RTS Game Project
Version 1.0

Fredrik Andersson

Martin Andersson

Markus Eliasson

Lukas Grochowski

Bo Isaksson

Nebez Kassem

Anton Larsson

Martin Olsson

Martin Samuelsson

Table of Contents:

11. Game concept


11.2 Environment


11.3 The gang


22. Game Design Document


22.1 Game play


22.2 The city-map


22.21 Different zones:


32.22 Fog of war


32.3 Characters


32.31 Goons


42.32 Leader Characters


52.4 Weapons


72.5 Multiplayer


72.6 Interface


72.61 Main menu


72.62 In-game interface


83. Audio


83.1 Menu


83.2 In-game


83.21 Background music


83.22 In-Game weapon shop menu


83.23 Lines


83.24 Effects





1. Game concept

1.1 Background story
In a run down part of town where violence is the law is the place you call home. This is where you where born and raised, this is your hood and it's yours to conquer. An all out gang-war is raging. This is the time to act.

1.2 Environment

Ghetto environment, home for many ethnic groups, struck with poverty and crime. When the police has given up and doesn't dare to enter the area, criminal gangs has taken control.

1.3 The gang

- Four leaders, strong, resolute and fierce.

- Goons, gang-warriors with a strong sense of loyalty.

2. Game Design Document

2.1 Game play

Conquer the hood is a real-time strategy game with focus on character development much like an role playing game

The player start at one of the four corners of the map and is assigned his/her first zone. This zone will be the player’s home base.

To win the player will have to defeat all the other gangs in the city. In order to do that the player will have to conquer zones of the city to gain money and goons for your gang. 

By taking over the enemy bases, defeating their warriors and killing their leaders the player will stand victorious.

2.2 The city-map

The city is composed of 100(10x10) square areas of 90x90 size. In the four corners of the map the different gang bases are situated. 

To conquer a zone of the city you deploy troops there for a time. This time is determined by the number of troops standing in the zone. 

Zones that are occupied by other gangs will take more time. After you have taken over a specified number of zones the zone you last took over will become a money maker-zone. For example a drug dealer may appear in that zone, making that zone produce more money than a regular zone.

2.21 Different zones:

· Base zone: This is the first zone you gain. It's your base of operations. If you conquer enemy bases that gang will be defeated, but in the other turn, if your base get conquered you lose. The base zone will be a fortified zone by default. It's in this zone new goons and defeated leaders will spawn.

· Neutral zone: Zones that are not controlled by other gangs. The map is, at the start, composed of a majority of these zones.
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Conquered zone: These zones are controlled by a gang. A conquered zone generates a number of goons, and also money. The amount of money increases with lower distance to the centre of the map.

· Money-maker zone: These zones work very much like a conquered zone but generate more money because of drug dealers and pimps hanging out there. The amount of money increases with lower distance to the centre of the map just like the usual conquered zones.

Money-maker zone types:

Drug dealer

Pimp

· Fortified zone: By paying an amount of money the player can fortify a chosen conquered zone. In these zones the players character will do more damage to the enemies. 

2.22 Fog of war

A dark area representing areas of the city the player-characters cannot see. Characters have the ability too see trough a certain distance of fog, being able to spot enemy troops etc. 

Characters will have a radius that defines what of their surroundings they perceive. Money-maker zones will work much like a watch tower would in a traditional rts, as a static point from wich you can see trough the fog a certain distance.

The map will be viewed from a top-down perspective, much like this example (from red alert 3), enabling the player to zoom out having an overview over one zone, zooming in down to pedestrian level.
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2.3 Characters

There are four base types of characters, three different gang-leader characters and the goon-characters. Characters can be levelled up by distributing experience-points on them. Leader-characters can be modified in detail (ex. raising speed) while goons are modified in more general ways.

2.31 Goons

These characters are the very most basic of all characters. They start at level 1 and use basic weapons at start. Your gang will mostly compose of goons of various levels. They are collected by conquering zones. Conquered zones will generate goons in the home base. If a goon dies a new goon will spawn in the home base after 60 seconds.

