
Fighting for Freedom 
“We make war that we may live in peace”- Aristotle 

 
Genre: Massively Multi-Player Online Roleplaying Game/Sandbox/ Tactical Squad 
Shooter 
 
High Concept: The most involved game of “Cops and Robbers” ever conceived. 
Fighting for Freedom combines the objective based terror/counter-terror action of 
Counter-Strike with the freedom to explore and affect the environment of Grand Theft 
Auto, and ups the ante by placing it all in a player vs. player persistent world. 
 
Premise: In the year 2020, gang activity has risen to a new high. Every day, young men 
and women are adopting colors, some are gang-related, and others police. On both sides 
of the law, they are fighting for “freedom”. Some fight for freedom in the general sense, 
others for economic or political freedom. New players take the role of either a rookie cop, 
walking a beat for the first time, or else as a neophyte gang member. The initial quests for 
either side are relatively easy and harmless, and as a player proves his ability, he 
progresses through the ladder of his alignment.  

After reaching a certain level, the player is presented offers, depending on game 
play decisions. A gang member who has excelled in dealing drugs would be offered a 
position in a drug cartel. Other illegal gang types would include mafia and terrorism. A 
player on the side of the law would have the options of joining the FBI or SWAT, etc. 
Both sides would have career paths that would lead to becoming a mole.  

Fighting for Freedom’s quests would all be related to the titular conflict. That is, 
every action a policeman or gang member executes leads to battle. For instance, a 
terrorist group could have an objective to blow up an airport. They will then begin 
preparing by doing things like collecting weapons, building the bomb, and so on. These 
tasks would trickle down, so perhaps the neophytes are simply collecting money for 
ammunition, whereas a little higher on the chain a more experienced player is breaking 
into a construction site to steal C4.  

The police force has no implicit knowledge of the plot. They have to rely on 
moles, informants, and detective work to stop the bomb. It is intended that the plots could 
be uncovered by recklessness. The original plot line of the quest had the bomb going off 
at the airport, and a fight at the airport is what would typically occur in video games, 
movies and television. In FfF, on the other hand, the police players could attempt to stop 
the terrorists on the highway to the airport, or at any point after the police players learn of 
the plot. The sandbox style of FfF limits “enemy territory” to what areas can be protected 
by players, so the right player in the right place could unravel and stop an entire quest. 
This makes FfF one of the most dynamic, player driven games ever created. The constant 
possibility for change keeps players interested, and attracts new subscribers. 

 
Goal: The goal of Fighting for Freedom is to defeat the other side. Of course, as with all 
MMO’s, this is impossible, otherwise the revenue would stop. 
 
How it Works: 

Kevin McHugh-Smeddy24 



Characters: Players create their characters and allot stat points to certain categories, 
such as athleticism, aim, intelligence, etc. They are also able to choose certain feats, such 
as dual wielding, bomb defusal, etc. Completing assignments or fighting well yields 
experience, which progresses character development. 
Combat: Combat is all real time, with stat decisions affecting, but not decing the 
outcome. Think along the lines of the RPG elements of Call of Duty 4: Modern Warfare. 
In CoD4, players choose feats and weapons that are unlocked, but a more skilled player 
with the starting feats and weapons can easily beat someone with all weapons and feats at 
their disposal. 
Death & Arrest: Due to advances in medical technology including small scale cloning 
and defibrillating body armor, in game death is limited to a reparable stat hit, affecting 
mobility, especially in the wounded areas. The unlawful players also have to risk arrest. 
The jail will offer plenty of opportunity to improve skills, and to do quests, but it is not a 
permanent place. Jailbreaks will be frequent occurrences, and the game can be 
“balanced” so as to allow players out of jail frequently. However, gangs can also 
negotiate an incarcerated player out of jail. Again, freedom and dynamicity are he big 
attractions. 
World: The game world of Fighting for Freedom would be several modern cities, as well 
as the connecting are between. Players of both sides are limited in where they only by 
their method of transport and their bravery. Players on the unlawful side have more 
freedom to explore territory because they aren’t recognizable based solely on their 
clothing. A police officer entering gang territory could be shot at, because his uniform is 
recognizable. An unlawful player cannot be arrested unless a player on the side of the law 
actively recognizes the unlawful or catches him in the act, and decides to attempt arrest.  
Quests: A quest starts with the head of a gang or police unit. They then assign the 
necessary parts of the quest to the subordinates, who further break it up. The top positions 
are played by employees of the developer in the starting gangs, but as players progress 
and start their own gangs, this requires fewer people.  
Gangs: All players start in a generic street gang or as a local cop on the beat. Once 
players have shown an understanding of the games mechanics, they are allowed into a 
different group, and after a certain amount of time, have the ability to create their own 
gangs. Obviously this does not apply to the police force, however, they do eventually get 
their own squad. 
 
