Karnosys
Game Design Document

By J.P. Baugh
I.
Overview


Karnosys is a 2-dimensional role playing game.  In many respects, it is somewhat similar to the Ultima series, or the very early Final Fantasy series, both originally for the Nintendo Entertainment System (NES).  It involves a single character who has a fairly simple task:  collect antidotes to cure the sick in the land of Verisia.


The character is able to acquire better armor (level 1 armor) which provides more protection against damage from monsters.  Thus, the player would not need to rest or take potions as often to restore HP.

 II.
Game Mechanics


1.
Overview
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Figure 1.1:  Actual shot of Karnosys (Inside the Castle)

As seen in Figure 1.1, the game interface is quite similar to the old versions of Ultima for PC.  The engine that I chose unfortunately uses plain surfaces for the characters instead of making use of texturing, so the characters do not take advantage of transparency.  This is why they have black backgrounds.  However, this is identical to what games like Ultima (for PC) had.


2.
Camera Position


The camera position (as seen in Figure 1.1) is a bird’s eye view in two-dimensional space.  The characters are essentially flat against the background, with some images giving a bit of depth as an illusion.

3.
User Interface Design, Replaying/Saving, and Control Summary

I chose to use the JBookman Engine created by Clayton Walnum instead of the LaMothe Engine.  I felt that this particular engine was better suited for the style of game that I planned on creating.

The engine I have used consists of very common features available in most simple game engines, and due to this fact, the user interface is completely through the keyboard.  The engine does not handle mouse or joystick input at all.  Some may find this unfortunate, but most games of this style (nostalgically similar to the DOS games of yesteryear) utilize keyboard input almost exclusively.


The following table gives an overview of possible input:

	Key
	State
	Result

	UP ARROW
	Non-Combat
	Moves the player up

	DOWN ARROW
	Non-Combat
	Moves the player down

	RIGHT ARROW 
	Non-Combat
	Moves the player right

	LEFT ARROW
	Non-Combat
	Moves the player left

	SPACE
	Dialogue/Plaque
	Closes the Plaque/Dialog

	I
	Non-Combat
	Shows the player’s inventory

	A
	Non-Combat
	Shows the player’s attributes (hit points, armor type, etc.)

	A
	Combat Mode
	Attacks the enemy

	P
	Combat Mode
	Take Potion

	R
	Combat Mode
	Run from Monster / Evasion

	S
	Non-Combat
	Save game

	L
	Non-Combat
	Load previously saved game

	Y
	Dialogue/Plaque
	Respond ‘Yes’ to Question

	N
	Dialogue/Plaque
	Respond ‘No’ to Question

	Esc
	Non-Combat
	Escape from game/exit


Table 2.3.1

As we can see from Table 2.3.1, a variety of simple input is possible in Karnosys.  Many of the input available depends on the state that the player is in.  For example, the “R” key (run from monster) doesn’t do anything when the player is not in combat for obvious reasons.

One thing to note about the input handling is that if a player is against a wall or other impassable object, he/she will not move through the object, and instead a “bump” noise will be produced.
Another important thing to note is that there is only one Save slot available, thus any save/load will affect a single file.  There are no other slots available in this version of the game.

4.
Game Play Details and Scene Summary
There are four major scenes in the game.  The beginning scene is in Brucius Maximus’s Castle.  The player may speak with Emperor Maximus in order to be told what his duty is.  A screenshot of Maximus’s Castle was seen earlier in Figure 1.1.
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Figure 2.4.1: Outside in the land of Verisia

In Figure 2.4.1, we see the land of Verisia, outside the town and the castle.  This is where the monsters lurk.  The player can walk around and has theoretically, about a  10% chance of coming across a monster.
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Figure 2.4.2: Inside the town

As we can see in Figure 2.4.2, the town is very similar to the castle.  It has individuals in it (such as the townsperson that is visible), as well as shops, like the potion shop and the inn visible in the figure.
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Figure 2.4.3: Combat Scene

In Figure 2.4.3, we see an ogre.  The combat scenes are very simply.  They simply overlap whatever the current screen is, and show the various options available.  The plaque shows the HP of both the player and the monster.  (In addition, there are excellent graphics, if I do say so myself.)
Game play is fairly simple.  The user may speak with some of the townspeople to obtain some helpful information.  To do so, the player simply “bumps into” a townsperson, and this initiates a monologue from the NPC.  There is an armor shop available in town.  In this version of the game, there is only one upgrade available to the armor, but it does increase the protection of the player.  A potion shop is also available in town in which the player may purchase potions.  These potions may be taken if the player’s HP becomes low during battles.  Finally, an inn is available so that the player may rest.  
Any of the above shopkeepers’ questions are in simple yes/no format.  Thus, the player may respond with either a “Y” or “N” keystroke.
When the player ventures out into the wilderness (outside the town and castle), monsters are lurking and can attack at any moment.  Each monster has unique attributes.  Therefore, some monsters may have more attack power, but less HP themselves (so they may be killed more easily).  Some monsters may provide more gold, or possibly other items.  Once a monster attacks, the player may attack with the “A” key.  He may also evade the monster (run away from the monster) with the “R” key, or take a potion to increase his/her current HP, with the “P” key.

