Realm Wars

As viewed by Bryan Buschmann

v0.01

TOC:

1.0 Overview

2.0 Background

2.1 The World

2.2 The War
3.0 Game Concepts


3.1 Classes


3.1.1 Orc: Fighters


3.1.2 Elves: Scouts and Warlocks


3.1.3 Human: Thieves and Clerics
4.0 Clans, Semi-Persistence, and “The Great War”


4.1 A look at Semi-Persistence


4.2 Sample Campaign


4.3 Clan Structure
1.0 Overview:


This document is to provide information and design guidance for the Realm Wars community project. The items contained within are meant to enrich and enhance Realm Wars development. This document was created with little discussion with actual members of the team and takes into assumption that nothing has been nailed down in a final form. While remaining specific, this document will also attempt to remain flexible enough to be used within current rules and guidelines. Try as I may, I will not be perfect as my own ideas may conflict current items to be placed in the Realm Wars universe. All I ask is that this document is read and understood from a conceptual level as well as a developmental road map. Information listed in italics is plot relevant and is used to give a sense of atmosphere and coherency. Information in standard script is designated for how game systems are laid out. Information listed in bold is specific game code relative.
2.1 The World:

[Plot:]

Division, as we see it in our world, stems from differences in how we see each other in skin tone, height, weight, and ethnicity. Division in the world of Realm Wars ignores all of those prejudices and focuses solely on where your loyalties lie. Who you follow, whose orders you follow, who you would give your life for are all that matters. Anyone who would not throw themselves into the maw of battle for your liege is the enemy and there will be no mercy. In the beginning of the world, races declared war on each other, judging them in fear and jealousy. Orc, Human, and Elf alike spilled blood out of ignorance and lack of understanding. For years wars raged on thoughtlessly until the child with blood of three was born. This All-Child, descendent from all of the races, would grow to unite the races under one great council. The two greatest rulers of the 3 races were brought together and peace was forged under the Council of the All-Child and lasted unsteadily for more than 3 decades. The races learned of each other’s culture and grew to understand each others strengths and weaknesses. Peace was not to be had however and on the night of the All-Child’s murder Orc blamed other Orc, elf blamed elf, and human blamed human. Chaos ensued in the 3 races as alliances were destroyed in rage and reborn under sovereign loyalty. Each of the warlords rallied for support and began to conquer all that was in their grasp. War ravaged the land once again but it was no longer driven by the blood of the races.

Now the ties of loyalty rock the world in a siege of battle even more fierce than the War of the Races. Orc Fighters, Human Clerics and Thieves, and Elven Scouts and Warlocks line the battlefields, each bearing the banner of their lord. The time of peace is past, it is now the time of the Realm Wars.
[Systems:]


Players have a choice of multiple characters from multiple races. They will join under a single faction leader to do battle in the entire world of Realm Wars. Their characters will be part of a rich 3D world and take part in wars and skirmishes. 
[Code:]

See 2.2 for information on territory control. See 3.1 for race descriptions and abilities.
2.2 The War:

As the gods forged the worlds long ago, they embedded into each section of the world a crystal whose purpose was to purify the land to the race’s tastes and comfort. Areas controlled by the Orc were savage flatlands and filled with animals. The areas under the rule of the Elves were verdant forests. Humans turned the worlds into rocky strongholds. Each passing year, the powers of the Realm Stones weakened to their present state, nothing more than a mark of rulership. The warlords contest constantly for these Realm stones in the hopes that once conquered, the other warlords will bend knee and surrender. The days pass and the ownership of the realms constantly shifts near the borders of the warlord’s lands. Only the strongholds of the warlords have remained under constant control. Each warlord’s goal is the same as the other; destroy anyone who opposes their rule.

Gameplay will center on the control of territories across a map. Battles will be fought over land in an attempt to control each territory’s Realm Stone. The Realm Stone denotes which faction is currently in control of a territory. Control of a Realm Stone will be in dispute during certain Battles and Epic Battles [See X.X for information on battle types]. The game world will be divided into sections called territories. Each territory will consist of the following areas; a stronghold, land marks, and filler. The stronghold is the actual resting place of the territory’s Realm Stone. Whoever wins a battle at a Stronghold becomes the controller of that territory. Stronghold battles will be less frequent than other types of battles. Landmarks will be specific items in a territory that stand out such as a monument or a place like a cathedral. Landmark battles may rarely be the site of a Realm Stone battle. Filler is any other part of the territory that doesn’t have much special to it. Things like random fights in a forested area or fights in a nameless village are filler. The bulk of skirmishes and battles will be fought on filler.
3.1 The Troops:


As each of the races joined their factions, it became clear that the races would work more efficiently in the war if they trained in what they could do best. The races realized that their greatest potential was hidden in their blood.


