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1. Summary

DREAD-noughts is a fast-paced game of mayhem on the high seas where up to eight players on a LAN or Internet control fleets of WWI to WWII -era dreadnoughts: massive, armored fighting ships packed full of guns and ammunition seeking supremacy of the oceans through skill, gunnery and strategy. Using high quality real-time 3D graphics and a dynamic wave-form ocean environment, DREAD-noughts replicates the age of the mighty dreadnought, where each nation sought to find the proper balance between firepower, armor and speed in order to dominate the navies of its enemies. Between each action round the surviving players must build their ideal ship using points they gained in battle and then put their designs to the test in an all-out clash of the massive navies. During the battle, each player maneuvers their floating fortresses on the ocean as they seek to sink the navies of the enemy, at the same time trying to protect their island nation and its precious shipyards. Their object: the total destruction of their enemy’s ships and shipyards. Once the fleets close, the player can switch from a fleet control view to personally command their Flag Ship, where they can take pleasure in blasting ships at close quarters, causing as much destruction and chaos as possible. 
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2. High Concept
DREAD-noughts is a game of big guns and big ships. Oh yeah, and causing as much destruction as possible. Finding the right combination of firepower and agility is the key to the game. A massively armored ship can take a lot of punishment but is too slow to escape or pursue. A ship with big guns but weak armor can put holes in other ships but must avoid receiving too much fire. Alternatively, a player can decide to invest in a number of smaller, faster but lightly armored and undergunned ships in the hopes of swamping the enemy. 

Once war is declared, each player launches an all-out attack on the fleets or the shipyards of the other players in order to reduce the enemy’s warmaking capacity within the time allotted. The more destruction the player causes, the more points they earn which go towards their ship building, repair or technology advancement in the between-war stage. In the heat of the firefight,  players can use a chat system to form alliances, make threats or boast of their victories. 


Players take personal control of their ships, either as the commander of a fleet or as the captain of their flagship. This is where most of the action occurs. Players steer their vessels and aim their ships’ massive weaponry, controlling which guns fire, which guns reload and how to repair damage they have taken. If their Flagship is sunk, they are automatically transferred to their next most powerful vessel. If all their ships are sunk, they must control the harbor defenses of their shipyards until the stage is over, after which they can rebuild. Battleships thunder out blazing salvos. The oceans writhe in spouts of water from missed shells. Stricken ships wallow in oceans afire with fuel and debris. 

In peacetime, players lick their wounds and decide how best to rebuild their fleets. In a ship-building component, they design ships using a combination of armor, armament and engines with their ocean strategy in mind. For example, a player who is relatively close to their most hostile neighbour may forego speed in favour of armor and firepower. A player who is located far away may choose to construct fast raiding cruisers who have little armor but a lot of speed and powerful, fast-loading cannons.  Players also can put points into arms research which may result in more powerful weaponry, lighter but stronger armor, or more efficient engines. The ultimate goal in technology advancement is in constructing an aircraft carrier, which summons the death knell of the era of the dreadnought. 
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3. Game Play
Overview

DREAD-noughts can be played as a short Quick Battle mode or as a longer Campaign Mode. Quick Battle starts out each player with an equal fleet and removes production and design from the game. The players then battle it out in a single all-out battle. Campaign Mode is a series of battles taking place over several stages, and introduces the concept of designing and producing a fleet.

As well, DREAD-noughts supports single-player and multiple player modes. In single-player mode, the player is free to set options to make the game as challenging or as easy as they like. In multi-player mode, all participating players must agree upon the style of play and level of handicaps for each player. 

Game Setup

When the game starts, the players are provided with a Quick Battle and a Campaign Mode option. There are also Load Campaign, Load Single Battle dialogs. 

As well, the player can enter into a set of Player Utilities. These are a set of extras that build in extensibility to the player’s game experience. They include:

The Drydock: Basically the same as the Ship Building Screen they would encounter in the game, but existing here as a stand-alone product. 

Map Editor: A simple greyscale paint utility that helps them construct a map that can be used in any of the game modes.

Scenario Editor: This enables the players to link pre-existing map files with player configurations and background text that the player can build in external programs.

Identity Editor:  A utility that allows the player to choose from a selection of textures and paint schemes for their ship and also includes the ability to import in .bmp files as flags. 

Quick Battle
If the player(s) choose Quick Battle, all players (or the host) toggle options for size of the battle area, shipyards (bases) on or off, number of ships and classes for each player, level of realism for gunnery, time limits, and conditions of victory. Once all is decided, the game begins. Players begin either at randomly chosen locations or at their bases if they toggled on the option for bases. The players then battle it out with the fleets under their control until one player is left surviving. 

Campaign Mode

If the player(s) choose Campaign Mode, they must decide on the number of stages, time limits for each stage, starting fleet configurations, level of realism for gunnery, conditions of victory, and number of countries participating. 

Under Campaign Mode, DREAD-noughts is separated into two stages: a building stage where the players design and construct their navies; and the action stage where players lead their fleets into battle against each other. To do well, a player must properly equip their navies to fit their style of battle or strategy. A player must be good in the battle stage in order to earn the points needed to equip their navy in the building stage.

