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1.1   DESIGN DOCUMENT

Disclaimer

Screen visualisations and names (modes, units etc.) contained in the following document should be seen as placeholders, these should not considered as an indication of final game quality or presentation.

1.1.1  What is 8 Kings?

8 Kings is a Strategy game set in an alternative Chicago where gang rule has become a major force in the city. The game’s look will concentrate on the art deco style that is synonymous with the prohibition period in the ‘roaring twenties’.

The player takes the role of an ambitious Godfather type character. The aim of the game is to build the most powerful ‘family’ in the city - by any means necessary.

The game has been designed to take advantage of the new wave of Mobile phone technology. This will offer the player wide varieties of play and will use the medium to be substantially different to any other product available on the market.

The game will mix a variety of different game-play styles and combine genres to ensure that the player feels that the game is fresh, yet familiar.

The Objective of the game is to take over Chicago and destroy all of the opposing crime bosses.

1.1.2   The story so far....

When faced with an uncontrollable escalation of crime within the province, the local government of New Chicago decide to combat crime with all of the resources they have.

They commission a group of religious leaders and minority group leaders to locate the problems in society, and to isolate the causes of crime within the city. After a long period of research and a larger than expected expenses bill, the results were published.

The results were not very popular; the decision was for a new prohibition. Unfortunately this was far more wide-ranging than the previous prohibition that had tainted the city’s past. The expected victims, drinking and gambling were unsurprisingly made illegal, but also places of entertainment where outlawed.

Playing loud music was prohibited, bowling was considered too much of a violent pastime. Team sports also were considered too confrontational. Only the cinema was legal, however even this had restrictions on it as to what films were permitted.

This situation only managed to further annoy the good citizens of New Chicago, they wanted to do all of the things they did before the new prohibition.

The game gives the player the chance to become a small-time hoodlum who intends to take advantage of the situation, and to build their humble operation into the most powerful crime family in New Chicago.

1.1.3   Game Play

The originality of the game environment in 8 Kings will allow for a large amount of variation within the game. The players select what they want to do and the game is almost free ranging in how the player decides to achieve their goal. The only objective is to win your battles.

There are 3 main areas within 8-Kings. 

The office

This is where the player can keep track of their progress in the game. It will allow them to consider their next move, and where people will report back over what’s going down on the street. 

The map screen 

This part of the game will allow the player to assess their next battle. 

The player will be presented with options as to what part of the map that they want to attack next. The player will see the available sectors flashing on the screen. 

Combat Screen

This is where the player can participate in turn based combat. The player will have to select the resources to use in his turn and move them to where he wants to go with the D-pad. Once his turn is over the computer will make its move.

The battles will be presented with animations for the units attacking. 

These will be staged 3d scenes that will show the graphical power of the N-gage.

The player will watch these battles as the computer is resolving them. Units will also show that they are damaged after they receive a certain percentage of damage.
1.1.4   Units

	Unit name
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   Move : 4   |   Attack : 5 
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Cost   -  $1000
	


Human Units

	Soldier
	The Soldier is the basic Infantry unit in 8-Kings. 

These guys can traverse any type of land and even swim across rivers if needs be.


Generally these units are used to capture new buildings and defend them. They can also infiltrate an enemies home base.

Soldiers are armed with pistols, they do not fare well in battles with offensive vehicles, and should be deployed strategically.

	[image: image3.png]



   Move : 3   |   Attack : 1 

Cost   -  $1000
	


	Captain
	The Captain is a higher ranked mobster than the Soldier. 

These units have all the abilities of the standard soldier, but their movement range is slightly reduced.

Captains however, are armed to the teeth. When battling other human units they whip out blazing Tommy-guns, when attacking enemy vehicles a deadly barrage of lethal Molotov Cocktails is provided.
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   Move : 2   |   Attack : 1 

Cost   -  $3000
	


	Sniper
	The sniper is a specialized soldier unit.. 

These units have all the abilities of the standard soldier, but their movement range is greatly reduced.

Snipers have a very long range attack, and also cannot be spotted by the enemy until they are within at least 4 tiles of the sniper.
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   Move : 1  |  Attack : 3-5 

Cost   -  $5000
	


Land Units

	Motorbike
	The Motorbike is the quickest unit you can buy. These units can travel on any flat terrain except Mountains.

It is driven by a dedicated mobster armed with a pistol, if defense is need quick on the other side of town the Motorbike is the best way to deliver it.

One human unit can be carried in the sidecar, and when carrying a passenger the attack power is increased.
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   Move : 8   |   Attack : 1 

Cost   -  $4000
	


	Car
	Cars are a great way to deliver some retribution to the other side of town. These units can travel on any flat terrain except Mountains.

These units are pretty speedy, and ideal for a drive by shooting on human units or taking out a motorbike.
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   Move : 6   |   Attack : 1 

Cost   -  $7000
	


	Heavy Car
	Heavy Cars are a great way to deliver some heavy fire. These units can travel on any flat terrain except Mountains.

These units are slower than normal cars, but carry heavy firepower and are hard to beat in close combat.
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   Move : 5   |   Attack : 1 

Cost   -  $16,000
	


	Boss Car
	The Boss car is a speedy convertible. These units can travel on any flat terrain except Mountains.

These units are faster than normal cars, but carry little firepower, and are used mainly to get your boss across town in a hurry.
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   Move : 7   |   Attack : 1 

Cost   -  $10,000
	


	Gun Truck
	The heavy gun is the tastiest piece of artillery in New Chicago.

These units travel very slowly, but carry very heavy firepower, which can be delivered from a relatively safe distance.

However these units cannot defend themselves in close combat, so must be protected.



	[image: image10.png]



   Move : 5   |  Attack : 2-3 

Cost   -  $6000
	


	Lorry
	The Lorry is used to transport a human or vehicle unit across town.

These units travel at the same speed as heavy cars, and are perfect for delivering artillery or AA guns to the other side of town.

These units cannot defend themselves, whatever their cargo, so must be protected very well.
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   Move : 4   |   Attack : - 

Cost   -  $10,000
	


	Bomb Lorry
	This unit looks identical to the normal lorry, at least to the enemy.

However it can not be used to transport units, as it is carrying a massive bomb which can be used against the enemy.
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   Move : 4   |   Attack : - 

Cost   -  $20,000
	


Water Units

	Speedboat
	The Speedboat is the fastest thing on water, with medium attack capabilities.

These units are perfect for stopping enemy units being transferred via barges.

These units do not have great defense.
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   Move : 7   |   Attack : 1 

Cost   -  $12,000
	


	Cruiser
	The Cruiser is a fairly slow vessel, but packs a mean punch.

These are the only units which can attack submarines via their water mines, and are also good defense against any water craft.

These units don’t have great defense and must be used with care due to their low speed. 
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   Move : 6   |   Attack : 1 

Cost   -  $18,000
	


	Submarine
	The submarine is a great way to get close to your enemy without being noticed.

These units can dive and remain hidden from the enemy, and are perfect for taking out enemy barges loaded with units.

However, once spotted these units are easily dispatched by Cruisers.
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   Move : 4   |   Attack : 5 

Cost   -  $20,000
	


	Barge
	The Barge is used to transport units across water.

These units travel fairly slowly, and are perfect for D-Day style attacks.

These units cannot defend themselves, no matter what the cargo is,  so must be protected very well.
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   Move : 7   |   Attack : - 

Cost   -  $12,000
	


Air Units

	Bi-Plane
	The Bi-plane is the basic air attack unit.

These units are perfect for taking out troops capturing buildings, or light vehicles.

These units can only be attacked by AA guns so they are a very powerful tool, however any encounter with an AA gun is likely to be catastrophic.
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   Move : 8   |   Attack : 8 

Cost   -  $9000
	


	Fighter
	The Fighter is a more advanced air attack unit.

These units have more firepower than the Bi-plane,  but importantly have considerably better Armour.

Again these units can only be attacked by AA guns, but their increased defensive capabilities give this unit a better chance.
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   Move : 8   |   Attack : 8 

Cost   -  $20,000
	


	AA Gun
	The AA gun is used solely for attacking air units.

These units will automatically attack any aircraft within range which are making an attack run.

