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The Star Wars Rebellion II Design Document
Star Wars Rebellion II: Design Document

Welcome to the Star Wars Rebellion 2 Design Document. Before you continue, could you please make sure that you read the next few paragraphs. If you contribute to this document, please choose a colour not yet chosen, type your name here in that colour and then type any comments you have from then on IN THAT COLOUR. That way we can keep track of any changes etc to this document and therefore give due credit to those who deserve it!!! (You may type headers in plain black). And please DO NOT DELETE OTHER PEOPLE’S WORK!!! Use the strikethrough font option over their text if you want to show deletions, but don’t delete it. To access strikethrough, simply select the text, go to the format menu, click on “Font”, and select the strikethrough checkbox. Also, Times New Roman will be the preferred font for this document, so please stick to it.

Regards,

Daniel “Vector” Kerr
This needs some serious fleshing out, but provides the basic framework. If you edit this document please use strikeout text to denote deletions and use a different color text to denote additions.

This document is more for the overall interface (rebellions strategic mode) and does not get into tactical considerations other than to mention their basic effect on the strategic game.
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Summary

Core engine XE "Core engine" 
Implemented in C++ and openGL for cross platform

The core engine will be a fully data driven object oriented system that has full integration of a scripting language such as lua. The compiled code will be responsible for handling all generic instances of objects and for loading resources into dynamic arrays. It will also provide hooks for events and calculations, but all actual game play mechanics should be scripted using the setters and getters. The scripting language will be responsible for all game play mechanics and AI, also it should allow for complete modification of every resource attribute through setters and getters. It would also be responsible for providing file paths to resources and style sheets for the interface. The scripts should be fully editable using a simple text editor, or through external tools such as excel so that the game is easily balanceable and modable for other purposes

Interface XE "Interface" 
There are two distinct interfaces:

The menu driven ‘galaxy’ map that acts as a main interface this could be made on an overlay layer of the map which will also be the same renderer for below

A real-time 3d game engine that will handle conflict resolution, with the space-battles part of it similar to Homeworld, also the ground and space battles would use the same engine if possible and the ground battles would be similar to a Medieval: Total War game series.

Galactic Map XE "galactic map" 
 the galactic map is a 2.5D top down representation of the galaxy, it has a pan and a zoom function. Overlays are available for faction control, sector boundaries, hyperspace routes, planet names, fleets and fleet names and resources. The map will have a forced perspective that will give the galaxy depth. Each planet or object will have a popup description box that will detail its primary statistics and clicking on it will bring up a management window for that object.

Each system would have a representation inside its management window describing specific details and orbits and all management of resources and deployments would be done in this interface. Areas that are under player control have full information and are fully modifiable. Planets that the player has characters, ships or reconnaissance at will have somewhat reliable information and a few options. Planets that are commonly known will be shown as grayed out and only publicly available statistics will be available. Unknown places will not be selectable until explored. Likewise, there will be a small range of sectors/solar systems viewable close by, and anything out of the viewing range will simply appear as random stars on the galaxy map until your faction gains knowledge of the area either through some kind of maps or by having control of area close enough to see it through a “telescope.” In such a way whole sectors (specifically the Unknown Regions) will not be seen in the beginning of the game. 

Eras XE "Eras" 
Eras would simply limit the maximum technology and the chronology of the universe. Players that start further into the timeline will see events that happened in the continuity of the story line where as earlier starts would have more freedom. But even those starting earlier in the game will see certain things happening anyways unless they are prevented (i.e. Palpatine will be cloned unless Byss is controlled by the Rebels, or Thrawn will find the Katana Fleet if someone else doesn’t first, or 30 years A.B.E. the Yuuzhan Vong will invade the galaxy). 