At the beginning of Campaign Mode, players choose from among the eight countries who were important in the era of the dreadnought: the United Kingdom, Germany, Russia, Japan, France, Italy, The Ottoman Empire, and the United States: each with their particular bonuses and characteristics. The goal for each of these countries is survival. 

	Country Characteristics


	United Kingdom 
	1 level head start in technology. 2 ship starting bonus. Best response to fleet orders. Gunnery +1. Speed –1. 

	Japan
	Production speed bonus. Good response to fleet orders. –1 armor rating.

	Italy
	Good starting location. Gunnery –1. Bad response to fleet orders. 

	Russia
	Slow technology gains. +1 speed. 

	Germany
	Good response to fleet orders. Production speed bonus. Cruisers +1 speed.

	France
	Gunnery –1. Armor +1 rating. 

	Turkey
	Double points gained. Gunnery –2. Terrible response to fleet orders. 

	United States
	Technology +2.  Production +1. 


After a short intro movie and brief instructions, each player is shown a randomly generated map of the ‘world’. The computer randomly places each player in a location. Then the game begins.  

Building the Dreadnought: The Design and Production Stage
Each player starts out in a Ship Building Screen where they are shown a basic ship Hull surrounding by a number of building components they can drag and drop on the Hull. 

At the top of the screen is a meter indicating the amount of money (or points) available to the player. This meter goes down whenever a component is picked or goes back up if the component is rejected. The only way to replenish the budget is by doing well in the Battle Mode. 

The ship building components are shown as icons that are picked by the mouse and dropped onto the Hull. They are, roughly: Defensive Guns, Offensive Guns, Engines, Armor, Targeting, and Communications. 

	Ship Building Components

	Defensive Guns
	Low calibre, short range automatic guns that fire at the nearest enemy

	Offensive Guns
	Larger, long range calibre guns that must be aimed by the player

	Engines
	The more engines, the faster the ship can go

	Armor
	Steel plating to lessen the damage of incoming shells

	Targeting system
	More accurate targeting for automatic and player aimed guns

	Communications
	Radios to improve fleet response time


The Hull itself is of a limited size so it will only take a few components in a few empty places. In order to put in more components that is allowed in the Hull, the player must spend money to upgrade the hull size to a larger class. 

	Ship Classes


	Patrol Boats
	Small hull size. 1 defensive and 1 offensive gun. 1 engine. No armor. Light and fast. 

	Corvettes
	Small-Medium. 2 defensive, 2 offensive guns. Thin armor. 2 engines.

	Destroyer
	Medium. 4 defensive. 3 offensive guns. Thin armor. 2 engines. 

	Light Cruisers
	Medium. 4 defensive.  6 offensive. Medium armor. 2 engines. 

	Battle Cruisers
	Medium. 6 defensive. 10 offensive. Medium armor. 3 engines. Packs a punch. 

	Heavy Cruisers
	Large. 8 defensive. 8 offensive. Heavy armor. 3 engines.

	Battleships
	Large. 10 defensive. 12 offensive. Heavy armor. 2 engines. Slow but powerful.

	Dreadnought
	Huge. 12 defensive. 14 offensive. Heavy armor. 3 engines. A floating fortress.

	Aircraft Carrier
	Huge. 8 defensive. 3 engines. Medium armor. Launches bombers.  


The player doesn’t have to put all they’ve got into a single ship. If they have sufficient resources, they can produce a fleet of smaller ships that will act in concert in the battle to come. Using the design screen, they can make specifications for as many ships as they think they need, and then press a production button to choose how many to build. Once they start production, they will receive an estimate on how many months (stages) it will take to build. The smaller vessels will be produced for the next battle but the more ambitious projects may take more than one round. Thus, a player who has spent most of a country’s resources on a Dreadnought or Aircraft Carrier may not have enough to defend their island from attack while the project is underway when their enemies have chosen to produce larger numbers of less capable ships. 

Once all players have clicked on the Production button, war is announced and the Battle Mode begins. 

Battle on the High Seas: Fleet View

The heart of DREAD-noughts is the high seas clash between the massive fleets of battleships. Each player starts out with a slightly overhead view of their harbor, in which is assembled the ships that were made ready in the Design and Production Stage. In this Fleet View, the player can see their fleet and a 40 degree arc view of the ocean beyond to a range of 15 kilometers (the range of the longest, most powerful gun). To see to the side and behind, the player can use the keyboard to rotate the view in 360 degrees (this is a similar view control system as in Bungie’s “Myth”. In the Fleet View, the player can issue simplified commands to each individual ship by clicking or drag-clicking on the ships and then choosing a keyboard shortcut. Among the commands are:

	Fleet Commands

	Patrol
	The selected ship will steam in a 5 kilometre box and attack any enemy ship that comes within range. 

	Full Stop
	The selected ship will stop and defend itself if attacked.

	Follow Flag Ship
	The selected ship will follow the player’s Flag Ship.

