NINJAS: Design Doc
Revision 0.01

Forward – This document is intended to provide information on base-level elements for the real-time simulation game tentatively titled “Ninjas.” For simplicity, the document will refer to the project by this name and will take standard naming conventions into consideration (‘the player’, ‘user’, etc.) This document is not a final revision of the game and is intended only as a presentation mockup.
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1. Introduction


Ninjas is a real time simulation set in the dark ages of eastern culture. It exists in an imaginary world visually similar to earth’s own history and styles seen in ‘traditional’ style animes. The main focus of the game, beyond resource management, is to control various ninja in non-direct assaults on enemy cities for the purpose of undermining the opponent’s resources, control, and development. The key item to remember is non-direct as this game will focus on long term strategy and a more “SimCity” feel, rather than the RTS-genre’s “collect resources, overrun with military units” model.

The reasoning behind this focus is to let players sit back and play a more relaxed game rather than a 10 minute burst of clicking and rushing. De-emphasizing raw combat is key and the focus should be pushed towards guerilla style warfare and trickery. Chess is not based on producing a certain number of pawns and knights in order to overwhelm the enemy, but using certain resources effectively in the right places. This movement towards a more ‘mature’ gaming environment should provide for a more impacting product rather than “just another RTS.”

2. The Basic Concepts 
2.1 The Concepts Triangle


Ninjas is made of three basic elements: Conflict, Development, and Management. 

2.1.1 Conflict


Conflict outlines anything that is one opponent working directly against the other, or the player working against a neutral antagonist. Conflict is designed to keep the players interest focused in current events in the game as well as provide a more immersive environment than a builder simulation or “Tycoon” game. Conflict can be initiated through direct or indirect actions and is resolved in a variety of ways, of which the most likely is an attack and counter-attack pattern.

Examples of conflict:

Player A (P.A) is currently trying to usurp control of a group of farms currently under rule by Player B (P.B). P.A knows that P.B has been having issues with bandits roaming the outskirts of his city. P.A sends a group of ninja to set fire to the farms, destroying valuable resources, and further weakening their trust in P.B’s leadership. P.B loses the farms as the farmers travel south to P.A’s more secure and un-attacked countryside. Angered by the loss of his food supplies, P.B sends an assassin to eliminate one of P.A’s important samurai to make policing P.A’s territory a lot more difficult.


The role of conflict will play an important part of testing the strategies the player has used to construct his city and manage his resources. A successful strategy will allow the player to combat most any situation without too much aggravation. A poor strategy will have problems coping with any adverse situation.
2.1.2 Development


The main part of the game will be constructing the city and watching it grow and progress into increasing stages of productivity and expansion. The success of the city depends on how, where, and when the player chooses to expand. Along with buildings and population development, the player will also make choices on certain advancements that will play key roles in the passage of the game/level.


Development is not to be confused with the last section of the Triangle, management, as development is more foresight and less reactionary. The player will have to make choices that will affect the direction of their city before they know the consequences of it.

Development examples: 

The P.A decides to put farms out beyond his city’s immediate protection in favor of more fertile lands. After a while the farms are ransacked by wandering hoards and the citizens there killed, causing the city’s population to lose favor with the P.A.


After the pillaging of the farms, P.A decides that his society is too weak and that those raiders shouldn’t have gotten those farms that easy. P.A chooses to switch to a more combat oriented society type and starts researching a citizen’s defense force, lowering his over all resource production but making his entire population less likely to be killed so easily in future altercations.
2.1.3 Management


Management is the key to keeping the city healthy and stable after conflict and before development. They player will have to analyze the current situation of the city and adjust items that already exist. Things like taxes, employment distribution, and police force are all items that can be shifted to suite the needs of the city. Storage of resources and ordering ninja clans are also part of management. The resource system requires things to be stored somewhere, as space is not infinite, and if everything is stored in one location, the entire economy can be shattered by one successful raid from an opposing city.
Examples of Management:


P.A is running low on money and decides to start trading excess metal with another country for an economic boost. At the same time P.A realizes that his metal is all stored in one location and if it was hit by thieves, he’d lose his source of income. P.A decides that his bank is free on space seeing as it has little money in it and assigns the resources to be moved there.