Hyper space routes XE "hyper space routes" 
Hyperspace routes are the only available means for system to system transportation. Each route is a vector list of connections to systems or to other routes. It also has a direction and a travel time. When two routes connect they create a node, this node can be used as a waypoint for various purposes. Interdictions can be defined on a route, but the actual placement will be in deep space. Finding new routes or blind jumping is handled as exploration. Routes are used for trade and travel between systems and can be interdicted.  If fleets travel along a hyperspace route, the time it takes to reach the destination is lessened, however these routes can be blockaded/moderated by different factions. Hyperspace routes are simply ways of traveling through hyperspace that is guaranteed to be 100% safe (i.e. not flying into a star on the way) and the travel without hyperspace routes is discussed below.
Exploration XE "Exploration" 
Exploration is handled in two ways, inadvertent exploration (randomly determined, also using blind jumps) and targeted exploration. Inadvertent exploration provides information about unknown systems and hyperspace routes. This is caused by a lost freighter or private exploration etc. and happens at random intervals. Blind jumps are caused when a player flees rapidly and the ships arrive at an unknown location. Targeting exploration is when the player selects an area of space to send probes or research ships. The ships go along there way and possibly discover new routs. There is a chance that blind jumps or targeted exploration will result in the destruction of the ships. In addition a way to acquire maps from other factions or neutral characters will be made available.
Sectors XE "Sectors" 
Sectors are just organizational groups of systems. They usually represent political and physical boundaries. There will be a sector management screen that will allow more detailed descriptions of the sectors statistics. Possibly, sectors could be a dull background on the main interface, marked out by colors with bold boarders? This kind of detail will be solved once we actually start designing the GUI (. 
Planets and systems XE "Planets and systems" 
(Solar) systems are just a collection of local stars, planets and other stellar objects. Each planet will have statistics on its imports and exports, wealth, its population and faction standing. Planets can house facilities, fleets, armies and characters. Each system is connected to a trade route by one or more hyperspace route. Intersystem transit times are calculated into the travel time of ships. Maybe we could have a map for each planet (2D or 3D) representing a fleet’s position over the planet. For example, so a rebel fleet would be flying over rebel territory on a planet when it has an imperial presence. A map feature of sorts is implied (.
Resources

 XE "Resources" 
Basic Resources

The basic resources of SWR2 are as follows:

(Republic) Credits

Credits are used to purchase items. Effectively any resource can be purchased with credits at the current exchange rate for that location. Credits are also used to pay soldiers, bribe characters, invest in facilities and for general costs. Credits are acquired through planetary taxes, donation, investment and intimidation. Taxes are taken off of a planets weekly trade profits, donations are random events or under the table deals. Investment is the return on supporting manufacturing and trading organizations. And intimidation is demanding money over threat of force.

Other Currency

In the case of a starsystem which does not accept credits (usually from the outer rim), other resources such as food or materials may be exchanged for goods or services. Probably not since all factions have their “own” currency and yet the galactic economy somehow “works.” In the books all factions accepted Imperial credits just fine, however an interesting idea may be that one’s faction’s credits will not be accepted at certain places until that other faction deems the first faction influential enough (and remember, all factions have their own credits, just like in real life [discounting the EU]).
Food 

Food is needed to feed military forces as well as planetary populations. Food can be bought or requisitioned. Lack of money and trade causes food shortages and blockades do also. Planets generate a set amount of food locally and the rest must be traded for.

People

People are needed to crew the military vehicle. Troops can be recruited or conscripted. Recruits are based upon a fractional amount of a world’s population and its faction standing. Conscription is a fractional amount regardless of faction standing. People need food to survive. 

Refined materials

Refined materials are made by refineries from the following:

Ore

Mined from asteroids or planets ore represents generic building materials. It is needed for construction, repairs and trade, and must be mined.

Gas

Gas is collected from gas giants or nebulas and is used as starship fuel and blaster gas.  It is needed for proper operation of vehicles and for trade.

