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October 10, 2011
LucasArts

1110 Gorgas Ave.

San Francisco, CA 94129

USA

Subject: Star Wars: Galactic Frontier
Firstly, we would like to acknowledge that the Star Wars name, icons, Darth Vader image and various concepts contained within this document legally are trade marks or copyrighted material of LucasArts and the Star Wars franchise.

Next, we would like to introduce to you Star Wars: Galactic Frontier, a MMORTS (Massive Multiplayer Online Real-Time Strategy) game designed to be played with only a browser and an e-mail.  One of the unique aspects of this game is that this would be the first time that real-time building (creation of an empire) is combined with real-time battles (commanding a military).  The proposed technology used by the game is 2D (pre-rendered animated sprites) combined with 3D pre-rendered sequences to add more depth to the overall game experience.

Unlike games that require players to subscribe in order to play the game, Star Wars: Galactic Frontier offers a game experience to casual gamers free of charge.  As players advance in the game, they may pay to enable game extensions (such as Character Cards), use game accelerators (to speed up production) or hire a specialized team of game advisors (to help in managing a growing empire/army).

Ultimately players can progress in the game and control up to 20 colonies on 20 different planets and have a maximum army size of 10,000,000 troops!  In addition players may control capital starships, spacefighters, vehicles, and other types of units in the Star Wars universe.  This game is by no means a small game and it takes many months of game play to achieve the highest ranks in either of the two factions:  the Rebel Alliance or the Galactic Empire.

We have produced this preliminary game document in the hopes that the LucasArts team may be interested in producing this game concept.  

Charles C. Barnett has done beta game testing for several companies over the last 25 years including LucasArts (Loom, Indiana Jones, Sam and Max).  Kristopher R. Kycia is an IT consultant with 12 years of experience and has worked with several Fortune 500 companies such as Citigroup, Fannie Mae, and Mass Mutual.

We would both be very interested in further exploring Star Wars: Galactic Frontier with the LucasArts team.  Included in this document are our contact e-mails and brief biographies.

Sincerely,

Charles C. Barnett and Kristopher R. Kycia
Preface
“Star Wars: Galactic Frontier” is a browser-based MMORTS (Massive Multiplayer Online Real-Time Strategy) game that only requires a browser and an e-mail to play.  The technology required by the game is 2D (pre-rendered animated sprites) and only requires 3D for pre-rendered video sequences.
The setting of the game is during the Imperial Period, the time at which saw the establishment of the Galactic Empire and the Birth of the Rebellion.
You are a young Private, a soldier in either the Galactic Empire or the Rebel Alliance. Your task is to establish a new colony on another world and you are delivered there by an escort shuttle.  However that is just the beginning, in addition to building a colony you must also be prepared to defend it from the enemy invasions, prepare your own attacks and explore the galaxy to build additional colonies around the galaxy.

As your influence grows so will your rank.  Ultimately your goal is either to establish a New Republic (Rebel Alliance) or secure the Galactic Empire’s dominion (Galactic Empire).  

Server configuration

Each server is comprised of twenty five (25) different planets: three (3) of the planets are controlled by the Rebel Alliance, three (3) of the planets are controlled by the Galactic Empire and nineteen (19) are initially neutral planets.  

Each planet is composed of 100 (height) x 200 (width) map squares which allows it to be wrapped around a sphere to produce a 3D view of the planet.  The planet has resource squares such as mountains, hills, dunes (desert planet only), and tropical forests (mixed planet only) on which players cannot build a compound.  These squares cover around 30% to 40% of a planet’s surface, therefore 6,000 to 8,000 squares.  A total of 12,000 to 14,000 map squares may be colonized.

The maximum number of players allowed on one planet is 200 per faction.

Game objective

A server victory is achieved when one faction controls 60% of the planets (15 planets out of 25). To control a planet, a faction must have over 60% land ownership.  When a faction achieves 60% land ownership on a planet, players will receive a message (throughout the server) saying: “There has been a shift in the Force…”  The logo of the faction will be displayed to indicate which faction has gained control of a planet.



Playing the game

As the game begins, you are prompted to choose your side: The Galactic Empire or The Rebel Alliance.  Your next choice is to select your level of difficulty: novice, veteran or elite.
If you are a new player to the game (novice), your first colony will be settled on one of the planets controlled by your faction.  In these locations the opposing faction has very few compounds and per team, there is a ration of 80% on one team and 20% on the other.

A more experienced player (veteran) may skip the "first colony" step by choosing a planet which is neutral or on which there is a battle for territory between both factions.  This is like skipping learning of how to play the game and puts you directly into the heat of things.

Lastly a very seasoned player (elite) can opt to play a game on one of the opposing home worlds.  This is used to send very proficient players up against very new players from the opposing faction to learn how to play the game.  However the odds are stacked in the favor of the new players (because of the 80% to 20% player ratio).  Seasoned players may choose this option to score more of their faction's points.  If a home world is lost to the opposing faction, a new planet (one of the 19 others) will become that faction’s home world (based on the controlled land – the highest planet).

