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1. Game Concept
1.1 Description

The Game is a RTS game which will have most focus on the AI. The game itself will have no stunning graphics, only lowpoly. The player will have to battle against the game AI in order to conquer the unknown. 
1.2 Backstory
The entire continent is under siege by the terrifying Orc hordes. In order to bring peace to the continent again a few brave warriors have gathered. These warriors are known only by their great fighting and seemingly extraordinary abilities, and the only names which has been given is priest, crusader and wizard. And as the battle of the century begins a new superior commander is chosen to conquer what is left of the continent before the Capital city has fallen. 
1.3 Environment

An epic battlefield in a medieval setting. The environment consists of some basic types , mountains, hills, water and forests. There will also be some abandoned buildings such as cottages and outposts. Each of the races will have their own capital city which will have its own characteristics. 
1.4 Units

Detailed statistics for the units can be found in the AI_RTS_game_stats.xls document.
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1.4.1 Infantry

The most basic unit. A simple footman that will have a sword and a shield.
1.4.2 Archer
The archer is a ranged attacking unit, the archer is faster then the infantry but will have less armor. The advantage this unit will have is the ranged attacks.
1.4.3 Cavalry
A mounted warrior, riding some kind of four legged creature. The cavalry is heavier equipped then an infantry. It will have a weapon like a spear, lance or halberd.
1.4.4 Peasant
A worker, which will be able to build structures and collect resources. The Peasant collects 4gold or 1wood per trip.

1.4.5 Catapult
The catapult is a long ranged high damage support. Extremely slow rate of fire and projectile speed.
1.4.6 Commander

This is a special unit which the player and AI will only be able to have one of. The commander will have some special abilities which will be far more superior then the basic units. The output damage and health of this unit will also be greater. The commander types are Priest/Shaman, Wizard/Necromancer and Crusader/Berserker. All the abilities of the commanders will have a limited. Commander points will be used when a commander uses his ability, therefore the commanders can only use their abilities when the commander points are high enough. The commander uses 4 peasant spaces.
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Priest/Shaman

[image: image7.emf]

This Commander will have a healing ability. Which can heal both himself and the units around. 
· Wizard/Necromancer
This Commander will have a AOE(Area Of Effect) skill. This ability will deal damage in an area around the impact tile.
· Crusader/Berserker

The last one of the commander types, this one will have a skill which buffs himself. The buff will increase the damage for the commander. 
1.5 Buildings
The buildings which will be available are Well, Tent, Training ground, Enclosed pasture, Rockery. Size of the buildings can be found in the AI_RTS_game_stats.xls document.
· Well- This is the basic building which will produce Peasants. It also increase the peasant capacity by eight. 
· Training ground- This is the building producing units. Only one Training Ground per well.
· Tents- This building is needed for producing the units, which will increase the unit capacity by four.
· Enclosed pasture- Allows building of Cavalry, provides space for eight four legged creatures.
· Rockery- Allows building of Catapults
The well is the main building, all the other buildings must be built in a certain range of the well. Around the well the AI / Player will only be able to build one Training ground but will able to build several tents. In order to build more Training grounds more wells will be needed.
1.6 Races

There will be a total of two playable races in the game. First one of them is the good hearted Humans. Second is the cold blooded Orcs. Both will be able to build the same basic units, and thus they will have the same basic abilities. The buildings which both races will have are also of the same basic type, they will only differ in design.

