Setting

The simulation takes place on the roof of a building in an up-town sector of a mid-size to large city.  The city was engaged in warfare six months ago, and civil life has generally been restored.  However, there are still a few terrorist cells left from the old regime who occasionally cause problems. The building is seven stories high, and is primarily residential, although there is a shop on the ground floor with entrances on the north and north-eastern sides.  The roof is surrounded by a 3 foot high, 6 inch wide wall, on the top of which someone has placed a few potted plants.  On the southern side of the roof is the entrance, as well as an assortment of air vents and antennas. (This region will be just beyond the mat, and is not reachable by the “player”, but will provide some shelter from bullets.)

Most of the surrounding buildings are typical concrete modern structures, some with more lavish exteriors than others.  On the ground floor of many of the buildings are several stores, including a grocery store, bakery, CD store, and restaurant/pub.  There is also a hotel on the northwestern side, with a large red awning.  

Directly across from the player’s location is The Embassy (palace, nightclub, president’s house, etc.) which is a white, 3 story European styled building. Several important business officials from Japan, Germany and the United States are planning to have a meeting here at 19:30. All other rooftops surrounding The Embassy have fellow sentries stationed on them, and your commander will be directing all of you throughout the evening.

Mission

Your mission is to maintain surveillance over the surrounding streets of your building, and report any suspicious activity. Our agent on the ground will follow up on any unusual activity and report back whether they are friendly, hostile, or if it is unclear.  There are only a few agents available, so be cautious about sending them to gather information.  Occasionally, you may be asked to monitor a subject reported to us by another of our sentries.

You have been assigned a Military Issue Tablet PC, with which you can communicate to the other agents and sentries about sectors of your area in which suspicious activity is occurring.  Should a situation arise, following orders from the commander, you may need to use your semi-automatic rifle.  Immediately engage anyone firing at you, but otherwise, report all activity before taking action.

Gameplay

As the game begins the player is engaged in observing regular civilians.  He receives a report that there is a suspicious looking automobile approaching from the south, and to monitor it. The car turns left around the building and then drives into another quadrant.  The player must report the car to the next sector.

A report comes in that a VIP is staying at the hotel, and that the player will be needed periodically to provide surveillance to the VIP, if they choose to leave their hotel.  Meanwhile, there is a fender bender on the street below and two men get into a shoving match over it.

A moving truck pulls up to one of the residential buildings, a man gets out and walks away, leaving the truck there.  The player must get an agent to ask the man to move his truck.

As the sun begins to set, there is more activity on the street.  People walk home from work, an older woman walks her dog which barks at a mother and her children coming the other way.  There is the sound of an ambulance a few streets down.  As it passes by, a report comes in that the government officials limo procession is arriving, and that the player must be on full alert.

Outside the embassy, behind  the barricade of security guards are a number of protesters.  They have various signs in the air which they wave around.  As the third and last limo pulls up, and the official begins to make their way to the Embassy, a van begins driving quickly down the street towards the procession.  

The player can save the third ambassador by reporting the van, in time for the ambassador’s bodyguards to escort him into the embassy.  The van drives straight into the crowd of protesters, slams into the fence surrounding the embassy, and the driver runs out of the car shooting at the remaining protesters and security.   The security guards and protesters run away, and the driver follows on foot.  Three seconds later, the van explodes.  If the player does not shoot the driver, a security guard does after a few tries. 

Meanwhile a report comes in that there has been activity at the hotel.  A group of terrorists are shooting at various guests of the hotel.  The VIP at the hotel will be exiting from the side exit with his girlfriend, her child and a hotel security guard.  You must provide cover for them as they make their way out of the hotel and down the street into another building.  As they run from the hotel, a terrorist begins shooting at them from a window in the hotel.  The player must find the terrorist from the muzzle flashes and shoot them before they kill the VIP.

All is quiet for half a minute, and then the power in the city cuts out, as the remaining three terrorists from the hotel emerge, and make their way towards the embassy.  A report comes in that there are pockets of terrorists coming in from various sides.  The other sentries are overwhelmed and the ground agents have either retreated or are dead.  The player has the option to shoot at the terrorists, however the terrorists return fierce fire. 

A report comes in that Canadian ground forces are arriving on the scene to deal with the threat.  Meanwhile a heavily armored HUMVEE truck drives down the street.  A terrorist with a machine gun returns fire at any sentry or player.  The HUMVEE drives up to the Embassy and through the fence created by the blast from the van.  The player must use their laser pointer to mark the target, and confirm it with their tablet PC, for a smart bomb attack.  

As the Canadian infantry arrive, the player must use their night vision goggles to find terrorists, and report them back to the Canadians.  The Canadians will engage some of these targets, and ask the player to help them with some.  The player will have difficulty distinguishing between Canadians and terrorists at times.  Finally, the terrorists are all killed and order restored.  The player is  scored by how many civilians, VIPs, and Canadians were killed.

· Dirty bomb

· car bomb

· you shot someone

· someone shoots at you

· track enemy

· helicopter crash

· extreme haptics – parachute

· riot protest

· rocket propelled grenade

· change in lighting sunset 

· hide behind obstacle

· power outage

· laying down on ground

· communication back (speech/tablet)

· weather change

· aircraft flyby

· friendly fire situation

· dismantle bomb

· distraction (hot chick)

· ambush of friendly forces

· man down – taking over someone elses role

· sniper lure trap biohazard situation

· important diplomat arriving

· macy's day parade

· wild animal stampede

· balloons to shild

· absurdity creates stress

· feedback vest (IRB)

· money incentive

Situations

sentry with extra responsibilities

neutral territory or friendly fire

domestic terrorist – or – urban combat in enemy land

