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Game Mechanics

The Inner Sphere

It is the year 3025, and the galaxy is at war as the five Great Houses of the Successor States: House Davion, House Steiner, House Kurita, House Liao, and House Marik vie for control of a splintered empire.

Over 300 years ago the Star League, the greatest achievement in the history of man, was at peace, but treachery and civil war tore the Star League asunder, and in it's place came the Succession Wars.

Each House proclaims its destiny at the head of a new Star League, each house battles it's neighbors in an a series of wars now over three centuries old, with no end in sight...

Around the Great Houses revolve the pirates, mercenaries, and states of the outer Periphery, each with their own agenda, whether conquest, plunder, or profit...

At the heart of the Succession Wars is the BattleMech. A walking juggernaught of armor and weaponry standing 10 meters tall and ranging from 20 to 100 metric tons. At the heart of the machines are the Mechwarriors, modern knights-errant piloting war machines over a century old.. 

They are not alone in the universe, other forces make up the might of the Great Houses, pirate bands, and mercenary forces.. It is a dangerous universe of intrigue, peril, treachery, and armoured death..

Dare you enter?
Mechwarrior Battlegrounds is an isometric-view action game. Players battle out in their customized Mechanized Assault units against each other or in a team. The key point is multiplayer. There will be no single player activities in Mechwarrior Battlegrounds.
A player will always have control of its mech and cannot control any other unit whatsoever. The movement and control of the mech is discussed in the chapter: Game Flow.

Core Game Play


Players are able to customize/fine-tune their mechanized assault vehicle (From now on ‘Mech’) from a number of template mechs. With these mechs, they enter the battlegrounds in a number of different missions including but not limited to Deathmatch, Team Deathmatch, Assault, Capture the Flag and Operation Overlord. 

The world players fight upon are persistent and will not reset after several hours. The world will only change on a call-vote of the players currently playing.

Game Flow

When the player registers an account, the player starts with a few options, one in particular being the ‘Create mech’ option. With this option, the player can customize a mech based upon several templates. The created mech unit serves as your unit throughout the game. As well as creating your mech, the player can choose a sponsor. There are multiple sponsors available at start and at higher ranking (which is based upon the total kills in-game) more sponsors might be available to the player.

Customizing the mech unit has several advantages. A number of advantages are fine-tuning armor vs. offensive weapons, fast vs. slow or selecting particular weapons that are not normally set up for the selected mech unit.

Initially the player has a starting amount of cash that can be used to customize any of the lower-end mechs. After a few battles the player will receive cash awards if he made kills (salvage earnings, etc)

After customization of the mech unit, the player has the ability to join a persistent server to battle other players.


Upon arrival of the player’s mech on the battlefield, it will have instantly control over its mech. The player will have several methods of moving its mech unit but for now I will only discuss the default, method until more information is available.
The player’s mouse controls the movement of the mech unit. The mech unit will look at the direction where the mouse pointer is. If the player holds the left mouse (or right depending on mouse setup) the mech unit will walk (speed up) towards the location the mouse is at. The mech will slow down to a stop when the mouse button is released.

The other button (Right mouse button) fires any of the selected/armed weapons that the player has mounted on its mech. Depending on the weapon the lasers will fire in the direction of the mouse pointer and missiles will either lock on a target in the FOV of the mouse (Field of Vision) or fire without homing. If a homing missile is fired whilst no mech is around, it will act the same as an unguided missile.

Players receive a point for destroying enemy mechs or successfully completing mission objectives (Only available in certain mission types). 

If the player mech gets destroyed it can be repaired at a local repair vehicle (LRV) which are units that are on the battlefield if there are team battles. If the game type is based on solo-play against others, the player will be dropped back into the game by a drop ship with a new mech unit (given by its sponsor – this is done for a max amount of times set by server. In normal game-terms this would be called a ‘life’).

Game Play Elements

In customizing the mech unit there are many different types of weapons of which not every weapon can be mounted on any mech. There are several classes of mechs namely: Light, Medium, Heavy, Assault and Heavy Assault.

