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My Elephant in the Room
An Old World Design Postmortem

TS SN N NN D D T TR N N N U G e

@SorenJohnson



Who Was I? (

OFFWARLD

TRADING COMPANY

1D MEIER? » ‘

C J\fngu.;/imm




Why do we make games? Every designer has a different and
very personal answer to that question. Soren Johnson, founder
of Mohawk Games, sits down with noted designers to find out

by examining their careers as a whole.

EPISCDE 5:
Daniel Cook

March 9, 2015 In this episode, Soren
interviews Daniel Cook, who is the Chief
Creative Officer at Spry Fox. He is best
known for his design work on games
such as Triple Town, Realm of the Mad
God, and Steambirds as well as for his
writing on game design at
lostgarden.com. They discuss the joy of
making tile sets, why Lost Garden was
originally an anonymous blog, whether
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Designer Notes

EPISODE ARCHIVE

Page 5 of 5

EPISODE 4:
Henrik Fahraeus

February 10, 2015 In this episode,
Soren interviews Henrik Fahraeus, who
is a Game Director at Paradox
Interactive, where he has worked on the
Crusader Kings, Europa Universalis, and
Hearts of Iron series. Also sitting in on
the interview is Jon Shafer, lead
designer of Civilization 5 and currently
at work on his independent strategy
game At the Gates. They discuss
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" Designer Notes.

A podcast about why we make games.
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Looking for general information about Designer Notes?

J
Visit the Designer Notes Homepa
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EPISODE 3:
Frank Lantz

January 12, 2015 In this episode,
Soren interviews Frank Lantz, currently
Director of the NYU Game Center.
Frantz was also the co-founder of
Area/Code where he led the design of
Drop?7. We discuss how to make sure
your game gets written up in Being
Boing, why most people who like ARGs
have never played one, and how to take
advantage of your friend's trip to the
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Game Releases by User Score

Filter: oRARILE

16. Grim Fandango

Platform: PC
October 14, 1998

17. Diablo

Platform: PC
December 31, 1996

m 18. Sid Meier's Civilization IV
Platform: PC

October 25, 2005

19. The Witcher 3: Wild Hunt

Platform: PC
May 18, 2015

20. Company of Heroes

Platform: PC
September 13, 2006



Game Releases by User Score

F”_-EI.: GAMING & CULTURE — v e, .
How a song from the 2005 Civilization IV won
a 2011 Grammy

16. Grim Fanda ngo The theme song from Civilization IV, "Baba Yetu,” won a Grammy at last night's ...

Platform: PC BEN KUCHERA - 2/14/2011, 9:45 AM
October 14, 1998

17 Diablo Home > Mews > Sid Meier's Civilization IV 064

Platform: PC

December 31, 1996 Civ IV Accidentally Wins A Grammy @ il e

Contributor
m 18. Sid Meier's Civilization IV
Platform: PC

> Published on 14 Feb, 2011

19. The Witcher 3: Wild Hunt

Platform: PC
May 18, 2015

20. Company of Heroes
Platform: PC

September 13, 2006
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Concept Art ’ Early 2017
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NEXT UNIT

May 2020 (Early Access) | July 2021 (Launch
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Every Unit Moves




Every Unit Moves

HODE: Hove
' 112nd Fighter., RANGE: 28. Opdeps. Nunie
32 RN B AL

TURN: 152
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Every Unit Moves

Enpire
' 112nd Fighter. RANGE: 28.
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Every Unit Moves




ORDERS

TRADITIONAL CIV MOVEMENT OLD WORLD MOVEMENT

3 units, 1 move per unit Spend total number of Orders as you wish




Energy System
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Hero Academy

100% /7. 92%

losgameschannel matmutmalamute
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Worker Placement

Agricola
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Tach Deck

Turn: 0 [Team 1]

Barbarian Invasion: 30 turn(s)
Money: $1000 (+510)
- ann

Energy $20 I 15 (+12)

Adt__8o=

Wood $20
Stone  §20
fron  $20
Horses 320

Temparata/Flat
(Fiat: +50% vs. Mounted)

Soout!

HP: 10110
Strength: 10
Movement: @
Consumes 1 Food
15, 15 (555) 0

L
2 Athens 10t #1
Settler %, 5t




Different Versions...

Turnless Version
Buy Orders
Stockpiled Orders
Unlimited Movement
Hard Movement Cap
Fatigue System
Forced March




— i 5 23+24 | B w0 & 363 724107 i =

YEAR 47 / 200 3 . s 4 - NATIONS
CATALONIAV

&

KING ASHURBANIPAL (FI.. #°

OXUS RIVER
QUEEN ZARPANITU (SOREN)

- S¥ L TRIBES
ZERRAH DfPRthSfON

SCYTHIANS

7 - 3 L | ' | * NUMIDIANS £

GE

U

TEMPERATE/FLAT/CLEAR
Melee Comb:

aze Tooltip:

NEXT UNIT [MIDDLE-CLICK] or [Hold SHIFT




Undo!

Force March

S Promote
-100

‘\:_Ii WREANITAL THE
D FOUNDER

e

i

NEXT UNIT




Undo!

 SLINGER

T U - ———— q
LVL | (0/100) I .

4N 2% 20 10% ¥

Fatigued .

Put an 'undo’ button in every
strategy game

By Luke Winkie published September 18, 2021

Old World lets players backtrack whenever they make a bad move.

