
Let\'s make an MMOG
Posted by Ben Hartland - 2007/08/03 18:24
_____________________________________

Today at work, my colleague was showing me some videos of some games he plays and wants to play.. It got me
thinking about some of the old text/time based games that I used to play online, and I realised that I should have enough
experience to build one myself. 



Not only that, but it would also increase site activity.. Anyway, I thought I would invite you guys for your input in the
design stage, but no firm fingers crossed that the project will go ahead. The game will be free too, and completely online,
no downloads required. 



Genre suggestions? I was thinking space based.. buy planets in a solar system, expand your own personal empire, take
over planets, farming planets, asteroids, building sector alliances, 30 hour light year time scale between sectors, different
ships and war ships, research systems leading to different ships and weapons and farming, etc.. 



Of course, it will all be planned out in more details, depending on what you guys want.

============================================================================

Re:Let\'s make an MMOG
Posted by Jet Axel - 2007/08/03 18:39
_____________________________________

Count me in. I can help out with story, ideas, artwork, that kind of stuff.

============================================================================

Re:Let\'s make an MMOG
Posted by Ben Hartland - 2007/08/03 18:43
_____________________________________

No story.. Just player vs player. 



I'll do a beta when I've got something, but for now we need to start coming up with ideas.

============================================================================

Re:Let\'s make an MMOG
Posted by Ben Mcfadden - 2007/08/03 21:05
_____________________________________

I kind of Sims meets sim city sort of thing ?

============================================================================

Re:Let\'s make an MMOG
Posted by Donny De Leon - 2007/08/03 22:58
_____________________________________

How about a Warcraft type of theme where players can build their own army. I'll join too

============================================================================

Re:Let\'s make an MMOG
Posted by Alpha Geek - 2007/08/03 23:01
_____________________________________

count me in. Ill have a few ideas in a day or two when my mind starts exploding with energy lol.

============================================================================

Re:Let\'s make an MMOG
Posted by Ben Hartland - 2007/08/04 03:42
_____________________________________
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World of Warcraft? No, the genre wouldn't work for this type of game.



And I'm not doing The Sims, since this is text and stat based. No 3D characters moving around, or even 2D for that
matter. 



I want this to be tick based, to reduce server load... Anymore complicated and I'd have to charge for it from day one,
which I don't want to do. 



Me and Jet spoke last night and got some ideas flowing.. 



A quick summary would be, a space based turn based game. Each turn is 1 hour, 1 day is 30 hours long. The galaxy
consists of sectors which take time to travel across.



Each player starts with one planet and one ship. That one planet can function without the ship, and has between 4 and
10 economy slots depending on the size of the planet. These slots are used for farming, development, etc (we'll get to
those details when we think of them). You can build more ships of different classes. Each class of ship has a diffrent
purpose, speed and strength. These ships can be sent across the galaxy to find other planets. Different planets can have
different classes, making some uninhabitable for a time being. 



Each planet costs a certain amount of money or resources depending on the size, but allows for new economy slots to
expand research and income. 



As your number of planets and ships increases, you can form an empire. Other users can join your empire for protection,
at the cost of planet resources and ship resources or money.



Ships can intercept eachother in sectors for trade negotiations or war or peace talks, or whatever, and cannot
communicate over broad range of an undetermined length (my guess will be about 5 sectors). 



Planets have the ability to become arms dealers, selling weapons to planets who haven't used an economy slot for
researching weapons, as well as crop dealers, etc, selling resources to other planets who need them, at their own prices.
 



Ships can be destroyed, planets can be conquered up until the original homeworld, which can never be conquered, or
can, depending how much risk you want in the game. 



Galaxy is currently an X,Y system, but may consider expanding to X,Y,Z on a grid of 100 sectors, possibly more. Each
sector will have a random number of planets of different sizes. The larger the planet, the more money or resources it
costs to own. The larger the planet, the longer it takes to conquer.

Post edited by: enterthehatrix, at: 2007/08/04 05:25

============================================================================

Re:Let\'s make an MMOG
Posted by Ben Hartland - 2007/08/04 15:05
_____________________________________

Details so far: 



Time: Time is measured in light hours and light years. 1 light hour is 1 real time hour. 1 light Day is 30 light hours.



Planet: Planets can be purchased and sold. They can be converted to different classes. Each planet can have 1^2
development slot per 500km radius planet size. So, a 1000km planet will have 4 slots, 2000km planet will have 16 slots
(since it has more surface area). Planet sizes will range between 500km and 2000km. The price of the planet will depend
on the size and the class. 