III.
Artificial Intelligence


1.
Opponent AI and Combat


Opponent AI, like much of the game is very simplistic.  Monsters appear via use of a random function, and the player has approximately a 10% chance of stumbling across a monster.  Thus, there really isn’t much “intelligence” behind the artificial intelligence.

However, there is some randomness to when a player stumbles upon a monster.  For example, the player doesn’t know for sure if every tenth step is going to be a monster, or every sixth step, etc.  It is pseudorandom, and thus gives an illusion of randomness. 


While in combat, the player has a very simple attack option (“A”, as described earlier).  There is a possibility that the player may miss.  Additionally, the monster may also miss.

  The amount of damage done to a monster is dependent upon the maximum attack of the player (depending again on the weapon the player possesses).  The amount of damage done to the player him/herself is dependent upon the armor the player is wearing.  Level 1 armor provides more protection than Level 0 armor, for example.

Again, the maximum attack by either monster or player is based upon a random function.  The damage done may be between 0 (a miss) and the maximum attack.  Thus, when the monster misses the player, the player has essentially evaded the player’s attack (or perhaps the monster is just a bad aim).  Thus we get at least a very small degree of verisimilitude.


2.
Non-Player Characters (NPCs)


In general, all the non-player characters have something to contribute to the game.  Guards in the castle have information (sometimes useless, but humorous).  One of the castle guards has information that might get the player some extra gold to work with.

Many of the NPCs in the town have something to say that adds to the storyline.  For example, one may tell you where to find a special treasure in the town, while another may simply tell you about the circumstances (the plague).  Yet another may have warnings for you about monsters.  This all adds to the storyline, and some to the gameplay itself.

3.
Puzzles


There are a couple puzzles in the game.  Again, they are very simple.  One obvious puzzle is finding a special weapon.  There are no weapon shops in the town or the castle.  However, there is a treasure chest located somewhere that contains a key.  This key can be used to open another chest (located elsewhere) and find the better weapon.  This will give the player more attack power.

Although the player could find these chests fairly easily by him/herself, townspeople might speak about the special weapon.  So, talking to townspeople can help.  Sometimes, talking to the same person more than once can illicit a different response, and thus give the player more information.

Another puzzle involves the Chief Mage Elenbogus.  One of the guards has information about the Mage’s memory.  This puzzle involves talking to Elenbogus three times.  On the third time, he will give you some gold.
IV.
Game Elements

1.
Primary Items (Data Dictionary)


A.
Treasure Chest:
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- contains items such as gold, keys, weapons, etc.


B.
Wall:
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- impassible object


C.
Door:
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- opening to an enclosed building

2.
Character Bible


A.
Player Character:
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Brucius Maximus has searched all around the land to find a warrior powerful enough to take on the task of defeating the monsters around the castle and bringing back the much-needed potion.  You have studied the sword, the axe, and the spear since childhood and defeated your fellow warriors in joust and competition.  

You are recognized as the most powerful warrior in the land.  Thus, as a master of the Art of War, you must lay siege upon monsters around the city.  The Plague of the Dying is spreading quickly.  Hurry, for there is not much time!


B.
Townsperson:
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- Townspeople sometimes give information that can be valuable to the storyline, the gameplay, or both.


C.
Guard:
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- Guards also give information about the game and add to the storyline.


D.
Brucius Maximus:
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- The Emperor of Verisia.  As feared as he is handsome, he gives you your initial charge to defeat the monsters.


E.
Elenbogus Algorithmus:
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- As a child, Elenbogus Algorithmus studied the magical arts.  As he grew, those around him became aware of his exceptional talents.  He was accepted onto the Council of the Healing Magi at the age of 15, and became Chief Mage at the age of 24 (following the death of Chief Mage Kiumius when a giant Apple fell upon his head and killed him).


It was Elenbogus who discovered the link between the Plague of the Dying and Karnosys.  When he and his council failed to develop a cure for the plague, it was he who requested that Brucius Maximus summon a great warrior to go outside the towns and castle and defeat the monsters and bring back the cure for the plague.

