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Introduction 

Statement of Intent 

For our final project this semester, we intend to develop a game which blends strategy, 

action, and mythology, creating an experience which delivers on the fantasy of playing as 

warring gods. 

What is this? 

“In the sands of the desert, all mortal things 

are eventually lost. 

Cities rise and fall. Kings are birthed and 

buried. Tales are told and forgotten. 

Yet above it all, the gods stand alone.” 

 

Monolithic is a head-to-head multiplayer 

strategy game about gods warring 

throughout the ages. Players take control 

of several stone-bound deities, using 

their powers to raise cities, gather followers, and strike down opponents in the brawl to 

end all brawls. It's a winner-take-all battle across the eons - provided there's anything left 

for them to take. 

What sort of game is it? 
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Gameplay Summary 
Monolithic is a minimalist, fast-paced strategy game that blurs the lines between 

real-time strategy, tower defence, and tactical action - playing out in 6-8 minute matches. 

Players choose 3 stone deities - each with their own unique designs, personalities, and 

abilities - and take them into battle against their opponent. 

 

Over the course of the game, players move their gods about the map, building up 

settlements to create an empire worthy of their new pantheon. Cities players construct 

gradually generate devotion, a resource which players can use to generate followers - units 

who march down roads to claim enemy cities - or collect, to further fuel their gods' powers. 
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Through a combination of well-managed followers and abilities, they must push across the 

map - with the last empire or pantheon standing being the winner. 

Play Information 

● 2-Player 

● 1v1, Head-to-Head Matches 

● Avg. Match Length: 6-8 Minutes 

Genre 

● Real-time Strategy   

○ Lots of moving pieces. 

○ Resource management. 

○ Indirect player interaction & map control. 

● Tower Defense   

○ Autonomous unit movement w/ fixed paths. 

○ Defending capture points. 

● Action-Tactics   

○ Split-second decision making. 

○ Direct attacks. 

○ Limited micromanagement. 
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The Game Experience 

 

Core Pillars 

These core pillars were established by our team at the start of development - and they 

continue to inform every element of our game's design. 

● Control & Strategy   

○ Provide players the opportunity to make decisions with weight to them - 

guiding the fate of their empire. 

○ Make players manage multiple moving gameplay components - acting more 

as a shepherd for their empire than a direct controller. 

○ Allow players multiple avenues to influence the outcomes of games.  

● Power Fantasy   

○ Ensure that actions players take feel impactful, through the slow-building 

power of their civilization, or immediate force of their divine powers. 

○ Use the context of a world history and the progress of the player's resources 

to sell a feeling of growing strength. 

○ Monoliths should tower over their world, physically larger than most cities 

and outlasting everything else in the game. 

○ Context of divinity 
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● Ludo-narrative & Emergent Storytelling   

○ Each match plays out over thousands of years - making each the players' own 

Ragnarok-esque myths. 

○ Players shape events in the world’s history through their actions - tying into 

the ludo-narrative of their gameplay. 

○ Combining the ludo-narrative experience with the game's context should 

make connections to gameplay feel stronger. 

Game Loop 

 

We are constructing our player experience around a simple, three-step game loop. 

● Build   

○ Players race to claim territory with monoliths. 

○ Build up settlements & followers, upgrade existing infrastructure. 

● Gather   

○ Rotate between monoliths to manage different settlements around the map. 

○ Gather devotion and followers to prepare for combat. 

● Brawl   

○ Followers clash, capture new territory. 

 
7 



Jump to Other Documents                                                                                          Return to Table of Contents 
 

○ Players spend devotion to attack with monolith abilities, driving away  or 

killing opponents. 

○ Winners establish control of new territory, losers adjust around gameplay 

changes. 

Players repeat this gameplay loop multiple times over the course of each match, working 

towards their goal of destroying all of their opponents’ Monoliths. The world around them 

gradually escalates - settlements growing and warring independent of the players’ direction 

- freeing up players to spend more time and resources on combat, and rewarding those 

who established the best early foundations for their empire. 

Design Risks & Challenges 

Ensuring That Core Gameplay is Fun 

Before anything else, we wanted to ensure that our standard RTS gameplay loop - 

the building, collecting, and brawling - feels rewarding enough that players enjoy it. We 

have strong elements of progression in place for rewarding player successes, and have 

major systems dedicated to keeping the game pace going - and have made a number of 

improvements to make sure it doesn't get bogged down by pacing, feedback, and input 

issues. 