Pre-fabrications

Parts to be put together, these can be sent between planets to ‘gang construct’ buildings or ships (or weapons for troops etc). For example, a shipyard on one planet builds pre-fabrications to send to another planet to speed construction of a particular ship. This is like having multiple shipyards on one planet, except between multiple planets at the same time. (Not being able to do that always annoyed me, seeing as each planet only has limited capabilities construction wise. I believe that including this feature will not only allow the “Strength in density” players but the “Strength in diversity” players also.) Yes, but this isn’t exactly a resource.
Indirect resources

Indirect resources cannot be acquired by the player directly, nor is it necessarily known directly, but instead they affect everything and anything.

Morale

A resource that is unique to every possible dynamic entity in the game (starships, fleet, planet, etc) it affects everything around it in a better or worse sense (a planet with high morale for example will have a bonus in resource production, while a planet in low morale will have lower production)

Energy
Power Generators will be embedded into all facilities, providing power for operation. However, these facilities are susceptible to sabotage. If one of these is sabotaged, then the facility can not operate until the power generator has been replaced. Power Generators are not required to be built off-site such as at a construction yard, but they still have a construction time & cost etc. Just like shield generators, each power generator will supply power to one or more territories surrounding it (depending on the quality/strength of the generator).
Trade XE "Trade" 
Trade takes place transparently over trade routes between planets. Effectively each planet will have a supply and demand system that sets its requirements for resources, growth rate and production. Each planet will generate an amount of resources that it can sell and will require a certain amount of resources to support its population. Each planet will also effectively produce money that is considered ‘services’ this way a planet will not become useless by its own regard. Trade routes are used and the average time required for transit is factored into the system. Blockades will restrict trade.

Large resource movement XE "Large resource movement" 
Although normal trade will not show up on the shipping routes, transfers of equipment, large supply convoys, or remote building construction (essentially actions that are explicitly done by the player) will show up and can be intercepted.

Construction

Construction Phases XE "Construction" 
Construction of any item takes place in two stages: The Building/Ordering in phase, and the Construction/Labour phase.

In the building/ordering phase, the relevant facility constructs parts to be used for the construction of the item, or it orders in parts from other facilities that have already been built. In the construction/labour phase, the actual item is put together.

If any item is cancelled, parts for the item may be retained at that facility for future use or transfer to a different facility. There might also be an “unbuild” or “move to a different location” so that a building may be evacuated if a player chooses to move it away (and it could take as many days as the construction phase). 
Facilities

Facilities are constructed either on site or in modular fashion and then transported to the site. Facilities include planetary defense, planetary shields, shipyards, training centers, factories, refineries or mines or starports. Planetary defense is used in the combat simulator, planetary shields must be brought down before bombardment or invasion can occur (though there might be weak spots in which a small assault force can sneak in). Shipyards can either be on the ground (fighters and light corvettes) or in space as massive interconnected stations that can also be used for repairs. Training facilities are used to train recruits or to improve commanders. Factories are used to build ground based war machines. Refineries turn raw gas and ore into refined materials. Mines are either gas or ore mines, and the required materials must be known to be on the planet (through exploration). Starports are commercial hubs that allow for increased trade.

Ships XE "Ships" 
Naval units are constructed at shipyards or in factories. Individual ships can be purchased on the open market or stolen. Navies are just organizational units that can be assigned commanders depending on the size of the force. Subgroups can be formed for specific operations, however the subgroups will still operate with the rest of the fleet unless given other orders.

Navies need credits, refined materials, gas, food and people to operate. They can be used to battle other fleets, defend, escort, interdict blockade, patrol or intimidate or to board other vessels or patrol shipping lanes. Lack of credits lowers morale and increases failure rates. Refined materials are needed for repairs. Crew is needed for piloting the ships and (in case of absence of ground troops on the ship) for boarding parties. Lack of food will cause attrition in the crews. Gas is needed to power reactors, engines and lasers. Crew can escape using escape pods. After battles prisoners and salvage can be collected (or destroyed). Any captured vessels are able to be reverse-engineered (such that the faction is able to build it) or put to use (or both, but not at the same time).

