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1 Vision


I've always been disappointed with the Suikoden series, so this is my take on the style.  I've always liked the idea of an epic political war RPGs with dozens of heroes, but Suikoden has always failed me in two big ways.


First, Suikoden throws a huge array of heroes at you to use.  Unfortunately, there is little variety in their function other than stats and a few spells.  This leads to just using your favorite six because they have a cool sprite and/or their stats are a little better than somebody else's.  Different party compositions should have immediately identifiable strengths, weaknesses, and roles.  A great Suikoden should give every hero his or her own unique flavor while also encouraging you to use all of your heroes instead of a handful for the majority of the game.


However, the biggest problem with Suikoden has always been its lack of systems integration/interoperability.  For an epic war RPG, the wars often take a backseat to the core mechanics--often feeling like shallow minigames.  The mechanics of the battle and war systems are basically completely independent of each other.  A great Suikoden should have full systems integration, where war seamlessly follows the same rules as small scale combat.  Spelunking in a deep cave shouldn't feel like it came from a completely different game than dueling a swordsman.


So, those are my two objectives in this design.  I want to command a vast variety of heroes without having to rely on too much micromanagement.  I want the war system to use the same battle mechanics as normal combat encounters.  How are my objectives different when going dragon-slaying versus invading a foreign territory--and how can I use similar sets of rules to accomplish both?  I want these things to integrate and feel familiar regardless of context, with the key difference being how they're employed to diversify scenario objectives.

2 Heroes

2.1 Statistics

Health is obvious.  So are some of the rest but I typed them out anyway.

Strength affects attack damage dealt.

Endurance affects attack damage received.

Magic affects special damage dealt.

Will affects special damage received.

Agility affects action interval.

Leadership affects the amount of morale generated each action.

Intimidation affects the amount of enemy morale reduced each action.

2.2 Traits, Behavior, Personality, and Motivation

2.2.1 Traits


Traits are passive effects that usually contribute to to combat effectiveness, but there are many traits exclusive the War Mode.  Each hero has two traits that help define their role.

List of Sample Traits

Commander enforces the obedient personality on rebellious heroes.

Stealth allows the troop to avoid encounters if the stealth hero is leader.

Assist allows the hero to join adjacent encounters and provide steady attack damage.

Inspire allows two rally techniques to be used simultaneously.

Disruption delays an enemy target's action interval when attacked.

Subterfuge damages adjacent enemy troops over time, even outside an encounter.

Sentinel allows the hero to take automatically take damage in place of any back-row hero.

Spy allows a troop to initiate an encounter with stealth troops.

Scavenger allows the hero to generate gold every action.

Counter allows the hero to retaliate against attackers.

Shadowstep allows the hero to target from any range, regardless of weapon type.

2.2.2 Personality and Behavior


A hero's personality determines their behavior.  Obedient heroes will follow the troop leader's behavior, while Rebellious heroes follow their own behavior.


A hero's behavior determines who they prioritize in combat.  If their priority target isn't available, they will default the closest target.

Closest targets the nearest enemy unit.

Leader targets the troop leader.

Strongest targets the the unit with the highest health.

Weakest targets the unit with the lowest health. 

2.2.3 Motivation


Heroes generate AP in combat which is used to perform their special attack.  The method of AP generation is determined by a hero's motivation.  Aggressive heroes generate AP whenever they attack, while Defensive heroes generate AP whenever damaged.

2.3 Abilities


Abilities are the actions heroes can take in combat.  Every hero has one of the following:

2.3.1 Attack


A basic attack using the equipped weapon.  Damage is determined by the weapon and the hero's strength.

2.3.2 Special


A special maneuver that is automatically used whenever a hero has full AP (maybe three points?).  AP is generated based on the hero's motivation.  The potency of special abilities is determined by the magic stat.

List of Sample Specials

Rally generates morale.

Stun will stop an enemy unit from taking action.

Heal will restore the health of the weakest unit.

Silence prevents an enemy unit from using special and support abilities.

Taunt forces all enemy units to prioritize the user.

Evasion allows the unit to avoid incoming damage.

Damage is a generic placeholder for any special that deals damage.  Most common type.

2.3.3 Support


Support abilities require manual input from the player.  These allow them to have an edge in combat whenever they take manual control.  They are often abilities that are too situational to be effective specials.  Some support abilities are similar to specials but have the advantage of being useable on demand and manually selected targets.