In the game, Mage Elenbogus has some information for you… and a gift if you ask him correctly.


F.
Snake (Monster)
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- Snakes are known for having powerful attack, but not having very much HP.  Thus, their bite is more damaging than Ogres, but they are more easily defeated.


G.
Ogre (Monster)
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- The other type of monster found in the wilderness of Verisia is the Ogre.  Ogres are gigantic brutes whose attack is less than that of Snakes.  However, they are difficult to defeat because they can take more damage before they fall.

V.
Story Overview

1.
Overview
Verisia is an ancient land where mighty warriors and powerful magicians have lived throughout the ages.  Brucius Maximus has ruled the land for over one hundred and fifty years, aided by the ancient Council of the Healing Magi who have given him long life and good health.  Under his great rule and the healing powers of his council, the land has seen prosperity and the people have seen good health.


However, everything began to change one day.  A plague swept the land quickly and began to consume the countryside.  Coughing, vomiting, sweating and pure agony accompanied it.  The Council of the Healing Magi tried to control this epidemic, but have been unsuccessful in discovering a spell the heal this blight, now known as the Plague of the Dying.  

The chief mage, Elenbogus has determined that this plague was caused by the Lord of Monsters, Karnosys.  No one is certain where Karnosys came from.  Some think it is an evil energy force with godlike powers, while others believe Karnosys to be the spirit of a mage who mastered black magic hundreds of generations ago.

Regardless of its origin, Elenbogus realized the danger in this evil entity and the plague it spread.  With the plague, great monsters spawned from the earth around the castle and towns of Verisia.  The Royal Guards destroyed one monster as it attempted to enter the castle, and the Council of the Healing Magi examined it.  They determined that this monster carried a potion, given to them by Karnosys to heal them if they became infected with the Plague of the Dying.

So with this discovery, Emperor Maximus has summoned the greatest warrior in the land to go into the dangerous land surrounding the castle and bring back this potion.  You are that warrior.  Go forth into your destiny, and bring back enough of this antidote to heal the sick and dying of Verisia.
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3.
Background / Plot Summary
The Lord of Monsters, Karnosys has caused the spread of a great plague throughout the land of Verisia.  The Council of the Healing Magi has been working to find a cure for months, but to no avail.  The Chief Mage, Elenbogus has determined that there exists a potion carried by monsters in the land that can cure this deadly plague.

Emperor Brucius Maximus has summoned a great warrior to venture out into the world and collect this potion.  The player must use his/her character to venture outside the castle and defeat monsters in order to collect this serum.

When the player has collected a sufficient amount of antidote, a plaque will appear telling him/her that he/she has won the game.  If the player dies in battle, a plaque will let him/her know.

VI.
Game Progression

1.
Setting

The story is set in the ancient land of Verisia.  It is a beautiful land with a nice lake and a wonderful mountain range to the south; full of natural beauty.

Verisia has been ruled by the Maximus family for centuries.  The latest emperor, Brucius Maximus is a benevolent ruler, but has a hot temper.  He and his family are famous for establishing beheading as the universal punishment for crime.  

Emperor Maximus has summoned the greatest warrior in the land (the player character) to defeat the spawned monsters of the ancient monster Karnosys in order to collect antidote.  This antidote is required in order to cure the plague that Karnosys has cursed the land with.  It is, as far as the Chief Healing Mage, Elenbogus is concerned, the only cure for this horrible disease.
2.
Introduction
In the initial part of the game, the player is in Castle Maximus.  This castle really is just a simple place where the player learns very basic information about the game.  For example, Emperor Maximus will tell the player his/her duty, namely to go into the wilderness and defeat the monsters.

Elenbogus (the Chief Mage) has some very special information (and perhaps a gift if the player knows how to get it).  Some of the guards in the castle have information that will help the player understand how to get the special gift from Elenbogus.  Additionally, they sometimes make humorous (but otherwise useless) comments about Emperor Maximus and Mage Elenbogus.

When the player ventures out into the wilderness, he/she has a pathway that leads around the area surrounding the castle and town.  The wilderness is where monsters lurk, and may attack the player at any time.  Additionally, the player may choose to reenter the castle or enter the town.

In combat, the player has only three choices.  He/she may attack the monster, run from the monster, or take a potion (to increase his/her overall HP).

The town (Verisiaville) is a small town with three shops and a lot of townspeople.  These townspeople may have valuable information about the game.  The information that various townspeople provide includes a secret that the town holds, or may just add to the storyline.

