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2. Introduction


Set in the time of the Crusades, Fantastic Crusade Heroes combines RPG and RTS elements to create a fast paced battleground.  Players will be part of a five man team pertaining one of two factions (European or Saracen whose goal is to destroy the opponents stronghold, while preserving your own.  Players will play as one of the heroes of their faction, gaining experience and gold in battle and becoming more powerful as the game progresses.  Players will start each game controlling a pre-made character with a set of spells and abilities that the player can unlock as he/she gains levels.  The settings for the battlegrounds will be the places where the major battles of the Crusades were fought, including Dorylaeum, Jerusalem, Damascus, Zadar, Cairo and others.  
3. Game Mechanics

Entering a game

Fantastic Crusade Heroes allows the player to select his/her character before entering the game.  Players will be automatically placed in a team with 5 random people, matched up against another 5.  Players are ranked using the Elo system for rating, and a new rating for each player will be calculated upon the finish of every game.  The matchmaking system will try to balance the teams out, averaging the player’s ratings in each team.  The matchmaking system will try to not put two same heroes in the same game, and will prohibit three of them being in the same game.
Camera


The player has the option of playing the game from a third person over the shoulder perspective or through a first person view.  The player can control this using the scroll wheel in the mouse.  Players will be allowed to choose any point in between.  

Beginning of the Game


The game starts with the 5 players of each team spawning outside their stronghold.  Characters begin with 200 gold, no items in their inventory and at level 1.  Players are not allowed to leave the spawn point until the one minute and thirty seconds mark.  Before the mark, players will be able to interact with faction NPCs to buy starting items.
Waves of NPCs


Starting at the one minute and thirty second mark and every thirty seconds, each faction will spawn a group of NPCs to help the players.  These NPCs will be further discussed in the NPC section.

Fog of War


There is a permanent fog of war which is only cleared by unit line of sight.  Players have full vision of all ally units at all times.  The amount of fog of war cleared by unit is 400 yards and 700 for heroes.
Heroes

Heroes are the characters which the players control.  At the start of the match, heroes will be as strong as a normal NPC, but will become increasingly stronger by gaining experience.  Heroes have the following attributes:

· Hitpoints

Hitpoints determine the amount of life the hero has.  When hitpoints reach 0 the hero dies unless one of their abilities specifically says otherwise.

· Normal attack power

The attack power indicates how much damage a hero does per swing of his/her weapon.

· Attack speed & range

How often the hero strikes with his/her normal weapon and the range of the attacks.  Melee heroes will have “Melee” as their attack range.

· Armor

Armor mitigates the amount of damage received from normal attacks.  An increase in armor raises the mitigation in a percentual basis.  At 1 armor there is a 10% damage mitigation, at 5 a 20% and at 50 a 50% mitigation.
· Energy/brutality/mana

When a hero utilizes an active spell, he/she will be draining from the energy/brutality/mana pool.  


Heroes have one dominating attribute, the attribute that most gains from the hero gaining a level.  Thus a hero that gains more agility than intellect or strength for each level gained is considered an agility type hero.

· Strength:

Increases the amount of hit points a hero has.

Improves attack power for strength type heroes.

Increases physical damage reduction.

· Agility:
Increases attack speed.

Improves attack power for agility type heroes.

Increases chance to dodge an attack.

· Intellect:

Increases healing and damage done by the hero’s spells and effects by 10% of the hero’s total intellect.

Increases the attack power of intelligence type heroes.

Decreases the amount of damage taken by spells of an enemy hero.

Increases the amount of energy, mana or brutality a hero possesses.

Gaining experience


Experience is earned by being engaged in battle.  When a player kills an opposing unit that is in attack range (1000 yards) from him/her, the player is awarded experience for the kill.  If another character is in range of the enemy unit that was killed, then the experience is evenly split amongst the players in range.  Heroes can reach a maximum level of 25.
· NPCS

Killing an opposing NPC will grant the player 100 experience if the unit is a melee unit, 200 if it is a ranged unit and 400 for a siege weapon.  Additionally, players will earn 50 extra experience for conducting the finishing blow on an NPC.  Players will also gain an additional 50 for every spell used on that opposing NPC.

