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Design History


This section is to track all changes, additions, and deletions to the game design document. This section will be updated when the document changes and will include where the changes were made.

Version 1.00

1. Initial creation of document. Placeholders cleared, awaiting design information.

Game Overview
Philosophy

What is Ninjas: Dawn of the Shadows?


Ninjas: Dawn of the Shadows (Ninjas, or Ninjas: DoS) is a blend of real time strategy and city management. Players will control cities and manipulate ninja in a feudal fantasy asian environment in order to build an empire, crush other players, or help their friends to victory. The game will focus mainly on infrastructure management and espionage tactics. The game will contain a single player campaign with full co-op multiplayer as well as multiplayer game types geared towards a 2-8 player range.

Why Do We Need Ninjas?

The City Building genre is still around and still has a healthy interest as shown by the success of SimCity 4 (Maxis), Emporer: Rise of the Middle Kingdom (Impression Games), the “Tycoon” series, and crossovers such as Gangland. Ninjas will continue to promote the most rewarding experience of the genre, the ability to grow something from nothing. Ninjas will further expand this by combining cooperative and competitive elements from the RTS industry. One of the major complaints with city building games is that they fail to be interactive enough with multiple players and the single most sought after feature addition is the ability to share that creative (or destructive) thought with other players. Ninjas will show the industry that multi-player city building is possible and plausible. The purpose of the game will also be to showcase the features and abilities of the Earth 3 engine.  We will show the developmental flexibility and display advanced game engine features that will soon become the standard in the RTS genre.
Common Questions

What is the game?

Ninjas is a strategic, city building management game with espionage based “combat” actions. Players will concentrate on constructing their city to meet goals and utilize various game elements to defend their city while dismantling or helping their opponent’s city as quietly as possible.
Why create this game?


The RTS market is developing strong new approaches to the genre and we still haven’t seen a strong implementation of co-op/competitive city building.  Ninjas will fill that gap and finally slingshot the city building genre into a multiplayer realm.
Where does the game take place?


The game takes place in a fantasy styled asian world similar to ancient Japan and China. The characters and artwork will be heavily based on the feudal societies of the time but will also include fantastic elements such as magic and supernatural forces.
What do I control?


The player will control development of the city and deployment of the ninjas from a “god-view” found in most city building and RTS games. The player will directly control resource management, construction and infrastructure layout of the city. The player will also have direct control of managing ninja teams and their development. Players will have indirect control over the ninja actions themselves.
How many characters do I control?


Indirectly, the player will control all the people living in their city. The player will not control and specific character per se, but will act as the decision maker and will attempt to personify the mayor of the city. The player does not get direct control of moving a character actor through the game world.
What is the main focus?


The players will be concentrating on achieving goals set by the missions they’re currently playing. These goals could be to grow their city to a desired population size, terrorize a neighboring village, summon spirits to aid in the destruction of a rival and so on. All of these goals will center on resource management, structure placement, development choices, and best possible use of ninja teams. The player will focus on gathering and maintaining resource streams, ninja team creation, interactions with NPCs, structure placement, and research.
What’s different?

What Ninjas is trying to do is be the first city building game designed from the ground up to be a multiplayer experience and to try and merge RTS and city building into a single, mature framework. Much like titles from Impression Games, the focus will be on city building, but the players will now have to broaden their scope to include disabling, but not outwardly destructive tactics from opponents. This isn’t a “max the build order” and crush the opponent type of experience. 
Feature Set

General Features

Hi-Resolution 3D Graphics
Day/Night Cycle

Open Ended Single/Co-op Campaign

3D Sound w/ Dynamic Soundtrack

Multiplayer Features

Up to 12 players per game
In-line game browser
Built-in clan management
Co-operative and competitive game types
Editor

Comes with world editor

Downloadable campaigns and maps

Intuitive WYSIWYG editor
Expandable content through editor

Gameplay

Manage Ninja Teams
· Initially train ninjas from generated stock

· Upgrade and enhance ninja personalities as they gain experience

· Provide equipment and magic upgrades for the teams

· Send the teams on missions ranging from support to sabotage

Manage City Security

· Hire mercenaries, bodyguards, and samurai to protect your populace

· Set traps and defenses to capture/kill intruders

· Define walking patrols to defend specific parts of your city
Manage City Development

