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Game Concept
I. Introduction

“Shadows” is a Role-Playing Game set in a fictional country where players portray its citizens in various echelons of its government, corporations, organizations, and threats.
II. Game Description
In “Shadows” the player assumes the role of a citizen or person living within a fictional nation, yet unnamed.  At the beginning of the game a character is randomly selected out of a predetermined pool of possible characters in which the player can only choose the desired gender of their character.
Each player has a predetermined history attached to their character which determines the base motivations, goals, and desires for that specific character.  The player can choose to alter some of these motivations, but some are inbuilt character flaws which cannot be changed and will force the player to adhere to them if they wish to advance within the games infrastructure.
As the player progresses through the game, they are presented with choices to make for their character.  These choices will affect the player’s character in positive, neutral, or negative connotations, in relation to their role within the game.  The player can also engage in ancillary actions, such as communicating or interacting with other players they’ve encountered in-game, which will also have an effect on their character and the game as a whole.
The player’s ultimate goal is to do things which will fulfill their characters aspirations, desires, and goals to either the logical conclusion or best possible outcome if anything else means that their player lives to old age and/or retirement. If a player so chooses not to fulfill their characters aspirations and wishes to go in a tangential direction they risk losing everything their character may have achieved so far, and will face the consequences of their actions as appropriate.  Sometimes it may be warranted for a player to take their character in a drastically difficult direction for the greater good in the long run.  Worse case scenarios would include a premature death or incarceration of their character in which of course the game ends and the player must start again.
The overall game will have top level goals and criteria unknown to all but a select few of the players, as this goal may be part of a players base-aspirations, and even then those whom know of the games over-arching goals may not even know all the details or how to achieve them without compromising themselves.  Once a set number of these goals are achieved the game as a whole will come to a close and be reset, and each player ranked by their achievements within the game.  

At the completion of a game-cycle the game will be reset and regenerated with all new characters in a similar if not the same setting, and a new set of over-reaching goals as well.  The players may then begin again with a newly randomly selected character from the pre-generated pool at the beginning state of the game.

III. Genre
The genre of this game can be described as a Role-Playing game, however the player assumes the role of a predefined character rather than creating their own as in traditional pen and paper role-playing games like Dungeons & Dragons.  The setting for “Shadows” is in a modern-day setting, and its story is meant to be dramatic in nature with socio-political overtones, with underlying layers of conspiracy and espionage.

IV. Target Platform
The target platform for “Shadows” is the web.  It is meant to be played via web browser over an internet connection.  
V. Key Features
· Story driven game-play, where the overall idea of how the story can play out is pre-determined but how the players get to any sort of ending is up to them.
· Dynamically Generated characters from a large pool of professions and backgrounds that players can potentially become within the game. From powerful politicians to a poor homeless drifter.
· Persistent world that thousands of players can interact within simultaneously, spanning multiple cities, and towns, in a virtual nation.
· Web/Internet based technology making it playable on a large number of platforms.
· The choices the players make in the game have an overall effect on the game itself and what can happen within it.

· Complex in-game economy in which the players participate within, from working jobs to provide for their characters needs to a virtual stock market which players can trade in.
· In-game virtual communications such as telephones/cell-phones, email, televised and printed news media, postal services, etc…

· In game politics either partially or wholly run by the players themselves setting policies and laws with the virtual nation the game is set within.
· Dynamically generated over-reaching plots and goals within the game that players can work for or against achieving each game.