0900006 O|Qcomens




Tooltips with Tooltips

TEMPERATE/FLAT/SCRUB

Fresh Water

River NW, NE, W
Vs. Ranged +25% @
Resource o Sheep
Owner LY Babylon

o Pasture

& a
Husbandry =2 3, 10

Remove Scrub +10 A

Expand Tooltip: [Hold ALT]
Freeze Tooltip:
[MIDDLE-CLICK] or [Hold SHIFT]
Tile: 26, 25




Tooltips with Tooltips

? Husbandry (0/120 &)
Unlocks Pasture Improvement(s):
e Pasture

Fresh Water e Enables Rancher
e +40% for Adjacent Farms
e ~“Horses: +0.5 '

| e mCatile: +2 %, +10 &
Resource £ e@Sheep:+2 ®, +10 &
owner ! e wrPigs: +2 %, +10 @
e wGoats: +2 ©, +10 &
o Pasture Requires Ironworking

Husbancl§y Leads to Food Boost and Spoked Wheel

Remove Scrub

TEMPERATE/ 4

River
Vs. Ranged

[Press F1] to open associated encyclopedia entry

Expand Toolti
Freeze

[MIDDLE-CLICK Husbandry
Tile: 2 Remove Scrub +10 A

o Pasture 26 +10

1

Expand Tooltip: [Hold ALT]
Freeze Tooltip:
[MIDDLE-CLICK] or [Hold SHIFT]
Tile: 26, 25



o FU AR AR R
Rancher (Specialist)
e Pasture: x200%

Tooltips with Tooltips

L W

I

T

? Husbandry (0/120 A" FromRural Specialist:
Unlocks Pasture Imp © ¢ +1 A/Year

2 PaSture Pasture
Fresh Water ® Enables Ranche . Costs Citizen

® +40% for Adjace COSts * —
y Production: 60 *\Civics
e ~"Horses: +0.5

e mCattle: +2 1§, # Husbandry (0/120 &)

Resource [ ~ 42 @ Unlocks Pasture Improvement(s):
f Sheep: +2 ! e Pasture

owner e wrPigs: +2 %, + » Enables Rancher
e o Goats: +2 &_, 3 ® +40% for Adjacent Farms
o Pasture Requires Ironworking ® ““Horses: +0.5 o*

TEMPERATE/ 4

River
Vs. Ranged

Husbancff Leads to Food Boost] ¢ mCattle: +2 %, +10 &
/ e of Sheep: +2 §, +10 &

o prPigs: +2 §, +10 &
® o Goats: +2 %, +10 &
E)(pand Toolti Requires Ironworking

Remove Scrub [Press F1] to open as

Freeze ﬂ’ P:§l Leads to Food Boost and Spoked Wheel

[M|DDLE-C |_|CK: [Press F1] to open associated encyclopedia entry

Tile: 2 Rem
o Pasture
Husbandry

Remove Scrub

[M Expand Tooltip: [Hold ALT]
Freeze Tooltip:
[MIDDLE-CLICK] or [Hold SHIFT]
Tile: 26, 25



e

Civics &

Cities produce Specialists and Projects with their &.Civics. Unused

# Civics go into the Global stockpile, which can be used to enact Laws,
establish Theologies, construct Wonders, Hurry Production, perform

[] [] [ |
I O O Itl p S W I t h I O O Itl p S Missions like Influence, and other uses. You can stockpile a maximum

[P A W AT T of 2000 & Civics, with excess converted into A Science. Increase
Rancher (Specialist) & Civics by training Stonecutters and establishing Forums I. Members
of your Court with high ® Charisma also contribute to the global
. S e: 2009 & Civics stockpile.

? Husbandry (0/120 A il From Rural Specialist: [Press F1] to open associated encyclopedia entry

TEMPERATE/ Unlocks Pasture Imp“ e +1 A/fYear . e——
- ancher (Specialis
. e Pasture " 4 * Pasture: x200%

Pasture
Costs Citi
Fresh Water i ® Enables Rar?Che C"Sts feen "1 From Rural Specialist:
® +40% for Adjaces “0°5'S o +1 AlYear

Production: 60 ®.Civics
e ~"Horses: +0.5 # e Pasture

e mCattle: +2 8, Husbandry (0/120 &) Costs Citizen

] ! Unlocks Pasture Improve Costs 20 &
Resource { ©WSheep: +2 ® ) "TOREE 3 Production: 60 Civics

River
Vs. Ranged

Owner e wrPigs: +2 &- +__ » Enables Rancher
e o Goats: +2 &, | ® +40% for Adjacent Unlocks Pasture Improvement(s):
W Pasture P Requires Ironworkingf @ *Horses: +0.5# i W o Pasture

Husbanc§§ Leads to Food Boost§  ®mCattle: +2 &, +1( " = Rancher
: o #f Sheep: +2 6 +1 ® +40% for Adjacent Farms

Husbandry (0/120 A)

{

Remove Scrub [Press F1] to open as

- ® ~“Horses: +0.5 #*
* rrPigs: +2 §, +10 e mCattle: +2 %, +10 @

] * i Goals: +2 ﬁ +1( o @ Sheep: +2 §, +10 &
Expand Toolti Requires Ironworking B rerins 2 B, -10 &
Ereeze o P.§ Leads to Food Boost anc o mGoats: +2 § +10 @
] - Requires Ironworking
[MI DDLE-CLICK [Press F1] to open assoc \| Leads to Food Boost and Spoked Wheel

Tile: : Rem v _
of Pastt [Press F1] to open associated encyclopedia entry
o Pasture P a
Remove Hushandry 2 J410

&
[M Ex Remove Scrub +10

Expand Tooltip: [Hold ALT]
[MIDD Freeze Tooltip:
[MIDDLE-CLICK] or [Hold SHIFT]
Tile: 26, 25




Jon Shafer’'s At the Gates




Water Find a Crack

DESIGNER NOTES

Given the opportunity,
players will optimise
the fun out Of a game- GD Column 17: Water Finds a

Crack

Soren Johnson

P Pl ) 92900 © B £ [« O 51 I3

Playing Past Your Mistakes

679,296 views - Sep 11,2018 4 29K GV DISLIKE 4> SHARE  DOWNLOAD 3 CLIP =+ SAVE ...

