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1. About this document

This document provides a description of the game YGRIS, which is currently in development. The document is suitable to obtain a basic vision of the game; it also can serve as a base for defining various game aspects by the members of the project team.

Some of the materials, constituting the document were translated from their respective Russian versions. The game idea emerged with Max Bakaev and Nikolay Bahovets, who together with other people occasionally contributing to the project, were the ones who developed the project to a certain extent (see 5. Project status and needs). 

2. Short game description

The game YGRIS (short for Yuri Gagarin’s Race Into Space) is a turn-based strategy game. The player is put in charge of a national space agency. He or she manages funds for a national space program, develops technologies, purchases and tests equipment (rocket carriers, space capsules, etc.), builds space centers, recruits and trains spacemen, schedules and launches space missions, spies on the opponents and etc.

The objective of the game is to earn prestige for your nation, so the game is competitive by nature. Successful space missions and other achievements add prestige; failures and breakdowns reduce it. In turn, high prestige allows the player to get more resources for the space program and to develop it to a higher degree.

The game starts in the middle of 1950s (presumably 1955) and lasts until 2010. Each of the game turns corresponds to 6 months (fall 1955 – spring 1956 – fall 1956 and so on). The game focuses to a great extent on a historical content (historically accurate equipment, spacemen, political events and etc).

In the historical model, there are 2 competing players in the game, one playing as USSR (Russia) and another – as USA. In this model, the game can may 1 or 2 human players and 1 or 0 AI players. In the custom (extended multiplayer) model, there may be up to 4 human players (adding European and Chinese space agencies).

To win the game, a player must either:

1) accumulate much more prestige (presumably 20 times more) than the opponent(s) at any given moment of the game;

2) or have more prestige points at the end of the game (presumably, year 2010)

3) or successfully complete the ‘ultimate’ space mission (presumably manned Mars landing mission).

3. Gameplay

3.1. Starting a new game

When starting a new game, a player needs to choose:

1) the number of players (2-4) and if there are going to be AI players;

2) game model: historical (USSR vs USA) or custom (up to 4 space agencies);

3) game difficulty (affects game random events, funding, AI level and etc.);

4) game victory conditions.

3.2. Navigating the screens

When the game starts, the player sees a map of the corresponding country (USSR, USA etc), where the points of potential activity are indicated (for example, Cape Canaveral space launching site and White House for the USA player; cosmodrome Baikonur and Kremlin for USSR player). The player can switch between the game screens by clicking on the objects and locations on the maps (for example, clicking on the Baikonur location brings the map of the cosmodrome with buildings on it, each of which corresponds to a game screen). Later in the game, more locations on the country map become available (e.g. more space vehicle launch sites are built).

The player is also presented a status bar that displays player’s location (game screen), game year and extended game information (available funds, info about unread news, scheduled missions etc.). The status bar also contains the alternative game navigation with scroll-down menus. Finally, it has the “End turn” button.

At the start of the game a player has a certain starting position: with some funds available and a number of buildings built (i.e. game options available).

3.3. Making decisions in the game

Generally, to get to a game screen that allows making a game decision, a player needs to click on a corresponding building on a map (cosmodrome map, country map, etc.).

Below is a list (incomplete) of buildings in the game, with the brief information on possible game activities. In the beginning of the game not all the buildings are available, some of them require certain technology or equipment to be developed, or a certain game year to come.

Cosmodrome:

1) Scientific complex. Allows to choose technologies for development, to allocate funds for the development, to check the information on existing and potential technologies.

2) Equipment complex. Allows to purchase and develop equipment (rocket carriers, space ships and capsules, space suits, etc.), to set up the testing (to increase equipment reliability), to check equipment information.

3) Mission assembly complex. Allows to set up the equipment to be used in the mission, to check the overall technical reliability of the selected equipment.

4) Spacemen complex. Allows to recruit and manage spacemen, to send them for skills training, to appoint them for manned space programs, to check personal information, conditions, skills and etc.