Types of planets

There are three different types of planets: a mixed planet (Example: Alderaan), a desert planet covered mostly with sand and rock (Example: Tatooine) and a frozen planet covered by snow and ice (Example: Hoth).

Game resources

There are four (4) basic resources that are gathered: coal, stone, ore and food.  Each of these basic resources must be refined into elements used to build your compounds: carbon, minerals, metal alloy and refined grains.

Each compound starts with a single building: a refinery.  The refinery can process each basic resource instantly once a resource has been gathered.  For example, when you gather 10,000 units of coal it can be converted into 100 units of carbon.  The carbon can then be used to build with.

Each resource has a basic resource production building: a coal mine, a quarry, an ore mine, and a farm (underground on dry planets {moisture vaporator as a graphic} and heated greenhouses on frozen planets).  A refinery has enough energy to power a very limited amount of these buildings.  Additional power must be generated by building solar energy panels.  Each panel built can supply a certain amount of power according to the level of the installation (levels go from 1 to 10).  Once additional power is available, a player may build more buildings to increase gathering.

Each of these basic resource buildings can be built adjacent to a natural occurring instance of that resource.  In such cases, gathering of that particular resource will increase.  A natural occurrence is for example: clinker, rock formations, ore deposits and a lake (frozen also – ice, none on a desert planet).

A refinery also has a certain storage capacity for each basic/refined resource according to the level of the refinery.  Each building in the game can be upgraded from level 1 to level 10.  In the case of a refinery, the last level (10) obviously can refine and store the largest amount of basic/refined resources.  Additional supply depots may also be built to increase the maximum capacity that a colony can store. 

Each basic resource gathering building’s efficiency can be increased by building an adjacent processing plant.  A basic resource gathering building’s production can be increased by building an adjacent citizen complex.
Lastly the currency used in the game is the Galactic Credit Standard, or credit for short.  Credit can be used to recruit troops, build starfighters, mech units and even capital starships.  You can earn credit by selling goods produced by a manufacturing plant. To do so, one must build a commerce guild (or cantina on desert planets) that will allow you produce trade ships (Correlian corvettes) which will transport the manufactured goods to their destination.  The number of trade ships will determine how much goods can be traded and the amount of credit earned.  Another factor is who is in control of the space above the planet.  Space skirmishes are to be fought above a planet’s surface to determine what faction is in control.  If a faction is not in control, it will make trading more difficult with other planets or colonies and therefore trade ships will yield less income due to the partial blockade.  However because each planet has starships hovering in space above the planet, a complete blockade is not possible.

Alternatively you can also sell refined resources to other faction members in exchange for credit.

[Expansion] Another way of earning credits is via the smuggling of illegal spice.  To do so you must have the Lando Calrissian character card.  Using this character card allows your colony on one planet to be able to produce a specialized smuggler ship (akin to the Millenium Falcon) in order to sell the illegal substance.  The smuggling of spice yields a high amount of credits and is one way to earn more credits.

Your compound
When a player colonizes his first colony, a compound is placed within the faction's border.  For novice players, the compound is usually placed towards the middle of the area controlled by their faction.  This gives them protection to learn how to build their first compound before they make their way towards the border of their faction’s territory.

For veteran and elite players, the first compound is placed towards the edge of their faction’s territory.  The following images depict various compounds at various stages of progression.

Each compound (black square) has an outer border (light grey squares) and an inner border (dark grey squares). These borders expand as the size of the compound grows in influence (points/score wise).  New compounds must be placed adjacent to an existing compound border or within.
The first figure show the smallest size compound (leftmost image).  It has an outer border of 2 and an inner border of 1.  The second figure shows a compound whose influence has increased (middle image).  It has an outer border of 3 and an inner border of 1.  Lastly the most
 influential compound of the three figures is the third one (rightmost image). It has an outer border of 3 and an inner border of 2.  Opposing factions may not build a compound within the inner border (dark grey squares).

As stated before, the objective on each planet is to control 60% of the land surface.  Any amount less than 60% renders the planet neutral (or undecided).  One does so by building additional compounds.

Each compound is originally equipped with a force-field generator.  This generator is used to protect the compound from being attacked.  However this generator is only operational for a limited amount of time (7 days) before the opposing factions learns how to jam the force-field's signal (according to the source location of the generator).  Therefore each new compound has a limited amount of time of protection before it becomes vulnerable to enemy assaults.

Your character

When you start the game, you are a Private.  You can achieve the following titles as you progress during the game: Corporal, Sergeant, Lieutenant, Captain, Major, Colonel, High Colonel, Major General, General, Commander/High General, and Supreme Commander/Moff or Surface Marshal.  Very few players will reach the top rank of their faction.

You may not recruit troops unless you have reached the level of Sergeant.  Prior to this level, you will only be allowed to recruit guerrillas who can only defend a compound from an attack not conduct assaults on enemy compounds.