These units cannot defend themselves against land units however, so are vulnerable.
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   Move : 5  |   Attack : 3-5 

Cost   -  $8000
	


Transport Units

	Train
	The train is used to transport human units long distances in a single turn.

The player must capture the train station in order to use these unit, more details on this play mechanic are provided below.

These units have no attack capabilities, and cannot be attacked as they move from station to station in one complete turn, therefore not leaving themselves prone. They will however kill any human units on the train tracks when they pass.
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   Move : -   |   Attack : - 

Cost   -  NA
	


	Airship
	The Airship is used to transport human units long distances in a single turn.

The player must capture the airship station in order to use these unit, more details on this play mechanic are provided below.

These units have no attack capabilities, and cannot be attacked as they move from station to station in one complete turn, therefore not leaving themselves prone.
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   Move : -   |   Attack : - 

Cost   -  NA
	


Bomb Lorry

When the player builds a Bomb Lorry they have an option called 'Self destruct'. This basically turns the Lorry in to a car-bomb. Once activated the player has 2 turns until the lorry explodes, the lorry can still be moved as normal during this period.
When the lorry explodes it will damage all units adjacent to it. The bomb will be 100% fatal for any nearby human units and will substantially damage vehicles.

There are several options for usage, activate the bomb and then keep ploughing towards the enemy, who either have to run away, or destroy you before you reach them. If the enemy destroys the lorry first it only does half the damage. Or the player parks the Lorry up somewhere and activates the bomb.

To a rival King the Bomb Lorry looks identical to a normal lorry, and they only become aware of its existence when it is actuated, a flashing clock appears above the lorry and suitable warning sound effects will be heard.
Trains

Trains let human units move a long way across town in a single turn.

The player must capture a station to make an outbound journey, but can still arrive at a station owned by the enemy.

· To use a train. Move human a unit onto the station to capture (2 turns)

 The other station closes so the enemy cannot capture at the same time.
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Station captured, select ‘use train’ (Journey = 1 turn):




Other Situations

· A player can take a train from their captured station, at either end, at any time.

· Any player can move onto a ‘closed’ station, but can not do anything.

· Once a station is captured, other enemies can try and capture it back (2 turns).

· In this situation:


A battle will be fought as soon as the train-bound player (attacker) arrives, on the train platform.

· Road crossings:




A unit can cross the railway at any time, but only on a road.

If you leave a human unit on the crossing it will get killed if hit by a train. If you leave a vehicle unit on the track the train will refuse to leave until the blockage has been cleared.

Airships

Airships work in a similar way to trains.

Airports

Once an airport has been captured, the player can choose to build a Bi-plane. The Bi-plane differs from normal units in that it will always make a return journey back to the airport to refuel, and can only be dispatched to attack a specific unit within its attack range.

If the Bi-plane flies within range of an anti-aircraft gun it will be fired upon immediately. Only one Bi-plane can be built per airport, if the Bi-plane is destroyed the player then has the option to build another.

1.1.5   Terrain types.

	Road Tiles


	These tiles provide zero defense, but offer the quickest movement speeds in 8-Kings. All land units can traverse these tiles unhindered.
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Road
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concrete
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runway
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pavement
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small road
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pavement
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rail x’ing
	
	

	Defense | 0 | 1 | 2 | 3 | 4 |
	


	Bridge Tiles


	Essentially bridges offer the same stats as the road tiles, bridges are only used across rivers.
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	Defense | 0 | 1 | 2 | 3 | 4 |
	


	Plain Tiles


	The plain tiles offer only a small amount of defense, but are the best option when being fired upon on a road or tile with no defense.

These tiles only effect the movement of Heavier vehicles such as Heavy Car, Gun truck etc.
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mud
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grass
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fountain
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car park
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park
	
	

	Defense | 0 | 1 | 2 | 3 | 4 |
	


	River Tiles


	These tiles can only be crossed by human and air units. Boats in 8-kings cannot use the rivers. These tiles provide no defense.
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River
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	Defense | 0 | 1 | 2 | 3 | 4 |
	


	Sea Tiles


	The Sea tiles can only be traversed by sea and air units. Normal sea tiles offer no Defense, the islands tiles offer 1 point of Defense.
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Sea
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  Islands
	

	Defense | 0 | 1 | 2 | 3 | 4 |
	


	Mountains


	The Mountain tile offers the highest defense of any natural feature in 8-Kings. Only Human land units and air units can move across this terrain. They offer a very strong point to ambush a rival from.
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General
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General
	

	
Defense | 0 | 1 | 2 | 3 | 4 |


	


	Forest


	The forest is a good place to dig in, and prepare for battle, it offers reasonably good defense and any land unit can use this terrain.
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Forest

	
	

	
Defense | 0 | 1 | 2 | 3 | 4 |


	


	Beach


	The Beach is used to land barges in 8-Kings, so they can load and unload units.
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Beach

	
	

	
Defense | 0 | 1 | 2 | 3 | 4 |


	


	Base


	The base is the most important building in 8-Kings, if a rival human unit infiltrates your base they can beat you within 2 turns. It offers the highest defense of any building in 8-Kings.
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Base

	
	

	
Defense | 0 | 1 | 2 | 3 | 4 |


	


	City Buildings


	The basic type of buildings in 8-Kings, they offer good defense and provide the player with a regular income when captured.
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General
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General
	

	
Defense | 0 | 1 | 2 | 3 | 4 |


	


	Resources


	These buildings all have special features which are explained later in the document. They provide the same defense as the standard city buildings, but take varying amounts of turns to capture.
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Bank
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Strip Bar
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Jail
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Casino


	

	
Defense | 0 | 1 | 2 | 3 | 4 |


	


	Factories etc.


	These buildings again feature the standard defensive capabilities of city buildings, and all take 2 turns to capture.

The features of these buildings is covered in more detail below.
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Airport
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Train Station
	

	
[image: image53.png]



Factory
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Seaport
	

	
Defense | 0 | 1 | 2 | 3 | 4 |


	


1.1.6   Resource Management.

The player will need to balance the resources in the battle map to open up different potential tactics within that battle.

There are 4 resources that will be available for you to utilise in the battle maps. Casinos, Banks, Jails and Strip Bars. These will be scattered in differing quantities across the maps and the types you encounter will depend on the ruling bosses particular vices.

 

Casino

The Casino takes 2 turns to capture, once captured it earns the player a default $1000 per turn.

The player can increase the odds of customers winning which is the Casino resource setting. If the player selects the resource a slider will appear, the player can choose to set the resource setting from 0-10, the default being five.

If the player sets the slider to 10 then customers will win more, BUT the player only earns 500 per turn, HOWEVER the progress meter above the Casino will fill up quicker.

 

If the player sets the slider to 0 then customers will never win, BUT the player earns 1500 per turn, HOWEVER the progress meter above the Casino will stop filling up.

 

This control over the win rates gives the player a simple choice, either earn more money in the short-term, or go for the long-term goal, filling the progress meter.

 

Once the progress meter is full the player will receive a Jackpot Cash bonus (e.g. $10k) which is the long term payoff for taking less money per turn, the risk being that an enemy could take over the Casino unless it is well defended.

Bank
The Bank will take 5 turns to capture, once captured the player will receive $10,000. The Building then returns to a neutral state ready to be captured again.

However because it will take such a long time to capture the player will obviously be prone to attack from rivals.  The Bank offers the lowest defense of any building in 8-Kings.

There is nothing to stop a player sitting on top of the Bank other than the rivals in the map, but the long amount of time it takes to capture the Bank will make it quite a challenge. The Bank will not be positioned too close to one player, but will be generally be located equidistant between players.

Strip Bar

The Strip bar takes 2 turns to capture, Once captured the Neon sign on its roof will start flashing and the player will earn $1000 per turn.

The Strip Bar will stay in this state until the player decides to use the Resource. If the player places an Human unit on the Bar and selects ‘Power-up’ the human unit will be transformed into an intoxicated killing machine.

This power will multiply the units movement range and attacking power on the following turn. A Graphic effect on the unit will make it obvious this unit is charged up.

Jail

The Jail works on the same basic mechanic as the Bank, except the player will ‘break out’ between 1- 3 human units (randomly generated) from the Jail upon capture.

Factories / Sea Ports

If the player has a Factory or a Seaport, or if they capture one, they are able to manufacture new units.

