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Introduction 

Morbo Spatium is a multiplayer Strategy Simulation game, where you play against 
friends or AI, on PC, and compete to find the cure for Humanity. 

 

Backstory 

The year is 2109. Humans now live among the stars. The moon was first to be 

colonised, then Mars, Titan, even on planets outside our solar system. The ‘Golden 
Age of Man’ they called it…that was until the Disease spread.  
Nobody knows where exactly it came from, only that it infected us slowly at first like a 

whisper. Some say it is a simple infection from an alien planet that is harmless to 
anyone but Humans (much like the common cold), others say it is a biological 

weapon created by our enemies to slowly deliver unto us a painful extinction. 
Whatever the truth may be, it is one of the deadliest diseases that the human race 
has ever encountered - maybe even the deadliest we have or will encounter. Due to 

its nature, none of our allies in the galaxy will lend us any aid in fear of what it might 
do to their own species.  
 

The outer worlds were the first to fall to the Disease and they developed their own 
ways of dealing with the infected. Some were quarantined, others were executed to 

stop the spread, some were sent off world to live in a community of infected upon the 
moons of said planets. Some of the outer planets that had smaller colonies on them 

were helpless to stop the spread of the Disease and now in their wake all that 
remains upon the surface of those planets is thousands of Feral. It wasn’t until it 
entered the Solar System that the authorities really started to take notice. Titan was 

the first of the inner planets to become infected, although the Disease interestingly 
didn’t develop until it had infected a host on each of the planets within the Solar 

System, maximising its infection count. The Disease latched itself onto the common 
cold and adopted the same symptoms as it as it lay dormant inside the host.  
 

It took a year before the Disease was noticed but one doctor working for the Asian 
Health Organisation came across a patient in Shanghai that displayed symptoms 

that she had never seen before. The patient would develop a cold yellow rash and 
their eyes would grow cloudy. This was known as Stage One and the symptoms 
would be present for a week before they developed into Stage Two. Stage Two was 

– obviously – more lethal than Stage One. This time the patient’s symptoms would 
mutate causing their muscle tissue to break down until they required permanent 

assistance to walk whilst they are infected. Whilst the muscle tissue broke down they 
would also display Dementia like symptoms until they reached the final stage – 
Stage Three – and this stage would turn out one of two ways. The muscle tissue 

would break down so much that the infected would simply waste away until they are 
no more or they would turn feral (due to the dementia like symptom) and attack 

anyone in their vicinity. If the infected wasted away they would grow spores on their 
body that would explode and spread the Disease as far as possible from the host. 
 

There are known to be people that are immune to the Disease – those with the blood 
type AB. Armed with this knowledge the Health Organisations of the world 

(International Health Organisation, American Health Organisation, European Health 
Service and the East-Asian Health Organisation) decided that they should create a 
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team of their best AB type scientists and doctors to work on a cure for the disease. 
They would work out of a guarded compound safe from the Feral and The Plagued 

Hand with armed squads retrieving them anything that they needed in order to 
complete their work. 

 
The Plagued Hand are an organisation that sprung up after the Disease took hold of 
the population and they saw the Feral as a higher form of human, aspiring to be like 

them. They would do anything to prevent the cure being developed as it would mean 
the eradication of all that they valued. 
 

The Feral was a name that was coined by common folk to label those that had 
mutated in Stage Three without dying. These infected humans are not very strong 

although in a horde they are a formidable force. There is a strain of the Disease that 
enhances a human in Stage Three to make them stronger and more powerful than 

they are before and these tended to be the ones that led the groups of Feral when 
they attacked. 
 

This is where we come to you: You are one of the AB types on the team tasked with 
developing a cure for the Disease and saving all of mankind. You must act quickly 

however as The Plagued Hand and the Feral will try to stop you. Good luck… 
 

Development Software 

Unity 5.4.1   Game engine for developing the game 

Visual Studio 2015  Programming software/scripting 

Adobe Photoshop CS6 Asset design and creation 

OBS    Trailer recording 

Audacity    Creating audio/sound effects 

 

Game Flow & Diagram 

The multiplier game works on a time basis to set its difficulty. The player is not only 

fighting the other player; they are also fighting time. As the in game time increases 
the difficulty slowly rises. This is due to the infection depicted in the game becoming 
stronger and me resistant. There are however things the player can do to slow this 

down which means if they play well they can end up ahead of the infection for a 
slightly easier win but if they forget to do the correct research or are not clever 

enough with their time they could find themselves at a large disadvantage. As time 
goes on the rate of bad random events happening will also increase, as will the 
activity of the enemy factions causing more stress on the player. To relieve some of 

this stress the chance of random good events will also increase and the player will 
receive higher budgets to deal with the rising research costs.  
 