5) Space control center. Allows to set up and schedule space missions, to get information on their reliability (probability of success), to check the missions in progress (and to make corrections, if possible), to check existing commercial contracts or government assignments, to check miscellaneous information (e.g. the degree of Lunar surface explored or the current configuration of celestial bodies).

6) Administration office. Allows to check the funding for the space program, to manage the funds distribution and to check the balance, to read the news. Also, shows the information regarding prestige points (current points and past tendency).

7) Museum of space history. Allows to see all the information related to the space exploration in the game: space missions (including dates and first nation to complete a mission), technologies and equipment, spacemen, nations’ prestige points earned and etc. In the historical model of the game, the museum also contains chapters with true historical information.

8) A group of equipment-specific buildings. Allows to check and set parameters, specific for a given equipment piece (rocket carrier, space ship, etc).

9) A group of program-specific buildings. Allows to check and set parameters, specific for a given program (e.g. form spacemen crews for manned programs).

10) A group of launching pads. Allows to check and confirm the launch of space missions (rocket carriers).

11) A group of spacemen training facilities. Allows to put the spacemen in and out of skills training; to see the training progress.

Government (e.g. Kremlin/White House):

12) Government office. Displays the attitude of the government of a nation towards the player. Also, contains information about game-related features of the government (e.g. funding preferences) and historical political information.

13) Intelligence agency. Displays information on the player’s opponent(s), with a certain degree of accuracy and trustworthiness: missions planned, technologies developed, equipment reliability and etc.

14) Ministry of defense. Displays the information regarding the government assignments for the player (requirements to undertake a certain space mission).

15) Ministry of foreign affairs. Displays the information regarding commercial contracts for the player (e.g. offers from another nations to undertake a certain space mission).

16) Ministry of finance. Displays detailed information about the funding of the space program, with past tendencies and future forecasts.

3.4. Space missions

The player sets up and schedules space missions during his or her turn. The missions are actually launched in-between turns, after the player clicks the “End turn” button. In case of some events the mission launch can be delayed, sometimes until as long as the next turn. These events can be random (e.g. weather conditions) or non-random (e.g. the damage of the launching pad because of the previous mission’s rocket carrier explosion).

The missions consist of stages, on each of which certain actions happen, certain equipment is used and certain crew members participate (in case of manned mission). Each stage of the mission can be successful or not successful, as the result of the reliability of the equipment, of technologies developed, of crew members’ skills and conditions, of previous missions’ outcomes and of certain random factors.

If a stage is successful, the mission proceeds as planned. If a stage is not successful (failures occur), it affects the course of the mission (ranging from the need to alter mission program and skip some stages, to a complete disaster, when the entire mission is failed and equipment is lost or crew members are dead or injured).

The player generally watches missions passively, but can be occasionally asked to make a decision (e.g. when a stage is failed, player needs to decide if the mission must be cut short). It’s during the course of a mission when the game multimedia materials (video, photo and audio) are presented to the player. The actual materials presented depend on the mission stage, mission equipment, stage successfulness, etc. In this way, the player is stimulated to try as many variants as possible in the game, thus increasing the game replay value.

Besides watching his or her own missions, the player may be shown some details of missions undertaken by an opponent, but that shows limited materials.

3.5. Multiplayer

The game is competitive by nature, and although AI can take the role of a player, the game is most fun when played against other human player(s). The historical model of the game allows up to 2 human players (in hot-seat mode or via network or via Internet). The custom model of the game allows up to 4 human players (via network or via Internet), making their turns simultaneously.
One of the marketing solutions may be that the historical model of the game is released first, and then, after more promotion, the multiplayer add-on (custom model of the game) is released.

3.6. Game art and multimedia

The game allows presenting to the player very attractive multimedia materials, related to space and the space exploration. These include video materials (3D), photo materials and audio. The video and audio materials are mostly used to illustrate missions of the space exploration (e.g. rocket carriers’ launches, space walks, pictures of another planets, etc.). Photos are used to illustrate missions as well as other screens in the game (e.g. equipment development screen).

Some of the multimedia materials are real (the multimedia bank of the project already includes hundreds of images), and some are fictional; they must be specially developed for the game (e.g. for missions that were never undertaken in reality yet, like Mars expedition; or images of the equipment that didn’t get much development in reality).