The collection of weapons:

	Weapon
	Class
	Slots
	Tons
	Range
	Damage
	Heat
	Recycle
	Ammo
	"Shots"

	Flamer
	Energy
	2
	1
	150
	1
	2
	4
	n/a
	*

	Bombast Laser
	Energy
	2
	7
	500
	10v
	4
	4
	n/a
	*

	C ER Large Laser
	Energy
	2
	4
	800
	8
	4
	5
	n/a
	*

	C ER Medium Laser
	Energy
	1
	1
	400
	1.5
	0.6
	3
	n/a
	*

	C ER Small Laser
	Energy
	1
	0.5
	200
	0.35
	0.1
	1
	n/a
	*

	Large Laser
	Energy
	2
	5
	600
	7.5
	2.5
	5
	n/a
	*

	Medium Laser
	Energy
	1
	1
	300
	1.2
	0.3
	3
	n/a
	*

	Small Laser
	Energy
	1
	0.5
	150
	0.3
	0.05
	1
	n/a
	*

	C ER PPC
	Energy
	3
	6
	900
	14
	7.5
	8
	n/a
	*

	PPC
	Energy
	3
	7
	750
	10
	5
	6
	n/a
	*

	C ER Pulse Laser
	Energy
	2
	6
	800
	3
	1.5
	1.25
	n/a
	*

	C ER Medium Pulse
	Energy
	1
	2
	400
	0.75
	0.3
	0.75
	n/a
	*

	C ER Small Pulse
	Energy
	1
	1.5
	200
	0.27
	0.06
	0.25
	n/a
	*

	Large Pulse Laser
	Energy
	2
	7
	600
	2.62
	0.88
	1.25
	n/a
	*

	Medium Pulse Laser
	Energy
	1
	2
	300
	0.6
	0.15
	0.75
	n/a
	*

	Small Pulse Laser
	Energy
	1
	1
	150
	0.15
	0.03
	0.25
	n/a
	*

	C Flamer
	Energy
	2
	0.5
	150
	1
	2
	4
	n/a
	*

	LRM 5
	Missile
	1
	3
	1000
	4 ?
	0.6
	6
	240
	48

	LRM 10
	Missile
	1
	6
	1000
	4 ?
	1.2
	6
	240
	24

	LRM 15
	Missile
	2
	8
	1000
	4 ?
	1.5
	6
	240
	16

	LRM 20
	Missile
	2
	11
	1000
	4 ?
	1.8
	6
	240
	12

	C LRM 5
	Missile
	1
	2
	1000
	4 ?
	0.6
	6
	240
	48

	C LRM 10
	Missile
	1
	3.5
	1000
	4 ?
	1.2
	6
	240
	24

	C LRM 15
	Missile
	2
	4.5
	1000
	4 ?
	1.5
	6
	240
	16

	C LRM 20
	Missile
	2
	6
	1000
	4 ?
	1.8
	6
	240
	12

	MRM 10
	Missile
	1
	5
	400
	8 ?
	1.2
	5
	240
	24

	MRM 20
	Missile
	2
	8
	400
	8 ?
	2.4
	5
	240
	12

	MRM 30
	Missile
	2
	11
	400
	8 ?
	3
	5
	240
	8

	MRM 40
	Missile
	3
	13
	400
	8 ?
	3.6
	5
	240
	6

	SRM 2
	Missile
	1
	2
	250
	1 ?
	0.2
	2
	120
	60

	SRM 4
	Missile
	1
	3
	250
	1 ?
	0.3
	2
	120
	30

	SRM 6
	Missile
	2
	4
	250
	1 ?
	0.4
	2
	120
	20

	C Streak SRM 2
	Missile
	1
	2
	300
	1.2 ?
	0.3
	3
	120
	60

	C Streak SRM 4
	Missile
	1
	3
	300
	1.2 ?
	0.45
	3
	120
	30

	C Streak SRM 6
	Missile
	2
	4
	300
	1.2 ?
	0.6
	3
	120
	20

	Thunderbolt
	Missile
	3
	14
	1000
	28
	3.5
	8
	15
	15

	NARC
	Missile
	1
	4
	360
	0
	0.5
	3
	6
	6

	C NARC
	Missile
	1
	3
	480
	0
	0.5
	3
	6
	6

	Flare
	Missile
	1
	2
	360
	0
	1
	2
	10
	10

	High Explosives
	Missile
	2
	2
	1200 ?
	60
	0
	2.5
	0
	1

	AC 5
	Ballistic
	1
	8
	600
	2
	0.1
	1.5
	120
	120

	AC 10
	Ballistic
	2
	13
	400
	9
	0.3
	4
	36
	36

	LBX AC 10
	Ballistic
	2
	12
	450
	14*
	0.5
	4
	36
	36

	LBX AC 20
	Ballistic
	3
	15
	300
	24*
	1
	6
	20
	20

	C LBX AC 10
	Ballistic
	2
	10
	450
	14*
	0.5
	4
	36
	36

	C LBX AC 20
	Ballistic
	3
	12
	300
	24*
	1
	6
	20
	20

	Ultra AC 2
	Ballistic
	1
	8
	900
	1
	0.05
	1
	240
	?