EH Game Maker's Toolkit T oy
T 1.23M subscribers




ICS (Infinite City Sprawil)

Rome - Despotism {1.7.2)

i 600 AD 222 Gald (17 per tum]
Monarchy (10 tun]s_]




Planets = Cities (Master of Orion)




Territory Model (Endless Legend)

CPILT VIP-9l6 JIC OIS AN T
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City Sites

INDIAN OCEAN, i 3 ;7 A - INDIAN OCEA

>
k]

Sty SrTFe
P

@ Dur N
Jewish Disciple

T2 A

_ 55
Crey SITES




One Unit per Tile

| HELP | MENU

CAVALRY

Movement

Strength




Stacks of Doom (Civs 3-4) vs Carpets of Doom (Civs 5-6

®+25 @518(+5) @2 @0/500 who 5040 1B B s fR Turn: 107 1740 AD | HELP | MENU

Terrain Info

§ Jute Conscript (2/2) Horseman (2.1.2)
Jute Conscript (2/2) Horseman (2.1.2)
Jute Conscript (2/2) Horseman (2.1.2)
Jute Conscript (2/2) Horseman (2.1.2)
Jute Conscript (2/2) Horseman (2.1.2)
Jute Conscript (2/2) Horseman (2.1.2)
Jute Conscript (2/2) Horseman (2.1.2)
Jute Conscript (2/2) Horseman (2.1.2)
Jute Conscript (2/2) Horseman (2.1.2)
Jute Conscript (2/2) Horseman (2.1.2)

o Jute Conscript (2/2) Horseman (2.1.2)
Jute Conscript (2/2) Horseman (2.1.2)
Jute Conscript (2/2) Horseman (2.1.2)
Jute Conscript (2/2) Horseman (2.1.2)
Jute Conscript (2/2) Horseman (2.1.2)
Jute Conscript (2/2) Horseman (2.1.2)
Jute Conscript (2/2) Horseman (2.1.2)
Jute Conscript (2/2) Horseman (2.1.2)
Jute Conscript (2/2) Horseman (2.1.2)
Jute Conscript (2/2) Horseman (2.1.2)

g Jute Conscript (2/2) Horseman (2.1.2)
Jute Conscript (2/2) Horseman (2.1.2)
Jute Conscript (2/2) Horseman (2.1.2)

ute Conscript (2/2) Horseman (2.1.2)
Jute Conscript (2,/2) Warrior (1.1.1)

View Clvllupedla entry for Warrior
Vle Civilo Hulseman
Veteran
212/2
Forest

Germany - Monarchy
840D 1430 Cod o33 partum) )
Monoti heusmﬁ tums)




Stacks or 1UPT?

N D

POLLINO FOREST

Byzantion

Werker 9y

S*RIVER

TEMPERATE/HILL/TREES




Risk: Black Ops

HISTORY IS WRITTEN BY THE VICTORS




Risk: Black Ops

NTROL 8 CITIES

TROL ASIA

t 4 CITIES

TAKE OVER 10
TERRITORIES IN 1 TURN

CONTROL 11 CITIES

CONTROL EUROPE

CONTROL 1
ENEMY CAPITAL

CONTROL 2
ENEMY CAPITALS

CONTROL 18
TERRITORIES

CONTROL 2 COMPLETE
CONTINENTS

TAKE OVER AN ENTIRE
CONTINENT IN 1 TURN




Stacks or 1UPT?

N D

POLLINO FOREST

Byzantion

Werker 9y

S*RIVER

TEMPERATE/HILL/TREES




Orders + City Sites + TUPT




Orders + City Sites + TUPT

SUBUR RIVER

reTT
f

POLLINO FOREST

(\?‘.i
[N

TEMPERATE/HILL/TREES

Tile: 29, 18




Technology Deck
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Whilitery Tradition
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Technology Deck



http://drive.google.com/file/d/1R3gULdpr8UIfvRU8zVpNeJzBRQgyV7K1/view

A |
" HUSBANDRY

e il

@ PASTURE ' A SETTLER f | y¥v RALLY TROOPS

F“: ! BARRACKS
R

6 YEARS 10 YEARS : 5 YEARS ' 10 YEARS

V1EW TECH TREE




Resource Market

. ~ [
523K $55.50
® 1 Silicon sold offworld f G b O W =
L
$25.81 gy
{ = 0w
= $68.46
W (b e g W

; $45.39 [y |
b WA

LI

(+$14)
L]

bought 1,000 shares of Frank
Bawson's stock!
was targeted by a Underground Nuke!
)| ‘bought out .whoiis now.a
subsidiary!

Draginol receives 2 free claims for buying out

Frank Dawson: Lining them upito knack them down.
Level 5

_Sarer Frank Dawson bought out ,whois now

a'subsidiary®
.