P.B realizes that P.A has a huge stock of metal that is completely unprotected. In order to take advantage of this he trains some of his ninja into master thieves, hoping to steal as much metal as possible before P.A realizes the poor placement of his resources.

2.2 Needs


The central concentration of gameplay will be keeping your citizens content enough to stay in your city by making sure they’re needs are met. The 5 basic needs are Health, Happiness, Crime, Enlightenment, and Loyalty. These needs are taxed and supplied by buildings, advancements, and events. Each of these needs will have an impact on the development of the city and are key in overthrowing opposing cities.
2.2.1 Health


The “Health” need covers all the aspects of physical wellbeing of the citizens in your city. Available food, pollution, housing, and disease all play a role in determining how physically fit your city is. A low enough value will cause people to leave, looking for either relief from their problems or from not wanting to become a diseased citizen themselves.

2.2.2 Happiness


The “Happiness” need includes everything relating to the general emotional wellbeing of your citizens. Crime, city conditions, job availability, and certain laws will affect the happiness of your citizens. Happy citizens will work harder and stay with your city. Unhappy citizens will cause problems in your city and eventually leave.
2.2.3 Loyalty


Loyalty is a measure of how obedient your population is to your rule. With a high loyalty, your population will work faster and be more resilient to conversion by enemy cities. City laws, protection, job wages and things of that nature will affect your population’s loyalty. Disloyal citizens will have a tendency to steal from the city’s pockets.
2.2.4 Enlightenment


The enlightenment value gauges how “intelligent” the culture in your city is. Because ancient oriental cultures are highly spiritual, their strength in their believe and philosophy had a large impact on their cultures. Monks, temples, crime, and gardens will affect the enlightenment in your city. The greater the value, the more enlightened and the better off in general your civilians will be.

2.2.5 Crime


Crime is a general value showing how many “evil deeds” are being done in your city by your own people. Obviously, high crime is a bad thing. Things that affect crime are the amount of police you have, lighting in the town, enlightenment, happiness, health, tea houses, etc. Low crime allows your city to run more efficiently and with less corruption. If the crime rating goes to high, the chance of rioting and other disasters increases exponentially
2.3 Expansion

Expansion is the byproduct of success in Ninjas. The city grows and becomes larger, the profits and production increase, and the population grows with it. This growth causes the reputation of the city to expand and draw more people to it which causes more growth. Expansion is required for advancement in the game for a few reasons. The prime two are, A: remaining as a competitive item in the game and B: allowing the player to reach new levels of development and allow him to explore further.

Without expansion, the player’s city will remain without growth and unable to fend off growing amounts of attacks or problems that start to come to the city. Cities that don’t expand have fewer resources than a well developed city and will eventually be strangled. A city that can’t expand can’t develop simply because either the need or the ability is not there.

2.3.1 Territory Expansion


Territory is marked areas that are physically controlled by the player’s government. This territory allows the user to build new items, place areas under police protection, and monitor areas for activity by hostile forces or otherwise. Territory expansion is important for the direct grow of the city itself. With too many people living in a small area, health and happiness issues will begin to surface. Increasing land size requires money or influence. Money can simply purchase land from farmers or other cities though it’s typically expensive. Farmers can simply swear loyalty to you, allowing you to develop on top of their lands as long as you don’t drive them off of it. Other options include forcing people off their land by killing them or tormenting them to submit.
2.3.2 Influential Expansion


Expanding influence for your city is helpful for increasing the amount of business and traffic that arrives at your city. A city with a great amount of influence will have a higher influx of people. A large city will generally have a larger influence than a smaller city simply because more buildings means more opportunities, however a small city with a large amount of sites, or a higher amount of Health, Happiness, and Enlightenment will also draw people in. The importance of influence lies in the fact that it is intangible. It can’t be directly assaulted and will keep drawing in people despite an immediate change. Influence can be affected by your city’s current state and by propaganda spread by other cities.
2.4 Ninjas

Ninja are the blood of the game. They are the most functional tool in the game and their use will be required in order to be successful in the game. The ninja do everything from defend your city, assault other cities, steal resources, kill officials, and sabotage. Use of ninjas in the correct placement will be key to the survival of your city. In this game, there are 6 types of ninja, Standard Ninja, Defensive Ninja, Offensive Ninja, Master Thieves, Master Assassins, and Master Saboteurs. Each have their own strengths and weaknesses.
2.4.1 Standard Ninja


The standard ninja is most suited for operations more general in nature. They have no outstanding strengths and weaknesses and can perform standard operations. The abilities listed below are common to all ninja unless stated otherwise.