Each race has a unique class to simplify game play and to further project the race’s history and abilities. When a player creates a character, he chooses a class for the character. That new character is given the starting abilities of the class and can earn more powerful abilities during the game. Each class/race has its own strengths and weaknesses to make things diverse and interesting on the battlefield. Each character can be of 1 and only 1 class. Classes can not be changed per character but a player is welcome to have more than one character. [See X.X for more information on character management and generation.]
3.1.1 Orc. Ferocious, resilient, and stronger than any of the other races. The Orcs stayed true to their barbarous nature and remain as the warriors of the Realms. They learned organization from the Humans and discipline from the Elves, making them the most brutal in hand to hand combat. Seeing the development of the orcs into elite combat machines, the other 2 races set off on their own path.
Class: Warrior – Hand to hand combat specialist, shock troop, defend and assault role

Strength: High – Bonuses to damage resistance, melee damage, and weight restrictions

Dexterity: Moderate – Average rate of speed, average attack speed
Intelligence: Low – Penalties to spell resistance, penalties to detection, inability to use magical items (not weapons or armor)
Basic Skills:

Melee Combat Mastery – The ability to use melee weapons of all sorts and use all manner of shields and armor in the field of battle.
Ranged Weapon Knowledge – Orc have a basic understanding of ranged combat and can use bows with a moderate proficiency.
Race/Class Skills:

Level 1 - Feral Rage – The Orc can tap into their primal ancestry to increase their combat abilities for a limited amount of time.
Level 2 - Stunning Blow – If struck hard enough, an opponent be stunned for a short amount of time, recovering from the force of the blow

Level 3 - Bezerker – The Orc are legendary for their ability to fight even at door’s death. Even when about to die, Orcs may spend their last moments of life in a whirlwind of senseless destruction.
Restrictions:

Orc can not use magical items (wands, scrolls, etc.) because of their lack of intelligence.

3.1.2 Elves. Elegance and control are two words that best fit the elves and they’ve found their roles in the war as two key classes, the nimble Scouts and the nefarious Warlocks. In the early days of the wars, reconnaissance of enemy territories was vital to the success of an attack. The elves were drafted to slip through enemy lines undetected and gather information and their scouts were perfect for the job. The Warlocks are the cultural elite of the elves, the ones so dedicated to the craft of magic that they can hurl destructive forces with a mere gesture.
Class: Scout – Fast information gatherer, frontline informant, distraction, runner
Strength: Moderate - Average damage dealing, average carrying capacity, average damage resistance

Dexterity: High – High rate of speed, bonuses to attack speed

Intelligence: Moderate – Average spell resistance, average detection, poor magic item use
Basic Skills:

Melee Combat Knowledge – Ability to use most weapons and armor in combat, limitations on more exotic or complicated weapons

Ranged Weapon Knowledge – Ability to use fundamental ranged weapons

Race/Class Skills:

Level 1 - Eagle Sight – The first thing Scouts learn is to enhance their vision to see father and detect things that are hidden with ease.

Level 2 – Sprint – The second thing Scouts learn is the ability to run at high speeds for a short amount of time.
Level 3 – Blur – The last thing Scouts are taught is how to remain unseen for as long as possible. This renders the scout near invisible for a short amount of time
Restrictions:

Scouts can only use “Light” armor.

Scouts can only use “Light” weapons.

Scouts can only use “Simple” magic items.
Class: Warlock – Magical powerhouse, artillery, magic support, ranged attacker/defender

Strength: Low – Penalties to melee damage, penalties to damage resistance, penalties to carrying capacity

Dexterity: Low – Penalties to speed, penalties to attack speed

Intelligence: High – Bonuses to spell resistance, high detection levels, excellent magic item use

Basic Skills:

Melee Combat Basic – Warlocks have a very basic knowledge of simple weapons in combat.
SpellCasting Mastery – Warlocks have the ability to learn all manner of spells and use them in combat
Race/Class Skills:

Level 1 – Channeling – In order to boost the effectiveness of their spells, warlocks can group together and share their power
Level 2 – Counter-Spelling – By casting forth opposing energies, a warlock can attempt to negate other spells

Level 3 – Spell Amplification – At a high level of mastery, mages can attempt to overload spells for amazingly powerful effects.