	Protect
	The selected ship will defend the next ship clicked upon.

	Form Wedge
	The selected ship will place itself to the side and behind the Flag Ship in an arrowhead formation.

	Form Line Ahead
	The selected ship will place itself in a line directly following the Flag Ship.

	Form Line Abreast
	The selected ship will place itself in a line abreast with the Flag Ship using the Flag Ship as the center. 

	Go Home
	The selected ship will go back to the harbor to await repair.

	Tow
	The selected ship will take the next selected ship in a tow line and take it back to the harbor. This can be done to capture enemy ships that are foundering. 

	Attack nearest
	The selected ship will find the nearest enemy in visual range and attack it. 

	Withdraw
	The selected ship will flee from battle. 

	Scuttle
	The selected ship will blow itself up (and any ships around it)


In fleet command mode, the ships closest to the Flagship will respond quicker than those farthest out. Those ships outside of visual range will be unable to respond at all until the player upgrades to Radio Communications in the  Ship Building Screen. Once this is done, the player can shift their point of view to be overhead any ship in their fleet. Otherwise, they must rely upon the view of their Flagship. Thus, anytime the player wants to coordinate a battle, they must move their Flagship to the area where the battle is to be fought. If any of their ships are attacked outside of the Flagship’s area of view, the player receives text reports only. The smart enemy will therefore always key upon the Flagship in order to drive it from the area of battle, scattering the player’s fleet. 

In Campaign Mode, the effectively of fleet orders is also determined by your country characteristics. The player representing the U.K., for example, can expect a high degree of responsiveness from their professional enemy. The Ottoman Empire player can expect lots of problems, due to the newness and lack of training of their navy. 

A player can win a battle purely from the Fleet View alone, but must take into account the slowness of communications, the complexity of controlling an entire fleet, and the generally poor quality of gunnery to be expected from underlings. When the fate of the fleet is at stake, the player must take personal command of their Flagship to turn the tide of battle. 

Blasting the enemy out of the water: Ship View
From the Ship View, the player takes personal command in the steering and in the gunnery of the Flag Ship (generally the best ship in the fleet). Many players will spend the majority of the game at the wheel of their Flagship, charging their battlewagon into the thick of the fight where their initiative and good aiming can make the difference between defeat and victory. 

In the Ship View, the player sees the battle from the command tower on top of the Flag Ship. The view is nearly horizontal to the ocean but with the aid of binoculars (key stroke) the player can see to the very edge of their 20 km range. As with the Fleet View, the player can spin around in 360 degrees, with the only blind spot being the area of the superstructure immediately behind the command tower. From the command tower they can issue commands on speed (Full Ahead, Flank Speed, Reverse, etc) and Heading (direction) using the arrow keys. A handy compass and a radar circle showing the positions of other ships in the immediate area is overlayed on the screen, as well. The player must pay attention to the state of their engines, their level of damage, and any communications coming in from other ships in their fleet and from the other players.

A keystroke will immediately put the player into the Fire Control Center. 

The Fire Control Center is where the player gets to aim really big guns and blow holes in the enemy. The Fire Control Center view shows a slightly lower view than the Ship View which the player can spin around in 360 degrees. At the bottom of the screen is a silhouette of the player’s ship, showing each gun prominently in their varying states of readiness. When the barrels are high, the guns are ready to fire. Those that are drooping are being reloaded or repaired. Guns that are on fire or destroyed are obviously out of action and can only be made ready again by going back to base or by being replaced after the end of the Stage. 

Guns in the dreadnought era are massive cannons grouped in twos and threes into a number of turrets that can be turned in almost every direction. The cannons can be angled up and down in accordance to the range to target. The bigger the gun, the longer it can reach and the more powerful its shells. Smaller guns, however, can be traversed faster and loaded with greater ease.  Generally, guns are fired altogether in “salvos” to maximize their effect and to increase the chances of hitting the enemy. 

Using the number keypad or mouse / joystick, the player moves a crosshair or aiming recticle until it is centered on an enemy ship. The barrels of the nearest guns rise and fall in accordance with the player’s crosshair movements. Then, by pressing a number key that references a battery of cannon, the player fires those guns. For example, if the player has batteries 1, 2 and 5 able to fire, they aim at the enemy ship and quickly press 1,2, and 5 on their keyboard to fire off a salvo of those three batteries. The batteries thunder and roar and then lower to reload. Long range fire requires that the player aims a measured distance above the enemy target to allow for the arc of a shell. The closer the enemy ship is, the more direct the aiming can be. (see Controls)


In DREAD-noughts, the player can leave firing up to the computer if they are occupied elsewhere. From the Ship View, they can select targets using the mouse and continue dealing with other pressing issues. In general, however, computer controlled firing will be less accurate and less discriminating than if the player takes personal control of the guns. It’s also a lot less fun.
The player can continue to control the movement of the ship using the arrow keys even while firing, though this will also cause the aim to be adjusted. As the placement of the batteries is sometimes forward or rear of the superstructure (where the command tower and other facilities on a ship are placed), not all the guns can be brought to bear upon a target if it is more to the front or rear of the ship. Therefore, the player’s best position to bring all guns to bear on the enemy is to present a broadside to the enemy. Then, all turrets can be brought around to face the enemy ship. Unfortunately, this also means that the player presents a larger target to the enemy, as well. Firing while in a tight turn will also make for a larger challenge for the gunner as well, as some ships will list (bank) into the turn. Choppy water conditions will also cause problems for aiming. 