 

Units cost money, so in order to generate a lot of money; resources must be captured (more on this in the Resources section in a few pages).

 

Once the player has sufficient money they use the following process to purchase new equipment, this process uses the Factory as an example, the seaport follows the same process.

 

1) During your turn select the Factory on the battle map.

 

2) A menu of all the units manufactured by the factory appears in a list, with their prices shown. Units, which the player cannot afford, are greyed out and are not selectable.

 

3) The player highlights the unit they wish to buy e.g. Heavy Car, and hit the ok button.

 

4) The menu disappears and the Heavy Car unit appears on the factory tile, but is not available for use until the next turn.
1.1.8   Battle Screen

The following page shows the flow of the battle screens.

The battle screen is split into 3 sections:

1. Player 1 walks on and shoots.

2. Player 2 receives the fire, either retaliates or dies.

3. Player 1 receives the fire, either celebrates or dies.

The outcome of battles is essentially pre-determined, but a interactive skill test is available to let the player get an edge on their opponent, the Sharpshooter bonus.
When you attack someone, you go to part A and a graphic like this appears on the screen:
It uses a simple 'golf' style mechanic, the red arrow is moving from side to side quickly, you have to press the button when the arrow is in the middle over the target sign.
1.1.9   Game Modes

There are three modes of play available in 8-Kings:

Skirmish
This mode covers,1-4 player, CPU, Hotseat and Bluetooth battles, the player plays one off battles, with choices of game type and variable options

Campaign
The main one player mode, the player takes on the whole city and must battle all 8-Kings to become the King of New Chicago.

1.1.10    Player Profile

	The player starts by entering their name via the number pad, and selecting their sex.
	[image: image55.png]Create Profile

Name [Craig_

Male| - Female

[Back] OK]






	Next the player creates a photo fit style picture to represent themselves in 8-Kings.

Using the D-pad the player can move up and down to select a different part of the face, and left and right to change the ‘slice’, i.e. select a different mouth or chin.

The player also controls the skin colour. With these available options 8-Kings will provide the ability for players to create a recognisable and unique Identity.

Every time the player creates a new profile the initial selection will be randomised to increase the chance of unique identities being created.
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	Next the player is presented with their profile.

The player can now progress and start to play 8-Kings, or go back and tweak their character some more.
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	Later on once the player has played through the campaign games they will earn new ways of changing their appearance, Hats, sunglasses, scars etc. 
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Game Types

Below are examples of game types which could be available in all modes in 8-Kings, these will be chosen based on testing and evaluation throughout development.

Total War

The name says it all, you must completely obliterate all your opponents units to win.

Whack the boss

Each Player starts with a small squad of units and their boss unit. The player must protect their boss, and try to kill the rival bosses.

Jailbreak

The first player to break out 5 convicts from the prison and transport them safely back to base wins.

Bank Job

The first player to steal £10k from the Bank wins.

Countdown

The players will only have a limited amount of turns (say 10) to kill as many of the opposing units as possible. The player with the most kills wins.

Contract Killer

The aim of the game is to find a ‘Grass’ who is hiding somewhere in the level, the first player to smoke this rat out and give him what he deserves wins.

Gimme a dollar

The player starts with a large cash reserve, and the money accrued per property per turn is doubled. Lots of units, lots of action. The player wins via the normal techniques, killing all enemy units or capturing the base.

King of the hill

When the game starts one building is identified as the ‘Goal’. The first player to capture this building and hold it for 3 turns is the winner.

Super power-up

All Resources in the level are permanently charged to maximum, leading to some super charged battles. The player wins via the normal techniques, killing all enemy units or capturing the base.

Custom game

This game type allows the player to change the win conditions of the game. More detail is given on page 39.

1.1.12   Skirmish

Skirmish mode is the place to go for 1-4 player ‘one-off’ battles in 8-Kings.

Players can engage in:

· A battle with the CPU

· Multiplayer Hotseat battles on one N-gage

· Multiplayer Bluetooth battles on multiple N-gages

· Any combination of the above up to 4 players.

The example below shows how a player would set up a 4 player game, including 1 Hotseat player and 2 Bluetooth players.

	1)  When the player enters skirmish mode they instantly become ‘Player 1’. As the player will have already selected a profile on booting 8-Kings it appears in the first slot, in this example ‘Craig’.

Craig then presses ‘5’ to select the next player.
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	2)  The player now has several options for types of players he can add to the game.

· Choose a CPU, AI controlled opponent.

· Choose another profile resident on the N-gage, as a Hotseat player.

· Choose ‘Guest’ to add a Hotseat player without a resident profile.

· Choose any nearby detected Bluetooth devices.

In this example the player chooses to add ‘Harry’ a profile resident on his N-gage, as a Hotseat player.
	[image: image60.png]Skirmish Game
1-4 players

Select Player 2
Fotsear| L

cPu Piayer
Guest

&

=

Bluctooth\E8 08
& booblax (045)
Megatron (587)








	3)  You can now see that ‘Harry’ has been added as Player 2. You can also see that N-Gage icons appear next to players 1+2 to show that they are both Hotseat players.

Next Player 1 hits ‘5’ again to add another player.
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	4)  This time Player 1 selects a nearby Bluetooth player ‘booblax’, and adds him as player 3.
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	5)  The new player is displayed as ‘Player 3’, with an icon showing this is a Bluetooth player.

Player 1 now presses ‘5’ again to add the final player to this game.
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	6)  This time Player 1 selects another nearby Bluetooth player ‘Megatron’, and adds him as player 4.
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	7)  The new player is displayed as ‘Player 4’, with an icon showing this is a Bluetooth player.

Player 1 continues to progress through to  step 8 – ‘Select game type’, however players 2,3 & 4 progress straight to step 10.
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	8)  Player 1 must now select the Game Type. (Covered in more detail more).

The player selects ‘Whack the Boss’ and moves onto the next step.
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	9)  Player 1 is now presented with a list of levels which support 4 player games of ‘Whack the boss’, Each level is accompanied by a simple map of the level and a descriptive picture.

Player 1 chooses ‘Mean Streets’ a ‘City’ Level.
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	10)  This info screen is where players 2,3 and 4 were sent after step 7, they will have watched this screen as Player one chose the Game type and level.

Here the players can change their unit colour (colours are assigned randomly to start with), and also change the ‘Allied’ flag if they wish to team up with another player.

This is the final step, once all the players have confirmed their colours and flags the game will start.
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	Custom games

If Player 1 had chosen a ‘custom’ game, they would have seen this screen. This lets the player sets the rules by which the game can be won.

You can always beat an enemy by capturing their base, or destroying all their units but this allows other win criteria to be set.

So in the example on the left, there are several ways to win. The first player to do any of these things wins:
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	· Capture 7 buildings

· Kill ten enemy units

Player 1 can also change the rate money accrues per building per turn, to change the pace of play (It is set to the default of 1000 here).

This game is also set to a 15 turn game, this will keep the pace of the game more focused.
	


1.1.13   Campaign Mode

The Campaign mode is the main single player mode in 8-Kings. Not only will it provide a compelling offline experience for the player, it also works as a tutorial, teaching the skills necessary to battle other players in multiplayer games..

The Campaign is essentially a series of levels, which introduce the concepts and strategies of 8-Kings to the player in a controlled and balanced fashion. In order to balance the progression through the Campaign each new level will start with a fairly strictly defined selection of units and opportunities.

The level of difficulty is determined by who owns the territory you are trying to take over, you must defeat all 8-Kings to take control of the City.

The players progress is tracked through the Campaign Map, which shows which territories are owned by which king. Progress will be determined by beating the Kings to unlock new units which will give you a tactical edge, or boats which allow you to cross large bodies of water etc.

If the player manages to clear a level with a high score they will be offered the chance to take 1-2 units with them to the next level as a bonus.

· Initial ‘snake’ of tutorial levels, the player has no choice on which mission is next.     (6 maps)

· Campaign starts properly. A few choices on which map to select next are given, remaining concepts and strategies are introduced.        

· The player is aware of all terrain and unit types, a bit more freedom in choice of the next map. (24 maps)

· Location of King.  

1-10: Relative difficulty level of map (for design purposes, not exposed to player).



