· Choose placement for buildings, roads, and landmarks

· Manage resource streams between producers and consumers

· Landscape the environment
Manage Politics

· Manage relationships with other cities and ninja clans

· Manage mayoral popularity with city

Manage the Economy

· Control trade between cities

· Manage buying and selling of needed and surplus resources

· Provide incentives to local businesses

· Control production of resources in the city

The Game World

Overview


<Game World Name> exists much like the lands of China did during the period of the 3 Kingdoms. Enigmatic leaders guiding the people to prosperity have done much for the world and civilization is beginning to take hold. The country itself lies within 2 large mountain chains with a small northern opening and long southern coast. It is called The Grand Valley by neighbors and has been respected for centuries for their honorable practice of war, diplomacy, science, and magic. The Grand Valley has entered into its 4th Century of Emperors and Heaven has proclaimed an end of war in this age. The Grand Valley is in disarray and confusion and chaos threatens to tear the kingdom asunder.
The Mandate of Heaven

Open warfare has been outlawed in The Grand Valley. The dawn of the 4th Century of Emperors brought with it the end of war. At first, no one believed this to be true, not even the Emperor himself. What world is there without war to show dominance? Outraged by the proclamation, war lord <War Lord Name> gathered an army to defy Heaven and remove the Emperor from the throne. At the gates of <Capital City>, the entire army was devoured by the earth itself, buried under a tremendous landslide that left the city untouched. Several smaller armies were also destroyed as fleets were sunk by rogue storms and entire columns of soldiers marched into mists, never to be seen again. Outside countries, hearing word of this end to war immediately massed troops to take advantage of their vulnerabilities and they too vanished. Several years passed and the people have grown restless under their leaders. The leaders have grown paranoid and unsure how to stake their claim in the political system. New leaders and new ideas need to be created in order to maintain control over power and position in the kingdom.
Main Features of <Game World Name>
· Asian styled world, artistic style based on early Japanese and Chinese culture
· Multi-climate region; the Grand Valley has deserts, coastlines, snow-covered mountains, forests, and plains. Each region shows how it adapts to the climate
· Feudal, pre-gunpowder technology level
· Active supernatural forces within the world

· Multiple competing factions ruled by a single government

The Physical World

Overview


Describe an overview of the physical world.  Then start talking about the components of the physical world below in each paragraph.

Key Locations


<Capital City Name>

<Major Port Name>


<Major Border Fort Names>


<Region Name for All Regions>

Travel


Travel between cities and within the city is generally managed on foot or accompanied by a pack animal. The player generally will not be moving between cities during gameplay. Ninja will travel by foot and aided by magic.
Scale


The player will interact with the world in 2 distinct scales. They will interact with the world on a regional basis as they deal with other cities and provinces. This will be accomplished through a large, geographic styled map. The players will also be closely dealing with the construction and management of their city. This is the primary world interaction and will be done via detailed 3d city viewed from a “god perspective.” This primary view will be detailed enough to see people walking along streets and ninja hopping from rooftop to rooftop.
Objects


Most of the objects in the game will consist of either buildings or people.

· Buildings – Static meshes with full texturing, possibly animated fluff attached to the building such as lanterns, flags, shutters, smoke, etc.

· People – Animated meshes with texturing. People will be walking around, performing their daily duties. Several classes of body animations will be required for citizens, ninja, samurai, etc.

Weather

· Clear Conditions – For most of the Grand Valley, this is the standard. Little cloud cover, no rain, light breeze, and moderate temperatures. High Visibility
· Rain – Most of the Grand Valley receives moderate to light rainfall. Heavy cloud cover, moderate winds, lower temperatures and rain. Moderate to Low Visibility.

· Snow – Some of the northern regions of the Grand Valley and the higher elevations receive snowfall. Heavy cloud cover, moderate to high winds, very low temperatures and anywhere from light to heavy snowfall. Moderate to Low Visibility.