Armies XE "Armies" 
Army units are constructed at factories or recruited and trained. and individual units can be purchased on the market in varying quantities. Armies are just organizational groups for easy deployment. They can be assigned commanders depending on the size of the force. Sub groups can be formed for specific operations.

Army units need credits, refined materials, gas, food and people to operate. They can be used to invade, repel invasions, put down revolts or intimidate. Lack of credits lowers morale and increases failure rates. Refined materials are needed for repairs. Crew is needed for piloting the vehicles and also for ground troops. Lack of food will cause attrition in the people of the army. Gas is needed to power reactors, repulsors and lasers. Armies require transport between systems and landing craft. These landing craft can be shot down or intercepted. After battles prisoners and salvage can be collected. Reverse-engineering for the vehicles and technology is similar in capabilities to that of the ships’ reverse engineering.

Characters XE "Characters" 
Two types of characters, Persistent and non-persistent. Persistent characters have large reputation bonuses and are able to influence events or do special things like spying or sabotage. They also help recruit and gather supplies and raise credits. Non-persistent characters are auto-generated out of recruitment and have randomized abilities. They can be placed in command roles to improve fighting forces reaction time and morale. Each character has an ‘expandable ability’ amount. This is how much they can be trained before they are maxed out. Alternatively, they will have a ‘potential’ amount which will be how fast their skills will grow. 

Characters can be promoted (full rank hierarchies, Army/Navy will be included) to use part of their expandable ability to improve their stats. Characters can be placed on planets, ships or in armies and provide stat bonuses to each. In addition, non-persistent characters might be able to be transformed into persistent characters. 

Designs XE "Designs" 
Designs for weaponry and gear must be either purchased on the free market, stolen, researched, or reverse-engineered (event-driven designs exist as well). Once you have a design for a machine you can build it as long as you have the resources produce it. Some designs will be upgradeable or tweakable.

Parts of Design
Designs will consist of two parts: the core blueprint, and the implementation blueprint. The core blueprint will have all the information about the technology necessary to build the ship, the hulls necessary for the ship, maximum/minimum capabilities, etc. The implementation blueprint will actually have all the ship/vehicle statistics and real capabilities (number of guns, fighter bays, troop limits, crew limits, etc.). To build a ship both a core blueprint and the implementation blueprint will be necessary. Ships of the same core blueprints will also be able to undergo upgrades as new technologies will make better weaponry or equipment available. 

Implementation

A design is considered researched when both a core blueprint (step 1) and an implementation blueprint (step 2) of a prototype is researched by the character. Individually, the core or implementation blueprints may be stolen (a character slicing into the KDY and stealing the ISDII blueprints) or bought. Even if the faction does not have the implementation blueprint, one may be created with enough time given and a core blueprint. Additionally, captured ships may be reverse-engineered into core blueprints and implementation blueprints, but during this time the ship will not be usable and may even become dysfunctional.

Ground battle strategic mode XE "Ground battle strategic mode" 
This section refers to ground and planetary assaults of Rebellion 2 (auto-resolve will still be available). Note: Due to the highly experimental and new nature of this mode, this section will remain highly tentative. 

Before the Assault

To launch an assault, the offensive player will need to have his fleet over a part of the planet (it should be possible for two enemy fleets to orbit different portions of the planet at the same time, though). In the case that there aren’t any shields, the player is free to bombard the planet until all ground resistance is gone (unless of course there is an enemy fleet, in which case the player will only be able to bombard the unprotected parts of the planet). A shield will also not cover the whole planet, but only one or more than one territory. In the case that there is a shield too strong for bombardment to penetrate, the player will be able to launch a ground attack force.