	Ultra AC 5
	Ballistic
	1
	10
	600
	2
	0.08
	1.5
	120
	?

	C Ultra AC 2
	Ballistic
	1
	6
	900
	1
	0.05
	1
	240
	?

	C Ultra AC 5
	Ballistic
	1
	8
	600
	2
	0.08
	1.5
	120
	?

	C Gauss
	Ballistic
	3
	13
	800
	17
	0.5
	8
	24
	24

	Gauss
	Ballistic
	3
	16
	800
	17
	0.5
	8
	24
	24

	Light Gauss Rifle
	Ballistic
	2
	13
	1200
	12
	0.4
	6
	30
	30

	Long Tom
	Ballistic
	3
	20
	1200
	25
	12.5
	7
	18
	18

	Machine Gun Array
	Ballistic
	1
	2
	150
	0.2
	0
	0.3
	450
	450

	C Machine Gun Array
	Ballistic
	1
	2
	200
	0.3
	0
	0.3
	600
	600


Description of different weapons

	Energy Weapons
Energy Weapons use stored up energy that is channeled towards your enemy. Energy Weapons build up heat and take time to recharge before they can be fired again.

Beam Lasers: Beam lasers fire a single beam of energy towards an opponent. The larger the size of the laser the more heat and damage they cause. 

	· Large Lasers: The Clan version weighs less, takes up the same space, has increased weight, range, and damage. 
· Medium Lasers: The Clan version has increased range, damage, and generates dramatically less heat. 
· Small Lasers: The Clan version has slightly greater range, damage, and heat. 

	Pulse Lasers: Pulse lasers fire multiple bursts much like a laser-machine gun. While pulse lasers generally do less damage than their beam counterparts, and their range is shorter--they recycle very quickly. If you can keep your target under your targeting reticle the pulse laser can inflict a great amount of damage. The larger pulse lasers tend to build up more heat, do more damage, and have greater range.

	· Large Pulse Lasers: The clan version weighs less, has greater range, generates a little more heat and does a little more damage than the inner-sphere version. 
· Medium Pulse Lasers: The clan version has slightly greater range, damage, and heat than the inner-sphere version. 
· Small Pulse Lasers: The clan version weighs slightly more and has greater range and develops more heat than the inner-sphere version. 

	Bombast Laser: The bombast laser is a charging weapon. The first pull of the trigger begins the charge. Hitting the trigger again releases the amount of charge the laser has built up. A reddish-pink glow will show on a mech charging bombast lasers before he fires them. Only the inner-sphere makes use of this weapon. If you can hit with it, it is a very effective weapon for the tonnage it requires and the heat it develops.

Particle Projection Cannon (PPC): The PPC fires a shimmering blue bolt of energy that travels slower than lasers. This "man-made lightning" fires out to long range and inflicts considerable damage to your target. An added bonus is that this weapon adds heat to your opponent and it can temporarily "fry" your enemies targeting systems so that their heads up display shows static for several seconds.

	· The clan PPC weighs less, has greater heat, range, and damage than the inner-sphere version. 

	Flamer: The flamer is a short range flamethrower. This weapon inflicts little damage, but slightly increases the temperature of your enemy. This weapon is best used when your mech has an efficient cooling system against opponents in hot environments or who "run hot" because they use energy weapons or lack enough heat sinks. Flamers also set your opponent on fire for several seconds effectively marking them for your wing mates. 

	· The clan flamer weighs less than the inner-sphere version but in all other respects is identical. 

	Ballistic Weapons
Ballistic Weapons consist of all those weapons involving the use of a barrel for aiming and the use of a projectile.

Autocannons: Autocannons are automatic loading cannons. Auto cannon 5 and 10's are available. The larger the number, the larger the caliber of the weapon. The smaller the number, the smaller the caliber, but the greater the range of the projectile. Autocannons are generally considered low-heat weapons, but are limited by the ammunition they can carry.

LBX Autocannons: An LBX autocannon works like a giant shotgun, with the projectile doing greater damage at shorter ranges due to the projectile splitting up into smaller pieces. These autocannons are shorter of range, but generally easier to hit with and causing more damage when at close quarters.

	· LBX AC 10: The clan version weighs less but is otherwise identical to the inner-sphere version. 
· LBX AC20: The clan version weighs less but is otherwise identical to the inner-sphere version. 