Campaign map example




See overleaf for details:



Campaign map example

1. The player starts the game in the first square, the player selects this square and is taken to the Battle Screen, where they can complete the first tutorial. You can tell by the colour of the square that it belongs to the King just a little further down the line.

2. Once the player has won this first tutorial they return to the campaign map and the square they just completed changes to a neutral colour.

3. The next important step is to capture the square which contains the local king.

4. Once the king has been beaten that square, and all squares the defeated king previously owned change to red and contain the player kings flag/logo. This time the map shows that there are two choices available. The next king has moved his position into one of his other captured squares.

5. The player confronts the next king, even though he has not captured all of the Kings other squares.

6. The player defeats the king, the square of the defeated king which was not captured by the player turns neutral

The player wins the game by defeating all 8 kings, it is not necessary to capture every square in the campaign map to win, but it will earn them extra bonuses to do so.

Any neutral squares left ‘vacant’ which are directly next to another Kings position can be recaptured by the rival King. A rival King can move his position once per campaign map turn, but will not do so unless threatened.

The player can take on the territory of multiple kings at once if he/she wishes, although they could find themselves trapped between powerful enemies.

1.1.15   Battle map level design

This section covers some of the aspects of level design which will feature in 8-Kings, and some brief descriptions of the several types of maps which will become available. The following Key is for the diagrams on the following pages.


Key
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2 Player Maps

Peninsula

This map has a good range of resources spread within equal distance of the two players.

First off the players will start capturing the resources nearby and building new units. Eventually the players will meet somewhere in the middle and start fighting over the middle resources, by which time they will both have quite a few units. 

There are two main strategies available, either destroy all the enemies units, or wound them enough to make an attack on the enemy base, although the map geography makes the base quite hard to get to.
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Bank Job

In ‘Bank Job’ the objective is to rob the Bank at the centre of the level. However the bank takes 5 turns to rob so the player needs a lot of backup to secure the area around the bank, making this essentially a ‘King of the hill’ type battle.
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Land Ahoy

This map completely relies on a mastery of Sea craft to win. 

First off the players will start capturing the resources nearby and building new units. In order to capture the enemies base the player needs to create ‘Barge’ Units to transport land craft over to the enemies island, also  creating support sea craft to defend the barges. The Island in the middle is a crucial strategic target, allowing the player to place artillery units to take out enemy barges.

The most sensible strategy in this level is to capture the middle island early on and then defend against enemy barges, waiting for the chance to make a full out ‘D-Day’ style attack.
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Multiplayer Maps

3 Player map

This 3 player map will promote instant and intense battles. The blue player is clearly the crux of this map, while he/she has the most units and resources, the red and pink teams will be attacking from both sides, so the blue team must defend their position very well.

The best tactic for the blue player would be to defend against one of the teams, while making a quick offensive on one of the others, but clearly this map is volatile and the balance of power can shift very quickly.
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4 Player map

4 Player maps will always be hectic affairs in 8-Kings, especially in the smaller maps such as this one. The trade off is between giving the players enough room to grow and the maps playability.

An important feature of this map is the mountain range in the centre of the map, this stops all four Kings meeting at the centre for one giant battle, which would be unsatisfying from a strategy point of view, and likely to lead to very long games with little progression.

4 Player games are very dynamic, and the ultimate test for an 8-Kings player, the strategies are constantly evolving.
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1.1.16  Capturing a Base

Most games in 8-Kings can be won be capturing a rival kings base. The Base is obviously identifiable, it is the same colour as the Kings units and the tallest type of building you’ll find in a map.


[image: image88.png]




Capturing an enemy base is a different process to capturing a normal building. Bases can only be captured by human units, once a human unit is placed upon the Base and ‘Attack the king’ is selected the action in the main battle map freezes and the view switches to the rival bosses office.

Example Map
[image: image89.png]



The maps will be fairly small in size, and they are played on a limited turns mode, the player has 5 turns to kill the enemy boss before he/she can escape. If the player kills the boss they have completed the level, if the boss escapes the players units in the office are wiped out by enemy fire, the player will then need to move another human unit to the base to start the capture again.

The Bosses are highly powered units, and can only be beaten by using multiple units strategically. At the start of the Base capture an info screen will be given about the Bosses strengths/weaknesses. 

e.g.
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	Name: Charles Nathan Smith

Skills:

· Ex-Marine.

· Close combat Expert.

· Passion for Killing.
Hints:

Don’t get too close to this Maniac.


The player should use this info and utilise an appropriate strategy to win the battle within 5 turns.

The player will be given 3 units

· A Sniper who can attack the boss from afar, but is easily killed in direct combat.

· A Heavy who has a low attack, but high defence and will draw the bosses fire from the other players unit.

· A knife-man who is very good in close combat but prone to any long range attacks.

For example, the best strategy with ‘Charles Nathan Smith’ would be to use the Heavy and knifeman units at middle distance to draw his fire, while the sniper stays at the back out of his range, taking pot shots. Once Charles is wounded he will rush the player units and the knife-man should go in for the kill.

1.1.17 Game Play-through example

The following section describes an average game in 8-Kings. This is to give an insight into the game, and the rules and possibilities that are considered and presented to the player.

Start of turn.

Previous turn summary.



The player is presented with a summary of results of the previous turn. This informs the player of the results of the last battle they have played.  

Each battle will have a ranking that will be given to the player once they have finished it. The ranking will be based on the time taken to do a battle, the damage sustained by the enemy and the casualties that you suffered. 

This will add replay value to the game where the player will go back and play missions to improve their ranking.

The sidekick will present the summary. He will guide them through the game.

This screen will act as a guide to decisions in the game. It is important for the game to show the affects of the underlying A.I. routines in the game. This will help guide the player if they are making any decisions that are detrimental to the gameplay and their overall campaign. 

This screen will also work well in assuring the player that they are making good decisions, this will give the player a sense of well being and will ensure they get a boost from playing.

Sending in a Spy

Every battle will give the player a secondary objective to be achieved. This does not have to be completed for the player to win a battle but it will give them advantages in their next battle. This will help the player achieve more control on their campaign.

As the player has completed all of the secondary objectives for the previous battle, they have received a bonus in the form of a spy.  

How this works is that when the player is in the battle map they are able to select their choices for the next battle. Usually they just need to select any of the available territories and a battle will commence. However as the player now has a spy, when the player selects one of the available territories they will get a report from a spy on what to select.
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The information given by the spy will be more general and will act as a HINT for the player. It was felt that this would be much more fun for the player as it would give information about how to play that battle in a more palatable way.

Once the player has seen that the Spy recommends a Heavy Guntruck for one territory, they then select the other. The Spy tells them that there will be a large naval defence. 

Attacking a Territory
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After the player has considered the feedback from the Spy reports they decide to attack the territory that has the heavy Guntrucks. 
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The player then chooses the territory. They select the one that they want to attack (*NOTE the territory will always be neighbouring one of the player’s occupied territories). The player selects Attack from their list of options.

The player then selects the units that they wish to use for the attack. (The player is able to move up to 2 Units from the previous territory into the new battle depending on their battle ranking from the previous battle).

The availability of units related to ranking is as follows.  If the player has an A ranking they will get 2 units to take across. If it is a B ranking they can take 1 Unit across. Anything below this and they are not able to take any units.

The player knows that there will be a lot of heavy Guntrucks in this next battle so they pick 2 of their most heavily armoured units that are surviving from their previous battle. 

(NOTE all of the HP for the Units will be restored to the maximum after a battle).

To select the units for attack, the player will get a screen that contains a list of units available. There will take the form of an illustration of the unit, alongside a number showing the total amount in that territory and the amount you wish to deploy. The player scrolls through the list of units, and presses the A button to highlight a type of unit. Pressing up or down on the D-Pad they will adjust the amount of units to deploy. 

The player then finishes his game move at the battle map. 
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The Game then cuts to a Dialogue sequence, the Boss of the Territory that you are attacking is cursing you and your boss retorts with a joke, which only infuriates him more.

The way in which the battles you select are more focused allows much more story based Dialogue to be available. This will be very useful in giving the game a sense of Identity and it will allow us to develop the characters for sequels.

The game also displays the secondary objective for this level; it is to kill all of the opposing troops.

