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Design History


This is a brief explanation of the history of this document.

Version 1.0


This is the initial version of this document.

Game Overview

Philosophy

Monks are Awesome


This fact is clear. What is not clear is why the life of the monk has not been made into a game yet. The life of the monk does not initally seem like the most exciting topic for a game, but neither do the concepts behind such successful games as Harvest Moon and The Sims. Like those games, SotM would be more about the journey than “beating the game”. This is not to say there won't be a story, as a game like this has a lot of potential for a story that involves elements such as political intrigue, crime, moral dillemae, and corruption.

The Scope of the Game


This game will follow your life as a monk from initial application to the monastery throughout your career as a monk. It will “end” after the end of the story arc, but the game will allow for further play if the player wishes to grow their monastery or further master their crafts, and if they have gotten an appropriate ending.

Common Questions

What is the game?

The game centers on the life of one monk and his experiences at a monastery, doing things like chanting, gardening, pottery, gathering herbs, interacting with the townsfolk, and resisting temptation. The monastery is near a fair-sized town, so you will be able to enter the town to converse and do business with the residents. You may also hear of crimes and disturbances in the town – the help of someone with as much moral respect as yourself would be greatly apprectiated.

Why create this game?


There aren't really any games like it, and it has the potential to be an aesthetically pleasing, soothing game that you can just sit down in front of and relax, and it would provide ample opportunities for you think a little if you wanted to. It would incorporate real historical events and have a complex story so it would appeal to the thinking gamer as well as the feeling gamer.

Where does the game take place?


You live in a monastery in Germany in the Middle Ages in the midst of political and ecclesiastical struggles. The town you live near is fairly peaceful, but the effects are still felt.

What do I control?


You control one monk; however, as you grow in respect and position, you will have some influence over townspeople and other monks. If you work yourself into a position of authority in the monastery then you will be able to give orders to the monks below you in rank.

What is the main focus?


The focus is to let the player develop themselves in whichever way they wanted. There would be skills such as pottery, weaving, and herb gathering for the player to master, but the main course of the player's life would depend on their record in several main areas such as Diligence, Reputation, Corruption, Political Influence, Ecclesiastical Influence, etc. Depending on how the player lived, their storyline would progress in one of several main directions. Ecclesiastical Influence would involve the player becoming an abbot or bishop at the end of the game; Corruption would bring wealth or power but at a cost; et cetera.

What’s different?

Few other games have really tried this mix of story-based and “life” gameplay, and none in this subject matter. Harvest Moon has shown that farming can be fun, and this game would take that idea and apply it to a much richer set of skills and storyline.

Feature Set

General Features

Live the life of a monk

Time passes in the game, and seasons change

Minigames for each craft or duty – mastering your craft requires skill as well as perseverence

Interact with the townsfolk and other monks

Help out in the town with solving crimes and disputes

Resist seven different types of temptation

Multiplayer Features

Multiplayer capabilities are limited to the ability to travel to other players' monasteries and participate in group tradeskills such as building.

Editor

Players will be able to create new monasteries and allow their monk to visit them.

Gameplay

The game passes day by day, with 5 days in a week and three weeks in a season.

You have some daily and weekly duties to perform such as the chant and garden maintenance.

The player regulates how much “free time” will be in their day upon waking in the morning, to prevent boredom from having too much time and too little to do, and also to allow the player to take time to accomplish something if they want.

You have skill levels in all your trade skills, which is affected by the amount you have done that skill as well as by your own skill at performing the task. This affects selling price and your personal reputation.

Travel around near the monastery and gather herbs to treat the sick and for cooking

Put up weary travelers, listen to their tales, and sometimes they will present you with tasks or gifts.

Resist temptation not only as the monk but as yourself, the player – if you start up your game and find a cheat enabled, do you use it?

The Game World

Overview


The game world spans the monastery, the town, an area near the monastery with a stream and small mountains, and you occasionally travel to other monasteries nearby. The focus will be more on making the world feel detailed and alive than making it large.

Time and Change


When the player wakes up in the morning, they are allowed to make a comment about the day – something like “It's going to be a long day today” or “Time sure flies...”. This will affect the length of the game day, to allow the player to play as long or as short as they want to. Each month consists of a five-day “week”, and some events  (such as monastic services) are on a weekly cycle. The seasons  change as well, with snow in the winter, leaves in the fall, and buds in the spring. This rate of change allows for a decent amount of time to be spent in each season, while allowing the player to progress quickly if desired.
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