Restrictions:

Warlocks can not wear armor or use shields.

Warlocks can only wield the following weapons, “Staff”, “Short Sword”

3.1.3 Humans. The humans always defined themselves as orderly and steadfast in their ways. Some may call them stubborn, they would call themselves stoic. The humans are honorable and balanced between the fury of the Orc and the rigidity of the Elves. Humans have courage that matches the Orc and wisdom that makes the Elves think twice. Though the best in neither, they make great use of what abilities they have. Human Thieves are known for their ingenuity and tenacity. Human Clerics are renown for their unshakeable beliefs and fearlessness in combat.
Class: Thief – Saboteur, assassin, runner
Strength: Low – Penalties to melee damage, penalties to damage resistance, penalties to carrying capacity
Dexterity: High – Bonuses to attack speed, bonuses to speed, natural dodge ability
Intelligence: Medium – Average detection, average, spell resistance, limited magic item use
Basic Skills:

Melee Combat Knowledge – Thieves are skilled in the arts of basic combat.
Ranged Combat Basic – Thieves have a bare minimal knowledge of ranged weapons like short bows.

Race/Class Skills:
Level 1 – Back Stab – This allows the thief to get in a devastating hit on an opponent’s flank.

Level 2 – Conceal – The thief can become near invisible while remaining stationary. Used for ambushing.
Level 3 – Evasion – At the most skilled levels the thief can make amazing moves to dodge incoming ranged weaponry.
Restrictions:

Thieves can only use “Light” weapons.

Thieves can only use “Simple” magic items.

Thieves can only use “Light” armor.

Class: Cleric – Defensive magic support, average fighter, defender

Strength: High – Bonuses to melee damage, bonuses to damage resistance, bonuses to carrying capacity

Dexterity: Medium – Average speed, average attack rate

Intelligence: High – High spell resistance, High detection, Moderate Magical Item Use
Basic Skills:

Melee Combat Mastery – Clerics are skilled in combat with blunt weapons and can use armor and shields in battle.

Spell Casting Knowledge - Clerics are skilled in casting defensive and healing magics
Class/Race Skills:

Level 1 – Bless – The Cleric can give a minor blessing to all those around him, this blessing is based on the god he follows.
Level 2 – Dispel Magic – At a more trained level the cleric can attempt to negate all magics around him for a limited time.
Level 3 – Avatar Form – At the highest level, the avatar can sacrifice his spell casting abilities momentarily to become the glowing form of his worshipped god.
4.0 Clans, Semi-Persistence, and “The Great War”


The world is at war and the denizens of The Realm have sworn their loyalty to a specific leader. They will lay their life for their liege without argument. Peace has no place in the world of The Realm and there will be no mercy upon your enemies.

A large part of making Realm Wars more than “just another team based fps” will be the introduction of The Great War. The Great War is the system that will keep the world fresh and give players a solid reason to come back for more. Most FPS games today use a “match based” system of gameplay. The map loads, the players join and when a frag limit or time limit is hit, the match ends and another map loads. While this works fine for some games, it tends to become stale without the constant development of new maps, new mods, or other add-ons developed by the game creators and players. The purpose of The Great War is to blur “single-serving” matches with a pseudo-persistent world. A fully persistent world such as those seen in MMORPGs is a complex system designed with role-playing and character advancement as goals. Such a system is too complex and too “slow” for the average action gamer. For the best solution, we turn to a Semi-Persistent world solution.
4.1 A look at Semi-Persistence

The semi-persistent world consists of 2 entities, a server managed overview world and the individual battlefields themselves. We’ll start on the battlefield. The battlefields work much like the match based fps shooters currently on the market. A player can browse through a list of currently running battles and join in on them. When a battle is over is where the differences start to be apparent. First off, statistics are taken from the battle in order to generate ranking and track character progression. Important statistics will be how many kills, how many deaths, who captured which objective, etc. The statistics will provide direct feedback as to who’s the greatest warrior, or who’s the most successful general. Secondly, the outcome of the battles will be tracked. Who won the match will actually matter as it decides how the overview is going to develop. On to the overview. A master server will collect information from battles and compile it into how the world is developing. The base idea is to have a large land mass sectioned into territories which players will be fighting for control over. The time from when a series of battles starts until a victor is declared is called a campaign. At the start of each campaign the land mass is divided equally among the factions. Battles form along contested borders and as teams win and lose, territory changes hands. When a faction has no territories under their control, they are considered wiped out and become mercenaries for the remainder of the war. When only one faction remains, they are declared the winner and the campaign comes to an end. The victors are showered with praise and spite from the rest of the gaming community and there is a small period of rest before the next campaign starts. Depending on player ability, campaigns could take anywhere from a few weeks to a few months.
4.2 Sample Campaign