	Ultra Autocannons: Ultra Autocannons tend to weigh less than their generic counterparts and fire twice the normal number of projectiles.

	· Ultra AC2: The clan version weighs less but is otherwise identical to the inner-sphere version. 
· Ultra AC5: The clan version weighs less but is otherwise identical to the inner-sphere version. 

	Gauss Rifles: Gauss Rifles use a series of magnets to propel a very heavy projectile at great speed to very long distances. This weapon has great distance, generates little heat, does amazing damage, but suffers from a long recharge time. The Clan version weighs less than the inner-sphere version, and the inner-sphere makes use of a lighter version that uses a smaller projectile making recharge time less and increasing the amount of ammo it can carry.

	· Gauss Rifle: The Clan version weighs less but is otherwise identical to the inner-sphere version. 

	Machine Gun Arrays: Machine Gun Arrays mount groups of machine guns together aiming as a single unit in order to make them effective versus armored targets.

	· Clan Machine Gun arrays mount 4 machine guns as opposed to the 3 standard on an inner-sphere array. The clan array has a slightly greater range and does more damage. 

	Missile Weapons
Missile weapons include a launcher mechanism that propels from 1-40 (depending on the launcher) missiles (guided or unguided rockets) towards targets with explosive or varying effects.

Long Range Missiles (LRMs): LRM's require a lock-on to be effective (can take several seconds of keeping your crosshairs on your target) and usually fly in a relatively flat trajectory towards your target. Getting a lock takes practice and skill (zooming often helps). You must be in active radar mode to get a lock. You need not have your target "targeted" but you can get a lock simply by keeping the target under your crosshairs for several seconds. You can arc missiles over nearby terrain as well. While they will hit closer targets, LRMs are most effective at long range-hitting your enemy while he is still unable to hit you. LRMs will track your target and will sometimes veer around and hit a dodging mech. The amount of missiles that hit varies and damage is not always consistent. LRMs come in groupd of 5, LRM 5, 10, 15, and 20. The higher the number, the more missiles fired at a time and the greater damage potential.

	· Clan LRM launchers weigh less than their inner-sphere counterparts but operate the same in all other respects. 

	Medium Range Missiles (I.S. only): MRMs are in use only by the inner-sphere. They are unguided missiles flying in a straight trajectory towards your aiming point. The lack of guidance means they are packed with more explosives however so while they lack the range and tracking of LRMs they do more damage per missile. MRMs come in 10,20,30, and 40 racks.

Short Range Missiles (SRMs) (I.S. only): SRMs are short range, unguided missiles. These missiles head towards your aiming point and explode on contact. Like MRMs the lack of guidance means these missiles can pack more explosives than LRMs. SRMs come in 2,4,and 6 racks.

Streak Short Range Missiles (Clan only): The clans have refined missile technology and thus their short range missiles are dubbed streaks. These missiles, if fired when your crosshairs are RED, meaning on target, the streaks will track a moving opponent and greatly increase the likelihood of a hit. Like their inner-sphere cousins, streaks come in 2,4,and 6 racks but do slightly more damage.

Thunderbolt Missile (I.S. only): The inner-sphere makes use of the T-Bolt. Instead of launching multiple long range missiles the T-Bolt is a single missile that will inflict massive damage on a single location of your enemy. While the effect can be great, the lock-on time for this weapon makes it unpopular on a fluid battlefield.

Artillery
Long Tom (I.S. only): The Long Tom is a direct fire (sort of), short muzzle, artillery piece. This weapon can be mounted by heavier mechs and the projectile can produce devastating results (on your friend or foe-so be careful!) Hitting opponents with this weapon takes a lot of practice-as does avoiding your allies with the effects of this weapon.

Artillery Strikes: Mounting artillery strikes on a mech does not mount a weapon, but a target designator. If you have a designator, you can target an enemy with this single weapon group and fire the designator. Your HUD will designate a marker and several seconds later the artillery should arrive.