1 climTile

¥ g e
$18K $40K $12K $25K

Black Market




Resource Market

Quantity




Resource Market

@soi Boa1ss, @21, B2 A 1475, fa0

Buy ©7.4 ™| PHALANX

Sell ©3.7




Resource Market

@ 3641419 B64157, 42155, B52155, A1475,, #4040

@7.4 f | PHALANX




Growth, Training, and Civics

GROWTH +17.1 %

Settler
75

Worker

Militia

TRAINING +16 =

Warrior

CIVICS: SPECIALISTS +145 %

ja » Stonecutter

R

i Apprentice Officer

@40

Rancher

Elder Poet



Growth, Training, and Civics

GROWTH +17.1 % L TRAINING +16 & n °  CIVICS: SPECIALISTS +145 %

W E l Warrior
Settler ;
3 4 =50 4y » Stonecutter
I\ 275 ! £

+50 XP

. N
Axeman -‘F‘ Apprentice Officer

* 100 =g ‘ &40

+50 XP ¥
|

"i e City Production Stockpile Used For

-

€ Workers, Settlers, City New Citizens
“ Militia Scouts, Disciples

Training Military Units Global Missions, Forced March,
Promotions, Generals

Civics Specialist/Projects Global Mission, Laws, Theologies,
Wonders, Governors




Orders
Growth
Training
Civics
Money
Culture

Science

Nation

Persia

Rome

Carthage

Greece

Babylon

Resources
Animals
Crops

Ore
Marble
Bullion

Luxuries

Improvements

Garrison

Granary

Barracks

Courthouse

Hamlet

Odeon

Library

Specialists
Acolytes
Farmers
Miners
Stonecutters
Shopkeepers
Poets

Woodcutters

Ratings

Courage
Charisma

Discipline

Wisdom

Traits
Robust
Affable
Warlike
Chancellor
Prosperous
Inspiring

Intelligent

Families
Statesmen
Landowners
Champions
Patrons
Traders
Artisans

Sages



Citizens and Specialists

k. k.
LR

INFO

-oPEl




Citizens and Specialists

@ 1254 (+148) @23 @ GOLDENAGE!(3) w4 9EE 168 10 5 Turn: 2227906 AD~4HELP | RETURN

19 Citizens

— Great People

— Citizen Management

@ Default Focus

® @ FoodFocus

® @ Production Focus
@ @ GoldFocus

@ @ Science Focus

® v Culture Focus

® @ Great Person Focus

Avoid Growth

Greaf Stientist

— Specialist Buildings

[F] Manual Specialist Control

Market
> &
Mud Pyramid Mosque @
= )

Opera House
¥ @

Public School
@~
University &

@0 S

### @ PURCHASE )™ CHANGE PRODUCTION ), |

— Wonders

RESEARCH
@

Research converts 25% of the @
Production of this City info
Science

£

Return to Map

National College /6
f
ﬂ,“,

The Kremlin @
i ]

— Buildings

T
Show Qusus [M] | y ¥ \)_

Circus R\




Citizens and Specialists

Turm: 223 1906 AD | HELP | RETURN
Citizen Mana
® Default Focus

® ® FoodFocus

v ® ® Coldrocs

= ) ® @ Production Focus
g Day

-

e @ @ Science Focus

® wh Culture Focus

® @ Great Person Focus

[F] Avoid Growth

Given the opportunity, P8 KR O e LT R : 0 e oacit o

players will optimise - — 1 RIS 2
the fun Out Of a game. ggf:lumnﬂ:wmerl’indsa o P 7 ; : w g ‘; @

Opera Ho ég

Soreﬂ JOhﬂSOﬂ i e - e . e, - 7 = ‘ .‘ A PublicS:lg\

RESEARCH
216 Prc National College

The Kremlin @

— Buildings
Circus BB\

Research converts
Production of this City




Citizens and Specialists

TRAINING +16 s 5 2 > s ‘0 () 1l COURT MEMBERS

(o T

Chatlot 1y

%

il

1

P cuanior
[ s
CLOSE
NEXT UNIT




Culture

Available Wonders:

& Weak:

® The Pyramids

e The Great Ziggurat
® The Oracle

e The Hanging Gardens
s Developing:

e The Necropolis

® The Ishtar Gate

W Strong:

e The Mausoleum

e The Acropaolis

e The Musaeum
{¥Legendary:

e The Circus Maximus
e The Pantheon

® The Hagia Sophia

® The Via Recta Souk




Culture

Available Wonders:

& Weak:

® The Pyramids

e The Great Ziggurat
® The Oracle

e The Hanging Gardens
s Developing:

e The Necropolis

® The Ishtar Gate

W Strong:

e The Mausoleum

e The Acropaolis

e The Musaeum
{¥Legendary:

e The Circus Maximus
e The Pantheon

® The Hagia Sophia

® The Via Recta Souk

LEGIONARY

Melee Infantry

Melee, Infantry

e Has ZOC

e Ignores ZOC

e Can Fortify

e Can Testudo

» Starts with Centurion

e Consumes -2 = and'-4 =
Costs 200 =

Producticn: 168

Requires ® Strong| Culture
Requires Citadeli




iy

TEN CROWNS
THE FUN OF CIVILIZATION + THE DRAMA OF CRUSADER KINGS

B ue Bl




Biography

Nationality

Gender

Total War:

R - g

Gran oIRECTOR canoates (12
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© 1000 01000
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28
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Paused

{It's funny. If you had to dream up a
|*fresh-Faced young hero' for your tale, |
\ think you would dream up Soria.