[Expansion] Stronger units may be recruited for defense purposes if you have either the Security guard or Imperial Royal Guard character cards.  They are respectively for the Rebel Alliance and The Empire.  These units are generally more resistant in battle than guerrillas in addition to being stronger against Jedi/Sith units.

Trading with your faction
As you gather and refine resources, it is possible to exchange or trade with other faction members.  You may send resources at no cost to another player or you may create a trade for a certain amount of credits.  It is also possible to send resources to build capital starships.

Defending your colony
A very important aspect of the game is the proper defense of your colony.  You may recruit guerrillas to help fortify your defenses.  However you may also build defense installations to be used to help better protect your compound.  The types of defense structures are walls, watch towers, radar towers, laser turrets and defense towers. 

Compound walls are use to shield soldiers from direct enemy fire. The level of the walls determines how resistant they are to attack.  Watch towers are setup for troops to scan the distant horizon for enemy infantry using macrobinoculars. As the level of watch tower increases, the binocular technology used improves increasing the odds of detection.  Radar towers are used to spot enemy vehicles and spacefighters before they penetrate deep into your colony.  The level of the radar tower determines how much of an advanced notice you will receive that an enemy is on its way.  Laser turrets are designed to attack incoming infantry units.  Lastly defense towers are powered by turbolasers and are intended to defend against incoming vehicles and starfighters

Using your army to attack

A player may not initiate an attack against the opposing faction unless they build a command center. When a command center is built, this gives a compound the opportunity to capture an enemy compound (invasion).  However the opposite is also true: a player's compound can be captured by the opposing faction.  Without a command center, a compound can only be pillaged (raid) or be razed (raze).  A raid is an attack designed to steal resources from a compound.  As mentioned earlier, a compound may not be invaded if it does not have a command center, however it may be burnt to the ground (razed).  In such a case, the attack is designed to target a compound’s building rather than steal resources.

The barrack is the home of your military troops.  Each barrack allows you to produce additional soldiers or officers to defend or battle the enemy colony.  Barracks are to be connected with the following building: training ground, flight academy, mech infantry, and Jedi temple/Sith temple (must be unlocked using Yoda/The Emperor). When barracks are connected to these buildings, they increase the rate of recruitment.

[Expansion] At this point it would good to mention that basic game play is available free (at no cost to the player).  However extended game play involving the use of bonus character cards (Obi-Wan Kenobi, Darth Vader, Yoda, The Emperor, etc.) allows players to unlock special units or abilities.  These character cards can last for a certain amount of time and each have a cost associated with each one of them (micro transaction).  The character cards act like special ambassadors for your colony/army.  Character cards require Nova rubies which must be purchased online (See section on Nova rubies).
For each type of troop produced, there is a corresponding military building: a command center, a shipyard and a robotics factory.

[Expansion] Jedi or Sith units do not have a corresponding military building since they are expansion units.  There are three classes of Jedi/Sith units that can be produced: Jedi Padawans/Sith Apprentice (level 1 to 3), Jedi Knights/Sith Knights (level 4 to 6) and Jedi Masters/Sith Lords (level 7 to 10).  For each temple level, you may recruit one additional Jedi/Sith unit (to a maximum of 10 per temple).  In addition, the temple level dictates the maximum Force ability.  For example if a Jedi temple is level 6, a Jedi Knight can achieve a maximum of 60% in any Force ability (10% per temple level).
Scavenging the land

Your troops may conduct scavenging expeditions to various locations where space debris has fallen from space battles.  These locations are usually a good source of refined resources such as carbon, minerals, or metal alloys.  However during the journey to a location, your troops may encounter various indigenous species.  These encounters are random and usually vary according to the size of the army sent.  The larger the army, the more resources that can be recovered.  However it is more likely they will encounter some form of resistance in their journey (for example: on a desert planet you could fight Sand People).  

On certain scavenging expeditions it is sometimes possible to recover parts to the opposing faction’s starfighters.  By continuously scavenging for more space debris, it is possible to build an enemy space fighter prototype.  Once you have a fully working prototype of a certain starfighter, you will be able to unlock special advancements for your own starfighters.
[Expansion] On planets covered with sand and rock, it is possible to use the Jawa character card.  If you have this card and decide to use it, the Jawa’s will search the planet for as much space debris (metal scrap and parts) as possible for 14 days.  This is another way of earning refined resources rapidly without needing to individually send your troops to each location.

[Expansion] Other times hidden lairs of indigenous creatures may appear, attracted by crystalline formations in which the concentration of Midi-chlorians is very high.  Players may send their troops to gather these crystals and return them to be channeled at a Jedi or Sith temple.  There are two different colors of crystals: rose and azure.  Rose crystals are used by the Sith and produce twice (2x) as many Force points for Galactic Empire players.  Azure crystals are used by the Jedi and produce twice (2x) as many Force points for Rebel Alliance players.  Using the opposing faction’s crystals produces a normal amount of Force point.  Force points may then be used to research new Force powers.  These Force powers can then be used by your Jedi/Sith during combat.  Each lair has a specific level indicating how many indigenous creatures may be there.  Obviously you must send sufficient troops to combat these creatures because they will protect their cache of crystals.