· Enemy players

Killing an enemy player will grant experience equal to (enemy player’s character experience x 0.3) + 100.  A player conducting a finishing blow on another player is awarded with an extra 0.1 experience multiplier from the opposing character’s experience pool. 

· Healing

Healers can gain experience simply by casting their spells.  For every heal performed the player will receive 10 experience.  However, players will not receive experience for healing a target that is at max hp.  

Death


When a hero dies, he/she is temporarily removed from the battlefield.  The amount of time the hero is removed depends on their level, being 90 seconds at maximum level and 5 seconds at the beginning level.  Heroes that die do not turn into corpses and cannot be targets for resurrection spells.  To avoid death upon reaching 0 hp, the hero must have had a prior spell cast on it.  Players that resurrect do so in their base, where they originally spawned.  Once dead, players can pay 400 gold per level to immediately resurrect at their base.  
Gaining Gold


Heroes can gain gold by the following methods:

· Delivering a killing blow on an opposing NPC.  This will grant 20-30 gold on a normal unit, 40-50 on a ranged and 100 on siege.

· Delivering a killing blow on an opposing hero.  This will grant 100 gold and an extra 20 gold for every level the hero has.  For example, a level 6 hero will give 100 + ( 6*20) = 220 total gold.

· The game will automatically award players with gold every second after the battle commences at the one minute thirty second mark.  Players receive 8 gold every 5 seconds.

· Taking/destroying an outpost.  This will grant the faction 200 gold to every member.  Delivering the killing blow to an outpost will grant the hero an extra 300 gold.
· Selling items.  Selling old items will allow players to receive some monetary compensation.  Prizes of items are not based on a fix percentage, but rather a usability timer.  For example a beginning level item can be sold back to a vendor for almost full amount at the beginning of the game, but after fifteen minutes its value will have decayed to nothing.  
Using Gold


Players can use gold to buy weapons and items at the vendors outside their stronghold.  Items in these vendors include very basic items and are normally beginning to mid game items.  Vendors in this side of the map also sell recipes that indicate how to create more powerful weapons/items, which normally include the player going to a neutral vendor, or obtaining a certain amount of blood from killing units.  Recipes are extremely powerful to finish but very expensive.  Some recipes can only be bought by one of the factions.

Neutral vendors can be found at different points in the map.  They cannot be attacked and sell powerful but expensive items.  While a player is interacting with a neutral vendor he is open to attack. 

Heroes can hold a maximum of 6 items.  Items will be further discussed later.
Regeneration


Heroes have a natural 1 hp/5 second regeneration ticker.  Besides that, players can buy items that allow them to regenerate more hp or mana/brutality/rage.  Heroes have the choice to enter the stronghold, which will fully replenish their bars but take them out of action for 5 seconds.  Hitpoints can be regenerated via healing spells, and mana/brutality/rage can sometimes be generated with specific abilities.
Hero progression


Heroes have the ability to learn 4 different spells.  These spells are unique to the hero.  Every time a hero gains a level, he has the choice between learning a new spell (unless there are none left to learn), improving one of them or improving the stats of the hero.


Normal spells can be learned as soon as level 1, and can be upgraded every other level.  Normal spells can be upgraded up to 3 times, so the soonest a player can have a max level normal spell is at level 7.  


Ultimate spells can be first learned at level 6 and be upgraded every 6 levels a maximum of 4 times.  So the soonest a hero can have his ultimate spell at maximum level is at level 24.

If a hero improves his stat he has the option of adding one to each attribute (int, agi, str) or improving their main attribute by 3.

Spells


Spells can be either active or passive.  An active spell requires the hero to activate the spell for it to become useful, and includes things such as temporary buffs, direct damage spells, ensnaring spells, healing spells, death spells and others.  Active spells trigger a cool down of at least one second on that specific spell (meaning that done fast enough, the hero can cast all of his spells at the same time granted the cool downs allow for it).  The amount of time a spell is in cool down after usage depends on how powerful the spell is.  Ultimate spells normally have a long cool down, up to 180 seconds.  