Wildermyth

) 3

& A
. 01000
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Characters

Cyrus

Romulus

Ashurbanipal

Nebuchadnezzar



Characters

Cyrus Romulus Nebuchadnezzar



Archetypes

@ Hero (Archetype)

e Can serve as General or Agent

e As General: Heal in Neutral Territory

e As General (if Leader): Can Launch Offensive

e As Leader: [All Units] Heal while Pillaging, +40 ™ per Military Unit
killed

® +3 M (Global: +16 W)

¥4 Scholar (Archetype)

e Can serve as Governor or ®Spymaster

e As Governor: +2 A/Year per Archive

e As Leader: Unlocks Inquiries in Capital, Can Redraw Techs
e | eader Mission: Tutor Child (Leader)

e +3 ™ (Global: +15 A, Slinger **: +24% ¥)

& Tactician (Archetype)

e Can serve as General or @®Spymaster

e As General: Immune to Critical Hit

e As General (if Leader): -20% ¥, Stuns Target for one Turn

e As Leader; +2 Vision Range, [Ranged Units] Hidden in Friendly or
Neutral Trees
o122 ® 42 4

¥ QOrator (Archetype)

e Can serve as Governor or ¥Ambassador

e As Governor: Can Hurry Projects with Orders

e As Leader: +40 Religion Opinions, Recruit Tribal Mercenaries with
Wil egitimacy, [All Cities] +2 #*/Year per City with Friendly Family
e+4® _1 4




Diplomacy

#e Assyria Opinion of You: Cautious (0 to 99)

e +20: MAmbassador
e +8: New Trade Deal, 4y
e +36: Freed our ambassador, 36y
e +40: Our Luxuries ( ® Gems)
e +20: Trading with Us
e +20: ZAWar with Our Enem(ies)
L] : Near
e Leader: King Adamu the New of /& Assyria (-80)
e +20: Owes Favor to Queen Tetobastis
e +20: Both are Compassionate
e +30: Your Law, Legal Code (as “#*Judge)
: Drunk
: We are different (#?Judge vs. ¥ Schemer)
: ©Assyrian Paganism is not State Religion
e : More Active Laws, 8, than /& Assyria, 6 (%*Judge)

i Total: +44

NATIONS

QUEEN TETOBASTIS 3§

KING MAMERCUS

KING ADONIBAAL )

KING ADAMU

-3

QUEEN HIPPARCHIA

KING MEGABAZUS

KING KASHTILIASH
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Elf ) Guard
Elf rider i Halfling
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Ferry

® Flaming brand
Frodo
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4 offallen soldicrs of their fate. At night, I stllsce the hatred burning

in I'.hc:y:iofa m:nagedaughl:n. I knowitis notrnyi:ault. butI
hawdm:royu:lt]‘tci: lives,

You fing

King Su

Crusader Kings 2

coloni on Loggam LI will n to deal with the ancient robots
on its surface, who we presume were left behind when whatever fate
befell their makers spared them.

Many of these anfiquated automatons have responded to our

pr nce, making reg e queries in an alien fongue. We believe
they are awaiting input. They do not appear to be sentient, and it is
likely they lack higher reasoning funclions.

Put them to work.

Scrap them for minerals.

Stellaris




A scouting party discovers rich farmland not far
from your stead. It is inhabited by strange beast
folk who behave sort of like normal Orlanthi and
call themselves the Slapfoot Ducks. For once, both
warriors and carls agree: it would be a fine thing
to drive these small, inhuman creatures from this
fertile valley and claim it as your own.

Approach the ducks and offer them a peace
pact. ,

“Each year, you must give us enough food to
feed 50 of our people.”

“Each year, you must give us enough food to
feed 150 of our people.”

Demand that the ducks cede you half their
lands,

Cows: 868 Food: 728 Pnpuldnnn 766
Goods: 151 Magic:0  Weaponthanes: 13

Rnownclans 4 Launch a surprise attack against the puny

Antorimg ducks.

Anzarni
Fire Season

Apple
Arnoring

&'w;ﬁﬁfaﬁ Bachad N

King of Dragon Pass
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., and the djinn bows before

the Final Day?"You tell
ments and make

W+3 (Max:

C

) C

q) weor

ts. You have learned quite
151/ W- (Min: Poar)/

BARGAINING AND EVALUATION: You (i to construct an elaborate

hiture actions, deals with others you know, and other

o etipulations and come out far ahead of YoUr ark. [ You may

trade up to 2 D, S, 0r V hange for an equal number of D;5, oF W,

You cannor exceed @ W Jy in this way]

The other seeks to trick you into surrendering your wealth to him.You

feed on his e sbout his intelligence to make a wager: if you can come
up with a riddle he cannot solve, he will give you his wealth and leave-

Otherwise, you will hand over yours.

Your best attempts to <or
oncede the

NO SKILL:
answered, and you forced to
an unanswerable question, you easily de
a man of his word. [SU/W -+l

Scholarship]
SCHOLARSHIP: By crafting
the other. While he may be crafty, he is s
[Max: Princely)]
roach the other to ask a favor while amines a strange
advertently give offense to him.
r djinn to him, and

You app!
Somehow you manage to in
5, Fuming, he summons a lesse
> another

are

object.
“Idiot!” he thunde
orders it,“Take this
NO sKILL: The djinn carT

RIC GOLDBERG

fool anywhere; just get him out of my sight!”
ies you to lands unknown. [D1/S1/Ha
. oxcept a Place of Power]

BY |







Potential Inputs

Traits (Cursed, Imprisoned, Romantic, Bloodthirsty, Pet Monkey)
Relationships (Lover of X, Suspicious of, Plotting Against X)
Memories (Failed Assassination, Brokered Peace, Borrowed Money)
Ratings (High Wisdom, Low Courage)

Active Laws (Slavery or Freedom, Constitution or Tyranny)

Family Opinion (Angry, Upset, Pleased, Friendly)

Tribal or Nation Ethnicity (Persia, Scythian, Gaul)

Religion (Jewish, Pagan, Zoroastrian)

Family (Spouse, Son, Granddaughter, Stepfather)

Age, Gender, Marriage, Job, City, Unit, Tile, Distance



MONSTERS OF THE DEEP ® ¢

——

The people of 13 Assur listen in horror to the tales of Balihiti's adventures on the
open seas. They say an endless briny ocean, inhabited by gruesome beasis ol the

deep, marks the westernmost boundary of the known world, The party is in full swing, the orgy is reaching its climax, and the wine fountain has
E ]

. . . . . 4 run dry and been refilled twice already. You are contemplating calling for the

Balihiti reports that in the depths of the ocean lurk horrors beyond imagining. Sh 2 5 7 =

tells tales of immense tentacled beasts that can crush a ship with a dozen sinewy dwarf wrestling teams when Eriba-Adad approaches you, covered in whip marks.

arms and ravenous behemoths that consist of naught but a gaping maw of a

thousand razor sharp teeth, with which they swallow men whole. : “I say, Adamu,” he exclaims, “this is the best party I've been to in years! Thank you
ever g0 much!”

