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Goals

Primary:  To create a functioning computer game that would be fun for us to play.

Secondary:  To improve upon it enough to offer it as shareware to the internet community.

Overview

A couple years back, I designed a computer strategy/war game for us (the G4 crowd) to program and play.  We never got it to the programming stage, but we did adapt it to pen & paper for extensive play testing.  I started to tackle a design document for the programming and quickly realized how complex (in a logical/flow chart kinda way) a game can get…  With that in mind, I designed a game that was MUCH more simple, yet incorporated many of the programming hurdles that would need to be solved in the final version.

The idea is that once this “simple” game is completed, we’ll have a very good understanding of what it will take to accomplish the better game.  I’m sure some things will need to be eliminated while other aspects can be even further developed.  My understanding of programming skills are quite limited, but I believe a worthy goal would be to attempt to make this game as modular as possible so that key code elements could be recycled.

Game Concept

The original concept was to create a “simultaneous, turn-based game” which, with explaining, would seem to be a contradiction in terms.  Let me explain.

Early computer strategy games never had network multiplayer elements.  Instead, the were modeled after board games and the computer game was usually played “hot seat,” meaning players took turns sitting in front of the computer.  Empire, I believe, was the first strategy game that had networked multiplayer support, but because of the board game-like dynamics, players were forced to wait extended amounts of time while other players completed their turns.

Dune and Warcraft were the dawn of the “real-time strategy” genre.  Players were able to compete without “turns” because the units under their control were constantly in motion.  Perhaps this was the natural evolution of the strategy game, but some players still gravitate towards the turn-based game, perhaps because the luxury of time allows them to actually strategize more.

I wanted to create something in between.

In my game, players would play simultaneously with no long, drawn out pauses between their turns, yet they can still plan out their moves in a “turn-based” style.  No easy task, that.

Here’s the basic game play idea, built off the traditional turn-based/board game-like style:

I. Players select names, colors, etc

II. Players set parameters on game play, including time limit(s) for rounds Map is generated with equal numbers of units in place.  Players select “home base zones”

III. Unit Purchasing phase (timed)

IV. Movement Phase (timed)

V. Combat is resolved

VI. Players place purchased units (timed)

VII. Steps III and VI are repeated until a player has met the victory conditions (or until another, preset game condition has been met (# of rounds, time limit expired, etc)

The important thing to note here is that players have a specific time limit imposed on their purchasing and movement phases.  It would be assumed that each player would be conducting their buying and troop movements simultaneously, on different computers in a somewhat rushed environment – i.e., no waiting around while “slow” players contemplate chess-like moves.

Once the time expires and/or all users are finished with each phase, combat will be resolved for all users at the same time.  Note that the mechanics of the game will force players to make “blind” troop movements into territories – All players perform the movement phase concurrently and therefore the units in Player A’s territory might move out at the same time that Player B decides to move in…

Believe it or not, the game play actually works, but it gets quite complicated when you add in things like city and water zones, nine unit types, movement restrictions, etc.  Properly coded (read:  wrestled to the ground and beaten like a redheaded stepchild) a computer can handle these things far more readily than a rulebook, stopwatch, and pencil.

Goals for the Simple Game

1. Work out game dynamics

a. Sequence of events

b. Win scenarios

c. Game economics

d. Combat dynamics

e. Unit movement restrictions

2. Graphical interface

a. Icon arrangement

b. Zoom/pan interface

c. Dialog boxes

d. Dragable icons

e. Integration of art assets

3. Random map creation

4. I/O design (mouse/keyboard)

5. Sound support

Things Omitted

Network support / Synchronous play*

Animated sprites

Time restrictions

Complex units

Single-Player game (A.I.) ambitious!
* (substitute hot seat play)

Detail

(Specific, game play details will be provided with the screen mock-ups that follow)

1. Game Dynamics

I suspect that the brunt of this task will fall upon myself as game designer but there will obviously be things that crop up in programming that I won’t (or can’t!) design for ahead of time.  Programmer’s discretion on this.  

2. Graphical Interface

Hands down, this will be the most complicated and difficult aspect to program (and design, too!)  I suspect that if we can get a working graphics engine for the game, the rest will be all downhill!

a. How do the icons stack in a hex?  How do they resize when your zoom in/out on the map?  How can you see enemy icons when your icons are dropped on top?

b. Zooming in/out and panning across the game board will be important aspects of the larger game maps.

c. How are crucial information and/or error message displayed to the player?

d. Click and Drag interface will be a must.

e. How easy will it be to import a new graphic tile into the game?  What about other graphics (i.e., background images, menu art, etc?)

3. Random Map Creation

This will be a difficult aspect of programming as well, mostly due to the water hexes.  How can you make a board that “plays” well?  Should users be able to save maps?

4. I/O 

Input/output will be a major factor on whether or not this game turns out fun.  It must be intuitive and quick.  Players frustrated with the controls will not play the game even if it love the game play!  What needs the be mouse-driven?  What can the keyboard hotkeys do quicker and better?

5. Sound Support

Sound support should be minor but effective.  Sounds in the simple version should not necessarily be “aesthetic,” but rather “informative.”  Error beeps instead of Bomb blasts.