Passive spells will always affect the hero and include such things as permanent buffs, regeneration, auras, shields and others.
In-Game announcements 

There will be a number of in-game announcements which will appear to the player announcing global events.  Announcements will only give information that is pertinent to the game situation.  These announcements will be displayed on the bottom left part of the corner in a subtle manner so as not to crowd the player with them, and will fade after fifteen seconds.  
· Player’s Death: An announcement will be made every time a player is killed.  The announcement will say who was killed, by who, what level the characters are and the heroes they are playing.

· Tower under attack: When a tower is under siege the players of the faction the tower is will be notified.  The announcement will include which tower (1st center, 2nd north etc.) is being attacked.

· Stronghold under attack: When a stronghold is under siege the players of the faction the stronghold is will be quickly alarmed.  Once the stronghold is under attack a Stronghold icon will pop next to the player, indicating the percentage of hit points the stronghold has left.

Control Overview


All spells and actions a hero can perform are hotkeyed to a key on the keyboard.  The player is able to select another character and receive information of it (such as items, remaining health etc) by clicking on it.  Players can choose to change the hotkeys of any spell and ability in the game, but cannot have conflicting hotkeys.  Spells are by default hotkeyed to the first letter of the spell name.  All actions are by default hotkeyed to the first letter of the action.  Stop is hotkeyed to “s”, attack to “a”, etc.


Right clicking anywhere on the map will make the hero go there.


Right clicking an enemy unit will cause the hero to start normal attacks.


Heroes will automatically engage units in their line of sight.


The mouse wheel controls the camera angle
A resigning player


A player who resigns is taken out of the battlefield permanently.  All his items are sold to vendors by its vendor cost and the gold is distributed evenly among the remaining players.  Since the game splits experience amongst players, an evenly matched game where one side loses a player is still not totally unfair for either side.

4. Characters

This section illustrates the available heroes for the players.  Heroes are either Saracen or European and can only be paired with their own faction.  Initially the game will have 30 available heroes per side.  Characters have a voice and react when the player issues an order.  The characters should have a voice that is appropriate to them (Teutonic Knight with a German voice, Spanish Bandit with a Spanish voice etc.) and will make remarks depending on their attitudes as can be derived from the storyline section.  Units vocally respond to changes in gear, purchases, damage taken, damage dealt and move commands.  These remarks are of a light tone and comical when appropriate.
EUROPEAN CHARACTERS

Spanish Bandit

Agility hero, melee range.

Stats gained by level: 3 agility 1.25 strength 0.75 intellect

Spells:

Bounty Hunt


The bandit is always in a search for gold.  His killing blows on an enemy unit give the bandit an extra 6 gold.  Each level increases the amount of gold gained by 6.  Passive ability.

Net


The bandit hurls a net at the opponent, immobilizing him for 2 seconds.  Each level increases the amount of time immobilized by 1 second.  12 Second cool down.  Instant cast time, 70 energy cost, 300 yard range.

Garrote


The bandit attempts to strangle his opponent causing 125 damage and causing a slowing effect of 25%.  Each level increases the amount of damage done by 125.  10 second cool down.  Instant cast, melee range, 50 energy cost.

Powder (Ultimate)


The bandit attempts to flee combat, hurling blinding powder to all his nearby opponents.  Grants the bandit a 3 second invisibility at which point he is unable to attack or be attacked.  Each level increases invisibility by 1.5 seconds and reduces cool down by 15 seconds. Initial 3 minute cool down.  This ability has a 0.5 second cast time.  200 energy cost.

Teutonic Knight

Strength hero, melee attack

Stats gained by level: 2 agility, 2 strength, 1 intellect.
Spells:

Perseverance


Increases health regeneration by 2 hit points per second.  Each level increases the amount of health passively regenerated.  Passive ability.

Order


The Teutonic Knight is firm in maintaining order in his ranks.  All units in a short range of the knight have their armor increased by a small percentage.  Each level increases the amount of armor gained and the area of effect.  Passive ability.