· Sandstorms – Some of the desert areas are subject to brutal sandstorms. Heavy cloud cover, high winds, high temperatures, and fast moving clouds of sand. Low visibility.

Day and Night


A day night cycle will be established in 4 parts. Daytime will be 100% ambient lighting to start, then modified by the weather. Night time will be 25% ambient lighting to start, then modified by the weather. The in-between cycles will gently shift the amount of ambient light between the two values.
· Part 1 – Night to Day Cycle – Will last approximately 1/8 of a full cycle.

· Part 2 – Day Cycle – Will last approximately 3/8 of a full cycle

· Part 3 – Day to Night Cycle – Will last approximately 1/8 of a full cycle

· Part 4 – Night Cycle – Will last approximately 3/8 of a full cycle

Time


The base of time will be based off the amount of time it takes to build the smallest building (probably a simple house). Time will flow and be tracked in days/months/years. The time cycle will sync up with the passage of months, not days. Time will pass fast enough to give the illusion of a city growing over time.
Rendering System

Overview


The visuals of the game will be delivered using the Earth3 engine. The interface will be mixed between spreadsheet styled 2D interfaces and the main 3D display of the city itself. All graphics will be hardware accelerated and will be designed to take advantage of mid to high range hardware. The game engine will also support lower end machines with a lower quality level.
2D/3D Rendering


The game will be rendered in 2 distinct fashions, the main 3D interface showing the city itself and the “spreadsheet styled” menus detailing production, distribution, employment, etc. The latter will be displayed as simple charts, graphs, and tables and will allow the players to modify various aspects of the city.  The requirements for the sections are as follows:

Management Screens (2D rendered interface)

· Full color display of text and 2d graphics

· Organization of in-game information (population, utilities, etc) through text and graphics
· Mostly dynamic information that changes as the game updates

Main Game Screen (3D rendered w/2D interface overlay)

· Full color display of text and images (2d interface)

· Display static and animated 3d meshes

· Detailed full color textures on meshes

· Environmental and targeted lighting affecting both static and animated meshes

· Total camera control of 3D environment. Pitch, Translation, Zoom

· Visual and texture effects such as smoke, fire, water, etc.
Camera

Overview

The camera will be locked in default view at a high angle isometric view. The player will have the option of repositioning the camera to get a better look and feel of the city. The player will be able to change the position, angle, height, and zoom of the camera.
Standard Camera Operation

Under normal, non-cinematic events, the camera will behave in either default or player controlled modes. Most of the gameplay will be through this mode.
Event Based Camera Operation

When events require the camera’s focus, the camera will shift from the default or player controlled view to the view specified by the game event.
Game Engine

Overview

The game engine Ninjas will be using will be the Earth3 engine designed and implemented by Zuxxez. The engine will contain all necessary functions required by the core gameplay design. The engine will handle graphics, audio, and interface with the player. The game engine will also process internal game activities such as unit creation, building placement, “book keeping”, ninja mission planning, etc.
Game Engine Information Management TC "Game Engine Information Management" \f C \l "1" 

The game engine will be responsible for tracking all information within the game and displaying it in an easily manageable format for the player. This information will either be displayed graphically via representation in the main gameplay window or in a text based “management sheet.”

· Ninja Unit Position (Exact), displayed by models representing the ninja in the main window
· Ninja Unit Current Task, displayed in Ninja Team Status sub-window in the main window and displayed under the Ninja Team Status management sheet

· Current Water Resource Flow, displayed in upper status bar of main window and displayed under the Resource Breakdown management sheet.

· Etc.

There will be a large amount of information available to the player because of the strategy and management emphasis of the game. This information will be made available to the player in a quick form and a thorough form allowing the player to gauge the current status of his city in quick, efficient manner and a detailed, strategic manner.

