start to destroy everything in its path.

The world

The stage for this game is the solar system. Actually, for each mission in the campaign, the map contains only a limited region of space, make the levels of the same size, and each about four or five times the screen size. Mostly, the map is filled with empty black space with lots of stars on the background. The stars are drawn onto the background, which means that they will scroll when the map scrolls. This may be totally unrealistic behavior, but it is needed to give the player a feeling that his structures are fixed to a specific place in the world. Terrain features include asteroids and, in some cases, a planet and/or static rifts.

The width of a planet would be about five times the width of a structure or an asteroid (mars and the moon should be about 15 by 15, and earth should be a bit bigger, while a structure or an asteroid should be 3 by 3 blocks with a block being 32 pixels). Structures and asteroids must have a width that should be somewhat larger than the width of a unit. Units should have a width and height varying between 1 to 4 blocks. This doesn’t mean all the blocks should be filled. The actual area that is considered occupied by a unit is about one block. The sizes mentioned are of course totally unrealistic, but they would still make a planet seem very big and a unit rather small. 

The main playing area (the map) is viewed from a top down perspective. One reason for this is that it simplifies path finding and graphics. The other reason is that an isometric view would call too much attention to the fact that the game is played in a two-dimensional plane, which is not what one would expect from a game that is set in deep space. A top down perspective would be more acceptable, especially since many players will most likely be familiar with shooters and (turn based) strategy games in which space is represented in only two dimensions.

The Resources

In order to build units and structures, the player will have to collect resources. These resources are metals and energy. The main difference in the two resource types is that one is mined and the other produced. Both are used in about the same quantities.

Metals are mined as ore by a mining structure from asteroids, and in some cases from planets, or moons. Asteroids will eventually be depleted, but in most missions, there will simply not be enough time for that. A freighter unit must carry the ore to an ore processing module. Once the ore arrives there, the metals will become available throughout the base. The acquisition of metals is limited by the fact that there is a fixed amount of asteroids in any mission, and each can only support one mine. Also, a mine will only allow a freighter to collect ore if a sufficient amount of time has passed since the last time that ore was collected.

The other resource is energy. Energy must be generated. It is produced by some structures, namely the solar and fusion plants. Every few seconds, their production is added to the total energy reserve. Since metals and time are needed to create the power plants, the collection of energy is limited by these two resources. Later in a mission, when a player has created a lot of power plants, he will be able to collect energy much faster than in the beginning. This will increase his ability to construct units quickly.

The Buildings

These buildings are aligned to a 32x32 grid. It is not possible to build buildings closer than two tiles to each other. This is both helpful for path finding and for allowing the player to keep an overview of his buildings. Not including the border tiles, most modules will be 3x3 tiles of 32x32 pixels in size. Buildings are created by the constructor unit. When building a structure, the foundations are placed immediately, and then one or more constructor units must be set to work to create the actual building.

Here follows a description of the buildings in the game. They are the same for Earth and Mars, except for their color.

Name:


Command Module

Function:

Depends on the mission. Must not be lost before the evacuation.

Armor:


4

Hit points:

200

Cost:


Not relevant

Notes:
The command center is needed to build evacuation units. If it is destroyed no evacuation unit can be built, so that means game over. This structure can’t be built by a constructor.

Name:


Shipyard

Function:

Creates ships

Armor:


3

Hit points:

80

Cost:


500 metals, 200 energy

Notes:
Can build the following units: fighter, interceptor, destroyer, freighter and constructor.

Name:


Solar plant

Function:

Produces energy

Armor:


0

Hit points:

40

Energy production:
Depends on mission. 

Cost:


400 metals 

Notes:
Starts to produce less energy in later mission.

Name:


Fusion plant

Function:

Produces energy

Armor:


4

Hit points:

120

Energy production:
Depends on mission.

Cost:


600 metals

Notes:


None. 

Name:


Ore Processor

Function:

Accepts metal ore and makes it into metals.

Armor:


5

Hit points:

100

Cost:


500 metals

Notes:
Needed in order to collect metals. 

Name:


Mine

Function:

Mines metals

Armor:


3

Hit points:

50

Cost:


300 metals

Notes:


Produces ore. A mine needs to be built on an asteroid or small moon.

Name:


Defense satellite

Function:

Protects an area

Armor:


3

Hit points:

120

Attack:


8

Reload:

30

Range:


120



Cost:


300 metals, 300 energy

Notes:
Used as an immobile military unit. It shoots at any enemy ship or structure within range.

The Units

Here follows a list of the units (ships) in the game. Ships have varying sizes, but they are allowed to stick out a bit. Size is measured by tiles, each tile being 32x32 pixels. The units usually don’t fill the complete area of their size. Because a unit can rotate, the width and height are measured as left to right, and top to bottom respectively.

Name:


Constructor

Function:

Construct buildings, repair buildings

Armor:


0

Hit points:

30

Cost:


100 metals, 300 energy

Speed:


3

Size:


2 by 2

Notes:


None

Name:


Freighter

Function:

Transports metal ore.