Blinding Faith


The knight’s faith empowers him and blinds and opponent of his choice, stunning the enemy for 2.5 seconds and lowering the opponent’s armor.  Each level increases the stun time and reduces the brutality cost.  15 second cool down, 40 initial brutality cost, 400 range.
Unyielding Faith (Ultimate)


The knight empowers himself and everyone around him, making himself and all his allies on the map immune to stuns, ensnares and conversions for 2 seconds.  Each level increases the duration of the effect by one second.  Any ally afflicted with one of those debuffs will be cleansed.  2 minute cool down, 250 brutality cost. 

Catholic Bishop

Stats gained by level: 1 agi, 1 str, 3 int

400 attack range

Spells:

Ilumination


The bishop prays for his allies and heals their wounds.  This ability heals any ally in a small target radius for 200.  Every level increases the amount healed by 100 and the area of effect radius by 5 yards.  Initial area of effect of 10 yards.  100 mana cost, 25 second cool down, 200 yard range.
God’s Wrath


The bishop imposes his judgment upon his enemies, imposing the heretic debuff on them.  This debuff does not allow the unit to be healed.  The debuff lasts 25 seconds and 25 more per every level.  250 mana cost, 20 second cool down, 400 yard range.

Peace of Mind


When the bishop is passive, he enters a meditative state.  This state is granted to the bishop if the bishop has not cast a spell, attacked a unit, received a debuff or received damage in the past 15 seconds.  The meditative state allows the bishop to increase his hitpoint and mana regeneration by 40% per level.  Passive ability.
Taxation (Ultimate)


As an official representative of the church, the bishop gains a discount from his faction’s vendors.  Discount of 10% per level.  Passive ability.

The remaining 27 European characters will hail from all over Europe, including Scandinavia and Vikings.  They will follow the same set of rules as the heroes in this section do, 4 spells, one of them an ultimate and a balance in the abilities so as to not overpower them.  

SARACEN CHARACTERS

Sand Dweller

Agility Hero, melee attack

Stats gained by level:1.8 strength, 2.2 agility, 2 intellect

Spells:
Sand Control


The sand dwellers expertise in his environment allows him to summon a sand cloud over his opponents, reducing their movement speed by 25% and their hit chance by 50%.  Each level increases the area of effect of the cloud and the movement speed penalty by 10%.  10 second cool down, high energy cost.  Instant cast time.

Sand Trap


Mastering all types of soils, the sand dweller digs up a clever trap.  Any unit that falls into the trap will be immobilized for 3 seconds and lose 150 hp.  2.8 second casting time.  Each level increases the amount of damage dealt and the amount of time the unit is trapped.  Traps can affect own units as well, but the sand dweller is immune to them.  Siege weapons are also immune.  A maximum of 7 traps can exist at the same time.  No cool down.  50 energy cost.

Clear as Sand


The sand dweller takes a deep breath and hides underground, making him invulnerable to attacks for 10 seconds.  Any action by the sand dweller will cancel the effect.  2 second cast time.  Each level increases the amount of time the sand dweller can stay underground by 5 seconds.  10 second cool down.  20 energy cost.  The sand dweller can still be damaged by area of effect spells.

Ambush Master (Ultimate)


Immediately strikes the opponent for 200 damage.  If Ambush Master is used when the sand dweller was hiding with Clear as Sand, the ambushed enemy will be dealt an extra 150 damage and a one second stun.  Each level increases the amount of damage dealt by 100 and the bonus from CaS by 50 and 0.5 second stun. 30 second cool down.  High energy cost.  Instant cast time.

Seljuq Prophet

Intelligence hero, 400 ranged attack.

Stats gained by level: 0.5 agility, 1.2 strength, 3.3 intellect

Spells:

Conversion


Seljuqs have sworn allegiance to the Islam.  Seeking more followers, the prophet attempts to convert enemy units to fight for the Arabs.  Permanently converts an opponent troop to fight for the Arab army.  If attempted on an enemy hero, the enemy player will lose control over his hero and will randomly cast spells and attacks on any unit nearby, friend or foe for five seconds and during this time the prophet will not be able to attack.  At the end of any conversion, the prophet will be left vulnerable, stunning him for 3 seconds.  Each level reduces the cool down and the aftermath stun time caused by converting an opponent by 1 second.  45 second cool down.  200 mana cost. 2 second cast time.