Building another compound
A diplomat may be recruited once an embassy has been built within your compound.  It must also be upgraded to level 10 before a diplomat can be recruited.  The embassy also allows you to produce other units such as scouts (level 1) or spies (level 5).  A scout can be sent to an opposing compound to learn about its general makeup.  Scouts can only gather a limited amount of information about an opposing compound such as the number of buildings and defense installations.  Spies do a more detailed job however it takes them longer to do so.  Unlike scouts, spies infiltrate an opposing compound and can provide detailed information about the type of soldiers, the number of soldiers and the amount of resources gathered.

To build a new compound, you must have sufficient resources to build a new refinery in addition to having recruited a diplomat.  You must also have built a transport shuttle (Lambda-class T-4a shuttle) to transfer resources between compounds.

As in the case of your first compound, you will start only with a refinery that can produce enough power for a limited amount of buildings.
Advisors at your disposal

Each faction has a series of advisors which can help you in performing your duties.  These advisors must be hired and are not free of charge (requires Nova rubies).  This is another aspect of the game which requires players to pay to enable these advisors.  There are four different advisors per faction.  For the Rebel Alliance they are the members of the Jedi Council and for the Galactic Empire they are the members of the Imperial Inner Circle.

The table below lists the various advisors at your disposal.
	
Jedi Council
	Imperial Inner Circle
	Descriptions

	Jedi Consular
	Minister of Development
	Special minister who can handle the development of your colonies (Build).

	Jedi Sentinel
	Minister of Security
	Special advisor who can handle the security of your colonies (Defense).

	Jedi Guardian
	Minister of Defense
	Special advisor who can handle war strategy of your colonies (War).

	Jedi Prime
	Minister of Trade
	Special advisor who is responsible for socio-economic development of your colonies (Trade).


As you progress in the game, these key figures become more important in helping players manage their colonies.  In short, they allow players to avoid having to micro-manage each one of their colonies.  This becomes more and more important as the number of colonies controlled by a player grows.

The Build advisor helps in urban planning: building and upgrading your buildings.  He is able to plan the building of entire compounds using pre-made, existing plans.  He will only refine enough resources for building needs.  The Defense advisor ensures that a colony is well protected and can handle recruiting of troops specific to the needs of each compound.  He will make sure your colonies have employed sufficient amount of troops for purposes of both defense and warfare.  The War advisor is a specialist in planning and conducting assaults against the enemy faction.  He works in tandem with the Defense advisor.  Lastly the Trade advisor is responsible in developing off planet relations to expand your faction’s influence.  He can handle the refining of excess resources in addition to giving players a trade bonus by establishing off-world trade routes.  He works in tandem with the Build advisor.

Typically you have two types of players:  those who prefer the building aspect of the game and those who prefer the military aspect in the game.  For players who enjoy the building of colonies, they may employ both a Defense and War advisor so they can focus their efforts on the building of their empire.  Other players who prefer the military aspect in the game may employ both a Build and a Trade advisor so they can focus their efforts on battling the enemy faction.  As the game progresses, players may choose to employ all four advisors simply because their empire is so big.  They can then focus their efforts on new colonies and allow the older ones be managed by their advisors.

Purchasing of advisors is a micro transaction for a specific amount of time (14 or 30 days).  There are various packages which reduce the cost such as bundling the Build and Trade advisors, the Defense and War advisors or all four advisors together.  Players may also purchase only one advisor at a time.

Space wars

In addition to building up an army to help defend your colony, you may also build starships to help protect your trade ships.  In the case of The Empire such a starship is an Imperial Star Destroyer.  For the Rebel Alliance it is a Mon Calamari Star Cruiser.  These starships can be used to house starfighters during space skirmishes above a planet’s surface.  The more starships in space, the faster starfighters can refuel/reload/repair.  Otherwise starfighters need to return to a planet’s surface to refuel/reload/repair (which requires significantly more time).

Exploring other planets

Another objective of each team on a planet is to build a capital starship that will be used to colonize another planet.  In the case of The Empire that ship is an Executor Star Destroyer.  For the Rebel Alliance it is the Mon Calamari Flagship.  It requires a large amount of resources to build such capital starships and it is a team effort to produce one of these.  When a capital spaceship is built, it is possible for a group of players (10) to move their exploits to another planet in addition to controlling their existing colonies...  When using this method of colonization, players get to choose the exact location on the planet at which their colony will be built.  The players chosen for this journey are the ones who have contributed the largest amount of resources to the building of the capital starship (the top 10 players).