2. Game Design
2.1 Gameplay
The player will be able to control his units, which also includes producing them. There will be 5 different types of units, 4 basic units and a commander type. The 4 basic types are Infantry, Archers, Cavalry and a Catapult. The more advanced unit, the Commander will have special abilities. The player will have to battle against the opponent in order to take over the continent. In order to win the player will have to take the opponents Capital City, thus eliminating all resistance. Wipe them out ALL of them.
2.2 Levels

We will start of with making four different maps if there is more time we will add more. The levels will have things like, houses, wells, mountains, water and the player buildings. In order to make it easier to place all the objects on the maps we are going to use a grid, which divides the map into tiles. 
Must achieve

· Four different maps

· One of them shall be a tutorial map

2.2.1 Capital City 

This is where the player and the AI’s final stronghold. To conquer the opponent’s capital city, the player will have to conquer all of the opponent’s regions. In other words it’s the last region that will be conquered by the opposing forces. The capital city will not be as easily breached as the other regions, both player and AI will have the three commanders in his city when the battles begins. 
2.3 Abilities / Weapons

2.3.1 Standard weapons

· Sword / Shield: This is the footman weaponry. Shield to increase block and a basic sword to bash with.
· Bow: The Archers weapon, will fire arrows at the enemies. When the archer gets better the range will increase.
· Lance/Pike: Lance and pike for the basic cavalry and when it gets higher in rank it will instead get a halberd.
· Catapult: Shots rocks.
2.3.2 Commander weapons

· Priest/Shaman: Mace. 
· Wizard/Necromancer: A glowing staff, imbued with magical power. 
· Crusader/Berserker: Two handed sword.
2.3.3 Commander abilities

The Commander Starts with 500 Commander Points (CP), A Commander that survives a mission will lvl up and get an extra 100CPs per lvl. CP will regenerate at a rate of 1cp/10sec. 1cp will be gained for each kill made by the army.

· Priest/Shaman 
· The HEAL spell costs 1cp per hp healed. 
· Wizard/Necromancer
· A FIREBALL spell costs 50cp. The damage is 50 for a direct hit, 40 for any unit in the adjacent 8 cells, and has a range of 9.

· Crusader/Berserker
· The BLOODLUST spell costs 150cp. This will increase the DMG by 150% (35 -45) and speed by 40% for 20 sec.

2.3.4 Rules and stats

· Units are trained in groups. Footmen 4, Bowmen 4, Cavalry 2 and Catapult 1.

· To capture a well player must spend 15 sec at the well (capturing) if neutral and 30 sec if enemy owned. The capture of and enemy Well will also result in the gain of 10% of enemy resources; this is also true the other way around.

· All units can be grouped with any amount of units of the same type. A group can be split in half, if the group is 5 or more units, the split will always make one group dividable by 4. This will not apply to catapults; they can be divided down to 1 unit. Cavalry may be divided down to groups of 2.

· Player will start with zero gold and lumber. And only one unit, the commander.

2.4 Goals / Missions
2.4.1 Types
· Capture all wells.

· Annihilate.
· Go for gold.

· Attack / Defend.
· Escort / Rescue
· Build
2.4.2 Descriptions
· Capture all wells: The player will have to hold all wells a specific time to succeed the mission.
· Annihilate: Kill everything on the map.

· Go for gold: Get rich or fail. Most resources in the end win.
· Attack / Defend: In order to succeed this mission the player will have to either attack or defend something special. Like an area or a character.
· Escort / Rescue:  Rescue and escort a special character.
· Build: Build the specified amount of the specified building(s) &/or unit(s).

2.4.3 Victory / Defeat
· Victory: Victory is achieved by completing all the quest goals on each map. The final victory is achieved when the player have conquered all of the regions including the opponent’s capital city.  

· Defeat: If the opponent completes the quest goals or if the player gets annihilated. When the player is defeated the AI gains that region of the map. Also if the player is annihilated the commander in that battle will loose all of its levels. Ultimate defeat is when the AI has conquered all of the regions and also conquered the opponent’s capital city.