Mech units:

This is a selection of mechs based upon 2 different factions which houses most common mechs used in the universe. The Capellan Confederation and Blood Spirit. Others can be implemented later. The tonnage of the mech is estimate of it’s total weight the gyro’s can handle. Exceeding it will make it slow down extremely or not move at all.
	Faction
	Unit Type
	Name
	Tonnage
	Cost
	Tech Base

	Capellan Confederation
	BattleMech
	Anubis ABS-3L
	30
	5153525
	IS/Level 2

	Capellan Confederation
	BattleMech
	Anubis ABS-3R
	30
	5270525
	IS/Level 2

	Capellan Confederation
	BattleMech
	Anubis ABS-3T
	30
	5440175
	IS/Level 2

	Capellan Confederation
	BattleMech
	Anvil ANV-3M
	60
	5856960
	IS/Level 2

	Capellan Confederation
	BattleMech
	Apollo APL-1M
	55
	4866174
	IS/Level 2

	Capellan Confederation
	BattleMech
	Archer ARC-7L
	70
	7604270
	IS/Level 2

	Capellan Confederation
	BattleMech
	Atlas AS7-K
	100
	22392000
	IS/Level 2

	Circinus Federation
	BattleMech
	Awesome AWS-8T
	80
	6598170
	IS/Level 1

	Circinus Federation
	BattleMech
	Banshee BNC-3S
	95
	8952645
	IS/Level 1

	Blood Spirit
	BattleMech
	Battle Cobra A
	40
	4515000
	Clan/Level 2

	Capellan Confederation
	BattleMech
	Blackjack BJ-1
	45
	3147225
	IS/Level 1

	Capellan Confederation
	BattleMech
	Blackjack BJ-2
	45
	3441575
	IS/Level 2

	Capellan Confederation
	BattleMech
	Blackjack BJ-3
	45
	3592375
	IS/Level 2

	Circinus Federation
	BattleMech
	Blackjack BJ-3
	45
	3592375
	IS/Level 2

	Blood Spirit
	BattleMech
	Blood Asp A
	90
	29561625
	Clan/Level 2

	Blood Spirit
	BattleMech
	Blood Kite
	85
	9691225
	Clan/Level 2

	Blood Spirit
	BattleMech
	Blood Kite 2
	85
	10216625
	Clan/Level 2

	Capellan Confederation
	BattleMech
	Caesar CES-3R
	70
	13424674
	IS/Level 2

	Circinus Federation
	BattleMech
	Caesar CES-3R
	70
	13424674
	IS/Level 2

	Capellan Confederation
	BattleMech
	Cataphract CTF-1X
	70
	5998054
	IS/Level 1

	Circinus Federation
	BattleMech
	Cataphract CTF-3D
	70
	13588554
	IS/Level 2

	Capellan Confederation
	BattleMech
	Catapult CPLT-A1
	65
	5658126
	IS/Level 1

	Circinus Federation
	BattleMech
	Centurion CN9-D
	50
	9628500
	IS/Level 2

	Capellan Confederation
	BattleMech
	Cerberus MR-5M
	95
	25490726
	IS/Level 2

	Capellan Confederation
	BattleMech
	Charger CGR-1A5
	80
	7756771
	IS/Level 1

	Circinus Federation
	BattleMech
	Charger CGR-1A5
	80
	7756771
	IS/Level 1

	Capellan Confederation
	BattleMech
	Cicada CDA-3M
	40
	7742468
	IS/Level 2

	Capellan Confederation
	BattleMech
	Clint CLNT-2-3U
	40
	3951080
	IS/Level 2

	Circinus Federation
	BattleMech
	Clint CLNT-2-3U
	40
	3951080
	IS/Level 2

	Blood Spirit
	BattleMech
	Clint IIC
	40
	6990480
	Clan/Level 2

	Capellan Confederation
	BattleMech
	Commando COM-2D
	25
	1891250
	IS/Level 1

	Capellan Confederation
	BattleMech
	Cossack C-SK1
	20
	2362440
	IS/Level 2

	Blood Spirit
	BattleMech
	Crimson Langur A
	50
	13761876
	Clan/Level 2

	Capellan Confederation
	BattleMech
	Cronus CNS-3M
	55
	4896656
	IS/Level 1

	Blood Spirit
	BattleMech
	Crossbow A
	65
	8508503
	Clan/Level 2

	Capellan Confederation
	BattleMech
	Crusader CRD-3L
	65
	5583711
	IS/Level 1

	Circinus Federation
	BattleMech
	Dart DRT-4S
	25
	2273750
	IS/Level 1

	Capellan Confederation
	BattleMech
	Dervish DV-7D
	55
	5645618
	IS/Level 2

	Circinus Federation
	BattleMech
	Devastator DVS-2
	100
	22398000
	IS/Level 2

	Capellan Confederation
	BattleMech
	Duan Gung D9-G9
	25
	3344584
	IS/Level 2

	Capellan Confederation
	BattleMech
	Eagle EGL-1M
	25
	2216980
	IS/Level 2

	Capellan Confederation
	BattleMech
	Emperor EMP-6A
	90
	18682700
	IS/Level 2

	Circinus Federation
	BattleMech
	Enforcer ENF-4R
	50
	3536876
	IS/Level 1

	Circinus Federation
	BattleMech
	Excalibur EXC-C1
	70
	15835388
	IS/Level 2

	Capellan Confederation
	BattleMech
	Firestarter FS9-S
	35
	3241688
	IS/Level 2

	Circinus Federation
	BattleMech
	Goliath GOL-2H
	80
	7983841
	IS/Level 2

	Blood Spirit
	BattleMech
	Griffin IIC 3
	40
	4488960
	Clan/Level 2

	Blood Spirit
	BattleMech
	Griffin IIC 4
	40
	4458510
	Clan/Level 2

	Blood Spirit
	BattleMech
	Grizzly
	70
	7080954
	Clan/Level 2

	Circinus Federation
	BattleMech
	Guillotine GLT-5M
	70
	6470484
	IS/Level 2

	Blood Spirit
	BattleMech
	Ha Otoko
	65
	6458211
	Clan/Level 2

	Capellan Confederation
	BattleMech
	Hatchetman HCT-5S
	45
	6135240
	IS/Level 2

	Capellan Confederation
	BattleMech
	Helios HEL-3D
	60
	5736000
	IS/Level 2

	Blood Spirit
	BattleMech
	Hellfire 2
	60
	13508560
	Clan/Level 2

	Circinus Federation
	BattleMech
	Highlander HGN-732
	90
	8871480
	IS/Level 2

	Capellan Confederation
	BattleMech
	Highlander HGN-733
	90
	8307180
	IS/Level 1

	Capellan Confederation
	BattleMech
	Huron Warrior HUR-WO-R4L
	50
	8279001
	IS/Level 2

