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** 1. High-Level Overview

@ Game Vision & Core Concept



Eternal Fusion: Eternal Realms is a hybrid 3D fusion RPG, RTS, and survival sandbox
developed in Unreal Engine 5. The game offers a first/third-person immersive experience
with RTS command overlay capabilities, set in a dynamic, procedurally generated universe
governed by essences, faction warfare, and player-driven legacy systems.

Inspirations:

e Skyrim, Kenshi, Bannerlord, Exanima
e Minecraft modpacks (Rebirth of the Night, Ars Noveau)

o RimWorld, Zero-K, Caves of Qud, Metal Gear, Sifu

4 Core Themes

e Arcane vs Technological conflict

Faction and generational legacy

Magick and science fusion

Cosmic/Esoteric narrative layers

Decentralized control & emergent storytelling

« Narrative Tone

e High Fantasy + Esoteric Sci-Fi + Philosophical Metaphysics

e Inspired by cosmic cycles, spiritual essence, and multidimensional lore

=% 2. Core Gameplay Mechanics (Next Section Preview)

This next section will go into detail based on your roadmap items and will include:

e Combat Systems (Directional, Stamina, Grapple, Shooting)

e Magick & Essence Manipulation



e RTS Integration
e City & HQ Construction
e Survival Mechanics (Needs, Permadeath, Family Legacy)

e Procedural Events & Nemesis System

Cross-Referencing From Your Documents:

From Miro + PDF Roadmap:

e All core systems (e.g., Directional Combat, Evade/Dodge, Limb Damage, RTS Mode)
have been assigned in development roadmap form.

e Combat systems include deep simulation of balance, grapples, limb-based targeting,
and bleeding mechanics.

e RTS Ul + Building flow aligns with your voxel-based construction, siege defense, and
resource harvesting from PDF and Miro mindmaps.

From Game Lore PDF:

e The game supports 21 grand factions, each with custom magick, dimensional
planes, and unique essences (e.g., Chaos, Light, Dream, Cause & Effect).

e Features such as family legacy, permadeath, and RTS-tactical command are
fundamental.

e Emphasis on procedural map generation, faction diplomacy, world reaction
system, and dynamic story generation confirms long-term replayability.

=% 2. Core Gameplay Mechanics

Eternal Fusion: Eternal Realms — GDD Section 2



This section breaks down the foundational gameplay systems, integrating the design philosophy
of fluidity, depth, and player agency. Each mechanic is inspired by proven titles while tailored to
the unique universe of Eternal Fusion.

% 2.1 Combat Systems

A. Directional Melee Combat
Inspired by: Mordhau, Exanima, Kingdom Come: Deliverance

e Freeform attacking based on mouse movement or controller tilt.
e Directional strikes (left, right, overhead, stab, slash) with procedural impact physics.

e Momentum-based damage — timing, stance, weapon weight, and character balance
affect outcome.

e Weapon classes: Swords, axes, spears, polearms, unarmed, elemental weapons.

e Dual wielding and shields with dynamic parry windows.

Advanced Layer:

e Weapon collision system: hitting walls or armor deflects or dulls attacks.

e Combo chain system: Light—-heavy—dodge—kick chains, customizable per character.

B. Evade & Dodge Mechanics
Inspired by: Sifu, Dark Souls

o Side-step dodge, back-evade, and rolls with invulnerability frames.
e Precise timing-based system with stamina cost.

e Dodging into an attack with proper timing enables counterstrike openings.



e Environmental dodging — falling backward near cliffs/stairs may trigger tumbles or
stuns.

C. Grapple & Counter System
Inspired by: Exanima, Sekiro, Metal Gear

e Grab enemies with dynamic animations.

e Contextual grapples (front, back, from above), each with unique results (choke, slam,
disarm).

e Counter-system based on precision timing, stance balance, and limb positioning.

e Allows takedowns, reversals, and momentum-based finishers (bone-breaking, disarm).