When the player is playing against an AI the difficulty will work slightly differently. 
The player will be able to choose between medium, hard and impossible difficulty 

before the game begins. The difficulty will still increase over time on all of these 
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difficulties it will just add more of a challenge if they choose a harder difficulty by 
making the AI they are playing against better. This means: 
 

 Faster research times 

 Faster expansion 
 Higher starting budgets   
 More support from companies/countries  

 

Below is a graphic showing how game flow works. I have marked along the bottom 

of the graphic where the player would want to be at certain parts flow to be in with a 
good chance of victory.   
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Menu Flow & Diagrams 

Here is a fairly complicated flow diagram of how we would want the menus to work. 
Each section is colour coded so you can tell which bits correspond with each other. 

The journal tab buttons will be replaced with the different parts of the journal such as 
the research page, enemy development, etc.    

 

     

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

This is a basic menu diagram for the game. The Blue boxes represent buttons. Some of 

these buttons have menus that pop out of them when they are pressed, these are 

represented by the orange boxes. When the blue button is pressed again these menus 
return to their original position. 
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This is a very basic diagram of the journal screen. The tabs at the top are buttons that take 

you to other parts sections of the journal. The tab the journal is currently on is the overview 

tab. This tab shows the avatar of the player, their name, their companies name, the overall 
cure percentage, countries controlled and the player’s current funds. 

 

Mechanics 

Levelling up skills - As you complete certain actions during the game, you will 

slowly level up the skills involved in them. For example, if you were doing a small 

research task, then you might expect to gain some experience towards research 
projects in the future.0. 
 
Researching - To find a cure or vaccine for the disease the player must complete 

research relevant to the disease. This could vary between understanding what the 

disease does to its victims (whole process) or other diseases and how they were 
dealt with. This research could provide bonuses to the player in many forms, higher 

funding, more experience in certain fields (like quarantine, etc.). 
 
Experimenting - To find the cure for the disease the player must set up experiments 

to find what works well against the disease and what has no or little effect 
 

Border Control - You can enforce a border control on a country to quarantine them, 

this will have a negative favour effect towards you from that country, other countries 
that rely on them for exports/imports/neighbouring countries or tourism might also 

see this as negative or possibly positive 
 

Bombing - Bombing can be used to tactically thin numbers of Ferals in areas 

reducing infection rates in the region/Country as well as the neighbouring Countries. 
 

Collecting samples - Field teams can find samples in the field and return them to 

research labs for further experimentation 
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Budgeting - It is important to budget your money through the game and keep tabs 

on where your money is being spent. Using all of your money all of the time might 

leave you short when you need it for another task (culling the Feral, Research, and 
Experimenting). 

 

Panel & Button Mechanics 
 
Journal – Shortcut J 

Looking at the journal will provide all the relevant information about things that have 

happened in a chronological order, newest at the top, to allow the player to 

remember or better understand what has occurred. This pane will be interactive, with 

the player being able to scroll up and down the journal to see all events that have 

happened during this game.  

Character – Shortcut K 

The player will be able to look deeper into their character, to better understand what 

skills their character has/doesn’t have. Skills will be displayed as a number, 

indicating how proficient they are at them (i.e. 52/100).  

Infiltration – Shortcut L 

In this pane the player will be able to choose to spend money to infiltrate other 

organisations, to gain insightful research that will speed up your own. This will cost 

the player a decent amount of money, so that it can’t be spammed. Research will 

only be gained if that organisation has completed research you haven’t, and will only 

net you one research task. The player can utilise this against the enemy player as 

well to gain research that they have already completed. The length it takes to 

infiltrate and recover a piece of research depends on the organisations security 

levels which that organisation has set, a higher security level takes more money to 

maintain. 

Cure Progress – Shortcut U 

In this pane the player will be able to see their progress towards finding the cure, and 

will be able to see exactly what research they have completed so far. This will show 

similarly to the Journal, except it will only show cure related topics specifically for that 

player. 

Region On goings – Shortcut I 

In this pane the player will be alerted to any regional events that are happening, like 

spores being detected or riots. The player is much more likely to get more of these 

notifications in areas they have a higher Income from. This mechanic makes a 

diseased area more and more likely to fall into disrepair with lack of containment and 

security.  
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Outgoing Teams – O 

In this pane the player will be able to send different types of teams to different 

locations, as long as there is a task there for them to complete. These different 

teams are Security, Research and Containment. All of these three types of teams 

are almost essential for this game and the other two depend heavily on the Security 

teams. Security teams are as they sound, they are trained marksman who can 

slaughter lines of Feral and protect civilians with ease. Research teams are sent out 

on research missions and will likely uncover some interesting new topic to research, 

or if you’re lucky might fully understand and unlock some research (without need to 

research it). Containment teams will be able to eradicate spores without the need to 

blow everything to pieces and allow for the area to become hospitable again by 

civilians. These teams can be sent out together in areas or alone, if a team is sent 

out without security there is a real chance they won’t be coming back. As the 

diseased percentage of a region goes up the more security your teams will need to 

stay alive. These teams will be assembled when you need, taking about an in-game 

day to do so, and will cost money to keep them around. They can be disbanded at 

any time, however if this is done while they are in the field they will not return any 

research. 

