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Overview


World Rising is a 2D turn based strategy game.  The game takes place in the near future.  Multiplayer is supported via hotseat play.


Camera Position


The primary play mode of World Rising, called Strategic Mode, takes place on an birds eye view of a battlefield.  This view can be scrolled around the map.


Tactical mode (battles) take place on a separate screen with fixed picture viewpoints.


User Interface


There are several different UIs in the game.  Most operations take place using the mouse to click on menu options.  In strategic mode, the player clicks on units and factories to command them.


The strategic mode is made up of the command bar, the save/quit menu, and the landscape view.  The command bar can be hidden to show more of the screen.  The command bar contains information about the unit clicked on, the 'end turn' button, and the player's current money remaining.  The save/quit menu (not pictured) appears when the player presses the ESC key.  This works as any other menu.  The landscape view shows the battlefield.  Arrow keys scroll the current view location, the user can left click to select and perform action, and right click to de-select the current unit. The view can be scrolled with the arrow keys. 
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Other menus present in the game include the Main Menu, single mission selection menu, factory/unit selection, and the factory menu.  The main menu has options to start a campaign game, a single mission, load the previous saved game, and quit.  The single mission selection menu allows the user to click on several buttons to change the current mission to launch.  Upon clicking “Start”, the currently shown mission will be started.  The factory menu, pictured below, allows the player to choose the production for a factory that has been clicked on.  The factory/unit selection menu appears when the player clicks a square with both a controlled factory and unit in it.  Menus are controlled by the mouse and left clicking, and the ESC key can be used to cancel most menus.
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The tactical mode display is separate UI.  On this screen, a large amount of information about the current battle is displayed.  The left hand side shows the engaged RWB unit, and the right shows the engaged NATO unit.  Each is displayed on a representation of the current terrain type they are on.  Below the picture of each unit, information on the current status of that  unit is displayed.  Modifiers on the unit such as Engaged (normal), Hiding, failed Hiding, etc are shown here.  The current and maximum strength of the unit and the current weapon and its remaining ammo are displayed.  Below the information display is a box which contains the menu options for the current player whose turn it is.  Clicking any option other than “Change Weapon” will end that player's turn and register the chosen action.
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Replaying and Saving


The player can save the game during strategic mode by pressing the ESC key and choosing “Save Game”.  This saves the current game, and the player can then load this game for later play by choosing “Load Game” on the main menu.  Only the most recent saved game is stored.

Control Summary


Main Menu



ESC – Quits and closes the game.



Left Click – Selects the menu option currently pointed to.


Single Mission Selection



ESC – Goes back to the main menu



Left Click – Selects the menu option currently pointed to.


Strategic Mode



ESC – Toggles the save/load menu or cancels the factory menu.



Arrow Keys – Scrolls the current viewpoint around the map.



Left Click – Selects the unit which has been pointed at.  If a unit is already 




selected, this will order the unit to either move or attack what has 




been clicked on.  Units must be moved 1 square at a time.




        A left click also selects/activates menu options.



Right Click – Deselects the current unit.


Tactical Mode



Left Click – Selects a menu option.


Other Screens (Briefing, Win/Lose Dialog)



Left Click – Dismiss and proceed.

Game Play Details

Strategic Play


The primary play mode of World Rising, called Strategic Mode, takes place on an birds eye view of a battlefield.  Here the player will move and command units.


If the player is provided one in the current battle, factories can be given orders to produce new units.  Money is required to do this.  Players start with a set amount of money.  More can be obtained by capturing (leaving a unit on) a city.


Note that this introduces a strategy element to the game which allows an un-balanced start to a map.  A defender will usually start with little money and few forces, but controls all cities.  The attacker, with military superiority, has to claim cities quickly to prevent the defender from building up.


Care must be taken when moving units around the battlefield.  Terrain type will seriously influence the abilities of a unit in tactical combat.  It will be very easy to attack a unit in the desert than one in a forest.  Also, each unit can only move a certain distance, and moving through certain terrain will be much slower than moving through others.


This mode continues until the player ends his/her turn.  When either player loses all units and factories, the current game ends.

Tactical Play


When a unit is attacked, tactical mode is entered.  In tactical mode, each player chooses the action he wishes his unit to perform.  Once both are chosen, the choices are played out.  This continues until one side retreats or is destroyed.


For example: Infantry successfully hides, raising its defense and attack ability.  Tank fires machine gun and misses the infantry.  Next turn, the infantry may cause much more damage to the tank if the player chooses to attack.


When a battle begins, the unit who attacked will perform its actions first.  This means that the enemy unit will not have a chance to begin hiding or retreating prior to the first attack.


Bonuses do not build on each other, they are a percentage of the unmodified attack and defense.

Options:

Attack – Attacks the other player with the current weapon. Units may have multiple weapons, each with advantages/disadvantages for attacking certain other unit types. Weapons are detailed in the character bible.

Hide/Fly Low – If successful, the unit gains a 10% attack bonus on the next attack and gains 50% additional defense. A unit is hidden until it attacks, or is found by  the enemy who has scouted successfully.  If unsuccessful, nothing happens.  This will work 50% of the time.