Fighting in the Combat screen

*NOTE* When a player enters a territory to attack, they will appear in pre-defined areas that are built into the map. If a Map territory has four neighbouring territories North, East, South and West, it will have an entry point for all of these sectors. The designers when building the maps define these. All Units that are attacking from the East will accumulate in the appropriately defined sector.

The player then selects the Units and moves them around the map. The Objective for all of these battles is to find the Occupied headquarters and take it over to make it become their own. 
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When a Unit is selected the player can move it a fixed distance depending on its type, also other considerations that will effect the movement of the Units are the terrain that it will be travelling on.  Some vehicles will not be able to travel over certain terrains. (See appendix for more information). 

Once a unit has followed its assigned path it will offer the player a choice of commands to issue. The default command is wait. This signifies that the player has made their final choice in moving the Unit.

When the player moves a unit next to an opposing unit (Or until it is in its firing range) The player has the option to Attack. If this is selected then the selection cursor turns into a Crosshair. The Crosshair will automatically select the target if it the only one in range, otherwise if there are more than one targets available the player can select the unit they wish to attack.

*NOTE* if there are multiple targets the player can only attack one target per turn with each of his units.

When moving the Units around in the play area the player must consider the attributes of the units and its strengths and weaknesses. Some units are better suited for certain environments; others have weaknesses against certain types of units. These actual attributes will be developed as the game progresses in development. However there will be an approximation of these in the appendix.

The player has made some bad tactical moves in the battle so far so they focus on taking over some of the resources in the battle map to try to compensate for their shortcomings. 

Changing resources
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The player takes over a Casino, the player does this by moving a soldier unit over it in the battle map and select ‘CAPTURE’ from the list of available commands. The player has to keep that Unit on the casino for 2 turns to ensure that the casino is theirs. 

The player is able to adjust the payout of the Casino. The player has to choose to not have a big payout and to get more money together to build more units, or they can increase the payouts to build up the progress meter (as described earlier in the document).  The player decides to build up the progress meter.

The strategy works well, the players Casino progress meter fills up to the top and the player receives a big cash bonus, allowing him to buy some tough new units.

The player then battles towards an occupied territory’s headquarters; the player has to take control of the headquarters. To do this the player must have a Captain Unit. These are the only units that can be deployed into the headquarters. The player has to then enter the headquarters.

The headquarters maps work the same as the Combat screen. The only difference is that it is in an interior location. This is essentially a boss battle. The Headquarters will always have a General to defeat. The map will only be won if the general is beaten.

Once the Headquarters is beaten the battle is over. It doesn’t matter if there are still enemy units around in the map. 

The remaining units from a losing side will the surrender to the player.  These units will be amongst those that the player can pick for his next battle if they get a good enough ranking.

The player has won the battle. However they did not achieve their secondary Objective of destroying all enemy units so they will not have the advantage of sending a spy through to get an assessment of the next battle.

The player also did suffer quite bad losses on his side, although they did the battle in a quick time. The player gets a C ranking.

The player then considers their next move.

Newspaper report

At the end of every Game the player is presented with a newspaper summary of the battle. 

The newspapers content will be based upon the actions on the previous battle, and will often include the players name in the Headline, and indicate the opposing King and the outcome of the Battle.
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The Headlines will be automatically generated from a database of possible phrases, and will be designed to generate a large number of different Headlines to minimise repetition.

1.1.18    Unlockable content

New content will be unlocked throughout the course 8-Kings, to prolong interest and enhance the experience.

· Units, Maps, resources.

The full range of units and resources will be revealed to the player gradually throughout the 1 player offline campaign mode. This keeps the action fresh throughout. New multiplayer maps will become available all through the one player campaign.

· Customise your character.

As the players ranking increases they will be given the option to choose add-ons for their profile photo-fit. Adding Hats, sunglasses, scars etc.

The player also can earn the option to change their name to a coloured font, instead of the default black font, to give them a more eye-catching appearance.

· 


· Ring Tones.

As the player progresses through the Campaign, pieces of the original music from 8-Kings will be made available to use as ring tones.

· Phone Wallpaper.

As the player progresses through the Campaign, a selection of backdrop images will be made available.

1.1.19   Dialogue interface design

The dialogue in the game is a very important to get the characterisation of the 8 Kings across to the player.  Obviously due to the limited storage nature of the N-Gage actual game speech will be used sparingly and to maximum effect.

The design for the dialogue interface for the game is based on a familiar and proven design that is evident in most games.

The dialogue box will contain a text translation of the speech for the character. It will also feature a Character shot to convey who is talking. 

The text display

The Text display uses a font that is 8x8 Pixels. This will ensure that we can get a sufficient amount of letters on the screen at a size that is still readable. 

There are possibilities that the dialogue will be larger than the available space on the screen. To resolve this we have incorporated a scrolling facility that will allow the remaining text to come onto the screen.

When the text requires scrolling, the user will be able to start the scrolling by pressing the main action button (5). This is a very important design feature as it allows all users to read the dialogue at their own individual pace.

The scriptwriters will endeavour to keep the English dialogue in the game as short as possible to reduce the chances of scrolling the dialogue.

The Character Shot

This will contain a picture of the character. These pictures will be a maximum of 64 x 64 pixels. Each of the character heads will have a range of emotions to be linked to the dialogue.

The emotions will be 

Standard – This is just a main picture of the character and is used in general cases.

Happy – This will be used when the character is saying something that would involve them being elated in any manor.

Sad – This will be used in scenarios when they have lost, or are loosing.

Angry – This will be used when they are taking an aggressive stance.
1.1.20   The Office

When in the campaign section of the game, you will have a home base from where your campaign will be planned.

This is where the player can keep track of their progress in the game. It will allow them to consider their next move, and where people will report back over what’s going down on the street. 
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The player will have a variety of objects on their desks and scattered around the office. They will offer the following functionality.

Sidekick.

The sidekick will give you guidance and advice in the game. He will remark on the status of the last battle, and will act as a guiding voice throughout the game. 

The Sidekick will be the character that we use for the Tutorial elements in the game. 

The telephone

This is where the player can get calls from the spy. This will be ringing if the spy has something to report.

The newspaper.

You can see the latest newspaper report if you select this.

The Ledger

This is where you can change the game options such as the sound FX volume, Music volume, Speech volume.  Battle Scenes On / Off, and Sharp shooter On / Off.

Campaign Map.

When selected this will allow the player to look at the progress they have made, and at times it will offer them the choice of which territory to attack. 

The campaign map will also allow them to judge which units to take across from a victorious battle to the next sector.

1.1.21 Character Designs

The following is a brief background history of the eight gangsters in the game:

.
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Name: Yu Totsami

D.O.B: 12/02/58

Height: 196 cm

Yu Totsami is an outcast from the triads. His methods of business were considered far to brutal for the fathers of the organisation. He is only still alive as he is feared so much in his community that no one will try to assassinate him as everyone that has tried has met a grisly demise.

Yu is very ritualistic in his business; he has got a lot of young Chinese thugs on his side. They see his new style of ruthlessness coupled with his traditional customs as the correct way forward in gaining power in New Chicago.

Yu is very vicious to everybody apart from his young son `Akio`. He intends to build the empire for his son to inherit, unfortunately this is common knowledge and rivals keep trying to kidnap Akio.

Being very good at many martial arts, Yu is also a master at carrying out assassinations. However this is also a weakness, as he does not like anyone else doing these and so he is risking his life every time.
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Name: Mr K (real name not known).

D.O.B: Not known, rumoured to be late 1930`s

Height: 151 cm

Mr K has been involved in organised crime for a very long time. He has always worked really hard for all of his employees but has never got the recognition that he feels he deserves. The name Mr K has been given to him, as he would attempt to assassinate anybody for A thousand Dollars.

Mr K tries to keep himself youthful by dressing in bright loud clothes and following any youth fashion that is considered `Hip`. He has a good rapport with thugs who are far younger than him because they believe that he is in-touch with all of their ideals and goals.

Mr K is capitalising on the fact that loud music is banned by opening up his large underground apartment as an illegal disco. Mr K also finds it easy to get on well with most of the younger people involved in the entertainment scene that can prove useful.