Unit Movement and Combat


The player will not have direct positional control over the ninja team units nor the ‘peons’ walking around the city. The player will choose a destination for the ninja team and their action at the destination and the game engine will facilitate the path finding and movement of the ninja team units. The game engine will also control all unit positioning and combat options for all of the combat capable units in the game. The game will handle movement of non-combat units throughout the city and will arrange path finding for units between resource centers and patrol routes.
Environmental Physics

The world will be acted upon by environmental conditions such as weather and player actions such as demolishing a building or casting magic spells. These effects will be handled by the game engine. Ninja Team sight range, speed, etc will be affected by weather and used internally to determine combat and mission effectiveness. Resource production and buildings will be affected by weather. Certain spells and attacks may cause damage severe enough to register in the area around it. Events like explosions, disease, etc, will affect more than just a single target and will have to be managed by the game engine.
AI – Computer Players


The game engine will have to control the computer players in the game. All NPCs and CPU controlled opponents will be controlled by scripted strategies employed by the computer AI.
Lighting Models

Overview

Describe the lighting model you are going to use and then go into the different aspects of it below.

Lighting Model Detail #1


We are using the xyz technique to light our world.

Lighting Model Detail #2

We won’t be lighting the eggplants in the game because they are purple.

The World Layout

Overview


Provide an overview here.

World Layout Detail #1

World Layout Detail #2

Game Characters

Overview


Over of what your characters are.

Creating a Character


How you create or personalize your character.

Enemies and Monsters


Describe enemies or monsters in the world or whomever the player is trying to defeat.  Naturally this depends heavily on your game idea but generally games are about trying to kill something.

User Interface

Overview


Provide some sort of an overview to your interface and same as all the previous sections, break down the components of the UI below.

User Interface Detail #1

User Interface Detail #2

Weapons

Overview


Overview of weapons used in game.

Weapons Details #1

Weapons Details #2

Musical Scores and Sound Effects

Overview


This should probably be broken down into two sections but I think you get the point.


Red Book Audio


If you are using Red Book then describe what your plan is here.  If not, what are you using?


3D Sound


Talk about what sort of sound APIs you are going to use or not use as the case may be.


Sound Design


Take a shot at what you are going to do for sound design at this early stage.  Hey, good to let your reader know what you are thinking.

Single-Player Game

Overview


Describe the single-player game experience in a few sentences.


Here is a breakdown of the key components of the single player game.

Single Player Game Detail #1

Single Player Game Detail #2

Story


Describe your story idea here and then refer them to an appendix or separate document which provides all the details on the story if it is really big.

Hours of Gameplay


Talk about how long the single-player game experience is supposed to last or what your thoughts are at this point.

Victory Conditions


How does the player win the single-player game?

Multiplayer Game

Overview


Describe how the multiplayer game will work in a few sentences and then go into details below.

Max Players


Describe how many players can play at once or whatever.

Servers


Is your game client-server or peer-to-peer or whatever.

Customization


Describe how the players can customize the multiplayer experience.

Internet


Describe how your game will work over the internet.

Gaming Sites


Describe what gaming sites you want to support and what technology you intend to use to achieve this.  Perhaps Dplay or TCP/IP or whatever.  It is probably a good idea to break the tech stuff out into a separate area, you decide.

Persistence


Describe if your world is persistent or not.

Saving and Loading


Explain how you can save a multiplayer game and then reload it.  If you can or why this is not possible.

Character Rendering

Overview


Provide an overview as to how your characters will be rendered.  You may have decided to include this elsewhere or break it out to provide more detail to a specific reader.

Character Rendering Detail #1

Character Rendering Detail #2

World Editing

Overview


Provide an overview about the world editor.

World Editing Detail #1

World Editing Detail #2

Extra Miscellaneous Stuff

Overview

Drop anything you are working on and don’t have a good home for here.

Junk I am working on…

Crazy idea #1

Crazy idea #2

 “XYZ Appendix”


Provide a brief description of what this appendix is for and then get down to business and provide data to the reader.


Here are a few examples of some of the appendices in my latest design…

 “Objects Appendix”

“User Interface Appendix”

 “Networking Appendix”

“Character Rendering and Animation Appendix”

 “Story Appendix”
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