Scout – If successful, hidden units are uncovered and lose all tactical advantage.  The scouting unit also gains 15% attack on the next turn.  If unsuccessful, the scouting unit loses an additional 10% defense for the next turn. This will work 70% of the time.

Retreat – Units have a 50% chance of retreating from the battle on the next turn.  However the unit's defense is lowered by 50% while doing this.  Aircraft have a 100% chance of retreating on the next turn.  If a unit's enemy is an aircraft, the unit cannot retreat and must wait for the aircraft to leave.  If both units are aircraft, both will need to retreat at the same time.

Change Weapon – Switches the unit's weapon if it has any others.  This does not use up a turn.


Cut Scenes / Storytelling



The cut scene in the game is the briefing screen prior to each level.  This screen shows


information about the next mission.


Level Summary


These level outlines pertain to the campaign missions, which are played in sequence.


Level 1 – Invasion



As the RWB, you have your way past the United States navy and air force units to 
land your units on shore.  You have very few factories,  but your forces will be 


overwhelming in number.  The US does possess factories and cities, but has a minimal military 
presence.  This mission will be a fairly easy one, unless the player takes too long to complete it.


Level 2 – Beachhead



With your forces  established, you must defend your initial gains against the regional 
military forces of the United States while expanding your power.  Military forces are roughly 
equal, though the US forces are spread out across the map.  You possess factories, but they 
are all in your well defended beachhead.  The US possesses a large number of cities and 
factories, but they are spread out and poorly defended.



The focus is still on advancement at this point.  The player must capture as many cities 
and factories as possible or the US forces will become powerful very quickly.  If the player does 
not capture territory fast enough, this will be a difficult map.


Level 3 – Counter-Attack



You've expanded your influence and now possess a large territory with many cities and 
factories.  However, the player now has too few military units remaining to cover this territory.  
Worse yet, remaining US forces are closing in fast, en masse.



In this mission, the player is on the defensive, and must stall the attacking forces for 
long enough to build up a proper defense.  In other words, the player is now in the same 
position as the US was in the first two missions.


Artificial Intelligence



The only AI in this game is code to prevent the player from moving units to invalid 
locations, or to prevent a unit from moving when it is out of movement.



The game must be played as a hotseat multiplayer game.


Game Elements


Characters


You – You are the commander of either the RWB or NATO forces.  You have absolute control 


over the armies entrusted to you.


RWB Dictator – A mysterious power figure in the RWB government.  He has complete power 


over all RWB affairs.  Corrupted by power, he cannot get enough and is attempting to 


take over the world.


Units



These are the units present in the game at release.  Additional units and weapons can be 

dynamically added to the game without changing the source code by editing the unittypes.txt 

file. Details on this can be found in the Dynamic Content section below. Such changes are not 
expected to be performed by a casual user.


Each unit will have its own strengths and weaknesses determined by class (i.e. Tanks), along 
with stats determined by the unit type (i.e. M1A1).


Infantry

· Rifle Infantry

· Anti-Tank Infantry


Armored

· Main Battle Tank (M1A1 and T80)


Sea Units

· Battleship (Iowa and Krivak)


Air Units

· Fighter (F-15 and MiG-29)


Weapons



Every unit possesses one or more weapons as defined in the weapons.txt file.  These can 

also be modified.  



Each weapons possesses an accuracy and power versus each type of unit in the game.


All weapons have a slight variance in their stats each time they are fired.