The driving ambition of Mr K is to conquer New Chicago and to prove all of the people wrong who didn’t give him the recognition he so craves. He intends to make the most of wiping out all of the gangsters that get in his way.
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Name: Donovan Howard

D.O.B: 14/07/72

Height: 187 cm

Donovan Howard is a young small-time thug with big ideas. He has spent a bit of time working under MR K, but always considered him to be a fool and decided that he could easily beat him at his own game. Donovan is very ambitious and doesn’t let anything get in his way.

Donovan Howard used to be a police cadet but decided it was too much like hard work, and the pay was a joke. When he was there he made a very good friend `Tommy Green`. Tommy is a very straight-laced young man and cannot be bribed. Donovan will never try to hurt his pal and will do all in his power to protect his friend from rival gangs who see him as a major pain as he cannot be bribed.

Girls are a major weakness for Donovan; he is a sucker for a pretty face and a nice set of legs. He always favours women employees to men wherever possible and is careless with his money and spending it on any girl that gives him the come on.

Although he seems a bit inexperienced his contacts with members of the Police force allow him access to certain useful information. His thugs like the way a young man can seem to easily control the law.
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Name: Suzy Lee

D.O.B: 08/02/72

Height: 176 cm

Suzy Lee was the only daughter of Inspector Brian Lee. She was the apple of his eye, he always dreamed of her following his footsteps and becoming an officer of law. However his dreams were smashed as his little angel became a teenage tear-away. She started hanging around with a bunch of thugs and became slowly and slowly more immersed in the seedy underworld.

Although Suzy had become a small time criminal she still loved her father dearly. Her father became more determined than ever to stop all crime in New Chicago and unfortunately for him he started to threaten to many influential members of the crime community. On the morning of his birthday he received one more parcel than he expected!

Suzy was mortified with the loss of her farther and she vowed to kill all of the people involved with the death of her farther. She knew an effective way would be to set up her own organisation to turf out all of the gang leaders and exterminate them to avenge her father.

The thugs in Suzy’s gang respect her ambition, and most fancy her as well. She also has got a wide collection of thugs who also want to get their own back on various organisations.
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Name: Charles Nathan Smith

D.O.B: 13/06/66

Height: 173 cm

Ex marine Charles Nathan Smith was one of the most brilliant soldiers that had been recruited. Problems soon aroused when all of his assignments resulted with a very high body count. His colleagues soon became very aware of his passion for killing and reported his actions to his superiors. Once investigated it became clear that he had been too brutal in his killings. He was discharged from the Marines and looked for a suitable outlet to cure his blood lust.

He soon became involved with organised crime, and it didn’t take long for himself to earn a reputation of being a very ruthless killer. In fact it impressed one gang leader `Gilbert North` so much that he made him his right hand man. 

When he was working for him he saw all of the money and power that could be achieved by running a gang. So deciding to set up his own gang he thought he might as well exterminate one of the competition whilst he had the chance. Gilbert went for an unexpected bath in Old Sparky that night.

Charles Nathan Smith’s gang consist of a lot of ex servicemen who have no other easy options but to work for him. He also makes a lot of use of his military training when planning ambushes.
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Name: Hugh Anderson 

D.O.B: 29/03/45

Height: 145 cm

This man has worked with most of the greatest Godfathers in recent history, simply because of his brilliance at doing the books. His accounting skills made him a must-have in the criminal community, as he gained more notoriety then the offers of work became more and more generous.

After a while the money didn’t seem enough and Hugh started to steal from his employees, a little here, a little there soon developed into a lot here and even more there. Unsurprisingly his employee caught him, after a lot of pathetic grovelling, and paying back the money he was let off with his life. Although he will always be scarred due to the torture that he was subjected to.

With the rest of the money that he had hidden away he has decided to become the King of New Chicago. He pays his thugs good money and manages to make it go further than any of the other gang leaders. 

Greed is his main weakness; he cannot resist making a fast buck and loves gambling.
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Name: Kurt Rollins

D.O.B: 10/10/54

Height: 180 cm

This man has had more lucky escapes than anyone in the criminal community. He has been stabbed, shot, beaten, run down and even managed to escape from his concrete shoes from the bottom of Old Sparky. All of these events however have made him become very paranoid.

His skeleton-like features are due to him hardly eating as he is convinced that people are trying to poison him. The only food he relies on are the parcels of cookies which his mother still sends him every week. 

Kurt Rollins used to be a professional blackmailer, and managed to get dirt on everyone and anyone. This proved to be a lucrative occupation and he resented doing all of the hard work and sharing the money with his partner and the muscles of the operation `Dan Stone`. One night whilst Dan was sleeping, Kurt set his apartment on fire sending Dan to a fiery grave. 

Although he had more money, the word was out that he had no protection. Soon all of the people with grudges to bare, (and there was a lot) were out for his blood. Kurt set up his gang with the specific task of eliminating the threat of further retaliations against him and ensuring a safe future for himself and his mother. Kurt is unique that he has a lot of influence in the press as he can use his knowledge of people’s murky pasts to sell to the press.
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Name: Lord Excelsior 

D.O.B: 31/12/60

Height: 185 cm

When it came to the ultimate party host, there was only one in New Chicago `Lord Excelsior `. His parties were as wild as his temper, he was renowned with the shortest fuse in the city, and this was bad news for anyone that had tried to cross him.

Excelsior had worked at making his clubs and casinos the best in New Chicago; he would go to any measure to ensure that he achieved his goal. He would terrorise rival casino owners and wouldn’t care if gangs protected their properties. He had his own band of well-paid Goons who would ensure that they wouldn’t get as far as the reception in any of his clubs before being gunned down. 

When the prohibition was announced the news was devastating for Al as his empire he worked so hard at was crippled overnight by a bunch of do-gooders. Excelsior decided to take his business underground and to start again, however this time it would be a lot harder as every fool seemed to be trying the same game. 

Excelsior has managed to bring most of his Goons underground with him, as they have been well treated over the years by their generous leader. He also has a large amount of casino employees who are now out for a job and are looking to work again. Excelsior uses his celebrity friends to help get funding for his business ventures.

1.2   FRONT END FLOWCHARTS 
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1.3   BENCHMARK DOCUMENT

Defining the 8-Kings market
8 Kings is a unique Strategy / Role Playing Game set in an alternative Chicago where gang rule has become a major force in the city.  The player takes the role of an ambitious Godfather type character. The aim of the game is to build the most powerful ‘family’ in the city - by any means necessary.

The game has been designed to take advantage of the new wave of Mobile phone technology. This will offer the player wide varieties of play and will use the medium to be substantially different to any other product available on the market.

The game will mix a variety of different game-play styles and combine genres to ensure that the player feels that the game is fresh, yet familiar.

The Objective of the game is to take over Chicago and destroy all of the opposing crime bosses.

The Genre

Why Mafia Style?

Through most film and TV, we have come to accept that the mafia-era was a very glamorous and stylish (albeit brutal) place to be if you were part of the right crowd. Its look (sharp suits, glamorous people, stylish vehicles and Art Deco buildings), the strength and success of story based on this era (e.g. The Untouchables, Once Upon a Time in America, The Godfather) and the cloak and dagger way of life (Prohibition, bribery, corruption, mob culture, speakeasies, etc) have always had an appeal that crosses age and gender. 
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Add to that the distinctive comic book visual stylings of Dick Tracy and the unique cartoon visuals of the modern Superman and Batman cartoons (very 1920’s looking vehicles, tall Art Deco styled buildings). 
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Mafia TV/Movies


Beyond the look, the general subject matter of Mafia TV and movies is generally targeted at a more mature audience. For example:
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 Millers Crossing (1990)

Rating – UK (18), US (R)
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Once Upon a Time In America (1984)

Rating – UK (18), US (R)
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Goodfellas (1990)

Rating – UK (18), US (R)
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The Untouchables (1987)

Rating – UK (15), US (R)

So we can see here that generally, the age for Mafia themed content is generally considered for those aged 15+. This is also consistent with where the subject matter is targeted on TV, although the subject matter usually takes on a more contemporary setting (The Sopranos, Crime Story). 

It must also be remembered that the theme of gangsters is very popular throughout generations. The Sopranos is a modern take on gangsters (With the same old problems). This proves the enduring allure of the theme.

