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Overview

Great Kingdoms is a real-time strategy game where players compete with each other for dominance in a feudal land. To summarize Great Kingdoms in one sentence:

Empire building and strategic combat in a world of monsters and magic.

This is a medieval (fantasy) styled game of strategy and tactics, with a healthy dose of mythological monsters and magical abilities. From commanding castles to amassing armies of wizards and dragons, Great Kingdoms hopes to make a name for itself from expanding from just one mission map at a time, to an entire world to explore and conquer.

Genre

Great Kingdoms is a combination between real-time strategy (RTS) and a God simulation game. See Command & Conquer combined with SimCity, but on a more global scale. The game Age of Wonders is perhaps a better example of a game along these lines than either of those mentioned earlier.
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Actors

Actor Types

Units

Units are mobile actors under the control of a player (whether human or AI). A player is able to move his units about the map, providing that no obstructions are in the path of the unit (at least none that cannot be circumvented by the path-finding algorithm used).

Structures

A structure is an immobile actor, providing benefits such as construction of certain other actors or defence from enemy actors.

Actors Reference

Units

Archer

Purpose:
Long range offence

Long range defence

Requirements:
Scout Tower must be built

Warrior

Upkeep:
10 gold x level per cycle

Archers are created by sending Warriors to a Scout Tower and upgrading them. They can only attack units when they have direct line of sight, and cannot fire around or past obstacles.

Knight

Purpose:
Improving skill and morale of surrounding units

Short range offence

Requirements:
Castle must be built

Warrior

Upkeep:
20 gold x level per cycle

Knights allow units within a certain distance to operate as one level higher than they actually are. This effect is cumulative up to three Knights (level bonus is good only to +3). This effect is only temporary. The radius of this effect is equal to the level of the Knight (level 1 Knight only affects immediately surrounding units, etc.).

Knights are created by sending Warriors to a Castle and upgrading them. They can only attack units immediately next to them.

Peasant

Purpose:
Mining gold

Mining stone

Wood cutting

Creating other units

Building structures

Requirements:
Farm must be built

Upkeep:
No upkeep costs

Peasants are spawned by farms, one new peasant per cycle. There is a limit of five peasants per farm at any one time, but new peasants may be created to replace ones killed or converted to other units. Peasants are unable to attack, but they can defend themselves.

Supply Caravan

Purpose:
Allows Castle construction

Allows shipping of supplies

Allows opening of trade routes

Allows Trading Post construction?

Requirements:
5000 stone

2500 wood

3 peasants

Upkeep:
20 gold per cycle

Supply caravans may be disbanded, which puts the stone, wood, and peasants into the map area in which the caravan is disbanded. Unlike most units, supply caravans may be moved from map area to map area.

Warrior

Purpose:
Short range offence

Short range defence

Requirements:
Barracks must be built

Peasant

Upkeep:
5 gold x level per cycle

Warriors are created by sending Peasants to a Barracks and upgrading them.

Wizard

Purpose:
Short to long range offence

Short to long range defence

Requirements:
Wizard's Keep must be built

Peasant

Upkeep:
20 gold x level per cycle

Wizards are created by sending Peasants to a Wizard's Keep and upgrading them. Wizards have a number of spell abilities, some of which require “magic points” and others that can be used at no cost.

Ideas for other units

· Dragons and other monsters

· Steam or magic tanks

· Carriages (for moving smaller units around and across map areas)

Structures

Barracks

Purpose:
Creates and trains warriors

Requirements:
Knight

500 wood

2x2 square of territory

Upkeep:
10 gold per cycle

5 gold x new level per upgrade/training

While a knight is not taken from play when building Barracks, a knight can be used only once in creating them, and you need at least one knight for each Barracks in your control. That means you are limited to as many functional Barracks as you have knights. If you have more Barracks than you have knights, your newest Barracks are deactivated until you only have as many active Barracks as you have knights.

Peasants may be converted to warriors at a Barracks.

Castle

Purpose:
Controls territory

Converts warriors to knights, trains knights

Requirements:
Supply Caravan

5x5 square of territory (player’s or unclaimed)

Upkeep:
50 gold per cycle

20 gold x new level per upgrade/training

The radius of territory gained when building a Castle is twenty squares (not including the squares taken up by the castle -- the diameter is 45 squares). Castles may be built in unclaimed areas or in areas already claimed by the building player.

Any warrior of fifth or higher level can be sent to a Castle and converted to a knight.

Farm

Purpose:
Creates peasants

Requirements:
100 wood

3x3 square of territory

Upkeep:
5 gold per cycle

An area can just be declared a farm, and one will be built over time. For each peasant that helps, the time required is lowered, but a maximum of four peasants may assist. When a farm is finished being built it starts with one peasant, and additional peasants are created over time until there are five peasants living in one. If a peasant is taken from a farm (or killed, etc.) a new one is slowly spawned to take its place. It should be impossible to have more than five peasants for every farm.

Fence/Wall, Gate

Purpose:
Blocks enemies

Requirements:
50 wood for fence, or 50 stone for wall

75 wood for fence gate, or 75 stone for wall gate

1x1 square of territory per segment 

Upkeep:
1 gold per cycle per segment of fence

2 gold per cycle per segment of wall

5 gold per cycle per segment of gate

Fences and Walls are a cheap way of defending one's territory. The only way to pass through one without attacking is with the construction of a gate, which allows the owner of the fence/wall to move his troops from one side to the other. Each section of fence or wall takes up a 1x1 area of squares. Fences and walls integrate flawlessly (graphics-wise) with any Scout Towers, which increase the strength of fences and walls in a three square radius of the tower.