Planet Class: There are multiple types of planets. Different types of planets, are more suitable for different things. Moons
are more suitable for mining, F planets are more suitable for farming, R class planets are suitable for production and
research, D class planets are worthless and H class planets are standard inhabitable planets. Planets more suitable for
mining will give higher throughput for mining than planets not suitable for mining. This adds to selecting planets carefully
for their purpose. D class planets can be converted to any class planet once the appropriate research has been taken
place, which could reduce planet harvesting over time. S class planet is a standard planet that is capable of supporting
any type of development.
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Ships & Ship Classes: Ships come in all shapes and sizes, and have different purposes and defensive and offensive
abilities.

Ships have basic systems, but can be upgradeable over time with new weapons and defensive systems, including
improved speeds. They can be expensive, depending on their purposes. Ships can be independantly moved across the
galaxy carrying goods, attacking other planets, etc.. 





Trade: Planets with research & production require produce to stay active in addition to resources for production. If the
planet has its own farms and mines, it can have a self sustaining economy. Produce and resources can be traded from
planet to planet, or can be traded by other players for money or other produce and resources. 



Money, Produce and Resources aren't the only tradable items. Planets, ships, defences and weapons can be sold to
other players. 



Money: Money is universal currency which is not allocated to any given planet. The account holder has the money at all
times so that the user can purchase planets, ships, weapons, defenses, resources or produce at any given time. 





Developments: 

Mining: Mining costs money per hour, the amount of mining that takes place can be changed in percentages. Resources
have to be transported via cargo ships (cheap, but defenseless). 10,000 resources at a time. 



Research: Research requires time, money and produce (researchers need to eat afterall). Once something has been
researched, it can be developed. e.g. a new class of ship or shield. Once the research is finised, it can lead to new
research that can improve farming, mining and weapons and defensive systems. 



Production: Production requires time, money and resources. After something has been researched, it can be produced.
This includes ships, weapons, and defenses. Products can be sold and bought by any other player, regardless of their
development. 



Farming: Farming creates produce, which is used to supply other planets or can be sold. It is self sustaining and doesn't
require money or resources. Produce has to be transported via cargo ships (cheap, but defenseless). 10,000 produce at
a time. 





War: The fun part... Ships can meet in space and attack each other. Each ship has hit points and the last man standing
wins. The faster ship attacks first, automated. Planets can be attacked, and can be defended by planetary defense
systems. Those planets can have their resources and produce raided, but not conquered. 

After an attack, a repeat attack cannot be carried out for 1 light day on that planet (prevents whoring).



Empires: When a user owns enough planets in a sector, they become sector Controller, which allows them to name their
sector. The sector controller can then join that sector to an empire. An empire can be created by any sector controller.
Any sector controller can apply to join an Empire. Once inside an empire, no planet within that sector can be attacked by
the empire. The empire will receive 5% of 1 light days earnings, which can be used as damage control to repair or
replace ships for any attacked ship in the Empire by outside forces. 



Space Travel: The galaxy is comprised of sectors. Each sector is composed of 30 x 30 spacial grids, some containing
planets and moons. There are 100 sectors in a galaxy. Travel between star systems takes 1 light hour. Travel between
sectors is 1 light day. 



Star Gates: Star gates create a small one way wormhole to allow the ship to travel to any star system in a sector, but
cannot get back once there unless they can access a star gate. It takes 1 light hour to get across a sector. Star Gate
owners can travel for free, other users have to pay to use a star gate, at the owners fee. 



Warp Gates: Warp Gates creates a one way wormhole to allow users to travel to any sector in a galaxy, but cannot get
back once there without access to a warp gate. It takes 1 light hour to get across a sector. Warp Gate owners can travel
for free, other users have to pay to use a warp gate, at the owners fee. 



Neutral Zone: The Neutral zone is a non-aggression area where players can meet, trade, without fear of being attacked.
The neutral zone is in two sections, one on the outside edges of the galaxy, and one on the inside of the galaxy. 



Development Plan:

Here is the development plan.



1. Create Galaxy
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2. Create Sectors

3. Create Neutral Zone

4. Create Planet Types

4. Create Account & Planet

5. Create Time

6. Create Sector populator

7. Create Ship Classes

8. Create Ship travel



Others coming soon...



Edit: 



I'm revising the development plan. 



1. Create Galaxy, 20 x 20

2. Create ship travel

3. Create ship types

4. Create time

5. Create planet types. 

....... And the others

Post edited by: enterthehatrix, at: 2007/08/05 06:59

============================================================================

Re:Let\'s make an MMOG
Posted by Jet Axel - 2007/08/05 19:19
_____________________________________

How about having people on the planets, whom you can allocate to different jobs and sections? The more people you
have, say, building a ship, the less ticks it takes to build it.