When shells hit the enemy ship, explosions and damage can immediately be seen. Near misses will cause huge plumes of water to rise from the sea. Shells may explode in the air above. But once shells begin to impact on the enemy ship, that’s when the game becomes great to watch. A good salvo will have the most spectacular graphic effect.  Shockwaves and bright fiery columns will bloom on the deck of the stricken enemy. Thick black smoke rises from the damaged portions. Batteries may be out of action and towers or smokestacks knocked over. A raging fire on the enemy ship is a sign that it may be about to explode. A ship that has been holed near the waterline may begin to list, wallow or do the Titanic. A ship that has taken a hit in the magazines will be literally blown to atoms, with the effect of the explosion causing waves that buffet the nearby ships. 

Controlling Damage

From the Ship View, the player can also practise limited damage control. With a keystroke a silhouette and top view of the ship will rise up from the bottom (though not totally obscuring the outside view) showing in black, red or yellow (destroyed – heavily damaged – lightly damaged) the damaged areas of the ship. Destroyed components must be replaced after the battle is over. Heavily damaged components can be repaired (at a cost) by steaming back to the harbor. Lightly damaged components continue to function, but at a reduced performance and can be repaired while travelling by the ship’s damage control teams (on ships larger than corvettes). Using the mouse, the player can indicate which areas have priority for damage control. 


Some serious conditions need immediate attention. A fire untended can spread to other components and, if it reaches the magazine (the heart of the vessel), can cause the player’s ship to explode catastrophically. Boom. No ship. A fire is indicated by animated fire icons that are placed on component areas. Another serious condition is a hole below the waterline. Very little can be done about this except the player may be close enough to a harbor to steam back before the entire ship is awash and sinks. Alternatively, the player can order another ship of comparable or larger size to tow their stricken vessel to port. It is important not to leave a damaged vessel, even if it is unable to move on its own. Aside from its raw material value, it may be captured by the enemy and any technological secrets uncovered. Better to scuttle the ship than let it fall into enemy hands
. 

If the condition on the ship is untenable, the player has to transfer their flags to another ship. This they have to do in Fleet View. 

Defending the Shipyards

In order to rebuild, the player must keep their country’s shipyards intact and undamaged. A player can be knocked out if their harbor is totally destroyed by the enemy. Fortunately, the harbor is defended by a minefield (which is only visible by the player who owns the harbor) and a large landbound cannon. The player can jump to this cannon’s view at any time to defend their shipyard. If they don’t, the cannon is aimed automatically (though poorly). A player who is on the losing end of a round may flee to the safety of their base and sit the war out in the hope that peace is declared before the others come looking to finish him off. Damage to the shipyards reduces the speed at which building projects progress or even may knock back to pre-war levels the technological advancements that are available to the player. Repairs to the shipyards must be made after the war. 

Communication

During the battle each player can click on a radio function and call up any of the other players and chat using a keyboard. This can be done to taunt the enemy, form an alliance or make demands. Alliances may rise and fall in the middle of a battle, especially when one player falters noticeably. Like sharks at a feeding frenzy, all the players may turn on one and tear him to shreds. They may also broadcast a message to all of the other players. For example, they may realize that one of the players is near total destruction and so broadcasts this information to everyone, encouraging them all to help finish off the helpless player. 

Suing for Peace

The round is over after all players assess the damage they have received and decide to sue for peace and rebuild. Only after all players have agreed to peace will the round be over (unless the players decided upon a Time Limit previously). Those that feel they can continue to gain by fighting can extend the round and the other players are forced to defend themselves until everyone is unable or unwilling to continue. This means that in the later stages a player with overwhelming force and resources can utterly destroy the others (unless they band together to cause him to sue for peace). A damaged player may offer reparations to the other players if they agree to peace in the form of money that is provided during the rebuilding phase. 

Alternatively, all the players may have chosen an option for a time limited round. In the Quick Battle mode, the war is over only once all the players but one have been utterly destroyed. 

Assessing the damages of war

After peace is declared, each player is shown a screen that shows the state of their fleet and their shipyards. A silhouette of each ship is shown with a damage meter showing the extent of their damage or, in the case of a total loss, an icon of the ship below water. In this screen the player can select a ship to be repaired and choose an amount of the budget to allocate to its rebuilding. A ship beyond hope may be turned into scrap (worth 1/3 of its value if new).

On another screen the damage their fleet caused to the other players is shown, perhaps giving them the information needed to shift their strategy from one player to another. This information is ‘sketchy’, however, representing only damage witnessed by the player’s ships and not taking into account any repairs the enemy player made during the battle or rebuilding phase. The best news from the battle is presented here, however, which is how many points they earned from the destruction they caused. This goes into their budget for the Design and Production Phase. 