NATO Weapons


M-16 Assault Rifle



Ammo: 20



Power and Accuracy versus each unit type - 




Infantry: 5, 65%




Armored: 1, 25%




Aircraft: 0, 0%




Ships: 0, 0%


LAW



Ammo: 5



Power and Accuracy versus each unit type - 




Infantry: 3, 25%




Armored: 15, 65%




Aircraft: 0, 0%




Ships: 10, 35%


120mm Cannon



Ammo: 17



Power and Accuracy versus each unit type - 




Infantry: 5, 25%




Armored: 35, 65%




Aircraft: 0, 0%




Ships: 15, 40%


12.7mm Machine Gun



Ammo: 30



Power and Accuracy versus each unit type - 




Infantry: 6, 50%




Armored: 5, 65%




Aircraft: 10, 15%




Ships: 5, 20%


M61A1 Vulcan



Ammo: 15



Power and Accuracy versus each unit type - 




Infantry: 7, 40%




Armored: 10, 40%




Aircraft: 15, 65%




Ships: 6, 30%


AIM-120 AMRAAM



Ammo: 8



Power and Accuracy versus each unit type - 




Infantry: 12, 5%




Armored: 12, 20%




Aircraft: 25, 85%




Ships: 8, 15%


Naval Cannon



Ammo: 110



Power and Accuracy versus each unit type - 




Infantry: 15, 20%




Armored: 35, 35%




Aircraft: 20, 5%




Ships: 40, 40%


Phalanx 20mm CIWS



Ammo: 200



Power and Accuracy versus each unit type - 




Infantry: 12, 35%




Armored: 8, 35%




Aircraft: 15, 50%




Ships: 10, 25%


RWB Weapons


AK-74 Assault Rifle



Ammo: 20



Power and Accuracy versus each unit type - 




Infantry: 7, 55%




Armored: 1, 25%




Aircraft: 0, 0%




Ships: 0, 0%


RPG-7



Ammo: 5



Power and Accuracy versus each unit type - 




Infantry: 2,  25%




Armored: 12, 65%




Aircraft: 0, 0%




Ships: 8, 35%


125mm Cannon



Ammo: 18



Power and Accuracy versus each unit type - 




Infantry: 5, 25%




Armored: 35, 65%




Aircraft: 0, 0%




Ships: 15, 35%


12.7mm Machine Gun



Ammo: 30



Power and Accuracy versus each unit type - 




Infantry: 10, 50%




Armored: 5, 65%




Aircraft: 10, 15%




Ships: 5, 20%


GSH-30-1 Cannon



Ammo: 8



Power and Accuracy versus each unit type - 




Infantry: 12, 50%




Armored: 8, 50%




Aircraft: 20, 70%




Ships: 10, 25%


Naval Cannon (RWB)



Ammo: 110



Power and Accuracy versus each unit type - 




Infantry: 15, 20%




Armored: 35, 35%




Aircraft: 20, 5%




Ships: 40, 40%


CIWS



Ammo: 200



Power and Accuracy versus each unit type - 




Infantry: 12, 35%




Armored: 8, 35%




Aircraft: 15, 60%




Ships: 10, 25%


Dynamic Content


Units are defined in unittypes.txt.  The RWB units are listed first, followed by a # 


symbol, and then the NATO units are listed.  Note that helicopters are not tested.


Each unit entry is structured like this:  (The @ entries must be there)



@ Name of unit



filename of animation without '16' or '.txt'



Unit type (0 = infantry, 1 = armored, 2 = helicopter, 3 = aircraft, 4 = ship)



Number of Turns required to build



Cost to build



Movement speed



Strength



Weapon 1
(the weapon is listed as its index number – the AK-74 would be 0)



Weapon 2



...



Weapon x @


Weapons are defined in weapons.txt.  The RWB weapons are entered first, followed by a 

# symbol, then the NATO weapons are entered. 


Each weapon entry is structured like this:  (The @ entries must be there)



@ Name of Weapon



Ammo



Power vs Infantry     Accuracy vs Infantry



Power vs Armor       Accuracy vs Armor



Power vs Helicopters    Accuracy vs Helicopters



Power vs Aircraft     Accuracy vs Aircraft



Power vs Ships Accuracy vs Ships


Story / Plot



The game is set in the near future.  The minor nations of the world, faced with economic and political disadvantages, have consolidated into a single entity – the Republic of World Brotherhood (RWB).  This new political entity has pooled its member's resources and is now on equal footing with the only other superpower, the United States and its close western allies.



While the RWB has produced a viable world power, it is far from a republic.  Although elections are held, the officials put into power by them are almost completely ceremonial.  The nation is truly controlled by a single military dictator. Small dissenting groups are present, though the overwhelming majority of the populace has been provided for, and is living a better life.  Therefore the regime is a popular one. 


However, the RWB could not exist forever without problems.  Within two years, civil war broke out in multiple territories of the RWB.  The UN Security Council (in which the RWB has no representation) soon deployed peacekeeping forces.  The resulting conflict was a disaster. 


Eventually, the UN demand for the current regime to step down came.  The dictator of the RWB refused.  After untold violence and civil strife continued, the US and its western allies attempted a surgical strike against the RWB capitol in order to take control.


During the battle the ruler of the RWB escaped capture and waged a successful propaganda program.  The vast majority of the populace began to see the West as an evil entity, attempting to plunge them back into hopeless poverty.  Due to this, violence continued to perpetuate until the western powers retreated from the country.


The ruler of the RWB returned to his post.  He was now governing a populace with an undying hatred and frenzied drive to destroy the invaders.  With the military power rivaling the West, the fanatical support of his people, and with the overwhelming greed which had consumed him, he gives his armies their orders – nothing short of world domination.


Game Progression


Setting



The included levels take place in the United States during the initial RWB invasion.


Introduction



At the start of each campaign mission, the game displays the level briefing.


Flow Charts


Overall Game Flow
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Strategic Mode
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Tactical Mode
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Lessons Learned


This project further demonstrated to me that without a complete code design, incremental work is very difficult.  Because of outside commitments, I was not able to focus on writing code, and sometimes was taken away from the project for weeks at a time.


Because of this, I required more time to re-familiarize myself with my older code.  In addition, further coding was structured slightly differently.

Bibliography

Tools


The following tools were used:

· Visual C++ 6.0 (or alternately a later version) – C++ coding

· DirectX 9.0c SDK December 2005 update – API

· The Gimp – Graphics editing

· Audacity – Audio editing

· WinRAR – Compressed executable installer


Additional tools will be incorporated in the event they are required.


Books:


LaMothe, Andre, Tricks of the Windows Game Programming Gurus 2nd edition.  Indianapolis, 
IN: Sams Publications, 2002.

Sounds were obtained from:

Media Graphics 2000 Sound Effects Volume 2 software

Graphics were modified from public domain images.