For Togrul


The prophet reminds his people of Togruls lead, under which the Seljuqs captured Merv and Nishapur.  This infuses units around the prophet, increasing any damage done by 10% of their and increasing total armor by 5%.  Each level increases the amount of damage dealt by 3% and armor increased by 2%.  15 second cool down, low 40 cost.  Instant cast time.

The Art of Literature


Preaching the Seljuq’s knowledge of arts and literature, the prophet increases the gold gained by the Islamic faction.  Gold awarded over time is increased by 1 every 5 seconds for all arab heroes.  Each level increases the gold award by 0.5.  Passive ability.

Betrayal


Ultimately, the Seljuq civilization seeks its own gains.  The prophet ruthlessly kills one of his own troops for gold.  Each level increases the gold amount received and lowers the cool down by 20 seconds.  2 minute cool down, no mana cost.  Instant cast time.
NPC Assault Troops


Assault Troops do not have armor, agility or any other attribute, but rather have a fixed number for the essentials.  No assault troop has damage mitigation.  Siege Weapons cannot be the target of conversion spells.  The AI of these units can be found in the AI/NPC section bellow.  None of the following can be used by a player unless that player uses a conversion spell on one of the units.  NPC assault troops are the following:


Melee


European: 
Caballero


Saracen:
Ghazi Warrior
500 hitpoints.  12 damage.  3 second attack speed.  Melee units take additional damage (20%) from ranged attacks, hero or assault troop.


Ranged:


European:
Longbowman


Saracen:
Janissary

300 hitpoints. 30 damage. 4 second attack speed.  Ranged units take additional damage (20%) from spells.


Siege:


European:
Trebuchet


Saracen:
Mangonel 

1000 hitpoints. 100 damage.  10 second attack speed.  Siege weapons inflict additional damage (150%) to towers/outposts and reduced (20% of total) damage to units.
5. Items


Items play major role in the game, as they greatly boost the player’s attributes.  Items, like spells, can be active or passive.  Items can sometimes be combined to create a more powerful item.  To do this, the player must first purchase the recipe from his faction recipe vendor and have the necessary materials in his/her inventory.  Upon completeness of the recipe the required materials are destroyed.   Some items are “charged”, which means that they have an active use and a limited amount of charges.  When the hero uses the item as many times as it has charges, the item is consumed and does not exist any more.  Charged items greatly devalue when one of their charges is consumed.  Heroes cannot carry more than 6 items at the same time.  Heroes can only transfer regenerative items to other players.  Every item will modify the hero’s appearance in a subtle, most of the time comical, manner.  For example the headdress of regeneration will appear as a big sulky blue wrapping around the hero, while the fleet footed sandals will replace the hero’s boots for sandals and the sharpening stones will give the hero’s weapons a brighter glow.  If a hero has two items whose graphics overlap, then the item that is closest to the number one slot on his/her inventory will take preference for graphic purposes.  Items are not regenerative and thus untransferable unless otherwise noted.

Faction Vendors available to both sides
Headdress of Regeneration – Regenerative


Increases the health regeneration by 1 hp per second.
275 gold.
Sharpening Stone


Increases damage dealt with melee weapons by 5.  5 charges.  Cannot be bought by non melee heroes.  50 gold.
Fleet Footed Sandals

Increases the run speed of the hero by 10%.

 500 gold.

Strong mail gauntlets


Increases strength by 5

175 gold.

Gloves of the tailor


Increases agility by 5

175 gold.

Mittens of the master cook

Increases intellect by 5


175 gold

Water - Regenerative


Regenerates 200 mana.  2 charges.


40 gold

Other items that are sold by faction vendor are mainly basic regenerative items and items that mildly improve the stats on a hero.  