All in all, the multimedia material can be very harmonically built into game process, luring the player to try all the game capabilities and encouraging replays.

4. Game objects

The following chapter lists some of the game objects and concepts with the descriptions and some of the properties.

4.1. Buildings

Buildings in the game have dual role – first, they represent game screens in terms of navigation, and second, they allow certain game actions for the player (or reflect certain game actions that have been made).

Building may have the following properties:

· cost to build (may be 0 or automatically built),

· year to appear,

· technology required to appear,

· equipment required to appear,

· etc.

4.2. Technologies

There is a “tree” of technologies in the game, - so the technologies can be developed in a certain order, but still with enough flexibility to allow the player to try different game strategies. The technologies may allow: certain missions to be set up, or equipment to be developed, or increase of reliability of equipment or missions. Technologies require a certain amount of fund-seasons to be spent to develop.
For presumed list of technologies, see Appendix A.

4.3. Equipment

Equipment is used in the missions in the game; - the reliability (success probability) of a mission depends to a high degree on the equipment reliability.

Equipment pieces generally have some default reliability at the moment of development (purchase), which can be increased by assigning funds to test the equipment or by developing certain more advanced technologies.
For presumed list of equipment, see Appendix B.

4.4. Spacemen

The spacemen take part in manned missions, which generally earn more prestige than unmanned missions. The player decides when to recruit spacemen, whether to send them for special training, put them into manned programs, etc.

The spacemen have a number of characteristics:

· personal information (name, year of birth, sex),

· maximum term of service,

· skills (pilot skill, duration in space, docking skill, physical endurance, psychological endurance, scientific skill),

· profession,

· conditions (morale and physical condition).

The skills generally contribute to success of a mission in which a spaceman participates.

Conditions reflect spacemen’s suitability for the space program; if morale or health fall bellow a certain threshold, a spaceman retires.

As a result of participating in missions, spacemen can have an increase in skills or morale (if the mission is successful). In case of mission failure, spacemen can get injured (with temporary or permanently decreased physical condition) or die (that puts a spaceman out of the space program).
For an example of spacemen characteristics, see Appendix C.

4.5. Missions

Missions of the space exploration are the ultimate result of the player’s activities in the game. Missions allow to earn prestige, and thus to put your nation ahead in the space race.

Each mission consists of stages (the first one generally being the launch of a rocket carrier), each of which may be successful or not. For more information see chapter 3.4. Space missions.

The player has some freedom to ‘construct’ mission out of stages, but some of the stages may be pre-defined (required). Also more stages (and, thus, missions) become available during the course of the game (as technologies and equipment are developed).
Generally, the player sees the results of missions in-between turns, but some missions may take several turns (e.g. sending a ship to Mars or constructing space station for prolonged duration in space). In latter case the player sees only some stages of such a mission each turn.

4.6. Funding

The funds, allocated for the space program, are the player’s main resource in the game. The major part of the funds generally comes from the government, but there can be occasional contributions from non-government companies or private persons. Also, some funds come from commercial contracts.

The formula for the funds the player has on the beginning of each turn is the following:

Fn = Fn-1 + K*A*Nn + M + C

Fn – funds in the beginning of turn n,

Fn-1 – funds left from the previous turn (n-1),

K – current government’s inclination to fund the space program,

A – government’s attitude towards the program (depends of total prestige points, of prestige points earned recently, of successful fulfillment of the government assignments in the past),

Nn – average funds for the given turn n (e.g. in 1980 it’s more than in 1955),

M – additional bonus from the government, if any (somehow random, but depends on the A),

C – income from commercial contracts, if any.

The player spends funds to develop technologies, to purchase, develop and test equipment, to recruit and train spacemen, to construct buildings, etc.

The funds balance may not be negative.

4.7. Politics and espionage
Politics play an important role in the game, especially in the historical model, where it is relevant for historical background. The average amount of funds, allocated for the space program, depends of the current government’s inclination for funding. Also the government influences the availability and frequency of foreign contracts. 