Goon level system:

Lv.1:

Health points: 100

Strength: 10

Stamina: 10

Accuracy: 10

Weapon: Baseball bat 

Lv.2:

Health points: 150

Strength: 20

Stamina: 20

Accuracy: 20

Weapon: Shotgun

Lv.3:

Health points: 200

Strength: 30

Stamina: 30

Accuracy: 30

Weapon: Rifle 

2.32 Leader Characters

The leaders are the main characters and they have much higher stats than the goons. Four leader-characters are chosen from three different types. 

If a leader character is defeated he will respawn in the home base with half of the stats he had before and all equipment lost.

There are three types of leaders:

Normal-build character: Stronger than the regular goon, and excellent in handling weapons, he's an all-around character.


Starting attributes:


Health points: 200


Strength: 40


Stamina: 30


Accuracy: 70


Respect: 0

Big strong character: The strongest of all characters. His extreme strength makes him the best character in close combat.


Starting attributes:


Health points: 200


Strength: 80


Stamina: 20


Accuracy: 40

Respect: 0

Little fat character: This character has higher than normal health and can take a lot of damage.


Starting attributes:


Health points: 300


Strength: 30


Stamina: 10


Accuracy: 40

Respect: 0

2.4 Weapons

Weapons are bought in the weapon-store that is accessible in the in-game menu. Stronger weapons than the weapons available at first become available with an amount of zones being taken over.
Low-level weapon: 

Knuckles - standard weapon for the leaders. Hand to hand combat: 
+10 attack.

Price: free

Mid-Level weapons:

Machete – best melee-combat weapon.

+30 attack.

Price: 100 $

Dual guns – Standard range weapons.

+15 attack

+10 accuracy

Price: 100 $

High-Level weapons:

Rocket launcher – extremely powerful range weapon with splash-damage within a 2.5 meter radius. It has long reload time.
+40 attack

Price: 700$

Sniper rifle – Very effective long-range weapon, also with long reload time but expands the characters range of sight.
+30 attack.

+30 accuracy.

Price: 700$

Mini-gun – Very powerful and fast shooting weapon. The downside is that it’s heavy causing the unit having it to move slower.
+50 attack
Price: 700$
2.5 Multiplayer

The game will have multiplayer support for four players with smooth simulation over LAN, internet.

The network part of the game will include, aside from the game play itself, a lobby that enables players to chat with each other or before a game change team attributes, such as team colour and leaders.

2.6 Interface


2.61 Main menu


The main menu is the first menu the player encounters and it offers a number of choices:


- 
Single player game:

Pressing the single player-button will redirect the player to the new game-interface in which you can chose level, colours and leader-characters before you start the game.

· Multiplayer game:

Pressing the multiplayer-button lets you choose between being the host of the game, or connect to a host as a client. After the first step the player will be redirected to the lobby-interface. It works exactly the same as the new game-interface but also enables the connected players to chat using a simple chat interface.




When the host press the launch-button, the game starts.

-
Options

2.62 In-game interface

The in-game interface will include:

· Mini-map: for a complete overview over the city, showing witch gangs controlling witch part of the city.

· Character portraits: portraits of the leaders, showing their current status: health points.

· Options menu offering the player to pause the game(3 pause-limit in multiplayer game), quit the game or access the options menu.

· Pop-up menu which show a specified characters status and attributes. This menu includes:

· Character-model overview

· Attributes

· Level-up options

· Weapon shop

3. Audio


3.1 Menu

Sounds needed for the intro menu:

· Buttons being pressed

· Menu background music

3.2 In-game

Many different types of sounds will be present in the game, both for the feeling and for game play-purpose.


3.21 Background music

The background music will be dynamic depending on what happens in the game.

· Laid back hip-hop for normal non-battle state. Different track during night than day.

· More hectic music when the player-unit engages in battle.

· Different tracks indicating if the player is winning or loosing, for a more dramatic effect.

3.22 In-Game weapon shop menu

·  A special shop track will be played upon entering this menu.


3.23 Lines

The characters will confirm being chosen by the player or getting orders from the player by saying a line. Characters will have different voices.


3.24 Effects



Numerous different effect-sounds will be used to enhance the gaming experience.

· Environment sounds

· Footsteps

· Shooting

· Beating
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