So, while maintaining the fast paced “matches” that people are used to, the Great War system allows for players to see just how well their faction is doing and give them something to work for. The hope is that it will keep the interest and give another great bullet for Realm Wars. Here would be a very simple example of a campaign.
Legend:

R = Red Team

B = Blue Team

X = Black Team

- = Water/Non-Territory

In the beginning of Campaign Foo we have 3 teams who are attempting to take over a small island. After getting their base camps settled on the island each faction sets out to destroy one another in battle.
Campaign Foo Day 1:

------
-RRBB-
--XX--

------

A battle breaks out between Red and Blue near the north center of the island and because of their brightly colored uniforms, Red wins the day and forces the blue army from the territory, claiming it for themselves. Black, sensing an opportunity launches an attack on Red but is again defeated by the bright uniforms. Day 1 ends.
Day 1 Battlefields:

Red Vs. Blue, Filler Skirmish (no territory changes, small battle, random map), Blue Victory

Red Vs. Blue, Filler Battle (territory change possible, medium battle, random map), Red Victory

Black Vs. Red, Landmark Battle (territory change possible, medium battle, pre-generated map), Red Victory

Black Vs. Red, Filler Skirmish (no territory changes, small battle, random map), Black Victory
Capaign Foo Day 2:

------
-RRRB-

--XX--

------

Red enjoyed a victory first round but the tables are about to turn as both Blue and Black assault the territory at location 4, 2. The bloody three way battle ensues and after hours of tiring battle, Black is the victor. Blue retreats back to their lone territory, not sure of their position in the war. Red counter attacks Black and through stunning use of chickens and fishing rods, forces black from their territory. The campaign rages on. Day 2 ends.
Day 2 Battlefields:

Red Vs Blue Vs Black, Landmark Battle (territory change possible, medium battle, pregenerated map), Black Victory

Red Vs Black, Filler Battle (territory change possible, medium battle, random map), Red Victory

Assorted skirmishes

Campaign Foo Day 3:

------
-RRXB-

--RX--

------

Black capitalizes on the crushed Blue army and votes them off the island in a bloodbath. Their leader is crushed under a heavy rock and his army disperses to mercenary camps and packs of deserters. Black’s victory is short lived as the new mercenaries join with the Red army and mosh across the island in an orgy of wanton destruction, claiming 2 territories for their own.

Day 3 Battlefields:

Black Vs Blue, Stronghold Epic Battle (faction elimination possible, large battle, set of pregenerated maps), Black Victory

Red Vs. Black, Filler Battle, Red Victory

Red Vs. Black, Landmark Battle, Red Victory

Mercenaries Vs. Red, Filler Skirmish, Mercenary Victory

Blue Eliminated from Island

Campaign Foo Day 4:

------
-RRRX-

--RR--

------

Sensing his imminent destruction and lack of options, the Black leader sends a messenger to Red announcing his surrender of the the territory. As the messenger is squished by Red’s elite body guards, Black is already sailing off the island in search of a better place to war. The war is over and the records of history proclaim Red’s conquest of the Island of Foo. Next week, those same 3 factions will try to take on a bigger island. Tune in next week.
Day 4 Battlefields:
None

Black Surrenders to Red

4.3 Clan Structure


The 6 Warlords gathered their armies to lay waste to one another on the field of battle. None would give up fighting until the last heretic was dead.

Even in games that have no intrinsic clan support, clans have developed. For the hardcore gamer, being part of a leet clan is the pinnacle of success. By moving clan support to inside of Realm Wars we can create a structured environment that the players won’t have to worry about in order to manage their own clans. I’ll start by going through the hierarchy of the “population” of Realm Wars.
Highest -> Lowest in order of authority level

Staff/Admin > Warlords, The 6 Faction Leaders (staff) > Clan Leaders (players) > Clan Sub-Leaders (players) > Clan Members

Staff/Admin: The ones who run the game, design the campaign plot lines, throw together missions, and keep the game working from the inside.

Warlords: These are staff members who are directly involved with giving direction to the players. Much like the Ops of chatrooms, the warlords can punish and disband members of his faction and give information about where to attack next.
