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Design History


This is a brief explanation of the history of this document.


In this paragraph describe to the reader what you are trying to achieve with the design history.  It is possible that they don’t know what this is for and you need to explain it to them.

Version 1.10


Version 1.10 includes some tuning and tweaking that I did after making my initial pass at the design.  Here is what I changed.

1. I rewrote the section about what systems the game runs on.

2. I incorporated feedback from the team into all parts of the design however no major changes were made.

3. Just keep listing your changes like this.

Version 2.00


Version 2.00 is the first version of the design where a major revision has been made now that much more is known about the game.  After many hours of design, many decisions have been made.  Most of these large design decisions are now reflected in this document.


Included in the changes are:

1. Pairing down of the design scope. (Scope, not design)

2. More detailed descriptions in many areas, specifically A, B and C.

3. Story details.

4. World layout and design.

Version 2.10


Version 2.10 has several small changes over that of version 2.00.  The key areas are in many of the appendixes.


Included in the changes are:

1. Minor revisions throughout entire document.

2. Added “User Interface Appendix”.

3. Added “Game Object Properties Appendix”.

4. Added concept sketch for world.

Game Overview
Philosophy

Neverwinter Nights 2 Player-vs-Player-vs-Everybody

Neverwinter Nights 2 and its predecessor were originally designed to be Player-vs-Environment (PvE), both for solo and multiplayer gameplay. Frontier Survival aims to combine PvE with team based Player-vs-Player gameplay action. There are two teams of configurable races, each with their Home Town.  There are multiple symmetrical dungeons with two entrances each whose individual objectives are a dungeon crawl race to the center for Runestone of Power. To win a game, a team must capture all the Runestones of Power and then destroy the opposing team’s Home Town.
No story, no “role playing”

Backstory is this: two nations borders have expanded to meet each other, coincidentally at the cite of an ancient battlefield created for the purpose of arbitrating wars in a condensed form. No other story exists beyond that. Any Non-Player Characters (NPC) that exist in the game serve practical purposes but provide no conversation, no real personality, no story or any of the things one would expect from a role playing adventure. NPCs will exist for the purposes of reporting in-game statistics, healing, vending, teleporting, as well as a seargeant type NPC for issuing military type orders to. Plebian NPCs exist as well within the home cities and must be protected.
Fast action

Matches consist of multiple rounds. Rounds are completed by crawling one dungeon, plus a final round where the dominant team assaults the opposing team’s home city. There is no Experience Point (XP) system. Every round, every player character (PC) will level up. They will have around two minutes to level up their character, and an extra minute to change equipment and their spellbooks. All players are the same level each round. Number of rounds are configurable in a two step process: starting level is defined, then number of rounds. For example, starting level could be 15 with 5 rounds in the match, where all players are level 20 by the final round. There is no money, no treasure, no things to sell. New equipment is acquired at the end of each round, usually pseudo-random generated equipment that’s somewhat unique yet balanced for the level across classes. That way a warrior can choose a new axe, mace, sword, armor, etc appropriate for his/her level.
Common Questions

What is the game?

Frontier Survival is a fast-levelling action PvP role-playing game. The point of the game is to prove on which party (aka team) is the best at dungeon crawling and ultimately PvP play. Frontier Survival is designed for tournament play in mind, while minimizing the number of hours spent in each match through fast-levelling. Much like the strategies behind speed chess, fast-levelling in Frontier Survival forces players to choose their character’s levelling path quickly and accept it. Since characters are not retained from match to match, players can enjoy creating new characters with new classes and skill tree progressions every match.
Why create this game?


Neverwinter Nights has a great multiplayer system but focuses entirely on PvE gameplay. Frontier Survival will be one of the early attempts at a PvP system for Neverwinter Nights 2. Another “problem” Frontier Survival attempts to solve is the length of online Neverwinter Nights games—a single session can last hours or days and levelling up is slow. Imagine going from levels 1 through 20 in just a couple hours instead of 80 or more.
Where does the game take place?


The world is essentially not distinct. It takes place nowhere and basically everywhere at the same time. Home towns appear to be rural towns, like they were built at the farthest reaches of their respective kingdoms, no grand palaces, no massive stone walls and wooden gates. Just simple towns with distinct architectures and a garrison of soldiers whose sole purpose is to push the borders of their kingdom forward. Dungeons are varied by all the tilesets available in Neverwinter Nights 2.
What do I control?


Every player has a Player Character. Each team has a Seargent NPC that will take your orders and direct them to the NPC garrison of town guards for prioritizing how they protect the town. When in dungeons, you only control your own PC.
How many characters do I control?


Every team member has their own single PC. The first team member (ie the party leader perhaps) can issue orders to the Seargent NPC in their home town.
What is the main focus?


Now that we know where the game takes place and what the player controls.  What are they supposed to achieve in this world?  Angry fiddle players take over the U.N. building.  Be careful not to add a bunch of salesmanship here.  Your design wants to stay light and informative.

What’s different?

Tell them what is different from the games that are attempting this in the market right now.  This question comes up a lot.

Feature Set

General Features

Huge world

Mutant fiddle players

3D graphics

32-bit color

Multiplayer Features

Up to 10 million players

Easy to find a game

Easy to find your pal in huge world

Can chat over voice link

Editor

Comes with world editor

Get levels from internet

Editor is super easy to use

Gameplay

List stuff here that is key to the gameplay experience

List a lot of stuff here

Hey, if you got nothing here, is this game worth doing?

The Game World

Overview


Provide an overview to the game world.

World Feature #1


This section is not supposed to be called world feature #1 but is supposed to be titled with some major thing about the world.  This is where you break down what is so great about the game world into component pieces and describe each one.

World Feature #2


Same thing here.  Don’t sell too hard.  These features should be awesome and be selling the game on its own.

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.

The following describes the key components of the physical world.

Key Locations


Describe the key locations in the world here.

Travel


Describe how the player moves characters around in the world.

Scale


Describe the scale that you will use to represent the world.  Scale is important!


Objects


Describe the different objects that can be found in the world.

See the “Objects Appendix” for a list of all the objects found in the world.

Weather


Describe what sort of weather will be found in the world, if any.  Otherwise omit this section.  Add sections that apply to your game design.

Day and Night


Does your game have a day and night mode?  If so, describe it here.

Time


Describe the way time will work in your game or whatever will be used.

Rendering System

Overview


Give an overview of how your game will be rendered and then go into detail in the following paragraphs.

2D/3D Rendering


Describe what sort of 2D/3D rendering engine will be used.

Camera

Overview

Describe the way the camera will work and then go into details if the camera is very complicated in sub sections.

Camera Detail #1


The camera will move around like this and that.

Camera Detail #2

The camera will sometimes move like this in this special circumstance.

Game Engine

Overview

Describe the game engine in general.

Game Engine Detail #1


The game engine will keep track of everything in the world like such and such.

Water


There will be water in the world that looks awesome and our game engine will handle it beautifully.

Collision Detection


Our game engine handles collision detection really well.  It uses the such and such technique and will be quite excellent.  Can you see I am having a hard time making up stupid placeholder text here?

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”


Okay, that’s it.  I wanted to spend more time on this and really make it a great roadmap for putting a game design together.  Unfortunately it would take a ton of time and that is something that we don’t have enough of in this business.  I think you get the idea anyhow.  Also, don’t get the impression that I think a design should provide the information in any particular order, this just happened to be the way it fell out of my head when I sat down.  Change this template any way you want and if you feel you have improved on it, send it back to me and I can pass it out as an alternative to anyone that asks me in the future.


Good luck and all that!


Chris Taylor
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