2.4.1.1 Abilities:


Climb: Ninjas can climb walls, buildings, other ninjas, etc.


Attack: Ninjas are skilled in the arts of combat and can attack people

Stealth: Ninjas can hide in shadows, move through dry grass silently, and are generally non-visible.


Acrobatics: Ninjas can move with incredible speed and survive falls over great distances.


Ninja Magic: All ninjas can use magic taught to them by ninja masters.
2.4.1.2 Available Operations


Patrol: Sets the ninjas to walk an area and watch for crime.


Harass: Sends the ninjas to make trouble for a certain person.


Scout: Sends the ninjas to look watch an area for activity.


Ambush: Sets the ninjas to hide in an area and attack any hostile units coming through.


Raze: Sends the ninjas to burn down buildings.

2.4.2 Offensive Ninja


Offensive ninja differ from standard ninja in the fact that they’re more adept at attacking and damaging things than standard or defensive ninja. Their strategic value lies in the fact that they’re faster and better equipped for razing and harassing people. Offensive ninja are less effective for defending areas and have shorter lines of sight.

2.4.2.1 Abilities


Climb: Offensive Ninjas climb walls as Standard Ninjas

Attack: Offensive Ninjas attack with more skill than Standard Ninjas


Stealth: Offensive Ninjas are as stealthy as Standard Ninjas


Sprint: Offensive Ninjas can cover long distances quickly


Ninja Magic: Offensive Ninjas are centered on attack/fire magic

2.4.2.2 Available Operations


Offensive Ambush: Sends the ninja to actively ambush a person


Harass: Offensive Ninja specialize in harassing people.


Raze: Offensive Ninja are excellent at sabotaging buildings

2.4.3 Defensive Ninja


Defensive Ninja are made for protecting people and places. Their primary goal is to make sure that whatever they’re guarding stays safe. Their sight range is increased and though they may attack slower, their defense is higher and they can put themselves in the way of assassination attempts and other attacks.
2.4.3.1 Abilities


Climb: Defensive Ninja can scale buildings to hide for an ambush.


Counter-Attack: Defensive Ninja can not start fights but will defend themselves with ferocity


Stealth: Defensive Ninjas are masters of camouflage.


Sacrifice: Defensive Ninjas will put themselves between an assailant and a target to take a deathblow.


Ninja Magic: Defensive Ninja use water/defensive magic.

2.4.3.2 Available Operations


Patrol: Defensive Ninja will patrol areas effectively


Ambush: Defensive Ninja excel in marking areas for ambush.


Scout: Defensive Ninja 

2.4.4 Master Thief


The Master Thief is a special class of Ninja that has the ability to steal resources, kidnap, and perform other stealth based operations like scouting. The Master Thieves are not suited for combat and can lose to even standard ninja. However, their ability to lift resources and kidnap individuals without being detected is worth their weaknesses. They are the stealthiest of all the ninja classes, even more so than the assassins.
2.4.4.1 Abilities


Steal: Master Thieves can carry 250 points of loot. 1 Metal = 2 pts, 1 Wood = 1pt, 1 Yen = 0.5pts


Escape: Master Thieves can escape anyone instantly but will drop 50% of their loot

Scout: Master Thieves can provide the best scouting of any ninja due to their sight range and invisibility

Climb: Master Thieves can climb almost anything.


Stealth: Master Thieves can be practically invisible when they want to be.

2.4.4.2 Available Operations


Loot: Sends the Master Thief to rob a location of its goods.

Spot: Sends the Master Thief to scout an area and report back to the city.