In order to build such a capital starship, a player must have built and upgraded a command center, a shipyard and a robotics factory all to level 10.  You must also have achieved a level of Major General or higher to initiate the build.

Nova rubies

Nova rubies are rare gemstones that are only known to be found on the planet Sarka, where they are very abundant.  These rubies are very important to Galactic trade, making the Sarkans a very wealthy society.

In the game, Nova rubies are the real life currency used by the game’s micro transactions.  Nova rubies can be used for character cards, accelerators
 and the appointing of advisors.

Various packages may purchased such as $5.00 for 500 Nova rubies, $10.00 for 1,100 Nova rubies, $20.00 for 2,500 Nova rubies, $50.00 for 6,750 Nova rubies and lastly $100.00 for 15,000 Nova rubies.

Some pricing (micro transactions) examples are: one advisor for 7 days could be 75 Nova rubies, one advisor for 30 days could be 250 Nova rubies, all four advisors for 30 days could be 800 Nova rubies, etc.

Game extras

In order to make the game more immersive, several in-game elements have been added.  The first one is the building of your faction “special building”.  For the Galactic Empire, the building is the Imperial Palace.  For the Rebel Alliance, the building is the Senate Building.  The building of this special building is unlocked when one of the factions reaches a 40% control of all planets.  The team who manages to complete their special building will gain a bonus which is a 1.5x boost to their construction speed (all colonies, all compounds – and therefore all the faction’s players).  This boost awards initiative to the faction, an advantage towards winning the game.

Another in-game element is the building of Wonders.  There are ten (10) Wonders of the Galaxy that may be built on planets.  A limit of one such wonder can be built per planet.  On certain occasions, a player will randomly
 get the opportunity to build such a Wonder for his faction.  When this occurs, a player from both factions on that planet will be allowed to begin the construction of their wonder.  Each wonder has unique abilities.  The faction that completes his wonder first will earn the special ability of that wonder.  In addition, once a wonder is built, all players (across all the planets) of a faction will get to see a pre-rendered video sequence of the wonder that has been built.

Other optional pre-rendered video sequences have also been suggested (See Optional video sequences) which could make the game more appealing.  These video sequences serve to highlight different player achievements during game play.
Real-Time game features

The game is played completely in real-time.  Unlike some other MMORTS, which use real-time for the building aspect of the game, “Star Wars: Galactic Frontier” goes one step further and makes combat real-time as well.  No more instant computer calculations are used to determine the outcome of a battle.  “Star Wars: Galactic Frontier” makes attacks on enemy compounds more realistic.

In the figure on the left, we have a sample compound setup.  This is how it might look to a player.  However the figure on the rights is how the real-time combat engine actually approximates the setup.  It simulates that all defense installations are directly in the line of attack.

A defending player may have watch towers in place (circles) to give advance warning of an incoming attack.  The minimum warning is 15 minutes before the 15 minute marker (30 minutes before the attacking troops reach the compound).  The maximum notice given by all watch towers is 2:30 minutes (so 2:45 minutes advance warning – 15 minute increments per level).  Several watch towers may be built to increase the odds of spotting an incoming attacker.

Between the 15 minute marker and 0 minute marker, attacking troops may be subject to attacks by defending laser turrets (small squares) and defensive troop weapon fire.  The surviving attacking troops reach the compound at the 0 minute marker.  From that point it depends on which priority has been chosen for that attack: troops, buildings/resources or defenses.
If “defenses” is chosen, the attacking troops will focus on neutralizing defense installations so that subsequent waves have an easier time reaching the compound.  They will however be subject to defensive troop weapon fire.  If “troops” is chosen, the attacking troops will fight the defending troops to try to reduce their numbers.  This will also allow subsequent waves an easier time to reach the compound (less weapon fire).  The last option is “buildings” and is used when the goal is to raze a compound.  In such a case, buildings will be targeted in an attempt to destroy/damage the compound.  When the goal of an attack is to raid a compound, attacking troops will focus on stealing resources and then escape with the loot rather than engaging the enemy defensive troops.
Same goes for vehicles and starfighters.  According to the priority chosen, they will act as support for the attacking troops.  So if “defenses” is chosen, vehicles and starfighters will target defense installations such as walls, laser turrets, defense towers, etc.  If “troops” is chosen, they will engage the defensive troops.  Lastly they cannot partake in the raid of a compound.  In such as case they will target defensive troops as if “troops” was chosen for supporting attacking troops.  If the goal is to raze a compound, vehicles and starfighters will target buildings in an attempt to destroy/damage the compound.

For each wave of troops (or vehicles/starfighters) you can indicate the maximum loss of troops in the form of a percentage (%).  So if the percentage is set to 50%, the troops will continue to attack until they have lost 50% of their comrades.  If they do reach that level, the surviving troops will fall back and return home.  A value of 100% means that the troops will continue fighting until they all die or win the attack (by defeating all the defending troops).  Troops can be killed or neutralized during a battle.  Troops that are neutralized survive an attack and can fight again in another battle.