Neutral vendors 

All neutral vendors sell to both factions

Horn of the Valiant


Increases armor of all surrounding allies by 5


1900 gold

Quickblades


Increases the attack speed of the hero by 25%


2300 gold

Poisonous Shiv – melee only

Successful melee damage on an opponent gives the hero a 14% chance to additionally poison his opponent for an additional 40 damage


2000 gold

Gunpowder

Imported from china!


500 gold

Wooden Figurine


Imported from china too!


200 gold

Orb of the Dragon Slayer


You don’t know what a dragon is, but this one also says made in china!


Increases mana regeneration by 8 mana/5 sec.


1500 gold

Big Hammer


It’s big.


Increases strength by 40


3600 gold

Other items that are sold by neutral vendors are either used in powerful recipes or greatly increase the damage/defensive output of the hero, such as the Big Hammer and the Poisonous Shiv.

Upper Level Items – European

Big sack of ice


Reduces run speed by 10%, increases attack power by 50, gives melee strikes a chance to slow your opponent’s attack speed 70% and can be used to regain 200 mana.  1 minute cooldown.  Infinite charges.


2400 gold

Cannon


The next wave of NPCs that includes a trebuchet will additionally include two cannons!  Low attack speed but powerful siege capabilities.


Requires 4 gunpowder


300 gold

Holy Cross


Increases the healing done by spells by 150


Increases regeneration by 2 hp/second


Increases mana regeneration by 3 mana/second


Increases intellect by 10


Requires 3 wooden figurines, a headdress of regeneration and mittens of the master cook.


600 gold.

Bigger Hammer


It’s really big.


Increases the strength of the hero by 60


Gives successful melee attacks a chance to stun the target for 2 seconds


Reduces attack speed by 10%


Requires Big Hammer


2000 gold

Upper Level Items – Saracen

Flaming Scimitar


It’s on fire!


Increases melee weapon damage by 65 and gives all melee strikes a chance to burn the enemy, causing 300 instant damge.


Increases attack speed by 40%


Requires 3x gunpowder


Strong mail gloves


Quickblades


2000 gold

Cloack of Sand


Gives the hero the ability to dodge some (15%) of the opponent’s normal attacks.   


2100 gold

Other items that are sold by upper level faction vendors are very powerful and expensive.  There is a total of 10 faction based items for each side.

6. NPCs/AI

There are 3 type of NPCs in the game: Faction vendor, neutral vendor and assault.

Faction vendors can be killed by the opposing faction and will not fight back.  They have a 50 second respawn timer.  Killing a faction vendor does not reward the opposing player in any way, but cripples the ability that players have to buy new gear.  Neutral vendors cannot be attacked in any way or form.


Assault NPCs are the NPCs that come out in every wave starting at the one minute mark.  Initially, these waves will be composed of two melee units and one ranged.  Every 5 waves one extra ranged unit will be added.  Every 2 waves an extra melee unit will be added.  Every ten waves a siege weapon will be included.  Waves occur every 30 seconds.  NPCs spawn at the beginning of a predefined route to the opponent’s base.  Both factions spawn the same amount of assault troops at the same time, and since the units are statistically the same, they will meet at the middle of the route to the opponent’s base, engage against each other and cancel themselves out, unless there are heroes (players) to help them.  When an assault troop falls under 20% health, it can be damaged by a hero of the same faction; the idea of this is to deny an opponent of the last hit on the NPC which grants him extra gold and experience.  


The point of NPCs is to provide heroes with both a source of experience and gold, and to provide a “meat shield” when assaulting towers.


Assault troops have a priority of killing opposing assault troops.  An assault troop will, however, start to focus on an opposing hero if that hero starts attacking another hero.  So if a Teutonic Knight starts attacking an opposing Sand Dweller, the surrounding assault troops will stop attacking other assault troops and will desperately attempt to damage the opposing hero.  If the Sand Dweller retaliates, the European units will do the same.  If the Teutonic Knight and the Sand Dweller are not attacking each other but instead attacking the assault troops, the assault troops will fight each other until exhausted.  Outposts/Towers work in the same way.  


When an assault troop engages against another, it will not change targets unless the events described in the previous paragraph occur.  It will not try to kill a unit that is attacking it that has much less HP than its current target.