Steal swipes gold from an enemy unit.

Remedy dispels harmful effects.

Taunt forces a single enemy unit to prioritize the user.

Decoy designates a unit as a fake troop leader.

Buffs is a generic placeholder for beneficial effects.

Cover allows the user to take damage in place of a targeted unit.

Orders changes the user's behavior.

Position changes formation with a targeted unit.

Damage is a generic placeholder for any support ability that deals damage.  Rare.

Heal will restore the health of the target unit.  Rare.

2.3.4 Rally Technique


This is a limit break-like ability.  A rally technique can be activated at any time provided the morale meter is full.  Every hero has a unique rally technique.  In Adventure Mode the pool of useable techniques is determined by troop's heroes, while tacticians determine the pool in War Mode.  Using a rally technique fully consumes the morale meter.

2.4 Equipment


Equipment can be purchased in towns or found in dungeons during Adventure Mode.  Each hero has a weapon and armor type they can equip.  Each weapon type has an area of effect and range.

2.4.1 List of Weapon Types

Swords will target a single enemy in the front row.  Useable by the front row.

Daggers are like swords but are dual-wielded and attack twice.  Useable by the front row.

Spears will target an enemy in the front row.  Useable by any row but will pierce through to the back row if used from the front row.

Axes will target the entire front row.  Useable by the front row.

Staves will target a single enemy in the back row.  Useable by the back row.

Bows will target a single enemy in any row.  Useable by the back row.

Guns will target a single enemy in the front row.  Useable by the back row.

2.4.2 List of Armor Types

Heavy Armor generally improves damage reduction?

Medium Armor generally improves agility?

Light Armor
generally improves magic?

Shields are only useable by (most) sword wielders.

3 Battle System


This is just a quick summary until I add subsections.


The battle system resembles ATB from Final Fantasy, except heroes will auto-battle.  Heroes automatically use Attack when it is their turn.  When their AP bar is full they will automatically use their special ability.  Each troop has a designated party leader.  Party leaders generate morale for their troop while degenerating the enemy's morale.  Morale is spent on powerful rally techniques.  Party leaders also influence the behavior of their troop.  Many units will follow the targeting behavior of the party leader, allowing them to focus fire individual enemies.


While battles can be fully automatic, the player can provide direct input by activating rally techniques.  Additionally, every hero has a support ability that can only be used manually.  The timing of these actions can tip the scales in the player's favor.


The same battle system is used in both Adventure and War Modes.  In War Mode, auto-battles will play out in real-time while the player has a strategic view of the region map.  While all of the numbers are calculated as they would in an Adventure Mode encounter, they are only represented by an icon on the strategic map until they are selected and “zoomed in” on.  This opens up the familiar combat screen where the player can provide input and leverage an advantage during critical war encounters.


In a way, you can look at the battle system as being similar to FF12's, but trading complex gambits and a huge spell list for commanding up to five parties of six heroes simultaneously, in addition to even more parties of generic soldiers.

4 Gameplay Modes

4.1 Adventure Mode


This is a quick summary of Adventure Mode until I fill in the subsections.


Adventure Mode controls similarly to War Mode except movement speed is accelerated outside of combat encounters.  It also differs from War Mode because you'll only be following one hero troop at a time.  


Hero troops are formed and deployed to carry out missions on the region map.  Missions can range from spelunking a cave for treasure to satisfying special objectives that impact War Mode (like preemptively giving the player control of some key nodes).


By navigating to a mission node, a hero troop can enter a dungeon which is also nodal.  However, instead of nodes being fortresses and villages they are rooms in a dungeon that contain monsters and treasure instead of armies.  Hero troops that complete a mission node are granted experience points and placed on cooldown until they can deploy for a new mission.  This allows the player to experience missions with a variety of party compositions.


The core storyline is conveyed in critical missions, which must be completed to activate War Mode.  Side-stories for less critical heroes can play out in optional missions.  Generic missions are recyclable dungeons that can be completed for experience points and money.


Adventure Mode is also where the headquarters is managed--providing upgrades for upcoming wars or further adventures.