D. Stamina and Balance System
Inspired by: Sekiro, Sifu, Intruder

e Stamina bar governs attacking, dodging, blocking, running.

e Balance meter for both player and enemies; determines resistance to stagger,
knockdown.

e Combat decisions rely on managing stamina vs enemy openings.

e Balance recovery is affected by armor weight, injuries, or morale.

E. Limb-Based Damage System

e Each body part (head, torso, arms, legs) has separate HP values.

e Injury effects:



o Arm = reduced weapon control
o Leg = slowed movement, limping
o Head = blackout risk, concussions

Targeted hits enable tactical dismemberment, crippling, or psychological fear.

F. Blood Loss and Gore System

Wounds cause persistent bleeding.
Players must bandage or seek healing or risk death from internal bleeding.
Gore toggle for accessibility (e.g., blood pooling, splatter FX, decals).

Gore types vary per weapon (slashing = blood spray, blunt = bruises, crush wounds).

G. Stealth & Tactical Infiltration

Inspired by: Splinter Cell, Metal Gear Solid

Light + Shadow system affects visibility.

Noise-based Al alertness (footsteps, armor, talking, doors).
Enemies respond to sound, blood, trails, and dead allies.
Disguise mechanics and Al suspicion levels.

Contextual takedowns, neck snaps, knockouts, hiding bodies.

H. Shooting & Ranged Mechanics

Inspired by: Max Payne 3, Gears of War, Far Cry



e Firearms: Primitive guns, magic pistols, bows, and arcane rifles.

e Shoot-dodge system (slow-motion bullet time while diving).

e Cover-based mechanics for shooting from corners, walls.

e Reloading animation, ammo management, misfires, and weapon degradation.

e Bullet types: Normal, armor-piercing, magical, poison-tipped, tracking essence.

I. Magic & Essence Combat System
Inspired by: Magicka, Avatar: TLA, Thaumcraft, Ars Magicka mod, Elder Scrolls

e Spellcasting via Essence Fusion — combine two or more essences (e.g. Fire + Wind =
Firestorm).

e Spell Circles or Gestures trigger different effects.

e Combat Styles:
o Elemental: Fireballs, Ice Spikes, Earth Walls
o Spiritual: Soul Pull, Dreamwalk, Cause/Effect Reversal
o Technomagick: Arcane Pulse Cannons, Aether Bombs

e Resource System: Mana, Focus, Cooldown Pools, Essence Orbs

=] Fusion Mode: Advanced spell-weavers can link with another mage to cast “Combined
Spells” for devastating battlefield effects.

- 2.2 Al & Behavior

e Adaptive Al: Enemies learn your attack patterns over time.

e Faction Personality Archetypes: E.g., Horde = aggressive; Clockwork = methodical.



Nemesis Al: Named enemies that evolve tactics, equipment, and grudges across
encounters.

RTS Al Mode: Enemy bases expand, recruit, siege, and retreat strategically.

7L 2.3 Real-Time Strategy (RTS) Integration

Zooming out enables RTS Tactical View.

Unit commands: Harvesting, Patrolling, Defending, Raiding.

Build orders: Barracks — Armory — Watchtowers — Siege Machines.
Resource Zones: Claim mines, forests, energy wells, fusion relics.

Tactical Tools: Group hotkeys, pings, formation presets, rally points.

: Buildings Include:

HQ Core (expandable hub)
Arcane Reactor (magick resource processing)
Essence Forge (spell crafting)

Housing, Farms, Barracks, Defense Walls, Fusion Labs

X 2.4 Construction, Crafting & Customization

Fully modular voxel + prefab building.
Blend of magic tech and tribal construction.
Build: Homes, Cities, Portals, Ritual Grounds, Mechs, Siege Engines.

Crafting Stations: Forge, Arcane Loom, Essence Lab, Workbench.



e Fusion Crafting: Combine elements/machinery/magic.