Siege weapons will prioritize attacking a tower if that tower is close to being in range.  Siege weapons will not foolishly advance into the enemy unless there are at least two NPC units accompanying it.  
7. Story Overview

Fantastic Crusade Heroes takes place in the crusades.  Storylines are told from each of the hero’s perspectives, explaining why they are currently in the battle front.  These stories are presented as skippable cut scenes when a player selects a new hero as their choice for a match.  Each hero has a different back ground story and represents their point of view in the war.  


Spanish Bandit


Hailing from the war torn lands of southern Spain, the bandit is well aware that god abandons his Spaniards when the Saracens outnumber them.  His thieving skills have allowed him to survive thus far, but as of late that is not enough to survive.  Gold is worth less and less when food is scarce and the European armies are consuming it all.  The Spanish bandit is presented pondering these thoughts, when in the background a church representative offers a bounty for any one who wishes to be a hero in the crusades;  sharpening his stiletto, the bandit smirks and heads on to battle. 


Teutonic Knight


The teutonic knight cut scene is mostly a mute, presenting a devoted noble in his catholic rituals.  A servant comes to disturb this scene with an enlisting note, which the Knight reads with no surprise.  The knight disposes of the note and sheathes his long sword, mumbling in a heavy Germanic voice: the time has come and leaving towards a bloody sunset.  


Seljuq Prophet

The prophet is initially presented delivering a speech to his fellow Seljuqs, inciting them to join the war against the Christians.  The prophet’s speech succeeds in stimulating thousands of Saracen fighters.  At the end of his speech, the prophet steps down and tells a shady character: “trust no one”, after which he wearily walks towards the battle front using his staff as support. 

All heroes have a similar 1-2 minute cut scene that gives an insight on where they come from, the positions in the war and sometimes the reason they are in it.  These cut scenes should illustrate and go according to the way the hero is played in the game and how that type of person acted in the times of the Crusade.  For example, the Seljuq Prophet is distrustful and surround by shady characters.  In the game the Seljuq Prophet is actually able to betray his own units, killing them for no more reason than gold.  In the time of the Crusades, the Seljuqs betrayed the Saracens and caused the Saracen heavy losses in the first crusade because of their own interests. 

8. Maps


All maps have the following qualities:


One spawns point for the heroes, right outside of their stronghold.


Two or three towers in each faction’s side of a road.


3 roads that connects the opposing faction’s camp.


6 additional towers that defend the camp, two for each road


2 Neutral Vendor NPCs


Damascus


[image: image1.jpg]




MAP OF DAMASCUS
Key:

Blue ground represents where the players can be

Orange lines represent roads: the pathing of assault troops.  Players can also be here
Towers represent towers

Strongholds represent strongholds

X represents a neutral vendor

Damascus is a map that provides the players with little fighting outside the normal road trails.  The long and very narrows stretches that the players can use to “switch lanes” are too long to effectively be used for ambushes in the early game, as it denies the hero of too much experience.  However, with speed increases through items the long and interconnected roads allow the players to effectively set up ambushes on enemy heroes.  
There area a total of 10 different playable maps.  The matchmaking system will randomly pull one of them up for each match.  All maps share the qualities of having ambush roads and are designed to provide slightly different game pacing for the players.  For example Damascus is such a narrow, long map that it rewards patient players who gain experience early on against players who attempt to ambush heroes, for the reasons explained above.

9. Interface/System Menus


Main Menu


Log on with your User ID/Password ( connects you to the game server


Options ( Pulls out the options menu


Server Main Screen


Start a quick game ( begins a game with the latest hero selected


Select hero ( allows you to select different hero


Join chat ( joins a chat channel

In Game Menu

Resign ( forfeits the game (with confirmation)


Options ( Options menu


Exit ( forfeits and exits the game


Options menu


Sound options ( toggles various sound options


Interface options ( toggles the way unit bars are be presented


Video options ( changes resolution and shadows/details

Controller settings ( allows the player to override hotkeys and change the functionality of all the keyboard/mouse buttons.

There is no way to pause the game.