Another exclusive aspect to this real-time strategy game is the sun cycle.  Play during the daytime means that the sun shines brightly on compounds until after sunset.  During evening twilight until dusk, the level of solar lighting will diminish until nightfall.  During the morning twilight until dawn, the level of solar lighting will increase until daybreak.

The game will handle these periods and therefore provide a daytime environment and a nighttime environment.  Rather than playing in total darkness, infrared goggles are used during nighttime play to enhance visibility.  These goggles are also used by troops so there is no penalty to playing during the day or at night.  It should be possible to toggle the nighttime setting (simulates daytime if disabled).
Communications

The game must be developed with a chat system that allows players to communicate with each other.  There are four modes of chat required: planetary, faction, personal and conference chat.  Planetary chat allows players in both factions to communicate with each other. The faction chat allows players to communicate with only their fellow faction members (Rebel Alliance or Galactic Empire).  Personal chat is a way of direct communication between two players.  The last chat mode, conference chat, allows a conference leader to invite players into an exclusive chat channel.  This allows players to hold meetings or briefings to plan out their attacks or to discuss various game strategies.

An additional form of communication which is required by the game is an internal e-mail system to send messages to different players.  Messages should be limited to a maximum of characters and do not include the use of attachments.
Co-operative game play
Another topic worthy of debate is co-operative game play.  Many existing MMORTS games allow players to form alliances and play together as a team.  Although this game has two factions, the concept of teams might be interesting to help promote longevity (in terms of game play).

This would require many in-game elements such as a team ranking, team invitations, team member levels and other such elements. We feel that this topic should be re-examined in more detail (pros and cons).  These additional in-game elements would require more development effort and are therefore excluded from this initial design.
Wonder video sequences

Each wonder, when built will play a pre-rendered video (3D CG animation) to highlight the achievement and depict the wonder.  These videos are relatively small in size (640 x 360 pixels window – 360p resolution).

End game video sequences

Each faction has its own unique end game video sequence.  For the Rebel Alliance, it is the forming of a New Senate and the birth of the New Republic.  For the Galactic Empire, it is the completion of the Death Star and the Emperor’s dominion.




Building reference

Here is the complete list of all the buildings that may be built within a compound.

	Building
	Usage

	Refinery
	Extracts and transforms primary resources into usable resources.

	Coal mine
	Mining of coal from a planet in order to produce carbon.

	Quarry
	Gathering of stone from a planet in order to extract minerals.

	Ore mine
	Mining of other metals to form metal alloys.

	Farm/Moisture farm/Greenhouse
	Production of food for troops.

	Processing plant
	Increases the efficiency of basic production buildings.

	Solar energy panels
	Produces solar power for additional buildings.

	Citizen complex (Habitat shell?)
	Houses citizens in the compound which increases production of an adjacent production building.

	Supply depot
	Stores extra gathered or refined resources.

	Manufacturing plant
	Produces goods for export.

	Commerce guild/Cantina
	Exports produced goods off world to other colonies.

	Barrack
	Houses soldiers.

	Compound walls
	Defensive installation used to shield troops from direct enemy fire.

	Watch tower
	Defensive installation used to detect enemy infantry.

	Radar tower
	Defensive installation used to detect enemy vehicles and starfighters.

	Defense tower
	Defensive installation used to attack enemy vehicles and starfighters.

	Laser turret
	Defensive installation used to attack enemy infantry.

	Training ground
	Allows training of army units known as troopers.

	Flight academy
	Allows training of pilots used in conjuncture with starfighters or trade ships

	Mech infantry
	Allows training of specialized mech engineers.

	Jedi temple/Sith temple
	Allows training of Jedi/Sith units.

	Embassy
	Allows for the recruitment of various units: scouts, spies and diplomats.

	Command center
	Control hub giving a compound an organized brigade.

	Shipyard
	Produces various starfighters or trade ships.

	Robotics factory
	Produces various vehicles and droids.

	Capital starship (special)
	Colonizes another planet.

	Senate building/Imperial palace (special)
	Gives all players of one
 faction a construction speed bonus of 1.5x.


Wonders reference
In addition to buildings that can be built in each compound, 10 out of 20 Wonders of the Galaxy can be built.  Only one wonder may be built per planet.  When a planet has been chosen to build a wonder, a message will appear saying: “The great thinkers of your world think you should build a wonder… Which one will it be?”

Only 3 out of 10 wonders will be listed (randomly) and a player can choose which one he decides to build.  Building a wonder is a team effort and all wonders require the exact same amount of resources.  Both factions may begin the process of building the same or different wonders, however only the first faction to complete their wonder will gain the special benefit.

	Wonder
	Description/Ability

	Brass Soldiers
	The soldiers were thirty-five thousand warriors made of solid brass and features positions of pain and terror.

All compounds on the planet receive a defensive army moral boost of 5%.