¢ 2.5 Survival & Legacy Systems

A. Needs System

e Monitor Hunger, Thirst, Fatigue, Temperature, Sanity.

e Status affects stamina, hallucinations, diseases, or morale.

B. Permadeath & Family Legacy

e Die =respawn as heir (child or faction member).
e Traits, titles, gear, and land pass to successor.

e Family tree grows over time (dynamic genealogy).

J- 2.6 Procedural Systems
e Procedural Quests based on region/faction/personal story.
e Dynamic World Events: Plagues, cosmic storms, invasions, dimensional rifts.

e World Reaction System: Faction hostility, law changes, bounty systems.

M 2.7 Multiplayer & Faction PvP

e Co-op: Build together, ally cities, merge families.

e PvP: Raid bases, siege towns, duel nemesis players.



e Faction Wars:
o Territory control
o Resource capture
o Grand Council events

o Diplomacy, espionage, sabotage systems

"4 Summary of Core Gameplay Features

System Key Features
Melee Directional attacks, physics-based hits
Magic Essence Fusion, Psionic & Arcane spellcraft
Stealth Light/shadow, noise, Al alertness
Shooting Bullet-time, weapon types, tactical cover
RTS Build cities, command units, conquer realms
Survival Needs, permadeath, legacy heir
Multiplayer PvP/Co-op, family takeover, faction wars
Nemesis Al rivalries, evolving personalities
System

Dynamic Events Storyteller Al, world reactions

¢ 3. Game World & Systems

Eternal Fusion: Eternal Realms — GDD Section 3

This section outlines the living, dynamic, and procedurally evolving world of Eternal Fusion:
Eternal Realms. The game blends handcrafted lore-driven locations with procedurally generated
landscapes, ecosystems, and real-time changes. All systems are tightly integrated with the
mechanics of survival, faction warfare, magickal energies, and RTS management.



& 3.1 World Structure Overview

A. Core Dimensions & Planes
The game world is a multi-dimensional realm consisting of:

e The Prime Material Plane (Etherna) — The central Earth-like plane of physical
existence.

e Dimensional Gates: Each faction controls or seeks access to a dimensional gate
leading to:

o The Void Realm — stealth/chaos-based planes

o The Arcane Rift — cosmic aetheric distortion zones

o The Dreamscape — dream essence realms

o The Celestial Veil — light’/harmony-based sanctuaries

o The Elemental Convergences — pure elemental fusion zones

Each plane contains unique:

e Biomes

e Creatures

e Resources

e Lore/ritual importance
e Environmental effects

e Magickal anomalies or buffs/debuffs

#. 3.2 Biomes, Regions, and Ecosystems



Biomes are procedurally generated with handcrafted lore-based landmarks:

Biome Type Key Features
Forests Dense, living woods with druids, spirits, and plant-based magick.
(Sylvan)
Deserts Solar and sand essence dominate. Contains ruins, oases, mirage

anomalies.

Tundras Harsh frost regions controlled by the Arctic Union. Frostbite mechanics.
Jungles Dinosaurs, plantfolk, and evolutionary magic. Toxic plants and rainfall.
Mountains Mining zones, dwarven cities, essence forges. Collapsing cliffs, cave-ins.
Swamps Poison, dark magick, necrotic rituals. Gorgons, witches, and disease.

Oceanic/Coasta Home to Atlanteans. Pressure system, oxygen mechanics, underwater

| combat.
Urban Ruins Techno-mystic relic zones with rogue Al, scavengers, and artifacts.
Void Cracks Corruption grows here. Time and space warp. Ghost NPCs, chaos rifts.