============================================================================

Re:Let\'s make an MMOG
Posted by Ben Hartland - 2007/08/05 20:20
_____________________________________

No, because there's no way to regulate population growth and allocation.

============================================================================

Re:Let\'s make an MMOG
Posted by Ben Hartland - 2007/08/10 06:22
_____________________________________

Should I have this as an extension of the site, or independant of the site?

============================================================================

Re:Let\'s make an MMOG
Posted by Ben Hartland - 2007/08/10 17:30
_____________________________________

By the way, is anyone actually bothered, or are you just waiting for something to happen?

============================================================================

Re:Let\'s make an MMOG
Posted by Jet Axel - 2007/08/10 22:55
_____________________________________

I'm kinda dry on ideas, so I'm waiting.
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============================================================================

Re:Let\'s make an MMOG
Posted by Ben Hartland - 2007/08/11 05:59
_____________________________________

Well what about everything I've put so far? Your opinions? 



What about making it a site feature, or making it indepedant?

============================================================================

Re:Let\'s make an MMOG
Posted by Donny De Leon - 2007/08/12 02:24
_____________________________________

I think we should make it a feature of the site. Also it does seem to have some similarities from starcraft which is more of
a Real Time Strategy rather than MMORPG. As to Ideas I think we need to have separate colums for it and we all send
you some ideas and whichever ones makes them post them up that way we can know what has been done and what
needs to be done.

============================================================================

Re:Let\'s make an MMOG
Posted by Ben Hartland - 2007/08/12 06:30
_____________________________________

Well I wouldn't be able to make it real time, because that would be really demanding on the server, especially if it's part
of the site. 



So far, nothing has been done, I built a sample movement system so I know how ships would move around each tick.
and that seems to be going alright.

============================================================================

Re:Let\'s make an MMOG
Posted by Jet Axel - 2007/08/12 10:45
_____________________________________

I'm just thinking.. Who would control the Empires? Other players?

============================================================================

Re:Let\'s make an MMOG
Posted by Ben Hartland - 2007/08/12 11:29
_____________________________________

You can set up your own empire, Empires can have their own development and research trees for attack and defensive
capabilities which are paid for via the other players in the empire. If you join an empire, it costs you money, but if you
start an empire, you have to do all the research and building work to keep your empire safe. It's a 50/50 game that way,
The empire leader is elected by all of the planets, so if someone is doing a shitty job, they can elect someone else. They
also won't be able to steal the empire money.

============================================================================

Re:Let\'s make an MMOG
Posted by Jet Axel - 2007/08/12 20:14
_____________________________________

But you have to be in charge of that sector to create an Empire, right?

============================================================================
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Re:Let\'s make an MMOG
Posted by Ben Hartland - 2007/08/12 21:16
_____________________________________

An empire can consist of many sectors, and only a sector leader can apply to join a sector. Sector leaders are voted for
by the inhabitants on a sector.



Sectors may be scrapped and implemented in the future if the game expands, but for now I think a galaxy of about 1000
grids should do. That's up to 1000 planets, given each user makes about 10 planets, 100 users. That should be enough
for the first round at least.



Each round will be about 3 months long, so 4 rounds in 1 year. I'll keep expanding it as long as people keep playing it,
and when it gets big enough, I'll add sectors, but we'll jump straght to empires for now, and any planet can join.



The details will be sorted once we've got a core system to work with.

============================================================================

Re:Let\'s make an MMOG
Posted by Odnetnin - 2008/01/11 23:49
_____________________________________

I would assume that this is a bit like Torn City...?

============================================================================

Re:Let\'s make an MMOG
Posted by enterthehatrix - 2008/01/13 16:03
_____________________________________

No, still designing the game. Lack of suggestions.

============================================================================

Re:Let\'s make an MMOG
Posted by Donny - 2008/01/13 16:10
_____________________________________

I just think that everyone doesnt have enough time plus the time difference doesnt really help anyone. While Im awake at
work people in England are relaxing getting ready to go to sleep. So time does play a huge factor as well. Plust we really
cant get out Idea across in the boards because we have no way of explaining our vision via typing

============================================================================

Re:Let\'s make an MMOG
Posted by skyler - 2008/01/13 17:15
_____________________________________

I want my voice in the game :D lol. Ummm lets see. I think the game is pretty well thought out at this point. Just get some
item ideas and some missions and your set lol.

============================================================================

Re:Let\'s make an MMOG
Posted by enterthehatrix - 2008/01/14 11:00
_____________________________________

It's all going to be text and web based.. No real time graphics or anything.

============================================================================

Re:Let\'s make an MMOG
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Posted by Odnetnin - 2008/04/11 16:55
_____________________________________

How about a game in teh style of the new FF WiiWare game...