	Caliginous Automaton
	A large black automaton that was more than fifty meters in height, it sat on a throne and breathed fire at its visitors, mesmerizing those who came to view it.

Increases the amount of trade by 25% on that planet.

	Cathederal of Winds
	A large cathedral that was used to create music by redirecting airflow through the doorways.

Plays an additional music soundtrack (wind instruments: an organ, flutes, horns, etc.)

	Celebratus Archive
	The archive collected and retained complete records of over three hundred thousand species.

Reduces the cost associated with research by 15%.

	Dawn Pyramid

	A pyramid constructed of near-indestructible plastic of iridescent color.

Troops are equipped with special armor making them more resistant (offensive and defensive bonus of 5%).

	Forbidden Gardens

	Gardens located in a caldera of an extinct volcano.

All basic resources produce 50% more on that planet.

	Halls of Knowledge
	The Halls of Knowledge was once the largest repository of Force-imbued items.

Lowers the cost to upgrade a temple in addition to lowering the cost of temple research by 20%.

	The Spire
	A skyscraper that reached low-orbit altitude.

(Improved communication) increases the attack and defense by 5% of starfighters when using the War advisor.

	The Ark of Baron Auletphant

	The ark was a golden barge with rose and azure crystals that contained aquatic specimens of many worlds.

Occurrences of crystals are increased by 40% however they are more temporary.

	Valley of Royalty
	A valley that featured monuments to the monarchs of Duro who championed the exploration of space.

Reduces the cost of building capital starships to colonize another planet by 10%.


Unit reference

Here is the complete list of all the units that may be recruited by players.  Let us first start with army members known as troopers which are identical to both factions.  For the Rebel Alliance, the trooper unit is a Heavy Trooper.  For the Galactic Empire, the trooper unit is one of the Stormtroopers.

	Rank
	Troop capacity
	Maximum units

	Private
	The player must recruit guerrillas [0]

	

	Corporal
	2nd in command, 1 squad [0] 8
	7,184,246 Privates (soldiers)

	Sergeant
	1 squad of 10 troopers [10]
	1,250,000 Corporals

	Lieutenant
	1 platoon = 5 squads [50]
	1,250,000 Sergeant

	Captain
	1 company = 5 platoons [250]
	250,000 Lieutenants


	Major
	1 battalion = 4 companies [1,000]
	50,000 Captain

	Colonel
	1 regiment = 5 battalions [5,000]
	12,500 Majors

	High Colonel
	1 brigade = 5 regiments [25,000]

	2,500 Colonels

	Major General
	1 corps = 4 brigades [100,000]
	500 High Colonel

	General
	1 army = 5 corps [500,000]

	125 Major Generals

	Commander/High General
	1 system army = 5 armies [2,500,000]
	25 Generals

	Supreme Commander/Moff or Surface Marshal
	1 sector army = 2 to 4 systems [5,000,000 – 10,000,000]
	4 High Generals


Here are the available units divided by faction including those that are common:

	Both
	Rebel Alliance
	Galactic Empire

	Guerrilla
	
	

	
	Security Guard

	Imperial Royal Guard

	
	Heavy Trooper
	Stormtrooper

	
	
	Sandtrooper (desert only)

	
	
	Snowtrooper (frozen only)

	Fighter Pilot
	
	

	Mech Pilot
	
	

	Mechanic
	
	

	
	Jedi Padawans

	Sith Apprentice


	
	Jedi Knight13
	Sith Knight14

	
	Jedi Master13
	Sith Lord14

	Diplomat
	
	

	Scout
	
	

	Spy
	
	


Vehicles/Mech reference
Here is the complete list of all the vehicles/mech units that may be produced by players including those that are common.
	Both
	Rebel Alliance
	Galactic Empire

	74-Z speeder bike
	
	

	
	AAC-1 hovertank
	

	
	T-47 airspeeder

	

	
	
	AT-ST

	
	
	AT-AT


Starfighters reference
Here is the complete list of all the starfighters that may be produced by players.  Each faction has its own distinct ships used for space battles above a planet’s surface.
	Rebel Alliance
	Galactic Empire

	RZ-1 A-wing interceptor
	

	B-wing starfighter
	

	BTL Y-wing starfighter
	

	T-65 X-wing starfighter

	

	
	TIE Fighter

	
	TIE Bomber

	
	TIE Interceptor

	
	TIE Advanced X1



Force skills

Here is the list of Jedi/Sith Force powers that units may use during combat.  Each skill must be mastered over time and initially starts at 0% mastery.  The maximum level of mastery is dictated by the level of each temple.  For example, a level 1 temple allows for only 10% mastery.  A temple maybe upgraded to level 10 in order to allow full mastery of Force powers (100%).
	Force skill
	Description/Ability

	Force cloak
	This ability could use the Force to photo-kinetically bend light and sound waves around themselves, rendering them invisible to others, both visually and through force.

Used to conceal when approaching a compound (15 minute marker to 0 minute marker) to avoid laser turret weapon fire.

