Spectre

Persistent on-line multiplayer global evil empire simulation


Spectre is a persistent global evil empire simulation played on-line with dozens of other players in which you are the overlord of a secret organization bent on world domination. Like the villains in spy movies and novels, your organization is a shadowy tangled web of operations, covers and agents spanning every continent and every strata of society. Regardless of your motive, your goal is nothing less than world domination. Recuit or nurture agents and send them out to collect information, sabotage, rob, steal and assassinate in your group’s  name. Build secret bases in exotic locations: in volcanos, underwater, inside well-known monuments or in space. Raise an underworld army answerable only to you. Kidnap scientists and research terrifyingly sinister weapons. Use your wealth to buy corporations to serve as fronts. Bribe, threaten or ‘replace’ world leaders. Enslave whole countries to your cause. Nothing is beyond your evil plans. 

However, you are not the only organization planning to turn the world upside down.  Elsewhere in the world other shadowy groups are hatching their plans for taking over the world.. Whenever there is news of an outrageous incident, a kidnapping, bombing or assassination you wonder, which one of the many groups you have identified did it? Or was it just a random event? Finding out the goals and capabilities of these possible rivals is much of the game. When you think you’ve found something tangible, do you strike? Or do you send out feelers seeking cooperation, or at least coexistence. Is there a larger advantage to be gained by working together? Or do you bide your time, waiting for a vulnerable moment to destroy your partner before they do the same to you?

Also arrayed against you are governments who and forces of order who are rightly alarmed by the growing number of 

Discussion

Question: What kind of game will Spectre be?

· Keith: I believe it will be very menu-driven, with lots of information screens and icons. Hence, I believe it will be like a Civilization style game. However, I don’t believe it will be totally turn-based. It is totally destined to be an Internet game, though, which hasn’t been a turn-based environment. This is obviously a resource management game but I would like a lot of personal ‘god game’ stuff in here as well. There should be a research tech-tree ongoing. Here’s a list:

· God Game aspect: clicking on little people. Send them to their deaths. Bwahahaha! I’m a good sadist.

· Ongoing world events- news ticker, ‘random events’. The environment is live and ever changing. Revolutions, natural disasters occur all the time.

· Research tech tree – better weapons, better equipments, opening up industries to subvert. Gadgets for your spies. Not just technologies but ‘soft sciences’ such as psychology, sociology. All of these can yield tangible results. Ex. Research in archaeology comes up with an ancient artifact of unimaginable power – the Ark of the Covenant. 

· Wonders – This is a Civilization concept. By researching certain technologies it enables you to build special buildings (re: installations) that give you overall bonuses. Research operating systems to build Micro$oft. Building Micro$oft gives you a monopoly over some of the computer industry. This provides you with 10% revenue from any computer-related product produced for fifteen years. 

· Live operations you can monitor – In movies like Patriot Games there is always a scene where the spymasters watch through a satellite an ongoing covert operation. This would give the player an element of immediacy instead of just reading a report or seeing an icon flash. These ‘operations’ would be simple generated scenes (such as a strike on an enemy base) where the player has the option to ‘pull the plug’ if things aren’t going their way. This is similar to Masters of Orion (the original) where you get to land troops on a planet but just see a simple blow by blow real-time representation of the battle and can choose to retreat if they see they are going to lose. A lot of those kinds of games now give you the option to personally direct your force a la RTS but I see this as needless complicating things, especially if you launch an operation every hour. 

· Persistence – the game is always on. If you can’t monitor what’s going on with your organization, you’d better hope you’ve either hidden your network sufficiently or its stable enough to protect itself while you are away IRL. 

· Connectivity -  If you can get the Internet on your phone, u should be able to make moves in the game, however restricted. If you’re at work, you should be able to have the game in a little window with a boss key. Or at least receive email updates so you know if you should connect to the game to deal with an emergency. Better yet always have your laptop with you. I can just see how cool this would be. You’re at the opera and you get a message on your beeper. You excuse yourself and go into the lobby.  You read the alert, issue a panic move, and then slowly stumble back to your seat. “What’s wrong honey?” With your face downcast: “Our operations in Kuwait have been compromised. Someone has launched a strike against our entire network in the Middle East. But who knew? Who knew?” Imagine the person in the plane seat next to you sneaking a peak at what you are doing on your laptop. It looks like you are writing instructions to someone to .. .PLANT A BOMB????