Not obviously called Final Fantasy but in the GC Crystal Chronicles you could build up your stats so you could od things
like grow trees or makes weapons depending on which job you had, and in the new title you send people off to do quests
for you and you can build a city, how about that?



IE: Zaraff has been sent on quest: "Collect Mushrooms". Zaraff will return with status of quest in: 1hr 57mins.



And with the reward gained from sending Zaraff on this little quest you can make you city larger. :)

Characters like Zaraff would be NPCs, and you could have several charcters like him. The better your city gets the more
people would come to you looking for work...



Etcetera.

============================================================================

Re:Let\'s make an MMOG
Posted by enterthehatrix - 2008/04/12 09:10
_____________________________________

... Again, too big for MMOG. WiiWare is something I'm hoping to develop for once I've got ahold of the SDK, and from
there hopefully we can come up with something.

============================================================================

Re:Let\'s make an MMOG
Posted by Darth Beck - 2008/04/16 17:37
_____________________________________

The game's concept sounds really good from what i've read, it's a good idea.



You should definitely keep it text based. 



Have you started creating it yet?

============================================================================

Re:Let\'s make an MMOG
Posted by enterthehatrix - 2008/04/16 18:04
_____________________________________

I did start building the navigation system and the development trees, unfortunately I put it all on hold because nobody
has really confirmed what they wanted in the game, or even if they want to keep that system.

============================================================================

Re:Let\'s make an MMOG
Posted by Odnetnin - 2008/04/17 16:11
_____________________________________

Can we have factions?

Like, Zaraff is a member of faction A, and therefore hates Shabba who is a member of faction B, but Zaraff isn't strong
enough to kill Shabba, so luckily faction A has formed a partnership with faction C and Rodar from faction C has come to
help with the killing.



Etcetera.

============================================================================

Re:Let\'s make an MMOG
Posted by pakijim - 2008/07/31 15:00
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_____________________________________

zelda mmo?



make your own zelda character and have fights for weapons and rupees

============================================================================

Re:Let\'s make an MMOG
Posted by enterthehatrix - 2008/08/04 16:25
_____________________________________

Can't because of copyright infringement.



Although a Pikmin game would have been awesome.

============================================================================

Re:Let\'s make an MMOG
Posted by enterthehatrix - 2008/08/04 16:31
_____________________________________

Suggestion: 



Creature based game (like Spore) where you build a creature, evolve it, attack other creatures for resources that can be
used to evolve, once you've evolved down a path of your choice you can go into colony mode where you expand your
creatures colony by breeding, attack other colonies for shit, grow, defend other colonies.. If you want to start from
scratch, you can nuke your colony and reclaim all of your resources so you don't start from scratch, but you start with an
advantage each time. 



Depending on your evolution, your breeding, attack, speed, defence, resources, etc are all effected.



For example, You could be a vicious son of a, but have no balls so you can't mate, or you could have big balls and loads
of kids but be a wimp that can easily be wiped out.

============================================================================

Re:Let\'s make an MMOG
Posted by seymour - 2008/08/13 09:23
_____________________________________

So, text based MMO? Will it at least have pictures or will it be like reading a text document?

============================================================================

Re:Let\'s make an MMOG
Posted by pakijim - 2008/08/19 15:26
_____________________________________

hows this going?

============================================================================

Re:Let\'s make an MMOG
Posted by Windmill - 2008/08/20 05:03
_____________________________________

EDIT: So how exactly does a text based MMOG work?

============================================================================

Re:Let\'s make an MMOG
Posted by enterthehatrix - 2008/08/20 06:50
_____________________________________
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Yes it will have graphics, it's going OK, void of any time to do development work.



Basically it's a tick based strategy game where you give ships and planets orders and they happen in the course of time
(over ticks, 1 tick being 1 hour) so an action can take several hours, like, building a new ship might take you 3 days, or a
raid on another planet for resources could take 8 hours, during which time the enemy has enough time to respond and
has enough time to beg for sympathy or call in their friends to defend them. 



People are always there to be targetted, so if they are nowhere near their computer they are still a target and they can
still be building a ship.

============================================================================

Re:Let\'s make an MMOG
Posted by seymour - 2008/08/21 10:26
_____________________________________

Right, sounds good. Not sure if it's my type but I'm more than willing to help out and give it a shot. What do you need?



I think you've got the game down, I personally wouldn't change a thing, although it does sound a lot like Eve.

============================================================================

Re:Let\'s make an MMOG
Posted by enterthehatrix - 2008/08/22 11:08
_____________________________________

I wouldn't know, I guess a lot of games sound like Eve on paper, but game play is the main focus.

============================================================================
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