Technologies: the Aircraft Carrier and Torpedo Boat

In the Design and Production Phase the player has the option to contribute monies to a technology effort. This provides bonuses to a constant campaign to upgrade materials, armaments and engine power. In the early stages, the R&D project will optimize existing technologies rather than contribute any great breakthroughs. However, if the player contributes more monies to R&D, they may see newer technologies that can provide them with great edges in the wars to come. 

Torpedo Boat: Although torpedoes had been invented in the previous century, effective ways to target and explode a charge at the right moment were hampered by a lack of interest by the Admirals of the day. As a forward-thinking commander, you can help push this effort so that cheap, fast attack boats can be constructed that can overwhelm a larger adversary.
 One well-placed torpedo will send a Dreadnought class ship to Davy Jones locker. 

Aircraft Carrier. The true death knell of the battleship was sounded when the importance of naval aviation was discovered. For the price of one plane, its pilot and its bomb or torpedo, an enemy battleship and thousands of enemy sailors could be sent to the bottom of the sea.
 In DREAD-noughts, the Aircraft Carrier is the ‘Death Star’ of the war. The player who invests into this technology early, only sees its completion in the later stages of the campaign but can quickly sweep the seas with it. The player need only indicate the targeted ship and the biplanes from the carrier will attack in waves until the target is destroyed. Although the Aircraft Carrier is vulnerable to direct attack by heavier gunned opponents, the range of the biplanes is twice as long as the shells from the heaviest gun. 
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4. Look and Feel
DREAD-noughts is not a historical wargame. DREAD-noughts is a fast-paced, action-strategy game with simple controls, great graphics and a sound multiplayer dynamic. It is a game of extreme graphic spectacle. Those who are drawn to the game are in awe of explosions, fire, smoke and destruction. Those who like controlling fleets of Big Ships will enjoy the strategy component. Those who just like blowing up things and watching bits and pieces go flying will really love this game. 

The Player experience

Players of DREAD-noughts will find it simple to learn, leaving all of the player’s hard thinking to finding a winning strategy. The game itself will separate players into those who like commanding fleets of many ships and those who like to sail alone and blast away at the enemy with all the guns on their flagship. Still others will enjoy being scheming diplomats, forming temporary alliances and juggling enemies. All will love watching the spectacle of dozens of battleships steaming into an area of ocean, thundering salvos at each other through clouds of smoke.  

Controls
The controls for DREAD-noughts should be as simple as possible. The number system for firing the guns, the use of mouse pointing, and arrow keys for view changes should be enough to get the essence of the game. The more complex mode would be in the Fleet View, where the player is given the option of making their fleet follow instructions and formations. These can be a set of keys grouped well together such as the F keys or unobtrusive icons that can be taken and discarded from the screen quickly. The player should also be allowed to remap their commands. Menu control should be by using the mouse and clicking on icons. 

The Multiplayer experience

The DREAD-noughts  multiplayer experience has a foundation based upon the following ideals: 1) Fast, furious action ; 2)  Easy communications;  3) Play balancing encouraging the formation of alliances and multi-party battles. 

At it’s root, DREAD-noughts is an action game: pure and simple. A player can quickly engage another player by steaming in one direction within half a minute. Engagements can be fought, won and lost within five minutes of blazing away. As there is very little geography to hide in, there is also no ‘camping’ (where one player hides in an advantageous position and snipes at the others).  Instead, DREAD-noughts, encourages the art of pure maneuver, scouting and the concentration of forces. 

A slick and easy-to-use communications system will encourage players to chat with each other throughout, attempting to form alliances, beg for mercy or simply to taunt the others. A simple map grid system will enable players to coordinate their efforts in concentrating their forces on the ocean. Or, a player might loft a colored flare that announces their location. Another option is to encourage the use of voice technology. 

In other real-time strategy games such as “Warcraft” and “Total Annihilation”, individual engagements between more than two parties are uncommon as the geography and each player’s starting position usually forces players to engage their closest neighbors. Because DREAD-noughts is a naval game, it encourages players to take their fleets and go on expeditions. No map will be so large that a player will miss engaging all of the other players. DREAD-noughts will encourage three, four or more players to pile into each other in fluid battles with strategies encompassing vast areas.  As well, the globe on which the battle takes place wraps around so that no player has the advantage of starting on the edge of a map or the disadvantage of being in the middle. 

Graphics

DREAD-noughts will look like an animated war painting, lovingly created in all of its detail, dramatic ideals and fire. Except for the interface graphics and menus, all of it will be rendered in real-time 3D. The emphasis here is not on realism (this is not a simulation!) but on portraying the beauty and the brutality of the battleships, which were some of the largest machines of war  ever built. An exaggerated feel is needed to dramatize the epic nature of the battles. Ships can  be built larger than realistically practical; guns fat and yawning; destruction almost nuclear in scope. Similarly, when the ships come together in battle, the game will portray them being at near to point-blank range when, in reality, most engagements took place at the very edge of visual range. Players will want to replay their battles through a VCR function and watch the battle unfold in its terrible beauty. 