Balihiti has grown wary of these dangers and desires to refurn home to ihe safety

of &3 Assur, well beyond the reach of such nightmarish creatures of the sea. You grin in reply, “Think nothing of it!" and return to your contemplation.

Requires Balihiti /& is Exploring Before you can reach any conclusion you are distracted by the sight of Ashur-

Uballit entirely covered in honey. Since he looks to be having so much fun, you

decide to join him.
Bring Balihiti back from these perilous adventures at once!

Requires King Adamu M is Age@ 18°, ..

Stay out there Balihiti! You didn't think exploring would be easy, did you?

1 can resist anything, except temptation!










The Bargaining Table

~ | Diplematic Agreements
i Resources

E | Gold [4% in traasury]
4 PerTumn
Lemp Sum
. Cities
" Memphiz

“Will you accept this deal Cleopatra®
"Mevermind._"

Diplematic Agresments
Communications

Luxuries

SE | Gold (198 in freasun)

Lump Sum

= | Tachnolegy

Alphabet
lran Warking
hyzticism
Horeback Riding
Cifies
Foodking
Double Secret Probation




Galactic Civilization 3

TERRAN ALLIANCE
| CreoiTs
Offer Credits

@) TreaTIES

Cultural Treaty

T OFFERS

Embargo Third

Declare War On
STrRaTEGIC Resources
TRADE ResouRcEs
Tecns

Kinetic Rang!

Think Tank

Beam Weapon Augmentation

Practical Fusion
ic Weapon Manufacturing

ted Agriculture

Kinetic Augmentation
Armor Support Sy
Smart Point Deft

Fleet Logisties

Interstellar Finance

SHips
STARBASES 3
coconies

We must refu

gression Pact
High Capacity Hulls
Open Borders

r,
L et
i
I-

HARDNDIN GAUL

[

That civilization is too powerful for us

For  Dedare WarOn

A

A

IRIDIUM CORPORATION

Declare War On

STRATEGIC RESOURCES
Durantium
Promethion

TRADE RESOURCES
Epimetheus Pollen

Shies

Starsases

coLanies




Total War: Three Kingdoms

TERRAN ALLIANCE HARDONDIN GAUL

EreDITS
Offer Credits

e — Onove @ ownzssw O ATTITUOL @ oplovaTicSTATYS @ woard @ posuution @ pusuicorore [l Toccuemar s

G ey sox | DIPLOMACY e

® orrers

Embargo Third
Declare War On

) STRATEGIC RESI

i) Tecms

Kinetic Range Exter REQUEST PAYMENT
Think Tanks

-
Beam Weapon Augmer

-~ s = 4 - = A
k MAKE PAYMENT AT
V&l 4 : SUNJIAN -1

Kinetic Weapon Manuf  veuroeranddh G - e Steadtast Vanguacd

Py g £
Accelerated Agricuiture  ILIU BIA'Q 4 r REQUEST REGULAR PAYMENTS ¥, articude is negative (5
Kinetic Augmentation ~ NOBLE 2 5 z NOBLE
Armor Support TRUSTRRAL S
Smart Point Defenses 10 3e0s @5 MAKE REGULAR PAYMENTS
Fleet Lo

Termaforming DIPLOMATIC DEALS p .

=~ REQUEST FOOD TRADE
Information Sharing

Practical Fusion

Heroism: Awoken Tiger 3

FACTION UST

Interstellar Finance

Extreme Colonization 1 OFFER FOOD TRADE =
SHIPS -
¥) sTarmases =
TRADE ANCILLARIES
0| CoLoNnIES

ARRANCE MARRIACE
DIPLOMATIC TREATIES

VOUGIVE COMMONDEALS THEY GIVE

YOU ARE NEGOTIATING WITH SUN JIAN

porosora [ emea | DEVELOPMENT IN PROGRESS




Total War: Warhammer

2 |
= JEreo o

@ nove @ ownemsip O atriruoe @ oiptowaTicsTATus @ wears @ poruamion @ pusucoroce [l rocciemarems

cose | DIPLOMACY | EEERN cuckowa =

...... : R al P i S
’ ¥
S ¥
%
a0
£ 3604 @ Consider your words
i carefully, EIf. The Tomb Kings
- are not lightly cast aside...
T o
B 5 P
g PO £
£ Strength Rank: 4 ol e P
& Steadfast y
=
) .
3 3
o Their Demands ‘Their Offers | Treaties
& Non-Aggression Pact |@ [ @ Non-Aggression Pact Ié
¥ .
“ I 4
"
= S ;




Stellaris

TERRAN ALLIANCE HARDONDIN GAUL IRIDIUM CORPORATION

EreDITS

Offer Credits

e — @nove @ ownzmse O ATTTUOE @ oelovaTicsTATYS @ weaurs @ posuution @ pusuicoore [l roccuemar sms