· Characters – You can recruit and foster agents, each with their own mini-dossier and characteristics which grow. When you receive status reports they should always be brought in person by aides (henchmen). Your operations can be defined by divisions or departments which are headed by characters. Staff management should be an important part. 

Question: What is the style of Spectre?

· Keith: Spectre is a spy game. Obviously it owes a lot to the James Bond films and Austin Powers.  But also I would like to put in some of the Tom Clancy-ish techno-military porn stuff into it such as the Hunt for the Red October / Rainbow 6 feel. The two styles need not be exclusive from each other. One part of me wants to poke fun at the Tom Clancy crowd. Ex. One player spends their time building up an ultra-elite covert ops unit a la Rainbow 6, and sends it into a secret base they’ve uncovered … behind Mount Rushmore where they discover a fiendish plot to manufacture Fembots. The Fembots overwhelm the elite unit with their breast guns.  
Question: What does the player do?

· Keith: The player is the chief schemer behind a shadow network of spies, secret bases, research installations, sinister corporations and facades. The player takes no action except through other people. They do not click on a person and ‘move him’ anywhere. They click on an operative and send them off to a location with instructions. They do this with dozens of people at a time and tries to keep track on these separate operations. The player assigns resources, decides what technologies to explore, and monitors what goes on in the world. He also communicates to other players, taunting them, offering alliances, threatening, or just socializing. 

· Spatial Strategy
· sends Agents on missions
· Assassination
· To put people in positions of power, you must replace people who will not be moved. 

· Those that are harmful to your organization must be removed.

· Assassinating public people will spread terror, even if the killing has no reason behind it. 

· Sabotage
· Spying
· Exploring areas

· The only way you can find another player’s base is to explore an area with an Agent. Either that or gaining a high Surveillance Technology such as a supergood satellite. 
· Exploits

· In order to gain Infamy, the player must accomplish Exploits that make the news and build the player’s reputation. Exploits can be accomplished through Agents. 

· Hmm I guess this must be measured. 

· The more infamous the Exploit, the more Agents will be attracted to the player. However, with each Exploit, the player gives away more about themselves. The player must balance gaining infamy with secrecy.

· How to decide what is revealed to other players? It must have something to do with the exploit.  

· Exploits can also generate money. Ex. Robbery, extortion. 

· Your infamy can also gain you donations from those who believe in your cause.

· Builds bases
· Bases are safe havens for agents
· Provide a locality for operations
· Are locations for behind the scenes tasks such as:
· Research
· Training
· Interrogation
· Storage of consumibles
· Weapons

· Ammunition

· ‘energy’

· money

· Storage of special things

· Agents

· Bonus items

· ‘Wonders’

· hostages & prisoners

· Attack other players directly

· Attacking their agents

· You learn that one of their agents is in New York. You send one of your assassins to New York to take them out. 

· Luring their agents away from them through bribery, seduction. 

· Attacking their fronts

· You learn that another player has taken control of a major corporation. You send an Agent or Team to take it out. 

· Attacking their bases

· You learn the location of another player’s secret base in the Antarctic. You mount a military operation to destroy it a la Gi Joe. 

· By attacking another player’s base you damage their resources, personnel, learn more secrets and their supply of Money. You can attack purely to raid their stash. 

· If you press home your attack, you can take over the other player’s base. Taking over another base is difficult and also makes your organization more public because the battle can be witnessed. 

· One of the ways to eliminate another player is to find their last base and take it over and taking that player prisoner. 

· Gaining power over territories

· Influencing governments 
· Governments can be influenced through:
· Bribery
· Assassination
· Terror
· Replacement
· By influencing governments you gain:
· Money. Influenced governments will skim revenues and give money to your organization.
· Information. Depending upon the depth of your influence, governments will provide you with detailed information about the territories under their control. 
· Military power. You can persuade governments to engage in wars against their neighbours. 
· Conquest
· If you have enough military strength within your organization, you can sometimes attack a country and take it over outright. 
· This makes your organization very public. 
· Opens your organization to attack from other governments. 
· Gives much of that country’s revenue to your organization. 
· Makes it more difficult for other players to mount operations in that territory. 


· Resource Management
· There are four metrics

· Money
· Money is the most liquid. It is necessary to hire people, buy resources, bribe those in power. 