Mafia Games

The mafia style has already been explored within traditional gaming platforms with varying degrees of success. Gang boss games tend to take on a more resource management style of game; player performance was shown not just by the overall success and failure of the player’s ability to manage well, but also through animated segways. This type of game can be very successful, but the overall lasting appeal was somewhat restricted due to the tedium of being based around statistical analysis and somewhat limited scope of the resources.

With the more action style, the gameplay was focussed more on the action of mobsters and police than on the bosses themselves and the running of the organisation.  This has been done successfully with movie tie-in’s such as The Untouchables or The Godfather which created an action game based on key moments within the film. The overall outcome of this is a well received game which was clearly focussed at a more mature audience (the films subject matter clearly targeted at 18 years and up) whose enjoyment of the film could then lead them into purchasing the game based on the film.


More advanced technology has produced much more expansive games which, rather than sticking to an individual genre, cross a number. One such title (Gangsters – 2001) combines resource management with turn-based real time gameplay.
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Another game borrows its basic design from a proven genre (Grand Theft Auto 3) and puts a gangster twist on it (Mafia: The City of Lost Heaven – 2002), becoming a first person perspective action adventure where the character can interact with people, objects, go into buildings, use a number of weapons to succeed at a variety of missions. The player has freedom of movement and it is entirely up to them how and when they complete their missions. This game also boasts strong characters that help push the story along and immerse the player in the environment. Concerns with this game are more down to poor gameplay balancing of specific tasks and objectives rather than any major game wide flaw.
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From a community aspect, there is an online game that is entirely 

community based (www.mafiamob.com - 2000). 

This moves away more from the traditional gaming styles and aims more at the generation of communities through Mobs. You join a mob and occupy a specific role within it and, on the surface of the game, work for the overall benefit rather than individual gain. However, your ability to help the mob benefits your individual score, and will ultimately allow you to rise up the ranks, eventually commanding your community as the Don and communicating your orders to the community. Obviously, the visual aspect is less key than the community aspect, team play, communication and co-operation are strong aspects of this game, whilst there is also an individual element to the game, each player trying to rise further in the mob than the others.
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Competition analysis
This section covers titles that occupy the market that are in a similar genre.

It covers both the qualities and weaknesses of these products. 

The products featured are selected due to them achieving certain criteria.

· They are all strategy based.

· They all big selling titles.

· They cover a wide subject range, from cartoon insects to realistic war units.

When looking at these products it is also very easy to see the popularity of strategy in modern games. However it is also noticeable that the strategy elements although very popular from a general point of view, are always interwoven with other elements to integrate the strategy in a non-intimidating manner.

Taking this into account 8-kings has been designed to attract casual game players with its strong GFX style and characterisation, but will also appeal to veterans of the genre who are looking for something new.

Competitor Titles
	Title
	Advance Wars (2001)
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	Platform
	GBA
	

	Publisher 
	Nintendo
	

	Developer
	Intelligent Systems 
	

	Sales units
	US - 

UK -
	

	Target Market 
	11+ yrs
	

	Multiplayer
	1 - 4 players
	

	
	

	This highly critically acclaimed game manages to pull off a credible and deep sense of strategy and has an excellent control scheme, undoubtedly the most accomplished attempt seen so far on any Console for this type of title.

The action is turn-based strategy, the player builds, moves and attacks with tanks, troops and submarines etc. The aim is to wipe out the opposing force(s), or to capture their bases. Resources (money) are earnt by capturing buildings.

The graphics are neat, elegant and extremely functional, a lesson in pure usability. However this style does look very ‘cute’, and while this seemingly fits the GBA target market very well, on first glance the graphics underestimate the complexity of the title. This title certainly isn’t suitable for the lower age range of the GBA, and could possibly put off older players who may ignore the title due to its bright colours and ‘safe’ character designs.

The difficulty ramps up very slowly at first, with a slightly laborious but necessary tutorial (which could easily by condensed). Once into the main ‘Campaign’ mode of the game the difficulty levels up very well, and the game balancing is superb, the player cannot beat the more advanced opponents by merely building as many Tanks as they can. The multiplayer games can be fun although tend to end in a tiresome deadlock on many 3-4-player maps.

Conclusion: A critical and commercial success.




	Title
	Worms World Party (2002)
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	Platform
	GBA
	

	Publisher 
	Ubi-soft
	

	Developer
	Team 17
	

	Sales units
	US -

UK -
	

	Target Market 
	11+ yrs
	

	Multiplayer
	1 – 4 players
	

	
	

	Worms is a very successful title, a game that players will either love or hate, its turn based strategic gameplay, cute graphics and dark humour certainly give a unique gaming experience. Over the years this title has appeared on every major games platform, the original selling well over a million units. Worms 3 is planned for release on Xbox, GC and PS2 in 2003.

Players control a team of aggressive worms vying for victory over opposing teams of worms. The player has a very large array of weaponry at their disposal ranging from calling incoming air strikes to simply poking the opposing players off the edge of a cliff. This game truly excels in multiplayer formats, the single player game doesn’t hold long appeal.

Like Advance Wars, the cutesy graphics do not really accurately represent the depth of gameplay available. The dark humour and multiplayer gameplay definitely attracts a more mature ‘after pub’ type of audience but it would still put off the more image conscious teens.

Conclusion: A very successful IP, although the gameplay hasn’t progressed much in recent years, and there is some scepticism about its viability in 3D after the failure of titles such as Lemmings 3D.




	Title
	Command and Conquer: Generals (2003)
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	Platform
	PC
	

	Publisher 
	EA
	

	Developer
	Westwood EA
	

	Sales units
	US -
UK -
	

	Target Market 
	11+ yrs
	

	Multiplayer
	1 – 4 players
	

	
	

	In what is seen as a return to form, Westwood’s latest C&C title has been receiving some excellent reviews, and is also performing well at retail.

‘C&C: Generals’ is a Real time strategy (RTS) title, the player will start with a base, a certain amount of resources and a limited array of equipment. The aim being to destroy your opponents in the map.

The action is very quick and frenetic compared to Turn-based strategy titles, but C&C has in the past fallen into mindless action, where the player wins by continually builds new tanks and throws them at the enemy, known as ‘Tank Rushes’. 

The balancing of gameplay in this iteration of C&C seems to have shaken off the ‘mindless’ criticism, something C&C fans have waited a long time for and its funky new graphics will certainly attract a new audience, although the hardware requirements to run this version well are very high.

Conclusion: A return to form from the market leader in RTS titles.




	Title
	Army Men RTS (2002)
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	Platform
	PS2/PC/GC
	

	Publisher 
	3DO
	

	Developer
	Pandemic
	

	Sales units
	US - 

UK -
	

	Target Market 
	11+ yrs
	

	Multiplayer
	1 – 4 players
	

	
	

	It seems not a month goes by these days without 3DO releasing a new ‘Army men’ title, while these titles generally receive average-bad reviews in the specialist press they continue to sell well for 3DO due to a well-targeted marketing investment.

The premise of Army men in general is simple, a Kids box of toy soldiers have come to life and are battling it out in bedrooms, back gardens and dining rooms, similar in style to the ‘Micro Machines’ series environments.

Army Men RTS is basically a ‘Command and Conquer’ clone played out in microenvironments. Despite an original, simplistic and useable control scheme this title fails to deliver any kind of strategy elements, and players soon realise it’s a case of ‘quantity over quality’ gameplay “I have more tanks, therefore I win.”

While 3DO have released this kind of strategy title on the GBA as yet, it seems like it will only be a matter of time.

Conclusion: Unique control system let down by bad gameplay balancing. While sales are still going strong currently, there doesn’t seem much life left in the franchise long term.




Forecast of future competition.

	Title
	Advance Wars 2 (2003)
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	Platform
	GBA
	

	Publisher 
	Nintendo
	

	Developer
	Intelligent Systems 
	

	Sales units
	US - 

UK -
	

	Target Market 
	11+ yrs
	

	Multiplayer
	1 – 4 players
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	Due Q2 2003, Advance Wars 2 is a highly anticipated GBA title, aimed at the more sophisticated and hardcore GBA audience.

While gameplay is likely to still be a big plus for this title, the lack of improvement in the graphical quality and therefore perceived lack of gameplay evolution could even put off even fans of the original title. There does seem to be some evolution in the unit designs, and some level specific graphical features. The character designs have been pushed further into Manga stylings, which seem to be declining in popularity in Europe. 