Success and Failure Conditions: Player success is measured on a small level, since the 
goal is technically unachievable. Players can still achieve high levels, as well as 
improved gear, so this is how players can compare skill. Statistics regarding accuracy etc. 
Would also be available.  
 

Carrot Says: 
 
Title: Fighting for Freedom 
 
Written by: Smeddy24 
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Week # 4 
 
High Concept: Nicely done High Concept; it gets the point across and makes it sound 
like an interesting title. 
 
Critique: I think it’s safe to say that I am not an MMO player, in fact, I despise World of 
Warcraft (WoW). Fighting for Freedom finally makes the MMO sound interesting to me. 
I’m sick of the fantasy setting, and super heroes don’t really do it for me, the premise for 
Fighting for Freedom sounds absolutely refreshing for this genre. The traditional class 
system transferred over nicely to the whole cops and robbers shtick and it sounds pretty 
interesting to play as either, though it sounds like playing as the criminals yields more 
immediate satisfaction and less rules to play by. 
 
The amount of team participation is staggering, even more monumental than the 
teamwork required by WoW, no small feat indeed. I’d be extremely worried about the 
prospect of the amount of teamwork and planning that must go into each mission; failing 
missions because someone screws up some tiny detail or, even worse, screws up cause 
they don’t care, could be game-breakingly annoying. 
 
I really like the idea of keeping the police in the dark about the activities the criminal 
players can partake in; but I just don’t see how that can be possible. Thanks to the 
internet, strategy guides and even just people that have played both sides, players will 
always have at least a general idea of what the other side is up to. A cop player may 
notice a criminal group loading some weapons into some crates and they will 
immediately know that the group is preparing an illegal shipment of weapons and setup 
the appropriate group of cops at the shipping docks. Unless there is some sort of protocol 
that the police players must follow (such as gathering evidence, witnesses and an arrest 
warrant), they will always circumvent the law to apprehend the criminals and it just 
won’t seem very fair. Or they may just wait at a high traffic crime instance for some 
random group of criminals to come along, either way, the title feels like it is missing the 
cat and mouse element that makes cops and robbers dramas captivating. 
 
The presentation is solid overall; but there are some areas where line breaks would have 
been nice. I ran into a couple of spelling and grammar errors; the result of typos and no 
proof reading. I liked the quote for the sub-title because it fit the theme well and added 
some interest. The stated goal of the game makes it sound like the author is in the 
business just for the money and not the game; I don’t think a publisher would care for 
that sort of a statement from its developer and I know that I think it sounds a little too 
‘evil corporation-like’ for my tastes. 
 
I think there are a lot of really interesting ideas in here; but I have a sneaking suspicion 
that most of them won’t work well with sole reliance on player actions to drive the 
content. I feel confident that there would need to be an NPC hierarchy in place to help 
govern the actions of the players; for example, no player should be able to attain the 
highest rank within their affiliation and be able to order the rest of the players around, 
that is a job better left to an NPC. 
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Fun: B+ 
Presentation: B 
Originality: B 
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