	Capellan Confederation
	BattleMech
	Hussar HSR-300-D
	30
	2563340
	IS/Level 1

	Capellan Confederation
	BattleMech
	Jackal JA-KL-1532
	30
	4567940
	IS/Level 2

	Circinus Federation
	BattleMech
	Jackal JA-KL-1532
	30
	4567940
	IS/Level 2

	Circinus Federation
	BattleMech
	JagerMech JM6-DD
	65
	11393526
	IS/Level 2

	Capellan Confederation
	BattleMech
	JagerMech JM6-S
	65
	5232426
	IS/Level 1

	Circinus Federation
	BattleMech
	Javelin JVN-10F
	30
	2361840
	IS/Level 1

	Capellan Confederation
	BattleMech
	Jenner JR7-D
	35
	3198376
	IS/Level 1

	Capellan Confederation
	BattleMech
	Jenner JR7-F
	35
	3121426
	IS/Level 1

	Circinus Federation
	BattleMech
	Jenner JR7-F
	35
	3121426
	IS/Level 1

	Capellan Confederation
	BattleMech
	Jinggau JN-G8A
	65
	14427327
	IS/Level 2

	Capellan Confederation
	BattleMech
	Lao Hu LHU-2B
	75
	18779688
	IS/Level 2

	Circinus Federation
	BattleMech
	Lineholder KW1-LH2
	55
	4515668
	IS/Level 1

	Capellan Confederation
	BattleMech
	Locust LCT-1L
	20
	1848401
	IS/Level 2

	Circinus Federation
	BattleMech
	Locust LCT-5M
	20
	3318000
	IS/Level 2

	Capellan Confederation
	BattleMech
	Locust LCT-5V
	20
	1799200
	IS/Level 2

	Capellan Confederation
	BattleMech
	Longbow LGB-12C
	85
	17577312
	IS/Level 2

	Blood Spirit
	BattleMech
	Marauder IIC 2
	85
	10033784
	Clan/Level 2

	Capellan Confederation
	BattleMech
	Marauder MAD-3L
	75
	6467125
	IS/Level 1

	Circinus Federation
	BattleMech
	MadCat Mk. III
	85
	10452750
	IS/Level 2

	Capellan Confederation
	BattleMech
	Marshal MHL-2L
	55
	4940574
	IS/Level 2

	Capellan Confederation
	BattleMech
	Men Shen MS1-O
	55
	16570469
	IS/Level 2

	Circinus Federation
	BattleMech
	Nightsky NGS-4S
	50
	9420000
	IS/Level 2

	Capellan Confederation
	BattleMech
	Orion ON1-VA
	75
	6510000
	IS/Level 1

	Circinus Federation
	BattleMech
	Ostroc OSR-4C
	60
	5189760
	IS/Level 2

	Capellan Confederation
	BattleMech
	Ostroc OSR-4L
	60
	7069760
	IS/Level 2

	Circinus Federation
	BattleMech
	Ostsol OTL-7M
	60
	12048960
	IS/Level 2

	Capellan Confederation
	BattleMech
	Owens OW-1
	35
	7545377
	IS/Level 2

	Blood Spirit
	BattleMech
	Phoenix Hawk IIC 3
	80
	21398639
	Clan/Level 2

	Capellan Confederation
	BattleMech
	Phoenix Hawk PXH-4L
	45
	5255815
	IS/Level 2

	Circinus Federation
	BattleMech
	Phoenix Hawk PXH-4L
	45
	5255815
	IS/Level 2

	Capellan Confederation
	BattleMech
	Pillager PLG-4Z
	100
	12162000
	IS/Level 2

	Blood Spirit
	BattleMech
	Piranha
	20
	2780940
	Clan/Level 2

	Blood Spirit
	BattleMech
	Predator
	60
	12127200
	Clan/Level 2

	Capellan Confederation
	BattleMech
	Raven RVN-3L
	35
	5353425
	IS/Level 2

	Capellan Confederation
	BattleMech
	Raven RVN-4L
	35
	6054075
	IS/Level 2

	Blood Spirit
	BattleMech
	Rifleman IIC 3
	65
	5836875
	Clan/Level 2

	Capellan Confederation
	BattleMech
	Sha Yu SYU-2B
	40
	7859134
	IS/Level 2

	Capellan Confederation
	BattleMech
	Sha Yu SYU-4B
	40
	8080334
	IS/Level 2

	Capellan Confederation
	BattleMech
	Shadow Hawk SHD-7M
	55
	10313906
	IS/Level 2

	Capellan Confederation
	BattleMech
	Sirocco SRC-3C
	95
	10159500
	IS/Level 2

	Capellan Confederation
	BattleMech
	Snake SNK-1V
	45
	7233470
	IS/Level 2

	Circinus Federation
	BattleMech
	Spector SPR-5F
	35
	6136718
	IS/Level 2

	Capellan Confederation
	BattleMech
	Spider SDR-5V
	30
	2984540