Each biome contains:

e Fauna & flora unique to essence types
e Mini-dungeons, ruins, temples, fusion reactors

e Weather-specific hazards (e.g., desert sandstorms blind ranged attacks)

) 3.3 Day/Night & Weather Systems

A. Day/Night Cycle

e Real-time simulated cycle (adjustable per server)
e Impacts enemy types (e.g., undead rise at night)

e Affects temperature, light, and stealth mechanics



e Solar-powered tech functions better during the day

e Night unlocks certain astral magick rituals

B. Weather System
Procedurally seeded weather effects per region, influenced by:

e Magickal anomalies
e Faction terraforming

e Seasonal cycles

Weather Types:

e Thunderstorms (lightning strikes, spell boosts)

e Acid Rain (mutation exposure)

e Solar Flare (heat spike, disables tech shields)

e Blizzard (slow movement, frostbite)

e Void Fog (corrupts Al behavior, weakens light magic)

e Starfall (resource boom, rare crafting essence spawns)

7 3.4 Resource Systems

A. Essence-Based Resource Model

Resources are divided into Essence Categories, each tied to factions and magic systems:

Resource Type Description
Arcane Crystals Used for spell upgrades, artifact fusion, realm travel

Fusion Cores Power vehicles, reactors, high-tech weapons



Organic Matter  Used for potions, mutations, nature magick, and food

Ether Tech Recovered from ruins or tech factions. Needed for constructs
Parts

Sacred Relics Faction-specific religious/magickal items, unlock buffs/rituals

Raw Elements Fire, Earth, Water, Air — used in spells, construction, and fuel

Harvesting Methods:

e Mining, chopping, essence siphoning, farming, salvaging, realm breaches.

« 3.5 Dynamic Ecosystems
e Al-driven wildlife cycles: predators hunt, migrate, breed.
e Over-harvesting a region leads to scarcity, decay, or corruption.
e Some animals serve as magick conduits (e.g., Etherbeasts react to nearby mages).

e Players can influence nature via Harmony/Chaos magic.

j 3.6 Survival Systems

A. Temperature & Weather Tolerance

e Characters must balance internal body temperature
e Cold = stamina debuff, frostbite, slower regen
e Heat = fatigue, dehydration, hallucinations

e Clothing, armor, magical buffs adjust resistance

B. Needs System



Monitored stats:

e Hunger

Thirst

Sleep/Fatigue

Shelter

Sanity (affects dream essence control)

Consequences of neglect:

e Slowed movement
e Missed spell inputs
e Hallucinations or combat penalties

e Risk of diseases (e.g., swamp rot, void parasites)

3.7 Farming, Crafting, and Ecosystem Control

e Farming:
o Plant both organic and magick-infused crops.
o Use terrain-specific farming (e.g., fungi in caves, desert aloe, soulfruit).
o Magick farms can generate essence-infused harvests.

e Terraforming / Magickal Influence:
o Spells to control biome traits (rainfall, sunlight, forest growth).
o Factions may corrupt lands or heal wastelands.

o Use ley lines and essence nodes to boost land fertility.



Ao

{24 3.8 Base, City & Realm Building
e Build personal HQs, family estates, or entire city-states.
e Construction materials vary by biome and essence alignment.
e Building types:
o Defensive walls, gates, siege towers
o Residential areas
o Research labs, magick temples

o Trade hubs, essence reactors, ritual chambers

Faction HQ Influence:

e Arealm’s HQ determines map visibility, build range, and conquest radius.

e More advanced HQs unlock RTS features, realm expansions, and multiplayer
diplomacy options.

#7 3.9 Realm Control, Map, and Diplomacy System

A. Region Control
e World map divided into faction-influence zones
e Claim regions by:
o Building HQs
o Capturing landmarks

o Completing quests/events



o Winning battles

Map Benefits:

e Expand radar visibility
e Access unique resources

e Passive mana/essence generation

B. Diplomacy & Power Balance

e Real-time faction diplomacy via RTS map:
o Trade routes
o Embassies
o Ritual alliances or betrayals

e Players can negotiate pacts, break ceasefires, or perform magical espionage (e.g.,
dreamwalking spies).

dax

3.10 Lore-Driven World Events (World Story System)
e Events such as:
o Grand Conjunction (magic system disruption)
o Void Incursion (chaotic invasion)
o Meteor Showers (create new rift zones)
o Faction-wide curses or boons

e Tied to planetary alignments, ancient prophecies, or player-triggered global magic.