Fences can be upgraded to walls for 25 stone and 2 gold per section of fence to be converted. A gate may only be constructed in between two segments of fence or wall. It must be stressed that only units controlled by a gate's owner may pass through a gate, any enemy units must succeed in breaching a fence or wall to pass. Fences and walls do not provide defence from any aerial units.

Gold Mine

Purpose:
Accumulate gold

Requirements:
Peasant

2x2 square of territory

Upkeep:
No upkeep costs

A Gold Mine can only be built where two or more squares of the territory occupied by the Gold Mine are adjacent to stone squares. The peasant used for constructing a Gold Mine is taken out of play permanently. Gold is required for upkeep and construction costs.

Quarry

Purpose:
Accumulate stone

Requirements:
Peasant

2x2 square of territory

Upkeep:
No upkeep costs

A quarry can only be built where two or more squares of the territory occupied by the quarry are adjacent to stone squares. The peasant used for constructing a quarry is taken out of play permanently. Unlike normal stone mining, with a quarry mining can continue when no peasant is present by a stone square. Mined stone does not need to be brought to a Castle, either, when mined from a quarry.

Scout Tower

Purpose:
Expands territory

Converts warriors to archers, trains archers

Requirements:
500 stone

1x1 square of territory

Upkeep:
20 gold per cycle

10 gold x new level per upgrade/training

Scout Tower adds territory with radius 4 squares (diameter 9 squares). It can be built anywhere as long as the territory added overlaps or touches territory already under the owner's control.

Archers are created by sending warriors to a Scout Tower and upgrading them.

Wizard's Keep

Purpose:
Creates and trains wizards

Requirements:
1000 stone

500 wood

2x2 square of territory

Upkeep:
50 gold per cycle

15 gold x new level per upgrade/training

Wizard's Keep will only be able to train wizards up to the level of the wizard who was used in building the Keep. When a Keep is built, the wizard used will be taken out of play -- he now resides in the Keep to train other wizards. Wizards must be returned to the Keep for level advancement. If a Keep is destroyed, so is the wizard. If a Keep is disbanded, the wizard is returned but cannot be used to train other wizards any more.

Peasants may be converted to wizards at a Keep.

Ideas for other structures

· Spawning pit (for creating monsters)

· Trading post (safer and faster resource allocation between mission map areas)

· Workshop (steam tank and supply caravan construction)

· Where should terrain features go? Is a separate section required for them, perhaps a section for tile sets?

Levels

Area Maps

The area map is a close-up view of a single region in the game. This is the view in Fallout where you actually see and direct the player character. Each area map corresponds to a certain section of the global map.

Area maps should be randomly generated when first entered by a player (including the AI players, if any). It is also possible to have pre-built area maps. Random generation of maps should be seeded so that the area map generated fits in geographically with surrounding areas and the global map (an area on the global map that looks like mountains shouldn’t end up as plains).

Global Map

The global map is a collection of all the area maps. Compared to Fallout, this would be the plain-looking grid with the dot specifying the location of the player character. Coloured dots should be used to mark groups of units, while paler shades of those colors should be used to mark a player’s influence in the game.

The global map isn’t always used. This is especially true for multiplayer games (with the exception of the massively multiplayer Feudal Mode). Some shorter scenarios don’t use the global map either.

Universe Mode

Universe mode is similar to the way SimCity is played. Rather than a number of missions stringed together in a campaign, the Universe Mode allows the player to manage his/her own empire without the hassle of pre-programmed events. Random events (both good and bad) may occur during Universe mode play. There are no real victory conditions in Universe mode, but most players will see victory as conquering the entire world map.

Multiplayer

A number of different multiplayer modes will exist, from playing head-to-head on missions, head-to-head or co-operatively in Universe mode, or Feudal. These modes are described below.

Competitive Mission

Two or more players fight for supremacy on an area map. Starting resources for each player is decided by difficulty level, with an option to allow handicaps. If handicaps are on, each player gets starting resources as decided by his/her own personal difficulty level. On the other hand, if they are off, the difficulty level (and therefore starting resources) is decided by the master of the server being used for gameplay.

This mode is most like normal multiplayer strategy games.

Competitive Universe

Two or more players exist in a Universe mode game and must fight each other for supremacy. Each player starts with a fully built up area map (at least one of every structure actor, and a number of units).

Co-operative Universe

Two or more players exist in a Universe mode game and can work together or separately against any random events that come their way.

Feudal Mode

Feudal Mode is a massively multiplayer strategy. This feature may be scratched due to temporal and technical constraints.

A hierarchy of players exists, from a "King" player at top to "Baron" players at the bottom. Each player aims to improve his/her rank through conquest and politics, in order to one day become the "King" player. However, like in an actual feudal system, players must obey those directly higher than them in the hierarchy (that is, a Baron must obey the Count he has sworn fealty to, but not other counts, etc.) or risk losing power.

Feudal mode player ranks have the same names as the different difficulty level names.

Appendices

Random Ideas to Implement

· Conversion of enemy units & structures

· containment of enemy units

· structures may only be built on controlled territory

· supply caravans have no defence and can be contained or converted by any enemy unit (even peasants) instantaneously

· impassable terrain stops territory claimage

· allow building and destruction of bridges

· independents/barbarians/nomads

· units that don't get upkeep eventually go renegade, which would require:

· upkeep must be brought to units and structures

Designer’s Notes

· Units converted at a structure will start off with that structure’s level.

· This document needs to be completely overhauled.
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