	IS/Level 1

	Circinus Federation
	BattleMech
	Stalker STK-3H
	85
	7637725
	IS/Level 1

	Blood Spirit
	BattleMech
	Stalking Spider
	50
	5799501
	Clan/Level 2

	Circinus Federation
	BattleMech
	Stinger STG-5R
	20
	1758240
	IS/Level 2

	Capellan Confederation
	BattleMech
	Stinger STG-6L
	20
	2116240
	IS/Level 2

	Blood Spirit
	BattleMech
	Stooping Hawk A
	55
	7779823
	Clan/Level 2

	Blood Spirit
	BattleMech
	Stooping Hawk Prime
	55
	7229073
	Clan/Level 2

	Capellan Confederation
	BattleMech
	Striker STC-2C
	80
	7709701
	IS/Level 1

	Capellan Confederation
	BattleMech
	Sunder SD1-O
	90
	27774438
	IS/Level 2

	Circinus Federation
	BattleMech
	Tempest TMP-3M
	65
	11912451
	IS/Level 2

	Blood Spirit
	BattleMech
	Thresher
	60
	13371200
	Clan/Level 2

	Capellan Confederation
	BattleMech
	Thug THG-11E
	80
	8414041
	IS/Level 2

	Capellan Confederation
	BattleMech
	Thunder THR-1L
	70
	15579538
	IS/Level 2

	Circinus Federation
	BattleMech
	Thunderbolt TDR-9M
	65
	6482961
	IS/Level 2

	Capellan Confederation
	BattleMech
	Ti Ts'ang TSG-9H
	60
	15361280
	IS/Level 2

	Capellan Confederation
	BattleMech
	Ti Ts'ang TSG-9J
	60
	15299680
	IS/Level 2

	Capellan Confederation
	BattleMech
	UrbanMech UM-R60L
	30
	1581125
	IS/Level 1

	Capellan Confederation
	BattleMech
	Victor VTR-10D
	80
	9178321
	IS/Level 2

	Circinus Federation
	BattleMech
	Victor VTR-9S
	80
	8154121
	IS/Level 1

	Capellan Confederation
	BattleMech
	Vindicator VND-1AA
	45
	3864033
	IS/Level 1

	Blood Spirit
	BattleMech
	Warhammer IIC 3
	80
	8832001
	Clan/Level 2

	Capellan Confederation
	BattleMech
	Warhammer WHM-4L
	70
	14942434
	IS/Level 2

	Circinus Federation
	BattleMech
	Warhammer WHM-9S
	70
	11359400
	IS/Level 2

	Capellan Confederation
	BattleMech
	Wasp WSP-1L
	20
	1656720
	IS/Level 1

	Circinus Federation
	BattleMech
	Wolfhound WLF-1
	35
	2925180
	IS/Level 1

	Capellan Confederation
	BattleMech
	Yu Huang Y-H10G
	90
	24033100
	IS/Level 2

	Circinus Federation
	BattleMech
	Zeus ZEU-9S
	80
	8614201
	IS/Level 2


Game Physics and Statistics

Mechs are ground-units and are basically 2-legged machines. Therefore their movement based is greatly based upon the terrain they are walking. There are several types of terrain mech warriors might encounter.

Types with their slow-down percentages:

· Hard sand (-25%)

· Soft sand (-60%)

· Tarmac (-5%)

· Shallow water (<4 metric meters) (-80%)

· Concrete slabs (0%)

Mechs will also slow down on hills to the degree of which is has to walk up, Mechs will however not run faster down hill. This due to limitations of their gyro-system.

Mech speed is also based upon the tonnage of the unit and the amount of armor it carries. Light mechs with almost no armor will run a lot faster then Heavy assault mechs with >20 tons of armor. 

(More to add here later – Ballistic Weapons, etc.)

Artificial Intelligence

To be added later.

Multiplayer

Multiplayer is what MW:BG is all about. Mechwarrior Battlegrounds will have several game types on which players can either fight out against each others in teams or solo play.
Types:

· Free for All Deathmatch

· Team based Deathmatch

· Capture the Flag (Team based Deathmatch with flags)

· Multi-Team Madness (Multiple teams with or without flags)
· Assault

Description of types:

Free for All

