Chapter 7 – Interactivity (Greg, Niel, Chris)

Interactivity with the game is very important. A sub-par interface means a sub-par game. Because we are basing this game off of Source, we will be taking full advantage of the standard control set of Half-Life 2. However, because Half-Life 2 is a FPS, we need to investigate how we can apply a third person camera. There are two solutions for this. 1. Attach the playable characters in front of the camera. 2. Pull the camera back behind the playable character. We would like the latter solution. Other than that, the outline below is what we have mapped out the controls to be.

“W” – Move Forward

“A” – Strafe Left

“S” – Move Backward

“D” – Strafe Right

“Q” – Engage Lock-on

“E” – Generic Action (Opening doors, speaking with non hostile characters, pressing buttons, pulling levers, etc..)

“Shift” – Sprint

“Space” – Jump

“Esc” – Pause / Menu (Pause only available in Single Player mode)

Primary Mouse Button – Use Selected ability

Keys 1-6 / Mouse Scroll Wheel – Select ability

The Lock-on is a feature that we have introduced. Here, you will hold down “Q.” That causes your alien to lock onto whatever object you are looking at. When you have selected the object you want to manipulate, then click the Primary Mouse Button. If you are Joel, then the alien will use telekinesis to manipulate the object. If you are Maddy, then your teddy bear will run up to the object to manipulate it. Their actual manipulation depends on what ability is currently selected. The final aspect is Multiplayer. This game should utilize a network play and no local multiplayer.