For an example on governments in the game, see Appendix D.

Another important feature in the game is espionage. The national Intelligence Agency provides information on opponents’ development in terms of technology and equipment, on missions being planned, and so on. The accuracy of the intelligence information is far from 100%, but it can be increased using certain ways, for example, by successfully completing a government’s assignment (e.g. launching a spy satellite).

4.8. News and turn results

In the beginning of each turn the player gets some news, which may include the news about technology or equipment development, about financing or espionage, about spacemen training or retirement, about random events (equipment failure, weather conditions, etc.) summaries about the missions outcomes (single turn and multi-turn) and so on. In the historical model of the game, the news also includes the news not directly related to the game events (e.g. political news of the epoch).

From the news screen the player is able to move to related buildings (game screens).

5. Project status and needs

This project started as a freeware. The idea was developed by Max Bakaev (Novosibirsk, Russia) and Nikolay Bahovets (Kemerovo, Russia); later they both became the core of the game development team. Several other people also were contributing to the project occasionally.

Currently, the following is developed in the project:

· game concept and gameplay scenarios,

· characteristics and descriptions of technologies, equipment, spacemen, buildings, governments, missions and etc. (for example, see Appendixes A-D),

· game information design,

· some multimedia data gathered.

To complete the project (in terms of creating the game only, not marketing), the following needs to be done:

· deciding project implementation architecture,

· art-designing the game,

· implementing the game in terms of programming code,

· finishing gathering and developing multimedia materials.

The most reasonable solution is probably to form the game development team that in addition to Max Bakaev (idea, coordination, game math models development, translation and project management) and Nikolay Bahovets (idea, game design, historical materials development) would include 3-4 other members: 2 programmers and 1-2 designers (art design and multimedia design).

6. Project resume

This chapter sums up the project features, listed in the document.

· YGRIS is a game project (turn-based strategy) with an original idea, where the player is in the role of the head of a national space exploration program,

· the game is especially promising on the Asian market now, when Chinese space agency launched the first Chinese spaceman into space,

· the game is based on accurate historical data, which makes it valuable even for educational purposes,

· the game has multiplayer capabilities, and is a good base for add-ons,

· the game presents attractive multimedia material related to space and space exploration,

· a great deal of the game is already designed (mostly information design), and forming project team is probably necessary to art-design the game and complete game programming.

Appendix A

Example of technologies in the game (USSR player)