Ground attack forces (or the assault)

To launch the ground attack, the offensive player will need a Landing Craft(s). In the case that he doesn’t have enough landing crafts to support all of his troops, only those troops for which there are enough landing crafts will be make the journey on planet. The landing craft will pick a spot where the shield is at the weakest (or perhaps where there is no shield) and penetrate through there. 

Territories

A planet will be divided into several (such as 5 or 6) territories. Each territory may also hold a “Major City.” Battles will take place in these territories, and either in the Major City or in the countryside (and the defense can retreat into the major city while his reinforcements from other territories arrive). Once all territories are conquered, or there is no enemy resistance left, the planet will belong to the offensive player.

Real-time battles

For the battles to be more interesting, approximately one minute of battle time will equal to one hour of “galaxy” time (or some other equally interesting ratio). In this way, the defense will be able to bring in reinforcements either from another planet, or from another territory to successfully mount a defense. Additionally, since the battles will be real time, you can expect a full tactical engine similar to that of Medieval: Total War, in which the terrain (snow, ice, sand, etc) will be taken into consideration as well as the morale. 

Special units

Not only will defensive buildings such as an Anti-Infantry Tower or an Anti-Air Tower take place in the battle, but the players will also be able to use their ships from space to bombard the battlefield in real time (however capital ships will have such a huge radius that when used, can just as easily destroy as many friendly forces as enemy forces). Air units such as purely atmospheric forces (airspeeders) or space fighters (TIE/X-Wing, etc) will also be available to strafe, bombard, or dogfight. “Commander” units will take live participation (not to be confused with the rank Commander), and persistent characters will have a small chance of being killed off (it happens when their avatars are killed) or captured. 

Experience

Reflecting the importance of a commanding unit will be the fact that a unit’s experience will be lodged into the Commander. While a unit will have basic stats such as attack, defend, detect, etc., how bonus stats will be allocated will be dependent on how skilled a commander is leading the battle. After winning a battle, the commander’s ground battle-related experience will go up, and as a side effect grant a bonus to the unit’s stats he is assigned to. If the commander dies, he will be replaced by a newly generated non-persistent character (commanders may be replaced by persistent characters at any time though) and the unit will lose all of its gained experience (although factual things such as armor or weapon upgrades attained by technological upgrades will remain). Thusly unit experience is handled no different from that of the galaxy or space modes. 

Morale

Just like in reality, morale will play a huge role on the troops (unless they are droids, in which case more than likely morale will be disregarded completely). As mentioned earlier, morale is a unique hidden resource and it gets carried over no matter what the unit is doing (i.e. the morale from ‘galaxy’ mode will also affect the unit while in ground battle mode). Low morale will lead to units sometimes disobeying orders (such as not attacking), or even running away from battle and surrendering. On the other hand high morale means that the units will do everything you tell them to do even if it means almost certain suicide (such as rushing one stormtrooper squad against ten wookie squads). Morale on the battlefield can quickly be lowered (the death of a commanding unit, especially that of the General) or raised (the death/capture of the enemy General, or winning a battle while receiving few casualties). Once the battle is over, morale will once again be under the mercy of the galactic situation (is there a lack of food, money, etc?). 
Communications

Communications will play a vital part in SWR2. Communications do not occur just between the content of the game itself, but to the player also.

To maintain contact between your systems, you must use communication relays. These relays would be positioned throughout the star system. (Player to build relays?) If your communications are jammed or blocked in some way, you, AS A PLAYER, cannot contact any planets that are not capable of communication, until such a time as the problem is resolved, or a ship/fleet is sent to investigate.

Communications may be linked in such a way that it is like a chain, and therefore, if one link is broken then the entire line is broken, and thus dealing a deathly blow to control over the faction.

Special orders may be assigned to each planetary system in the case of a communications breakdown, or in the case of no orders, random events may happen. For example, a fleet may proceed to do a random jump, or characters may travel to different planets, or uprisings may occur out of fear.