	Force jump
	Used to augment the user's natural leaping ability.

Allows the jumping over compound walls without support vehicles.

	Force speed
	The increased speed of the Force-user enabled them to see the world and the entities around them in slow motion, allowing them to dodge attacks easily and attack quicker with greater accuracy.
Used defensively to dodge enemy weapon fire.

	Force pull
	A telekinetic ability using the Force that could cause a material body to draw close to the caster.  Used to steal weapons from opposing troops.
Another form of disabling enemy troops.

	Force heal (Jedi only)
	Force healing is the ability to regenerate and heal from small to more serious wounds.

Used to accelerate the natural healing process (unit can act as a medic and heal troops).  

	Sith Lightning (Sith only)
	Force lightning was a purely offensive, energy-based attack that channeled Force energy down the user's limbs, hurling arcing bolts of electricity from the wielder's fingertips or palms.

Used to attack and inflict serious damage to enemy troops.


Character cards

The following is a list of characters from the original trilogy of movies.  These character cards are used to extend the game by providing additional features to the basic game.  Each of these character cards has a cost (micro transaction) that must be paid in order to use the card.  Cards are awarded as bonuses during game play.  Once a player has unlocked a character card (used), he may buy additional instances of that card as needed.
	Character
	Description

	Boba Fett
	One compound can recruit bounty hunters to defend against Jedi/Sith units.  The number of bounty hunters is determined by the level of the compound’s command center.  A maximum of 10 for a level 10 command center may be recruited.

	C-3PO
	TBD

	Chewbacca
	TBD

	Darth Vader
	The influence of a colony grows by 25% and allows you to build the Tie Advanced X1.

	The Emperor
	One Galactic Empire compound can build a Sith temple.

	Greedo
	TBD

	Hans Solo
	TBD

	Imperial Royal Guard
	One Galactic Empire compound can recruit Imperial Royal Guards.

	Jabba the Hutt
	TBD

	Jawa
	Will scavenge for scrap metal and spare parts for 14 days (desert planet only).

	Lando Calrissian
	Unlocks the YT-1300 light freighter giving a colony the ability to trade spice.

	Luke Skywalker
	TBD

	Obi-Wan Kenobi
	TBD

	Mon Mothma
	The influence of a colony grows by 25% and allows you to build the X-Wing starfighter.

	Princess Leia Organa
	TBD

	R2-D2
	TBD

	Security Guard
	One Rebel Alliance compound can recruit Security Guards.

	Yoda
	One Rebel Alliance compound can build a Jedi temple


Optional video sequences

Here is a sample list of instances where pre-rendered videos (3D CG animations) could be used to enhance game play.  The sequences will only play if the player is online.  A list of these videos will be made available to players in the event they want to re-watch a sequence for a second or third time (also in case one was missed).
	Build sequence
	Unit sequence (recruited)
	Other sequence

	Second compound
	1,000 Guerrillas
	Sergeant promotion

	First of every building reaching level 10 (once for each)
	100 Imperial Royal Guard
	High Colonel promotion

	First Imperial Star Destroyer/Mon Calamari Star Cruiser
	100 Security guard
	General promotion

	First Executor Star Destroyer/Mon Calamari Flagship
	1,000 Troopers (each faction)
	Commander/High General promotion

	Second colony
	100 Fighter pilots
	Supreme Commander/Moff or Surface Marshal promotion

	Imperial Palace/Senate building complete
	100 Mech pilots
	10th enemy compound captured

	
	100 Mechanics
	10th enemy compound razed

	
	10 Diplomat
	100 starfighters destroyed (space dogfight)

	
	100 Scouts
	

	
	10 Spies
	

	
	5 Jedi/Sith
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� At the time of writing of this document, this does not imply that compounds may have more influence and even larger borders.


� This is a concept which means a button appears indicating how something can be accelerated by investing real money.


� We use the term random, however logically there should be a calculated fashion in which this element occurs.


� This is a bonus building that can be built when a faction controls 40% of planets.  The first faction to build and upgrade it to level 10 gains the bonus.


� Only on a desert planet can this wonder be built.


� Only on mixed planet can this wonder be built.


� Only on frozen planets can this wonder be built.


� You are beginning your career as a soldier and progress to an officer.


� From this officer level onwards, the officer does not directly engage in battle


� Compound maximum (averaged).  For example if you have 2 compounds, you can have at most 50,000 troops.


� Planetary maximum (averaged).


� Also known as the Naboo Security Guard.


� These are the same unit but do not have the same characteristics. Their descriptive text changes as your Jedi temple’s level progresses.


� These are the same unit but do not have the same characteristics.  Their descriptive text changes as your Sith temple’s level progresses.


� This is for a mixed planet.  On a desert planet it is a sandspeeder and on a frozen planet it is a snowspeeder.


� Requires the use of the Mon Mothma character card


� Requires the use of the Darth Vader character card