Cultural Treaty coss [DIPLOMACY | BB cuckora

@) orFFers
Embargo Third-Party
Declare War On
) STRATEGIC REs:
# TRADE RESOURC
&) Tecns 5 < | T Grootedy
Kinetic Range Extensior
Think Tanks 2
e sl P L athormns N/
Practical Fusion .
Kinetic Weapon Manuf
Accelerated Agriculture
Kinetic Augmentation Y/ Trade Negotigtions

. i Energy Credits
Armor Support S % &

Energy Credits

Minerals Minerals

Smart Point Defer [ ‘\

Fleet Logistics
) Instant Tansfer Border Access

Menihly Transter §

owousmicne £ AN fsﬁ’

Information Shari ] % Information
terst e Wi — Border Access .
Interstellar Finance [ e e

Extreme Colonization Infomat
= nfermation

Argwyl
SHiPs TRAD! Wood EIf Realms
* STARBASES

Active Sensor Link

Howhogeien fados - Non-Aggression Fiedge

D Conomies 4 Strength Rank: 4 Guarantee Independence S E——
& Steadfast

oPLomAT
[ - = )| scyidari Confederacy %) Vhemm Interplanetary Commonwealth @

Deal length in years 20 %

o>

Non-Aggression Pledge Aciive Sensor Link

ihly Transter @

Cancel




Mea Culpa

~ | Diplemnatic Agreements ¥ 5§ Diplematic Agresments
Bl Resources 3 . £ | Communications
Gold [47 in traasury] i ? Luxunies
Par Tumn . = o | Gold (198 in freasuny)

g Lump Sum - —_— T . = Lump Sum

Cities 3 o R 3 . . x = | Technology
Memphiz | Alphabet
. y lran Warking
hyzticism
Horeback Riding
Cillies
Foodking
Devkle Secret Probation

2Gold (PerTern)

“Will you accept this deal Cleopatra®
"Mevermind._"




Mea Culpa

ursed p
an unsolvable design problem, rooted in a conflict
between core player promises.

March 18-22, 2019
San Francisco, CA

P Pl X 5407515 @ ¢« @I O

Cursed Problems in Game Design
565,201 views * Feb 3, 2020 - In this 2019 GDC session, Riot Games' Alex Jaffe present. Show more 5 17K 5D Dislike 2> Share € clip =+ Save




Mea Culpa

Given the opportunity,
players will optimise
the fun out of a game. S

Soren Johnson

San Francisco, CA

P Pl N} s20/515 o @ £ [ O 5] 3

Cursed Problems in Game Design
565,201 views - Feb 3, 2020 - In this 2019 GDC session, Rict Games' Alex Jaffe present: Show more 5 17K 5P Dislike > Share $¢ Clip =+ save ...




vent System via Diplomacy

BETROTHED TO WAR

Your husband Adamu /& looks on in helpless desperation at the war between his
homeland of and the & Carthaginians. He demands that you come to
the aid of his people in this time of cr

i b ‘ Adamu reminds you that the proud have certain expectations of a
| monarch who has married into one of their leading Families; they will tolerate no
neutrality on your part in their conflicts. As such, should we refuse to join their

cause, the will consider us to be their enemy as well.

Will you join the var against the i Carthaginians on behalf of your
spouse Adamu?

1 will not go to war with & Carthag n behalf of your homeland, Adamu.

e to the aid of , dearest Adamu!




Truce via a Hostage

ENTSTORY_PLAYER_TRUCE_HOSTAGE

An unassuming envoy from enters the court, head bowed
courteously. He states that he has been given authority to speak for his nation's
leadership.

The will gladly establish a truce and end the fighting, if only we
will return their hostage.

Requires Held a noble hostage

We are not ready to stop the fight.




Who is the Greatest?

> more above

1‘7

A delegation from is sent to help settle a minor dispute that is
brewing between your two nations. At dinner, one of their party speculates on
who could beat the gods of war, leading to a spirited debate. They put forward
Lab i-Marduk as the best cand

Who do you choo:

Requires

I agree. Labashi-Marduk is the most superior general.

Let's be realistic. Everyone knows our own Kabalaia /4 is unbeatable.




ni

ue Unit for Hire

An excellent offer!

A messenger has arrived from with an intriguing offer. King Romulus the
Founder of finds himself with a strong military, but a shortage of
resources. And, his message suggests, “perhaps we can both benefit from this
situation”.

For a modest fee you can acquire the services of a powerful Hastatus, a rare sight

outside the forces of . “Of course”, the message concludes, “if you refuse I

will need to find some other use for my excess forces. They may end up in
regardless”

Shall we accept?

Requi © cCautious

We do not want your soldiers.




Victory?

= R

fa

Posted by ufthepiratehero 1 year ago J

\

Is there winning or a victory condition in Crusader Kings 3? How do games
end?

[Crusader Kings 3]
Playing my first crusader kings tonight when 3 drops. I'm the classic new player who played a lot of civ
but never crusader kings. Is there a win condition? If not and you set your own goals I think that's

pretty cool and refreshing but how do games normally end? Just when you get tired of that campaign
and start a new one? Thanks!

- an — - i -~
_J 34 Comments [+] Award ,r"> Share |~ Save QS‘;‘ Hide l:] Report 64% Upvated

Cliffinati + 1 yr. ago
The only "Victory Conditions” are surviving until game end and score if you actually value that
Every thing else is just acheviving what ever goal you set for yourself

4 2 \J\Jl; [*;-'J Reply Give Award Share Report Save Follow

* thepiratehero OP - 1 yr. ago
That sounds right up my alley then thanks!

/\ 1 \J/L |_‘_J Reply Give Award Share Report Save Follow




Themed Victories?