Communications can be jammed by a special character mission, “Jam Communications”.  Once the mission is initiated, the character proceeds to the planet and jams the communications. The communications stay jammed until either the mission is cancelled, the character is found out, or the planet is taken. If the character is found out, the communications may stay jammed for a small-undefined number of days, being a ‘search period’ for the jamming device.

An espionage mission on that planet would assist in discovering the communications jammer and counter the effects of the mission. 

Jammed communications would affect morale in battle, and, furthermore, they player would not know what would be happening on that planet at all. On the odd event, a freighter may bring news of events on that planet, but you would still not be able to control it. 
A good idea, but it contradicts the other features in Rebellion 2 (for example, why would you be able to directly control the space battle or ground battle if the communication to that planet was jammed? Also, in Rebellion 2 there is no “response lag” like you would expect in a real galaxy commanded by the Emperor). In the end, I feel that this would contradict the core gameplay, which is the players’ omnipotence (the ability to know everything that’s going on in his faction). In response to the last paragraph, how would one effectively command a battle if there was no way to communicate to it? And if the player somehow mysteriously controlled it through the force, then there would be no reason why he couldn’t do the same with the planet/fleets.
Construction

I hope to make a list of the different units available to different factions, so PLEASE help me with this by making suggestions and additions to this list!!! I can’t do this one all by my self. :). And please feel free to comment badly about what I have put in already: I kinda made it lame accidentally on purpose. 
Note: We will be starting somewhere in the pre-ANH era, not in the Old Republic era (too little known about it, and too big of a rift between the two eras… expansion pack?). In addition, because of the nature of construction of Rebellion 2 (not just “cards”.. but it will be detailed later) this gives  a very broad overview of the possibilities (but certainly not the details). Military units will be constructed out of several parts, and the names are going to be more specific than “Starport.” 

Bounty hunters as a faction will not control any planets (unless someone can show an example of the Bounty Hunters Alliance/Guild owning a planet at some point). 

Faction: Goodies

	ERA
	Starships/Fighters
	Troops
	Facilities

	Episode 1
	Naboo Starfighter

Royal Transport

Etc, etc
	Gungan Warriors

Shield Creature Thing
	Starport

Royal Castle

Gungan City

	Episode 2
	Troop Transports

Almost Star Destroyers
	Clone Army
	

	Episode 3
	
	
	

	Episode 4
	
	
	

	Episode 5
	
	
	

	Episode 6
	
	
	


Faction: Baddies

	ERA
	Starships/Fighters
	Troops
	Facilities

	Episode 1
	Control Ship

Robot Fighter Things
	Droids

Tanks

Droid Ekars
	Starport

	Episode 2
	Control Ship

Robot Fighter Things
	Funny Geonosians

Droids

Tanks

Droid Ekars
	Hive/Nest/Whatever

	Episode 3
	
	
	

	Episode 4
	
	
	

	Episode 5
	
	
	

	Episode 6
	
	
	


Faction: Bounty Hunters

	ERA
	Starships/Fighters
	Troops
	Facilities

	Episode 1
	Boba Fett’s cool ship
	
	Starport

	Episode 2
	
	
	

	Episode 3
	
	
	

	Episode 4
	
	
	

	Episode 5
	
	
	

	Episode 6
	
	
	


Contributors

I have included the following note at the very start of this document, however if you were too lazy to read it up there, please, PLEASE read it now: IT’S IMPORTANT!!!

If you contribute to this document, please choose a colour not yet chosen, type your name here in that colour and then type any comments you have from then on IN THAT COLOUR. That way we can keep track of any changes etc to this document and therefore give due credit to those who deserve it!!! (You may type headers in plain black). And please DO NOT DELETE OTHER PEOPLE’S WORK!!! Use the strikeout font option over their text if you want it to be ignored, but don’t delete it. To access strikeout, simply select the text, go to the format menu, click on “Font”, and select the strikeout checkbox.
Regards,

Daniel “Vector” Kerr
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