Armor:


0

Hit points:

30

Cost:


200 metals, 300 energy


Speed:


3

Size:


2 by 2

Notes:


Can be set on a route between an ore processor and a mine

Name:


Fighter

Function:

combat unit

Speed:


4

Hit points:

35

Range:


90

Armor:


1

Attack:


5

Reload:

20

Cost:


50 metals, 300 energy


Size:


1 by 2

Notes:


Serves as ‘infantry’, cheap, most common combat unit.

Name:


Interceptor

Function:

combat unit

Speed:


6

Hit points:

15

Range:


120

Armor:


0

Attack:


7

Reload:

30

Cost:


100 metals, 500 energy


Size:


2 by 2

Notes:
Used to back fighters up, but usually not in the front position, as they are rather fragile. Also useful against defense satellites, because of their range.

Name:


Destroyer

Function:

attack unit

Speed:


2

Hit points:

80

Range:


50

Armor:


3

Attack:


20

Reload:

60

Cost:


250 metals, 700 energy


Size:


2 by 3

Notes:
Heavy unit. Best used to attack armored buildings. If it can get close, also useful against other units.

Name:


Evacuation Unit

Function:

Needed for evacuation of command module

Armor:


0

Hit points:

60

Cost:


None

Speed:


3

Size:


1 by 4

Notes:


Created by command module once evacuation is complete.

Name:


Scout

Function:

Scanning

Armor:


0

Hit points:

30

Cost:


None

Speed:


3

Size:


2 by 2

Notes:


Only used in one mission, must be protected.

Name:


Star Ship

Function:

Needed for evacuation of entire population to other solar system

Armor:


0

Hit points:

40

Cost:


None

Speed:


3

Size:


3 by 3

Notes:
Only used in final level. Created by command module once evacuation is complete.

The combat system works as follows: A combat unit has an enemy unit in its Range. If the combat unit’s weapon is loaded, it will decrease the number of Hit Points of the enemy with its Attack minus the Armor of the opponent. After shooting, the unit must wait a certain amount of time, indicated by its Reload value before it can fire again. Once the number of Hit Points of any unit reaches 0, that unit is destroyed.   

The fighter is a small attack unit, which can be compared to infantry in many rts games that are set in more historic periods. The interceptor is weaker but has a bigger range, and can be compared to archers. The destroyer is a very slow but powerful unit, and can be compared to building siege weapons, like rams. Each unit has its advantages and disadvantages.

The interface

The standard rts interface is used as much as possible. Selection with left click or left click and drag. Movement and attack orders are given with right click. Selected units display a health bar above them. This is all done in the upper and middle half of the screen.

The bottom of the screen will be used for buttons and information. The mini map is in the bottom right corner of the screen, the resources can be viewed on the bottom left. This leaves the bottom center for a status panel with buttons and information for a selected unit or building.

Producing units is done by selecting the shipyard building. The player must click the buttons indicating the units available to order their production. Units of the same type can be queued. Right clicking on a button cancels a queued production order.

The art

The art consists mostly of sprites made from 3d models. These are models that can be found on the net or modeled by ourselves. Martian units and structures have a reddish/brown color (mars is the red planet after all), and earth units are blue (earth is the blue planet). The hyperspace rift has a purple coloring, and should look somewhat like a nebula. The planets that are used are high quality pictures. All these pictures have been found on the internet.

AI

There are two kinds of ‘AI’ in this game. The first one is the behavior of the units and groups of units, the other is the behavior of the opponent as a whole.

The behavior of the opponent is partially fixed, but in some missions, there is some adaptation to the current situation involved. The opponent creates buildings at certain predefined positions. The decisions about when to build certain units and buildings, or when to send a group of units to attack the player are made by looking at the amount of resources available and also depend on whether the player is attacking the AI base or not. To give the player a feeling that there is some intelligence behind it all, the AI must be capable of recovering from at least some damage. For example, if the player destroys the only freighter the AI has, a new one must be build if resources are available. The AI must also be capable of repairing damaged buildings.

Units and groups of units need some kind of intelligence as well. All units must find their way through the map. Freighter units must also be capable of following a route from and to a mine on their own. Fighting units should be able to defend themselves automatically when attacked. For path finding, it is sufficient to use the potential step functions available in gamemaker.

Performance

Performance is an issue for this game. A relatively modern computer will be required (like a P4 1400 MHz with 386 MB RAM). The more units there are, the more performance will suffer. In most missions, however there is simply not enough time to create an army that is too large for the computer to handle.

The missions

The first level should be like a tutorial. A player doesn’t need to do much in this level. He should just learn how to build buildings and how to control units. The story starts in this mission. Mars is attacked by Earth forces, and is then obliterated by a hyperspace rift. The player gets some experience with using the evacuation unit as well.

In the second level, the player returns to Earth to investigate the source of the disaster. A scout unit must be protected and brought to an enemy command module. In this mission, the player gets some more experience at controlling combat units.

The third level let’s the player handle both economy management and defending his base from attacks. He must either hold out for a fixed amount of time before he can evacuate, or destroy the enemy command module.

The fourth level is also the final level. The player must now prevent the enemy star ship from launching. Earth will not actively attack the player’s base in this mission. Instead, the player must now take the role of the aggressor. He has to destroy either the enemy command module or the star ship before it can reach the exit point. After this, he must guide his own ship to the exit.

Cheat

For testing purposes [Ctrl] will make you instantly win a level.