Opening Cut Scene

A loving couple are posing on the prow of what looks like a cruise-liner. The girl has her arms extended in the famous “Titanic” pose. The music is sappy and sentimental in a parody of the Celine Dion hit single “My Heart Will Go On”. The camera pans until you see a gigantic battlecruiser on the horizon, its guns leveling. You hear: “Fire!” All the batteries of the battlecruiser blaze away. In the next cut you see the cruise-liner sink beneath the waves as the warship steams away in the background. The title “DREAD-noughts” emerges from the smoke. You hear, in the distance, the sound of the captain of the battleship shouting: “I’m King of the world!” and laughing maniacally. Fade out. 

Big Ships. Small Detail.

The DREAD-noughts themselves will be high detail models, beautiful ships combining graceful, sleek lines topped by the brutal hedge of guns arrayed on all sides. The high detail will not only add to the beauty of the game, but will aid when the ships come under fire and must come apart with specific damage. Each component of the ship must have three levels of damage detail, from new, to scorched, to destroyed. Major components like guns, towers and smokestacks will have even more levels of damage details. When moving, the ships will list to one side as they make tight turns. Individual guns will rise, fall and traverse. 

Effects

A combination of real-time particle effects and sprites can be used to simulate the terrible violence of the battle. Guns will blaze in fiery barrages. Smoke will be generated with varying thicknesses from smokestacks as ships gather up steam. Colossal explosions will suddenly bloom from the decks of ships under fire. Out of control fires will rage in the superstructures of dying vessels. 

Vave-form 3D environment

Previous naval simulations had very little interaction with their primary environment: the sea. Only recently has 3D been used for the ocean, and even then, the rise and fall of the waves has had no real effect on the movement of ships. DREAD-noughts, will have an interactive wave-form environment, with the ocean an integral part of the player’s game. Shells will splash in the ocean, causing waves that can alter the course of smaller ships. Currents, tides, options for exaggerating the height and frequency of waves, can all provide a startling unique environment in which the player must navigate. 

Weather effects and Night/Daytime

The weather played a great role in naval battles of the era. Fog could hide whole fleets from each other. The smoke from the battle could hinder aiming.  A heavy rain or wind could make tactics tricky. Battles sometimes carried on into the night-time where ships blindly stumbled into one another and formations could come asunder. By the light of their gunfire or by the moon, the battles took on a nightmarish, desperate quality. The position of fleets relative to the sun as it set or rose could also result in a fleet being backlit, presenting perfect targets to enemy gunners. 

Menus and Interfaces

The 2D menus and interface screens will be an unobtrusive as possible, never encroaching on more than 5 per cent of the play screen. The style of the interface will replicate the iron, steam and brass fittings of the control rooms of these ships. On the Flagship Ship View, the player functions can be duplicated by models of the actual controls located at the bottom of the screen. For example, the effect of the steering would be mirrored by a small wheel turning as the player uses the keyboard to indicate a heading. Communications would be through a brass speaking tube that throbs whenever it is used. When a chat is being received by an enemy player, a box can pop up with a sprite animation of a sailor using semaphore (flag signal communication) under which is the text of the actual chat (“Bite me, you stupid loser.”). Humour can also be used for Event Messages. For example, when a player loses a ship, a popup box can appear briefly with an animation of a captain’s hat floating in the water. Whenever text is used in the interface, it should be in a serif font commonly used in that time period. 

Sound

DREAD-noughts will rely upon a heavily designed sound environment that contributes toward the heroic, epic feeling conveyed by the graphics. As much as possible, the player must hear the sounds of battle. A very small number of people would have known the sound of an entire fleet of battleships thundering in one volley (survivors of the D-Day landing aside), but our sound design can come close to replicating it. 

Thundering weapons

Could this be the first game that makes having sub-woofers a minimal requirement? Let them hear the cannons roar. When the Flagship’s main batteries open fire, the player should feel it in their heart. Oh yeah! Shells should howl in. There should be sounds for all kind of damage. Explosions. Twisting metal. Water being thrust out of the ocean by shells falling. Several levels for several sizes of armament. 

Voice

The addition of voices as part of the interface can add another layer to the fiction of the player as an Admiral. When the player gives a fleet order, he or she should hear: “Aye, aye Admiral!” and “As you wish, Admiral!” in an authentically accented voice.  When they’re steering the ship, they should hear: “Answering, full ahead!” When they fire the big guns, they should hear the voice of their under officer shouting: “Fire!” just before the guns thunder. If there is an alert, they should hear it (as well as read a subtitle): “We’ve taken hits in the forward batteries, sir!” “We’re done for, Admiral!”

Interface Sounds

Even though the player is controlling the game using the keyboard and the mouse, they should nevertheless be made to feel that they are in control of a massive hunk of metal and machinery. Whenever they click on something, there should be a heavy, satisfying metallic clunk. Whenever they have an alert, a whistle or a horn. Definitely, if they are near a collision, they should hear alarmed shouting and a klaxon. 