Tackling Issues of Readability & Learning Curve 

Strategy games - RTS games in particular - tend to struggle with communicating 

large amounts of relevant info to players - especially new ones. Our game is no exception, 

and we have made conscious efforts throughout development to ensure new players had a 

smoother time jumping aboard. Since our earliest iterations, we have simplified our 

controls, removing 1/3 of our button inputs in favour of on-screen UI menus, and have 

hooked up all of our core systems to complex UI, complete with hover text for detailed 

information, pop-up warnings about in-game occurrences, etc.   

Balancing Strategy and Pacing 
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We are aiming to create a relatively simple, fast paced game - while keeping a good 

level of strategic depth & progression. Much of this game's development has involved 

keeping the number of actual player inputs to a minimum - while keeping interesting, 

impactful decisions in place. As the project has gone on, we have increasingly cut down on 

the length of our game, while giving players more opportunity to take direct actions, 

providing them with more resources and followers through the Age System - resulting in a 

more engaging experience for players. 

Introducing Features While Maintaining Game Balance 

From the start of this version of our game, we feared it would be difficult to 

maintain game balance while introducing new gameplay features. While the design pipeline 

of our game itself is fairly straightforward, in terms of feature creation & implementation, 

all RTS games tend to have increasing numbers of interlocking systems to be aware of, all 

tied in to the power and pacing curves of the games. We knew all additions would have to 

be monitored to ensure they don't throw off the direction of gameplay as a whole. 

Since starting the project, we have settled on a very effective approach for 

maintaining the state of the game - taking a note from the MOBA genre and handling most 

of our additions through characters rather than layered systems. This allows us to take a 

"plug-in" approach to game design - balancing new monoliths against others in the context 

of our systems 

Ludonarrative, Fantasy & Tone 

We are approaching the narrative of this game by intentionally leaning into the 

ludo-narrative we hope it provides - with the hope that marrying a RTS/wargame pacing 

curve to the context of a Ragnarok-style battle of the gods will encourage players to build 

their own "mythologies" over the course of the match. This requires minimal support on 

our part, using the elements of gameplay to draw out emotions rather than explicit 

narrative/writing. However, this makes certain elements of design - characterizations of 

gods, visual cohesiveness, etc. - extra important, as players have to feel connected to the 

fantasy of the game. 
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Thus far we feel we have had great success in tying the feel our gameplay to both the 

characters of our gods and the mythology of each match. This is an ongoing process, and 

still requires more testing with a broader audience. 

Future Design Goals 

Creating More Monoliths 

● Add monoliths that provide players with a wider variety of strategic options. 

● Allow players to customize their gameplay, choosing a set of 3 monoliths that they 

find the most appealing. 

● Create characters who provide more complex interactions with the game's systems - 

manipulating Settlements, Followers, Devotion, etc. 

More Accessibility & Tutorialization Features 

● Add the option to customize control layouts. 

● Create a robust, full tutorial on gameplay. 

● Iterate on UI, with dynamic elements that draw players' attention to important 

elements of gameplay. 

● Notifications on city captures, monolith deaths, and other major gameplay events. 

Create a More Dynamic Game Environment 

● Allow players more ways of directly interacting with the environment, with 

destructible/alterable map features. 

● Lean into the mythic structure of our game, having the state of the game world 

change over time along with cities. 

● Have map objectives with effects on the game state besides followers - blocking or 

opening different paths for followers. 

● Provide cities with more characterization - providing them names, special gameplay 

characteristics, etc. 

● Different map layouts for variety. 

Ludonarrative/Procedural Storytelling 
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● Lean into our goal of storytelling through gameplay, further contextualizing player 

actions as events in a myth. 
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Monolith System  Designers, 

Programmers 

Details the systems behind the Monoliths 

players use to enforce their wills upon the world. 

Ability System  Designers, 

Programmers 

Describes the functions of Monolith abilities. 

Monolith Specs  Designers, 

Programmers, 

Artists 

A list containing the Character & Ability details of 

our Monoliths. Contains information on current 

gods, as well as future plans. 

Settlements & 

Followers System 

Designers, 

Programmers 

Details the systems underlying settlements & 

followers. Covers the creation, growth, and 

destruction of settlements, as well as the 

functionality of Follower units. 

Age System  Designers, 

Programmers 

Describes how time flows during each match, 

and the various events that occur. 

Controls  Designers, 

Programmers 

A list of player actions and controls. 

UI Planning  Designers, 

Artists 

A UI concepting document. 
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