VICTORY CONDITIONS

Soren_Mohawl:

CONQUEST

Eliminate all rivals Rivals left:

DOMINATION
2 f World Population Soren_Mohawlk:

b of Land Area Soren_Mohawlk:

CULTURAL

3 citi ith Legendary Culture Beljing;

SPACE RACE

Build 5 58 Casing Soren_Mohawle:
Build 3 88 Thrusters Soren_Mohawle:
Build 1 8§ Soren_Mohawle:
Build 1 58 Docking Bay Soren_Mohawl:
Build 1 8§85 Cockpit SorenMohawlk:
Build 1 88 Life Support Soren_Mohawle:
Build 1 i r Soren_Mohawl:

DIPLOMATIC

Electon o red by The United Natio Not yet buile




Victory Points!

13/85: Assyria (Soren)
12/85: Assyria (FilthydiZ:

If any of your opponents reach 85 points, the game ends

Total Victory Points: 13

e 7: from 7 & Weak Cities

e 4: from 2 {$ Developing Cities
e 0: from Industrial Progress

e 0: from Military Prestige

e 0: from Economic Reform

e 2: from The Hanging Gardens




Missions (Jetpack Joyride)

HAVE A NEAR MISS WITH 10 ZAPPERS. (0/10) | 3288

{9)- BRUSH PAST 5 RED FLASHING LIGHTS IN ONE | So0®
‘% GAME. >l

(@~ RUB YOUR HEAD AGAINST THE ROOF FOR | 1oco®
& 1.200m. (Ow/1,200M) »>p)

out ) RETRY | | RESUME




Ambitions

ENTITUKT_ANDBITTUN_CUNMNMANUER_Z
ders of {CITY-1} are known far and wid

CITY OF WONDERS is @ marvel. And yet...

The wonders of # Assur are known far and wide. Looking across the city, you
can’t help but agree that it truly is a marvel. And yet...

You know in your heart that you are a builder, could you not exceed them if you
tried? Spotting an empty area of land that would be a perfect site, you can almost
hear the bricks being laid, the creak of the wooden cranes lifting stone.

Filled with passion, you summon the court architect. To work!

Requires Queen Kidiniti A is WBuilder

ybe I am getting carried away.

ENTSTORY_AMBITION_JUDGE_2

l- Starts Ambition Build The Lighthouse (0/1)




Ten Crowns?

49/68: Assyria (Alex) *=

43/68: Carthage (Brodie) v, 8/10
35/68:; =

29/68:

27/68:

Complete 10 Ambitions for an Ambition Victory

e Control Six Mines

e Control Five Military Units

e Promote Units Five Times

e Produce 800 ®Food

e Maintain Four Governors

e Establish Enlightenment

e Reveal 80% of the Map

e Control Six Cathedrals and Two Holy Sites (0/6, 2/2)
e Control 10 Elder Specialists

e Discover Architecture and Jurisprudence (1/2)




Fri, Feb 7, 2020, 1:42 PM

= “MNew World” video game from Amazon (page 275)
e Different mark but same type of goods and a big company potentially on the opposite side



Fri, Feb 7, 2020, 1:42 PM

= “MNew World” video game from Amazon (page 275)
e Different mark but same type of goods and a big company potentially on the opposite side

Q
NEW/WORLD

October 410,170.7




What about the Al?

e e

VICTORY CONDITIONS

SCQRE

T
J‘ Enact Freedom
& Kill 10 military Units
ASSYRIA

‘% CARTHAS
cover Schol p and Vaulting
Control 10 Cities

nirol 100 Urban Tiles

VICTORY PROGRESS

.“'t» <7




Where Does Symmetry Matter?
T

TIMELINE: 2 AUC

LEADERS

THE FOUNDER

GAME LOG

1 AUC: Founded = Assur

1 AUC: Discovered Military Drill

1 AUC: Discovered Administration
1 AUC: Discovered Trapping







@Sorendohnson
designer-notes.com
oldworldgame.com




203 - Obelisk Cy)

11 None

-

I Families
-3 i

G Julus -8
@ 290"

P Fobius -2
} Wonders |

gi% Valerius +5

Y Claudius +5

avw

PROMISING STUDENT
A promising student in Roma would be capable of helping out. What
path should we encourage? o Pl LA
T The civil service
[City’HappinessEvent)
The poefic arfs
(City’RappinessiEvent)
The workforce
(City Happiness Event)

TEMPERATE/FLAT/TREES

" 5 ) a0 L3 ; =
Decide later = 5

NEXT UNIT (WARRIOR)




PERSIA | 4 " 4 i/ \_ % 1= o YEAR: 39 =

King Arsabanus five Woror
F - Cuban: Cornson Borine

— i 7
Iy fups ™ : Prince Asoshis
5|2
DIANES
I
[ — B romites Tribes Empires

E Achaemenid +11 C
gos ]
U‘.w»a

Mihranid -20

Worker Attacked!
Scout Attacked!

e Warrier Attacked!

e Unnzy
Comp: dy Susa Attacked!

Persepolis Minlshed a Project: Assembly
(Repeat)

Susa developed a Sciibe Il

Prince Ardashir [Your Son and Helr) was
bom!

w2 X3 M1 @1

CHOOSE PRODUCTION (SUSA)




16055, ®278,,, @153,5;

PN MONASTICISM sy

: Carthage
r

MALUA RIVER
COURTIERS

Marchant

Carth ago
Slinger &y

DIDOTHEANTREPID N
[ ¥

TEMPERATE/FLAT/CLEAR

(Recommended)
Freeze Tooltip

MATCHMAKER
Develogient Buitd




Strategic Resources

[HORSEMAN
a Unit
Promotion Class: Light Cavalry
|
| Fast-moving Classical era light cavalry unit. |

Melee Strength: 36
Movement: 4

Base Cost: 80 &) Production

nli Requires:
» P Horses
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