	Name
	Allows

	Rocket carrier A-series
	A1 Rocket

	Space apparatus
	new tech

	Space satellite
	Sputnik

	Universal apparatus
	Kosmos

	Improved rocket carriers
	Rocket A2, additional stage

	Life-support system
	Sputnik-M, Progress ship

	Moon exploration
	Luna

	Manned spaceship
	Vostok

	Equipment co-ordination
	Vostok complex, Kosmos complex

	Space exploration
	new tech

	Mars exploration
	Mars

	Landing on non-oxygen armosphere planets
	new tech

	Venera exploration
	Venera

	Space communications
	Molnia

	Space intellegence
	Spying equipment

	Research in space
	Proton

	Cargo rocket carrier
	Proton Rocket

	Samples taking
	Geophysical equipment

	Increased-safety space flights
	woman in space

	Group launches
	double launches

	Advanced pilotage
	Voskhod

	Space docking
	Docking module

	Space automation
	Automatic docking

	Advanced spaceships
	Soyuz, Soyuz complex

	Military doctrine
	Spiral

	"Star Wars"
	Battle lasers

	Light rocket carrier
	Rokot Rocket

	Space station
	Salyut

	Space manoeuvring
	Soyuz TM

	Cargo delivery
	Soyuz T

	Improved cargo ship
	Progress

	Universal rocket carrier
	Molnia Rocket

	Advanced manned duration
	more than 1-day duration

	Shuttle ship
	Buran

	New generation rocket carrier
	Energia

	Lunar landing
	Lunokhod, L-3 Module

	Lunar approach
	N-1 Rocket, Lunar Soyuz

	Mars perspectives
	Fobos

	Communication industry demands
	Angara Rocket

	Multistage-constructing space station
	Mir

	Moon building modules
	Moon station

	Shuttle rocket carrier
	Baikal rocket

	Non-carrier space launch
	MAKS

	Space walk
	Space suit

	Ecology and space
	Zenit Rocket

	Linked space launch
	one rocket carrier for several ships

	Moon base
	Base module, Lunar Cargo ship

	Manned interplanetary travel
	Power Acceleration module

	Space autonomy
	Habitation module

	Advanced power engineering
	Energy module

	Ion engines
	Acceleration module

	Mars launch
	Mars expedition


Appendix B

Example of equipment in the game (USSR player)

	Ships and modules table (USSR)
	
	
	
	
	
	
	

	N
	Name
	Class
	Price
	max men
	mass, kg
	min reliab %
	max duration
	Planets

	01
	Sputnik
	1
	2
	0
	83,6
	45
	92
	n/a

	02
	Kosmos
	1
	5
	0
	900
	40
	-1
	All

	03
	Luna
	1
	10
	0
	1000
	30
	-1
	Moon

	04
	Venera
	1
	15
	0
	1100
	25
	-1
	Venera

	05
	Mars
	1
	20
	0
	1200
	30
	-1
	Mars

	06
	Vostok
	3
	15
	1
	4730
	40
	5
	n/a

	07
	Voskhod
	3
	30
	3
	5682
	50
	7
	n/a

	08
	Soyuz
	3
	40
	3
	6800
	50
	18
	n/a

	09
	Soyuz T
	3
	45
	3
	6850
	55
	19
	n/a

	10
	Souyz TM
	3
	50
	3
	6900
	55
	25
	n/a

	11
	Spiral
	4
	200
	2
	10000
	10
	3
	n/a

	12
	Salyut
	5
	100
	6
	18900
	60
	237
	n/a

	13
	Mir
	5
	300
	
	
	75
	
	n/a

	14
	Progress
	1
	40
	0
	7000
	60
	4
	n/a

	15
	Molnia
	1
	25
	0
	1600
	50
	-1
	n/a

	16
	Buran
	4
	500
	10
	105000
	50
	30
	Moon

	17
	Fobos
	1
	
	0
	
	40
	-1
	Mars

	18
	MAKS
	4
	1000
	2
	26900
	60
	25
	n/a

	19
	Sputnik-M
	2
	3
	1
	508,3
	55
	7
	n/a

	20
	Lunar Soyuz
	6
	150
	2
	9850
	55
	13
	Moon

	21
	Module L-3
	6
	50
	1
	5560
	55
	1
	n/a

	22
	Proton
	1
	40
	0
	12200
	45
	-1
	n/a

	23
	Station module
	5
	60
	var
	15000
	70
	-1
	n/a

	24
	Lunar Cargo Ship
	6
	500
	4
	80000
	50
	30
	Moon

	25
	Habitation Module
	7
	400
	6
	230000
	30
	900
	n/a

	26
	Energy Module
	7
	800
	0
	27000
	50
	-1
	n/a

	27
	Acceleration Module
	7
	1000
	0
	240000
	10
	-1
	Mars

	28
	Base Module
	6
	750
	2
	22000
	5
	350
	n/a

	29
	Power Acceleration Module
	1
	350
	0
	21000
	60
	-1
	Moon

	
	
	
	
	
	
	
	
	

	Class
	1-auto
	2-animals
	3-capsule
	4-shuttle
	5-space st
	6-Moon exp
	7-Mars exp
	

	
	
	
	
	
	
	
	
	

	Carrier rockets table (USSR)
	
	
	
	
	
	
	

	N
	Name
	Class
	Price
	Launch mass,kg
	min reliab %
	Stages
	
	

	100
	A1
	1
	3
	100
	15
	2
	
	

	101
	A2 "Sputnik"
	1
	5
	600
	20
	2
	
	

	102
	Vostok
	1
	25
	4800
	30
	3
	
	

	103
	Proton
	2
	100
	20000
	50
	4
	
	