Soundtrack

At all times the player should hear environmental sounds. Feet pounding on a metal deck. Distant orders. Bulkheads being opened and closed. The throbbing of the engines beneath their feet. The sound of guns traversing. Waves coursing along the sides of the ship as it steams ahead.  The music should be heroic, naval themes. “Rule Britannia”, Wagner would be good examples. During lulls in combat, a somber, unsettling theme. Orchestral. Choral. 
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5. Market
The gamer market

DREAD-noughts is aimed at the 18-30 year old gamer market. The player will likely have access to the Internet, an on-line playing service, or a LAN. This is part of the $5.1 billion U.S. North American market for entertainment software that is expected to top 6 billion this year.
 In North America alone, it is estimated that 35.3 million owners of PCs count playing games as a major use for their computer.
 

Players are making use of the Internet for gaming. 21% of players who considered themselves ‘hard-core’ gamers spend between 10-14 hours a week of playing on-line. 
 12.5 million active online gamers in 1997 of which 77% were of the older over-18 segment. 
 There were 93.1 million connected hours last year. This is forecasted to grow to 250 million connected hours.
 As a market, the on-line consumer base has huge potential. There are between 50-100 million users on-line, with the net population doubling every six months.

The DREAD-nought marketing position

DREAD-noughts is an action-oriented, real-time strategy game. As a strategy game, DREAD-noughts is aimed at the “Total Annihilation”, “Command and Conquer” crowd. DREAD-noughts will avoid comparison with more historically accurate naval simulations such as SSI’s upcoming “Fighting Steel”, and instead use the WWI-WWI naval warfare subject to provide a unique and fun focus for a “blast-em up” with sound strategy component (see Competitive and Reference Products). Saying DREAD-noughts is a naval simulation is like saying “Carmageddon” is an accurate race simulation. Hence, the emphasis on exaggerated effects, destruction, quick action, and personal control of weapons and targeting. The action-based foundation will also position DREAD-noughts as a viable port to a gaming console such as the Sega Dreamcast. 

The publicity program for DREAD-noughts should emphasize how fun it is. There should not be any reference at all to “simulation” unless some reviewer quotes: “DREAD-noughts is as far from a simulation as you can get.” The box features highlight:

· fun

· action! Action! Action!

· Internet / LAN multiplayer

· Real-time strategy

· brilliant FX

Above all, DREAD-noughts is a mayhem game. The box should be replete with explosions, ships being tossed about, Big Headed admirals thumbing their noses at each other, explosions, shells being tossed around the ocean, and more explosions. 

Player Profile:

The target player will be experienced in or interested in competitive multiplayer strategy games. Their level or skill at such games is not an issue, as DREAD-noughts will be relatively simple controls and concepts and provides a significant amount of entertainment value even for the loser of the game. The target player should be able to see DREAD-noughts playing on a demo machine in a store, and be able to sit down and be familiar with the game within a minute of fiddling with the controls. (see Controls)

The player’s knowledge of the historical background of DREAD-noughts is not a large factor in their acceptance of the concept as DREAD-noughts is not aimed at the simulation or wargame market. In other words, this is not likely to be an SSI or Avalon Hill-style product. The player who is attracted to DREAD-noughts will likely have seen reviewer quotes such as: “DREAD-noughts is a blast! … The ships in DREAD-noughts are bigger than a dozen mechs, and pack more firepower! … The fire and destruction effects are amazing! … I never thought saying ‘you sunk my battleship!’ could ever be so fun!”

Question: Is this a ‘guy game’?

Sure. 

Can girls play too?
If there is a girl out there who likes the idea of commanding massive fleets of armoured battleships and maneuvering them into position so that they can pound the hell out of each other, I’d really really like to meet you. My phone number and area code is … Seriously, anyone who likes causing destruction and big machines will love this game. The girl gamer market should never be ignored or dissed. 

6. Competitive and Reference Products

The concept for DREAD-noughts is positioned so that it avoids falling into the trap of answering to extremely expert ‘grognard’ wargamers. Instead, it takes the historical basis for the dreadnoughts and makes it into a fast-paced, extremely fun multiplayer game. The closest game in this approach are Tanktics (silly tank warfare). However, there are quite a few  ‘fighting steel’ games out there in development. All of these fall into the historically accurate and highly detailed wargame category. 

	Name
	Publisher
	Description
	Date

	Greyhounds of the Sea
	Crusader Studios
	This is the closest game in concept to DREAD-noughts. It is 3D, has a strategic as well as ship POV and technology acquisition. However, it does not appear to have an arcade element. Crusader Studios may be defunct, however. A search for the game and for the studio on the web turned up no hits. Official web site is down.
	Never?



	Fighting Steel
	SSI / Mindscape
	This would be our number one competitor if we do not make a good attempt at differentiating the style of the games. Fighting Steel is a complex historical naval simulation. Not the same market that DREAD-noughts is aimed at. 3D version of Great Naval Battles. Looks high quality. Game features are many. Emphasis on historical details.

http://www.fightingsteel.com/html/about.html
This game emphasizes historical accuracy (accurate units, performance, etc​). Therefore, the look and feel would be very different from DREAD-noughts. However, as a technological competitor, it demands that the graphics of DREAD-noughts be better than what is shown here. The screenshots look good, but what we are planning for DREAD-noughts is better.