3.
Flowchart
(See next page)
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4.
Scene Details

- CASTLE


As mentioned earlier, the game begins in the castle.  The character should speak with Emperor Maximus in order to gain understanding of the purpose of the game (although this is not necessary in order to play the game).  Emperor Maximus will simply instruct the player to go out and defeat the monsters in order the obtain the antidote.

Additionally, there are guards in the castle which may have information regarding the game.  Finally, Elenbogus Algorithmus is also in the castle.  If you approach him the right way, he has a treasure that he will give the player.
-WILDERNESS

When the player leaves the castle, he/she will be in the wilderness of Verisia.  There are monsters lurking around, and the player may be attacked at any time.  There are two types of monsters in this version of the game (described earlier); the snakes, and the ogres.  They each have unique traits (hit points, attack, etc.) based upon the species (ogre or snake).
-COMBAT

If the player enters a combat situation, he/she has three possible options.  Firstly, he/she may attack the monster.  The amount of damage done is in a range from 0 to the maximum attack of the player.  The maximum attack of the player is dependent upon what level weapon the player possesses.

Secondly, the player may run from the monster.  The monster may do damage as the player is running, but the player will escape the monster (or possibly die in the process if his/her hit points were too low).  
Thirdly, the player may take a potion.  These potions are very important because they help to restore some of the lost HP of the player.

If the player defeats the monster, he/she will receive an antidote and possibly some gold that the monster was carrying.  When the player achieves the designated amount of antidotes, he/she wins the game.
-TOWN
The player may enter the town, Verisiaville.  This town has many townspeople, each with something to say.  Some of the information gathered may be more helpful than other.  However, most of the information is valuable to the storyline, if not the gameplay itself.  
As mentioned earlier, there are three shops in town.  The armory has the armory shop owner NPC that will enter a dialogue with the player when the player bumps into him.  The player may purchase the armor that the NPC sells.  At this point, the armor seller only sells one type of armor.

The potion shop is where the player, not surprisingly, purchases potions.  These potions are not to be confused with the antidotes.  The potions are for increasing the player’s HP.  In other words, they are used in battle to help the player recover hit points.

The inn is where the player can pay to have his/her entire HP restored.  In other words, the player’s HP will be restored to the maximum HP.

There are rumors that there is a secret weapon in town.  The player should speak with the townspeople in order to find out information about this weapon.

VII.
Lessons Learned

I learned quite a bit through my experience with the design and implementation of this game.  It is sometimes very difficult to use someone else’s game engine and create an original game.  They often end up looking very similar to the game the engine was originally made for.

The engine I used was Clayton Walnum’s JBookman engine.  It was incredibly good for the genre (RPG), and I consider it reasonably modifiable for my own needs for this game, Karnosys.  I decided it would be easiest and most cost-effective (time-wise; time being the primary currency of this project) to utilize the Game Editor to create the town and castle, as well as the wilderness.
Overall, I was not as impressed with the engine as far as sound features were concerned.  I wasn’t able to add the music that I had desired.  There were some unfortunate issues with the sound that I was unable to resolve, but I’m sure I will continue to work with the sound properties of DirectX 8.0 to see if I can eventually resolve this issue.  This was quite a blow to me considering that I really think music is an important part of the game.  But, since our presentations are being done in a room full of computers without speakers, I don’t count it as a total loss.

In the end, this was a very humbling experience to say the least.  I think I will definitely work on producing better games in the future.  However, I didn’t realize exactly why “real” marketable games sometimes take years (with giant production teams) to produce.  Now I have some understanding of this.  It really isn’t a trivial undertaking like writing some other software.  Many software projects are simply a matter of how much time one is willing to put into them.  This particular undertaking (and undertakings of a similar nature; games in particular) are based much on experience with particular techniques.

But, I found this experience to be an incredible addition to my own knowledge and was glad to have taken the course.  I certainly plan on experimenting with game technology, design, and implementation.  Additionally, I have a new found respect for people who make games.  When there are small glitches in games, I will not complain as much anymore.  (
VIII.
Bibliography

This game would not have been remotely possible without the use of Clayton Walnum’s JBookman game engine.  This engine provided the host of functionality needed in order to make the game work properly.  The majority of the engine code is attributed completely to Clayton Walnum.

Additionally, Mr. Walnum also created a handy tool called the “Game Editor” and a host of images to use with the game.  I almost entirely used his images, and the game editor was very helpful.  The Game Editor was written in Visual Basic and allows you to have a GUI to drop items and characters, and build towns, castles, rooms, and wildernesses.  It translates this into a series of files that the game engine uses to allow the character to interact with these objects.  It is much easier than writing the text files by hand that this editor produces.
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