Conclusion: As yet no ‘killer’ USPs have been announced as yet, but this title should certainly not be underestimated, and will probably retain its hardcore following.




	Title
	Final Fantasy Tactics (2003)
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	Platform
	GBA / PSX
	

	Publisher 
	Square
	

	Developer
	Squaresoft
	

	Sales units
	US - 

UK -
	

	Target Market 
	11+ yrs
	

	Multiplayer
	1 – 4 players
	

	
	

	Originally a PSX title, this game was successful in Japan, but despite the Final fantasy connection and favourable reviews in the US it was still a minority title, mainly due to the technical and slow gameplay, and obscure Japanese stylings. The game was not released in Europe.

The gameplay is turn based and very much character focused. It does not have a ‘pick up and play’ nature like Worms or to a lesser extent Advance Wars.

Conclusion: It will probably sell well in Japan. For European and US markets the demographic for the title doesn’t seem to correlate well with the GBA market.




What sets it apart from the examples?
What is clear from the examples is that most of these titles have either: 

· Good gameplay balancing
e.g. Advance Wars or Worms. 
· Compelling style / theme  
e.g. Army Men
Not many of them manage to combine the two; C&C Generals is the only one that really manages to pull both off convincingly. This is where we are confident we will position 8-Kings.

Worms and Advance Wars manage to excel by taking a relatively simple rule-set and using level design to give quite complex emergent behaviours and scenarios, and importantly ramping up the difficulty at a rate which lets the player advance their skills without confusing them.

We will take this style of gameplay design and give it the update it needs to really shine in the European market, 3D graphics and a recognisable and consistent style and theme, one which has been very popular and compelling for the last 80 years of entertainment history, prohibition–era Gangsters and Mobsters.
Conclusion
The beauty of the N-Gage is that it not only allows us to take all the best elements of these games and create something new, but also allows us to combine the advantages of a console (3D graphics, remote multiplayer connectivity, faster processing) with all the advantages of a handheld (portability, accessibility) to create something completely new that will not only appeal to traditional gamers, but entice a new market of potential gamers too.
USPs
Multiplayer campaigns and battles. With the use of Bluetooth networking there is a huge amount of multiplayer potential, the likes of which have never been seen in a product of this type before.

Character generator, You create your own character, which is your identity.

Great atmosphere as the game develops and you fall deeper and deeper onto the path of no return as you take the city.

Sharpshooter bonus feature enhances the conventional mechanics associated in this style of game and opens itself to a wider demographic. 

Un-lockable content that can personalise your phone.

Anonymous messaging so you can plan double-crosses and create secret alliances.

Revolutionary 3d rendering engine, featuring Gourard shading, texture mapping alpha and lighting.

Excellent AI routines that create an exciting and rewarding battle experience.
Gender Neutrality
Female gaming is becoming a popular pastime. There are more sites that appearing such as www.grrlgamer.com. Here girls arrange to create clans for quake, review games etc.

The key focus of previous gangster-based games is towards a Male orientated market. 8-Kings has to try to cover the broadest possible demographic with its design. There are elements that will help move the focus towards a more neutral area in appealing to both sexes. 

Also the fact that you create an empire in the game will appeal to female gamers as this a popular element of female gaming. This is evident in the way in which women are more likely to play the Sim-city games. They are also more likely to play games such as the Sims that have a great amount of inter personal conflict and skills.

It is important to remember when designing the game however that girls and boys share a lot of similar goals and dreams. It is essential that we do not attempt to weaken the games direction and purpose by trying to anticipate what a female games player will want in their game. We need to look at creating a set of interesting characters that players will become involved with and experience an emotional attachment to. This will allow us to appeal to both Male and female gamers alike.
Conclusion

Together the N-Gage and 8-Kings present something new both in terms of game and of console. This gives us an excellent position to entice a new section of potential gamers and turn them into actual gamers. The most obvious segment of society that perhaps have been put off gaming is women, turned off by the fact that few games are branded as just ‘games for everyone’ rather than ‘male’ games, and ‘female’ games. 8-Kings is not a ‘boys game’ or a ‘girls game’ it is simply a good game – open to all players, indeed one of the 8-Kings is a woman, not only this but the character building elements of the game allow a player to use a variety of techniques, they can concentrate on cunning or business sense rather than brute force if they wish. This means that people of all types of either gender can play the game in a style with which they feel comfortable.

Platform migration.

The design for 8-kings has been developed around a gameplay core that was both easy to understand, and fun. As the game was created with the N-gage as its desired host it is forecast that there will be no game-play compromises invoked in the development of the product. 

The game is not compromised by development on the N-gage.

When considering the potential for improvements which could be made if developing the game on other contemporary platforms (PS2, Xbox, GameCube). There are only two apparent areas that could be improved.

The inclusion of spoken dialogue in game. This is not possible with the Memory footprint of the game cartridge, as it would take up too much space. 

Higher definition graphics would also be needed due to the advanced graphic processors in these machines. The graphic style would remain the same however.

These will not affect the gameplay but would just position the product more comfortably in the next generation home console market.
What are we selling?

Gameplay side

8 kings is a product that incorporates a wide selection of gameplay elements that will appeal to casual and hardcore gamers alike.

The basic controls in 8-kings are very simple like those in Chess. Each Unit has a fixed, clearly defined range of movement. The player will quickly learn the unit’s range of movement and their attack range.

There are other factors that the player has to consider, the effect of certain terrain towards their units. This opens up exciting possibilities through map designs that even ensure that different battles with the same units will be a fun experience for the player, as they have to make different tactics.

The way that the player plans his overall attack strategy will also create an almost infinite amount of play scenarios. There is never a linear progression in the battle. This ensures that the player is at ease it the game. This also ensures that the most important element of game design is catered for. The player will never feel that the game is unfair or is cheating because the player will always make their own decisions, and will win or fail as a consequence of these actions only.

The depth of the game can be explored further still with the advent of resources. The resources in the game are again available to all players but the player will use them to a greater or lesser extent due to their play style. This is great from a design point of view. Some players will like to build up resources to create stronger reserves before a battle, others may rush straight into battle and will then use resources to try to back up their campaign others may use resources as an ambush. There are countless possibilities.

The story element of the one player game will appeal to those gamers that want a more conventional gameplay experience. 

The multiplayer element will also raise the bar for this type of product. Having this functionality will ensure that people will recommend it to friends so that they can play against each other.

8-kings is designed to appeal to personal thought and decision. The player dictates through their actions what pace the game proceeds, fast and action packed, or measured and thoughtful.  It is a game that will allow the player to express their true individuality, and feel empowered to tackle battles in a manor that suits their mood and attitude at that time. This is key in creating any form of long term attachment to a product as the player can play the game and address battles in different moods and at pace that suits them individually.
Player profile types

8-Kings has been designed to attract 3 types of player profiles.

Casual gamer.

With the allure of gangsters and the cool comic book art style, 8-kings will appeal to the average 18-35 year old casual male gamer. It is essential to push the style of the game and to ensure that this holds continuity within the product as a whole. The player will expect a certain dark humour within the title. 

The graphic technology used within the game will also attract a gamer whose idea of gaming starts and ends at Playstation. The 3D visuals of our game will make them feel at ease with our product, as it will be familiar territory to them. This will ensure that this player profile will give the product more time when learning the rules of the game, and ultimately this will give us a much better amount of player retention.

Hardcore Gamer

The hardcore gamer will be attracted to 8-Kings due to the fact that it will push a popular genre into a new exciting realm. They will be aware of the success and greatness of Advance wars and similar titles. 

They will also like the underground gangster vibe which is popular. The hardcore gamer will be attracted to the new unit types in this game, and the way in which the resources are involved with the general strategy of a map.

The sharp shooter bonus system will also attract the hardcore gamer as they will enjoy the added skill reward associated with the gameplay.
Virgin Gamers

The gangsters theme is universally popular. Also the title 8-kings leaves the player questioning the statement that it invokes. 

The graphic technology used in the game will appeal to technophiles who are obsessed in having a new gadget and will love the look of the game.

Due to the games easy to understand rules and the friendly and intuitive interface the player will not find the game intimidating. The fact that it is turn-based will also ensure that they get a great amount of familiarity with the title, as it will remind them of more conventional board games.
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