Event Impact:



e Changes terrain, weather, resources, NPC faction behaviors
e Can force temporary alliances (e.g., uniting against an invasion)

e Unlock new lore areas, boss raids, relic hunts

74 Summary of Section 3 — Game World & Systems
System Core Elements

Dimensions Prime world + magic/void planes

Biomes Procedural regions with lore-specific traits

Weather Real-time cycle, mystical phenomena

Resources Essence-driven (Arcane, Tech, Organic,
Elemental)

Ecosystems  Wildlife Al, balance of nature/corruption

Needs Temperature, hunger, thirst, fatigue, sanity
Farming Magickal and environmental agriculture

HQ/RTS Region expansion, realm control, RTS integration
Diplomacy Dynamic power shifts, alliances, and betrayals

World Events Lore-tied global shifts driven by prophecy/player

711 4. Factions, Realms & Lore

Eternal Fusion: Eternal Realms — GDD Section 4 (Updated)

In Eternal Fusion: Eternal Realms, Essence is the foundational force shaping reality. Every
spell, structure, strategy, belief, and identity flows from one or more of the 9 primary Essences.
These Essences are not only sources of magic but filters of perception, meaning each faction
may interpret the nature of reality—flat, round, multidimensional, or illusory—based on their
conscious mastery of Essence.




¥ 4.1 The 9 Primary Essences

Essence Name

Associated Themes & Influence

1 Balance / Gray Essence Neutrality, order through duality, stabilizers between
polarities
V2 Nature / Wild Essence Growth, survival, beasts, seasons, flora-fauna interaction

¢ Chaos / Destruction Essence  Unpredictability, entropy, rage, collapse, mutation

Light / Harmony Essence Healing, protection, divine order, celestial law

J- Technology / Space Essence  Machinery, circuits, science, space exploration, logic

@ Consciousness / Aether Mind, thought, dreams, memory, astral planes

Essence

@ \Void / Dark / Sneaky Essence Shadows, stealth, death, fear, illusions, entropy

& Water / Wisdom Essence Fluidity, reflection, knowledge, spiritual flow
44 Collective / Hive Mind Swarm logic, unity, assimilation, instinctual evolution
Essence

Factions may specialize in one Essence or fuse multiple, creating hybrid philosophies,

magicks, and strategies.

J 4.2 Official Canon Factions & Essence Alignments

Faction Name Primary Essences
In Use
The Alliance Light / Harmony,

Balance, Aether

The Arctic Union Nature, Water,
Balance

The Eastern Union Aether, Light, Water,
Balance

Notes on Interpretation of Reality

Believes in divine cosmic order; sees the
world as layered planes descending from
heaven