Taking a look at this game is a must.  
	1999

	Fleet Command
	Janes / Electronic Arts
	Control a modern U.S. carrier task force. Possibly an update on the Harpoon idea. Evidently technology from this product was used by NBC news to simulate the latest strike on Iraq.

http://www.janes.ea.com/
The quality of Janes products is insurmountable to most competitors. The concept for Fleet Command is not in the same historical scope (and not as fun, in my opinion) as DREAD-noughts. Actually, most of this game seems to be about vectoring jets, rather than sailing ships. This is aimed directly at Harpoon4. 


	1999?

	Age of the Ironclad
	Talonsoft
	Talonsoft is a respected wargame publisher. Good with details and history. Nothing much is known of this title, though Talonsoft isn’t known for graphics.  
	1999?

	Battlestations
	Electronic Arts
	Top down view shooter featuring modern warships. For Playstation.
	1998

	Great Naval Battles
	SSI 
	Long series of respected WWI-WWII naval simulators that spawned many mission packs. Fighting Steel is a 3D update on this. 
	Early 1990s

	Harpoon4
	SSI ?
	Venerable modern fleet control simulator. Extremely high detail. For the Tom Clancy crowd. Will be in intense competition with EA’s Fleet Commander.
	1999

	Battleship
	Hasbro
	Needless to say, DREAD-noughts is as far away from the boardgame or any upcoming software port of “Battleship” as can be. However, marketing should properly differentiate DREAD-noughts in its packaging, etc. 
	

	Tanktics / Tiny Tanks
	?
	These two games represent good ways of taking war history and making fun arcade-quality games. Both are tank games but are very silly and easy to learn. 
	?
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7. Scope of the Project
Project Staff:  

8. Target Specs

PC and Macintosh:
· 200 MHz Intel with graphics acceleration / 300mHz Intel with no acceleration in software rendering mode / 200 MHz G3 for Macintosh 

· Direct3D, OpenGL, 3DFX Glide support

·  640X480 standard

· 56k modem and Internet access

· TCP/IP

Sega Dreamcast:
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9. Expansion
Back to Contents
10. Discussion

Advantages:

Critical Issues:
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In general, however, computer controlled firing will be less accurate and less discriminating than if the player takes personal control of the guns. It’s also a lot less fun.





Some serious conditions need immediate attention. A fire untended can spread to other components and, if it reaches the magazine (the heart of the vessel), can cause the player’s ship to explode catastrophically. Boom. No ship.





Alliances may rise and fall in the middle of a battle, especially when one player falters noticeably. Like sharks at a feeding frenzy, all the players may turn on one and tear him to shreds.





Battleships thunder out blazing salvos. The oceans writhe in spouts of water from missed shells. Stricken ships wallow in oceans afire with fuel and debris. 








Saying DREAD-noughts is a naval simulation is like saying “Carmageddon” is an accurate race simulation.





The emphasis here is not on realism (this is not a simulation!) but on portraying the beauty and the brutality of the battleships, which were some of the largest machines of war  ever built.





Those who like controlling fleets of Big Ships will enjoy the strategy component. Those who just like blowing up things and watching bits and pieces go flying will really love this game.








In DREAD-noughts, the Aircraft Carrier is the ‘Death Star’ of the war.





Guns will blaze in fiery barrages. Smoke will be generated with varying thicknesses from smokestacks as ships gather up steam. Colossal explosions will suddenly bloom from the decks of ships under fire.











� Many of these distinctions are exaggerated, de-emphasized or taken from different time periods. During the WWI period, the top five navies were: Great Britain, Germany, The United States, Japan and Russia. 


� Except for the Aircraft Carrier, these conform to WWI class designations. Many of these were later made obsolete by the introduction of the Aircraft Carrier. 


�  At the end of WWI, the entire German North Sea fleet scuttled itself in its last independent act rather than allow its ships to fall into the hands of the British. 


� Another technology that changed warfare and was available during WWI was the U-boat or submarine. However, this would be outside the scope of this ‘dreadnought’ game.


� John F. Kennedy was a member of one of these boats in WWII, the PT109. Visual examples of these boats can be seen in the John Wayne film: “They Were Expendable”. 


� Although naval aviation was an American innovation, the British were the first successful adopters of a naval air arm. In WWII British naval aviators sunk most of the Italian fleet as it lay in harbor and, in another action, damaged the German capital ship Bismarck so that it could be caught by other ships and destroyed. 


� ISDA 1997


� Fairfield Research & CIBC Oppenheimer, Gaming 2001


� The Strategy Group | p.33, May 25, 1998, Computer Gaming World


� Jupiter Communications | p.1, Internet Games April 1998


� Gabelhouse Research | p.22 “State of the Industry”





PAGE  
6
DREAD-noughts concept by Keith Loh 

Battle-Wagons