4.1.1 Missions

Critical Missions

Optional Missions

Generic Missions

4.1.2 Dungeons

4.1.3 Towns

4.1.4 Headquarters

4.2 War Mode


Once the player has achieved all critical missions in Adventure Mode, War Mode can be activated.  War takes place on the region map and plays out in real time.  The player and enemy compete to control  nodes and achieve victory by capturing the opposing force's headquarters.

4.2.1 Node Types


There are various types of nodes to capture and exploit.  Nodes are captured when occupied by a troop and remain captured even when the occupying troop has departed.  Many node types allow the garrisoning of troops, making them eligible to receive bonuses from supply nodes and other possible effects.  Any troop occupying such a node is automatically garrisoned.

HQ Node


Capturing the enemy HQ is the ultimate objective and losing your own HQ results in failure.  Troops can be deployed from the HQ node.  May be garrisoned by troops.

Fortress Node


Troops can be deployed from a fortress node.  May be garrisoned by troops.

Village Node


Generates gold for the controlling force.  Requires a linear connection to an HQ or fortress node.  May be garrisoned by troops.
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Supply Node


Regenerates health to troops garrisoned in nearby nodes.  Amount of health regenerated diminishes with nodal range.  Requires a linear connection to the garrisoned node.  Troops can not be garrisoned at a supply node, and therefore do not receive its effects.
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The effects of supply nodes can stack.  The graphic below depicts a scenario where the player cut off multiple supply nodes by capturing only one node.
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Landmark Node


Generates morale for the controlling force.  Can not be garrisoned by troops.

Outpost Node


May be garrisoned by troops.

Neutral Node


May be captured but not garrisoned by troops.  Therefore, troops occupying neutral nodes do not receive benefits from supply nodes.

4.2.2 Troops


A troop is just a party of up to six individual units.  Troops can be deployed from an HQ or fortress node.  Troops come in two flavors.

Generic Troops


These troops are comprised of generic soldier units and are the backbone of any force.  Their character level, initial health, maximum health, equipment, and maximum number of active troops are determined by upgrades made to the HQ during Adventure Mode.  Unit composition of a generic troop is always three swordsmen and three archers.  Generic troops are cost-free to deploy but require a training period before they are activated.  Training time is dictated by the number of nodes controlled. 

Hero Troops


These troops are comprised of hero characters that are recruited during Adventure Mode.  Unit composition is determined manually by the player.  Hero equipment is purchased or found during Adventure Mode.  Hero troops do not count towards the active troop limit, but cost gold to deploy.  Hero movement consumes gold and comes to a halt when no gold is available.  When defeated, hero troops are placed on cooldown before they can be re-deployed.

4.2.3 Mechanics

Tacticians


There are three tactician slots in war mode.  Any inactive hero may be selected as a tactician at any time (defeated heroes that are on cooldown count as active, even though they are not deployed).  During War Mode, only tacticians may use rally techniques.  Strong tactician candidates are those with weaker combat capabilities but powerful rally techniques.

Troop Deployment


Troops are deployed from HQ and fortress nodes.  Generic troops are limited by HQ upgrades and training periods, while hero troops are limited by gold.

Movement


Troops can be moved from node-to-node, following the linear path between them.  Hero troops require and consume gold to move.  Troops may not pass through nodes under the opposing force's control.  The only exception are heroes with the stealth trait.

Encounters


When troops of opposing forces collide, an encounter occurs.  These play out in real-time without input by the player, obeying identical rules to combat in Adventure Mode but without the accompanying battle screen.


However, players can highlight an encounter to “zoom in” on the action.  The combat window will expand and display the two troops battling.  From here, players can input commands just as they would in Adventure Mode, including the tacticians' rally techniques.  Even while zoomed in, events in War Mode play out in real-time, so the advantages of providing manual input must be weighed against losing strategic control.  The combat window can be closed at any time, allowing the player to regain strategic control.


Once troops have deadlocked in an encounter, other troops will simply pass through them towards their objective. Heroes with the stealth trait will pass through any opposing troops, whether they are engaged in an encounter or otherwise.  Only opposing heroes with the spy trait may initiate an encounter with stealth heroes.

Morale


Just like in Adventure Mode, morale is generated whenever a unit takes action.  The only difference is morale isn't local to the troop, but belongs to a global pool shared by the entire force.  Rally Techniques are only useable by tactician's, but can be activated during any encounter.  Morale is also generated by controlling landmark nodes.