2.5 Sounds


2.5.1 Music: 
	Type
	Name
	Description

	Menu 
	Music_Menu.wav
	Main menu Music

	Province map Human
	Music_ProvinceHuman.wav
	Province map for humans

	Province map Orc
	Music_ProvinceOrc.wav
	Province map for orc

	In-game music Human
	Music_IngameHuman.wav
	In game background

	In-game music Orc
	Music_IngameOrc.wav
	In game background

	Capital City takeover
	Music_Capital.wav
	Assault on capital city

	Victory Human
	Music_VictoryHuman.wav
	Victory music

	Victory Orc
	Music_VictoryOrc.wav
	Victory music

	Defeat Human
	Music_DefeatHuman.wav
	Defeat music

	Defeat Orc
	Music_DefeatOrc.wav
	Defeat music


2.5.2 Sound Effect
Wave Files

General Naming will be “SoundFX_name.wav”
2.5.3 General Sound FX


Wave Files

General naming will be “GeneralFX_name.wav”

2.6 Controls

2.6.1 Application:
· Options
· Music and Sound (ON/OFF)

· Quest Log , shows the quest log.

· Will have two text boxes, a quest list and a quest info box. The quest list shows the current status of all quests, if you click on a quest its info will be displayed in the info box.

· Help, shows the game help.

· Quit, returns the player to the Province Map and surrenders the region.
2.6.2 Movement:

· Map Scrolling

· Arrow Keys- Scrolls the map, 

· Mouse- Moving the mouse to the edge of the screen will sroll the map.

· Mouse Right – Click to move units

2.6.3 Special (In game):
· Q – Quest Log

· A – Attack (Not implemented)
· S – Stop

· D – Defend (Not implemented)
· F – Build Fence

· G – Group
· U – Split Group

· C – Commander ability

· W – Capture well

· Arrow keys – Scroll map, also done by moving the mouse to the edge of the screen.

· Mouse Left – Select

· Mouse Right – Default action.

3. Flow charts

3.1 Menu
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When the game starts and you’ve gotten past the splash screen the first thing you’ll be presented with is the Main Menu. 

There you will have the following options:
· New Game

· Continue

· Options

· Quit

Selecting New Game will start the game from the beginning. Selecting continue will start the game from the state it was in when you quit last time you played. For either of those two see flowchart 3.2. Selecting Quit will cause the program to shut down.

If you select options you will be presented with these options:

· Music and Sound ON/OFF

· Fullscreen ON/OFF

Music ON/OFF turns background music and Sound on and off and Fullscreen ON/OFF toggles between windowed and full screen mode.

* Sound ON/OFF removed due to the fact that it is only possible to turn all sounds on or off including background music.

3.2 General
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1. At Game Start the player will be able to choose one of the two races.

2. After that the PROVINCE MAP opens and the player will be able to choose a region (map) to conquer. Quest info is displayed when mouse is over that region, the first time there’s only one region to choose (Tutorial region).

3. Next the player will choose a COMMANDER.

4. The player will spawn at the closest well, chosen from the direction player entered the region.

5. GAME PLAY.

6. Mission ends. Returns to PROVINCE MAP. If player was victorious the region now belongs to him and he gets to choose which available region to conquer next. But if he was defeated the region now belongs to the enemy and the enemy will choose region for the next mission. Progress is saved.
7. Go to 3.

8. Quit

3.3 AI
See AI_RTS_Research.doc
3.3 Map Loader
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4. Schedules

4.1 Milestones


See AI_RTS_projectplan.doc
4.2 Priority list
Categories sorted after priority, in decreasing order 
4.2.1 Lowest acceptable
· Have a working AI with the listed criteria’s.
· Lowpoly graphics
· Four playable maps

· Two Playable Races (Human/Orc)

· The units listed

· Menu

· GUI

· HUD
· Sound / Sound FX

4.2.2 If time
· More maps

· More units
· More mission types
· More commanders / abilities
· More buildings

· More obstacles (terrain) 
· Map generator

4.2.3 Wish list
· Better graphics

· Co-op play with AI
· Continued development
· Xbox 360 Compatible
4.3 Timeplan

See AI_RTS_timeplan.xls

5. Conclusions
Conclusions will be added at the end of the project.
6. Appendix