· You get Money through:

· Legitimate operations (fronts)

· Investments in industry (stock market)

· ‘donations’ generated through your Exploits.

· Crime (robbery, extortion)

· Raiding another player’s base. 

· Being paid / bribed  by another player. 

· Energy
· Energy is needed to maintain bases. 

· The more stuff in your bases, the more energy it needs. 

· Energy is a commodity that can be purchased.

· Energy can also be gained through renewable resources such as proximity to oil fields, solar panel arrays, microwaved energy, hydroelectric, geothermal energy, leaching from cities.  This is one of the determiners for setting the location of your Bases. 

· People
· Staff (personnel) are needed to run your organization.

· Staff must maintain the base. As the operations in a base grow, each new operation requires staff. 

· Each operation outside of a base requires a minimum supply of staff.

· Staff repair and maintain machines.

· Staff work on a ‘minimum wage’. The higher this is, the more want to come work for you.  

· Specialized staff

· Scientists are devoted to research. The more scientists and the more they are paid, the more technologies you can research. 

· Combat personnel make up your secret military force that is used to defend your bases and mount military operations against your enemies.

· Interrogators can glean information from your many prisoners or hostages. This is handled like research. 

· All specialized departments have a minimum wage that decides how many want to go work for you in those specialty roles. 

· Specialized staff have overall stats (unit stats) that can be raised through Training. 

· Henchmen (advisors)

· Henchmen inform you on the status of operations, on departments and keep you alerted to special events. 

· Each Henchman has personal stats that grow. The quality of these stats decides how useful the information is, how quickly and how ably your instructions are carried out. 

· How well you manage these special characters decides how well your organization runs. 

· Henchmen can be killed when the Base is attacked. 

· Henchmen are recruited from inside your staff. The more staff you have, the larger the pool from which you can recruit. 

· Agents

· Agents are like henchmen in that they are individual characters with stats. 

· Unlike Henchmen, Agents are recruited on the open market. You learn that “Jaws” is looking for work. You must bid on his services using Money. The larger your Infamy, the more Agents will make themselves known to you and be receptive to recruitment. The more able they are, the more expensive they are.

· Agents can develop. They have stats that change due to age, experience and injury. 

· Agents have memories. If you send them on missions that are failures, their attitude toward you changes. If they previously worked for another player and you attempted to have them Assassinasted, they will be less inclined to work for you, however much you offer. 

· Agents can be killed or injured. 

· Agents can be lured / seduced away from your organization.

· Agents cannot be trained. They only gain through experience. 

· You send Agents on missions to accomplish Exploits, gather intelligence, explore, etc. 

· Infamy
· Infamy is your Reputation.  The more Infamous your organization is, the more People want to work for you. 

· You gain Infamy throughy Exploits.

· Energy is needed for machines to work.
· People are needed to make operations happen.
· Infamy is how you can attract People and Money.
· Other metrics are specific to projects or operations
· Weapons / Ammo.
· Commodities
· Technology Research
Messages:

These are little two line alerts that are passed onto you by your aides. They inform you on the progress of current operations, tidbits of information from your web of spies and concerns re: ongoing problems. Sometimes these are converted into tangible points bonuses or decreases which also show up in the message.   

Ex. Message from Director of Research:
“Excellency, research into our next generation rocket fuel has hit a roadblock. We need more time or more resources.” 

Your rate of research has fallen 10% this quarter. 

These messages are accompanied by a prompt to take immediate action (i.e. ‘knee jerk’).

Take action on this?

Yes   / No 

If you choose Yes, then a list of relevant responses comes up.

Choose action

· Purge Research department.

· Adust Research budget.

· ‘Motivate’ Research department.

· Replace Research department head. 

· Adjust Research priorities. 

The Market Environment for Spectre

In the past few years the action-strategy market has been developing to meet a growing demand for a deeper and different gaming experience from both action and strategy fans. More and more products are ‘genre bending’ and are increasingly taking risks creatively to stand out in the market. The knowledgeable gaming media are hungry for games that have a distinct identity and are growing tired of ‘me-too-ism’ from copycat productions. Their market of readers are also active on the Internet and have formed a dynamic community that can generate excitement  for products they deem exciting and new. Often titles still in development can guarantee a certain market based upon the relationship the developer fosters with the Internet gaming community.

PLAYER EXPERIENCE

Why this is a good idea:
� Working title. Other titles: S.H.A.D.E.