Financial – shortcut P 

In the financial pane the character will be able to see their revenue and a forecast of 

where they are headed. If the money goes below a certain amount the player will 

become bankrupt and will lose the game. In this pane the player will also find out 

specifically where each bit of money, in or out is coming from/going to. This allows 

the players to tactically assess what it is they need comparatively to their realistic 

budget and allocate as necessary. 

Co-Optional – shortcut M 

In this pane the players will be able to chat with each other with text and will be able 

to cooperate in several areas. The players can agree to trade information between 

each other in exchange for money or other research. They can lend each other 

money, with interest of course, as well as dispatch security teams to aid the other 

players research and containment teams. The idea behind this is that everyone is 

trying to protect Earth and the players aren’t enemies, but whoever finds the cure 

first will get great funding in the future… 

Disease – shortcut N 

This is a toggle button that will allow the player to see, in the overworld, the 

percentage of Ferals in each region. If the player zooms in to specific areas, they will 

be able to see a more detailed breakdown in each region and country. 
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Rules 

 If the disease kills everyone on Earth, the game is over (lost) 

 If you find a vaccine/cure you win 

 If the other player/s or AI find a cure before you they win 

 If your Budget drops below 0 for more than a month you lose 

 If a you lose favour with a country, they might lower/stop their funding to you 

 If you gain favour with a country, they might increase their funding to you 

 Helping a particular country deal with infected will increase their favour 

towards you 

 Helping infected countries will usually improve favour with the neighbouring 

countries as well. 

 If your game progress is going poorly, more chance of good events (to a 

balanced extent) 

 If your game progress is going really well, more chance of bad events (to a 

balanced extent) 

 Enforcing a country wide Quarantine might have positive or negative favour 

effects with other countries (negative effect with that country) 

 Quarantined countries cannot give you funding (unless otherwise stated in 

Character/Company perks) 

 

Game Options 

Resolution:     600x800 -> 4k 
Display Setting:     Windowed, Fullscreen, Borderless Window 

Graphical Settings:    AA, Image Quality (Low - High),  
VSync:     Y/N 

Sound Volume:    Master, SFX, Music, Voice 
Control Config:    Change Control Layout  
Import Mouse Cursor 
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Controls 

Controls will feel like most strategy games, with functionality mainly in the mouse. 
Moving around the borders to see around the overworld (WASD will also allow the 

player to move the camera around the overworld), mouse wheel to zoom in and out, 
left clicking to select things targeted by the mouse. The game will also feature some 
keyboard shortcuts to bring up certain panels as seen in most, if not all, strategy 

games, like Total War or Heroes of Might and Magic. For example, we would have J 
be a shortcut for your journal, this will allow you to see what you have been doing so 

far and allow you to pick up from where you left off if you had exited the game 
previously.  
 

This game controls like a point and click title, with a lot of navigating different panes 
to achieve what you want, with shortcuts for each pane allowing users to quickly 

switch between panes. 

 

CONTROL ACTION 

Mouse & WASD Camera movement 

Mouse Left Click Select targeted (button, region, etc.) 

Mouse Scroll Wheel Zoom camera 

ESC Shows options menu (game options) 

J Journal 

K Character development and information 

L Infiltration pane 

U Progress on the cure 

I Region on goings (view riots, check if 

spores have been detected, etc.) 

O Outgoing teams (bombing teams etc.) 

P Financial pane (money coming in & out) 

 

N 

Approximate disease percentage (shown 

per country, closer inspection shows 

regional breakdown) 

 

M 

Co-Optional pane (allows players to help 

each other in completing objectives or 

trading resources etc.) 
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Visual Style 

The visual style will resemble most Facebook games/production simulation games 
as shown below: 

 
 
Big Pharma 

This type of interface will be 
used in our game when it comes 

to developing the cure. The 
player will need to construct 

their laboratory to speed up the 
cure research or make it more 
defensible. The style of this is 

good as it is a grid base building 
interface that we would be able 

to implement in the game. The 
visual style is also not that 

complicated so it would be easy 
to understand what everything is 

and what it does. It’s also very 
colourful and eye catching. 
 