	104
	Soyuz
	1
	50
	7000
	40
	3
	
	

	105
	Angara
	2
	300
	27000
	60
	2
	
	

	106
	Energia
	1
	600
	250000
	50
	2
	
	

	107
	Rokot
	2
	10
	1900
	50
	3
	
	

	108
	N-1
	1
	200
	97000
	15
	4
	
	

	109
	Kosmos
	2
	8
	1300
	40
	2
	
	

	110
	Zenit
	1
	20
	4300
	50
	3
	
	

	111
	Baikal
	1
	500
	25000
	60
	2
	
	

	112
	Molnia
	1
	55
	7620
	30
	4
	
	

	113
	Additional stage
	1
	30
	1100
	40
	1
	
	

	
	
	
	
	
	
	
	
	

	Class
	1-universal
	2-unmanned only
	
	
	
	
	
	

	Additional equipment table (USSR)
	
	
	
	
	
	
	

	N
	Name
	Class
	Price
	Mass, kg
	min reliab %
	Suitable ships
	
	

	200
	Space suit
	1
	0
	0
	50
	
	
	

	201
	Lunokhod
	2
	30
	756
	40
	
	
	

	202
	Lunar automobile
	2
	10
	300
	40
	21
	
	

	203
	Marsokhod
	2
	50
	1000
	30
	
	
	

	204
	Telescope
	3
	0
	1000
	--
	22
	
	

	205
	Communication system
	3
	0
	300
	--
	15
	
	

	206
	Spying system
	3
	0
	400
	--
	22,02
	
	

	207
	Battle lasers
	3
	0
	1900
	--
	22,02
	
	

	208
	Scientific equipment
	3
	0
	400
	--
	22
	
	

	209
	Geophysical equipment
	3
	0
	100
	--
	22,02
	
	

	210
	Research equipment
	3
	15
	100
	35
	02,03,04,05
	
	

	211
	Landing equipment
	3
	10
	500
	20
	03,04,05
	
	

	212
	Return capsule
	3
	20
	300
	25
	03,04,05
	
	

	213
	Docking module
	2
	10
	200
	40
	02,07,08,09,10,11,14,16,18
	

	214
	Life-support system
	3
	5
	50
	40
	19,06,07,08
	
	

	215
	Interplanetary accelerator
	3
	5
	300
	45
	02,16,18
	
	

	Class
	1-special device
	2-self-dependent
	3-upgrade
	
	
	
	
	


Appendix C

Example of spacemen characteristics in the game (USSR player)

	
	
	
	
	
	Skills
	
	Endurance
	
	
	Scientific
	
	

	N
	Cosmonaut
	sex
	Active years
	Pilot
	Duration
	Docking
	Psych
	Physical
	Profession
	skill
	Morale
	Physical

	001
	Yuri Gagarin
	m
	1959 - 1964
	4
	1
	0
	1
	1
	pilot
	4
	100
	100

	002
	German Titov
	m
	1959 - 1968
	4
	1
	0
	2
	2
	pilot
	2
	100
	100

	003
	Adrian Nikolaev
	m
	1976 - 1985
	3
	2
	1
	1
	2
	pilot
	2
	100
	90

	004
	Valentina Tereshkova
	f
	1962 - 1974
	2
	3
	0
	3
	2
	engineer
	1
	100
	80

	005
	Vladimir Aksenov
	m
	1973 - 1983
	2
	2
	0
	2
	3
	engineer
	2
	100
	100


Appendix D

Example of the governments in the game (USSR player)

	Years
	Ruler
	Funding
	Foreign contracts

	1953 - 1964
	Nikita Khruschev
	great
	none

	1965 - 1982
	Leonid Brezhnev
	good
	Communist states

	1983 - 1984(1)
	Yuri Andropov
	low
	Communist states

	1984(2) - 1985(1)
	Konstantin Chernenko
	average
	Communist states

	1985(2) - 1990
	Mikhail Gorbachev
	average
	World

	1991 - 1999
	Boris Eltsin
	low
	World

	2000 - 2008
	Vladimir Putin
	average
	World