Free for all is a Deathmatch. Every player plays for themselves to gain as much points as they can muster by destroying other player’s mech. There are no special objectives in this game type however there are certain repair centers available where players can repair their mech if it got damaged but not destroyed.

Team based Deathmatch

Team based Deathmatch is the same as Free for All yet the number of people in-game is divided into two groups which fight each other. Players still get their points for destroying enemy mechs but the score is counted to the global team points. Team based Deathmatch is a time-based event however, players can still enter a team during mid-battle. 

Capture the Flag

Capture the flag is a team Deathmatch with added objectives. The teams compete to get each other’s flag to their own and score a point. The global team points only increase when a flag has been captured (brought back to their own flag). Capture the flag like team Deathmatch is a time-based game.

Multi-Team Madness

Multi-Team madness is team Deathmatch with a twist. It can also be setup as Capture the flag with multiple teams combating. A max of 6 teams can be setup. 

Assault

Assault is a sort of team Deathmatch with added objectives. The offense team has to destroy or get to certain objectives to finish their round. The defensive team has to protect these targets. If the offensive team gets to the last objective they win the round and their time is noted. The defensive team has a go as the offensive team and has to beat the offensive team in the time the previous offensive team finished the objectives.

Points gained during multiplayer are stored per player. The points contribute to rank which in turns gives the player more choice in mechs and weapons.

User Interface

There are a number of GUI’s the player will come in contact with:

· Login screen

· Player registration screen

· Account selection screen 

· Main Menu

· Options Menu

· Mech Selection screen

· Mech Customization screen

· Loading screen

· Rank and Profile information screen

· Credits

· Select Server

Flowchart of the menus
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Art and Video

Overall Goals

Mechwarrior Battlegrounds is a high-technology game and is set far into the future (year 3000 and up.) Most planets have been terraformed and contain many cities. These cities are not like they are today and are build upon concrete slabs to distribute the weight of the facilities on top. Due to the war many of these facilities have been modified to house soldiers or been demolished/destroyed. Many mech-factories have risen over the years on top of old foundations of cities.

2D Art & Animation

GUI


- Later.
Terrain

· Desert terrain

· Grassy

· Stone slab (concrete)

· Tarmac

· Water (shallow/deep)

Game Play Elements

· Later

Special Effects

· Later

3D Art and Animation

    Models

· Later

    Textures

· Later

    Animations

· Later

    Special Effects

· Later

Sound and Music

Sound FX

GUI

· Later

Special Effects

· Later

Characters

· Later

Game Play Elements

· Later

Terrain (Environment)

· Later

Motion

· Later

Music

Event Jingles

· Later

Shell Screen

· Later

Level Themes

· Later

Situations

· Later

Cinematic Soundtracks