    

    Link to Big Pharma 

 

 

Plague Inc. Evolved 

The style of Plague Inc. is one 

that has really hit the mark with 
what a game like this should 
look like and therefore it is one 

of the games that we are taking 
inspiration from when it comes 

to the visual style. You can 
clearly see the infected areas 
and the normal areas and as 

well as this the style of the GUI 
is one that is modern/futuristic and not something from the past - take the GUI in the 

Total War: Rome or Age of Empires as examples of what we wouldn’t have. 
 

Link to Plague Inc. Evolved 

 

http://www.bigpharmagame.com/_assets/images/gallery/gallery-1.jpg
http://www.ndemiccreations.com/en/25-plague-inc-evolved
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Character Design & Visualisation 

The player will start by picking one of the pre-set characters or creating one of their 

own, they will then have to pick the company they will work for and how they wish to 

play the game will be the deciding factor on which combination of these options they 

will choose. The pre-set characters they can choose from are: 

 

 

 

 

 

Characters would look similarly to these Big Pharma characters. 

Edward Jenkins  

 48 Years Old  

 British 

 Able to receive more funding from Britain based on performance 

 Specialisation - The British are known for complaining about everything, 

50% more likely to find diseased corpses, allowing for disposal and 

therefore a slower infection rate 

 

Joyce A. Espinoza  

 25 Years Old  

 American 

 Able to receive more funding from USA based on performance 

 Specialisation - Bombing everything is fun, 50% more likely to wipe out 
overrun regions, this will lower infection rates in surrounding areas. 

 

Genji Chzu  

 61 Years Old  

 Chinese 

 Able to receive more funding from China based on performance 

 Specialisation - Has seen Patient zero first hand, starts with 25% faster 

cure related research. 

Alexander Fuerst 

 34 Years Old  

 German 

 Able to receive more funding from Germany based on performance 

 Specialisation - German crowd control is some of the most effective in 

the world, 50% less likely to have negative civilian events. 
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Characters will be able to “level up” their skills over time by doing certain tasks. For 
example, if you do lots of research tasks, your research speed will increase as you 

level up that skill, similarly if you search an area for hidden spore producers, you will 
become better at finding them over time and thus reducing the infection rate in said 

area. 

 

Companies 

 

Companies in Depth 

Extra funds can be earned by completing certain objectives set by different 
companies. The funds can be income based (per month), a lump sum of cash for 

completing the objective, or a mixture of both.  
 

Companies will most likely set objectives that are beneficial for them, i.e. EAHO will 

want Asian territories to be cleaned up and cared for etc. They are therefore more 
likely to set these kinds of objectives. They may also set objectives to deal with 
neighbouring, highly infected territories.  
 

You will start by only getting objectives from the company you work for, but as you 

progress in the game and leave an impression on the other organisations (by helping 

their territories, or not….), you will start to receive objectives from them (or not). 

 

 

IHO (International Health Organisation)  

Receives a small increase in funding from each country and has access to most 

information from all countries. No countries can withdraw from funding, unless 
the internal government dies, but can pay miniscule amounts. Starts with more 
money but has a lower cap on money earnt 

AHO (American Health Organisation)  

Receives a large increase in funding from the Americas, but will have to prove 

its effectiveness to other countries to get any funding. Americas cannot stop 
funding but can lower it considerably. Starts with lower amount of money but 
has a higher cap on ability to earn money. 

 

EHS (European Health Service)  

Receives a large increase in funding from Europe, but will have to prove its 

effectiveness to other countries to get any funding. Europe cannot stop funding 
but can lower it considerably. Starts with lower amount of money but has a 
higher cap on ability to earn money. 
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Enemies & World Events 

Non-Feral - Random events that involve the general populace of certain areas. 

These can be things such as riots and robbery (more likely the higher the infection 

rate is in that country/region) 
 
 

 
 

 
 

 

 

 

 

 

 

 

The Feral - These enemies will start to do damage as they congregate in regions 

and will start to adversely affect neighbouring regions, giving a quicker infection rate 
and maybe destroying a local research lab in the area. If a whole country is taken 
over and border control is not in place, things will start to spiral out of control very 

fast, and neighbouring countries will begin to get infected. This can be avoided by 
culling the population of Ferals with bomb drops. 
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The Plagued Hand - This group worship the Feral and would give anything to 

become them. The only thing that they want more than this, is to stop Humanity from 

finding a cure. This they have dedicated their life to, this they will die for, until the 
Earth is fully infected they will not allow themselves to freely seek infection.  
 

This group will make it difficult for the player in a variety of ways, whether that be by 

spreading spores in public places or by claiming research labs across a region. The 

player will be able to go on the offensive against this group, but their budget might 

not be too healthy afterwards. Allowing them to have full reign however could prove 

very problematic… 

 

  

 

 

 

 

 

 

 

The Plagued Hand, would function similarly to the Fireflies from The Last Of Us, disrupting 
your research, burning holes in your pocket, etc. 

 

 

 

 

 

 

 