Views world as a sacred frozen womb of
survival and rebirth

Reality is a spiritual mirror; existence is
internal and external reflection



The Sylvan
Confederation

The Horde Coalition

The Desert Kingdoms

The Jungle Kingdoms

The Resistance
Network

The Primal Tribes

The Clockwork
Dominion

The Enigmatic Hives

The Suboceanic
Dominion

The Subterranean
Unity

The Cursed Dominion

The Techno-Mystic
Confederation

The Metropolis
Alliance

The Deep Space
Coalition

The Chaotic Nexus

The Celestial Alliance

Nature, Balance,
Collective

Chaos, Void, Nature

Light, Technology,
Chaos

Nature, Chaos,
Collective

Void, Chaos, Aether

Nature, Aether,
Balance

Technology,
Balance, Aether

Collective, Aether,
Void

Water, Aether, Void

Nature, Void,
Balance

Void, Chaos, Aether

Technology, Aether,
Chaos

Technology,
Collective, Aether

Technology, Aether,
Light

Chaos, Void,
Collective

Light, Harmony,
Aether

World is a living organism; forest memory
weaves all existence

Believes reality is a battlefield of instincts and
might; sees no absolute truth

Views reality as layered sands hiding ancient
truths; shaped by solar cycles

Sees reality as constant adaptive evolution,
ever-changing ecosystems

Reality is a lie projected by tyrants; freedom
reveals true perception

World is spirit-infused and cyclical; dreams
guide the real

Reality is a grand mechanism; time and
function define truth

Sees individualism as illusion; existence is
unified consciousness

Believes in the fluid memory of the sea; reality
flows in tides

Reality is built in layers; truth lies beneath

World is a broken dream; death is the real
teacher

Reality is a programmable essence stream;
fuses arcane code with machines

Sees reality as a networked grid; society is
both prison and paradise

Believes the cosmos is consciousness
unfolding; stars are ancient minds

Reality is a joke played by demons; madness
is truth

Sees reality as divine resonance; existence is
music of the spheres



») 4.3 Realm Types & Faction HQ Themes
Each faction is anchored in a realm that reflects its Essence mastery and metaphysical

outlook. These HQs are not merely bases—they are spiritual nexuses, military strongholds, and
cultural hearts.

Example:
? The Suboceanic Dominion

e Essences: Water / Wisdom, Void, Aether
e Realm: Abyssal Crystal Cities beneath the eternal waves
e HQ: The Spiral Trident Citadel

e Traits: Hydro-pressure defenses, echo-based sonar magick, wisdom archives encoded
in coral memory.

© 4.4 Essence-Fused Magic Systems (By Faction)

Faction Essence Fusion Style

The Alliance Radiant Sigils — Defensive barriers, divine smite, mass healing

The Horde Coalition Warblight Totems — Rage casting, flame storms, berserker
enhancements

The Clockwork Temporal Code Glyphs — Time stops, auto-turrets, gear golems

Dominion

The Enigmatic Hives Mindlink Rituals — Swarm summons, psychic storms, organic
fusions

The Jungle Kingdoms Evolution Trials — Primal form-shifting, terrain warping, fauna
synergy

The Resistance Shadow Pulsecasting — Short-range teleport, sabotage magic,
Network rebellion buffs



The Cursed Dominion Necrotic Warding — Lifesteal, curses, bone resurrection, fear
traps

The Celestial Alliance Harmonic Resonance — Choir-based spells, divine spear rain,
golden shields

The Desert Kingdoms Sunfire Sandcasting — Heat mirages, solar flares, sand prisons

@ 4.5 Faction Beliefs and Lore Anchors

Factions aren’t just strategic archetypes—they embody worldviews and belief systems
shaped by their Essence.

Examples:
e The Alliance — “Order is life. The Convergence is sacred. All chaos must be purified.”
e The Enigmatic Hives — “There is no ‘.’ There is only us. There is only growth.”

e The Eastern Union — “Breathe in stillness. Walk through shadow. Shape reality by
mastering the self.”

e The Chaotic Nexus — “The joke is existence. Laugh loud enough, and you will destroy
the veil.”

These beliefs directly influence:

e Faction events
e Diplomatic actions
e Narrative quests

e Magickal access and evolution

7 4.6 Essence-Based Diplomacy & Warfare



Factions that share core Essences may form pacts more easily. Others may be naturally hostile
due to conflicting energies.

Essence Conflict Example Resulting Behavior
Light (Alliance) vs Void (Cursed/Void) Fundamental holy war, mutual loathing

Chaos (Horde) vs Balance Destabilization, raiding, sabotage
(Alliance/Clockwork)

Nature (Sylvan) vs Technology Land corruption, ideological warfare
(Metropolis)

Aether-based (e.g., Hives, Eastern, High potential for cross-faction magickal rituals
Celestial) and diplomacy

- 4.7 Faction Memory, Evolution, and Legacy

Factions evolve over time, shaped by:

e Player actions
e Essence use levels
o Realm events

e Conquests or losses

Factions may:

e Ascend to higher forms (e.g., Alliance becomes “Unified Radiant Dominion”)
e Split into schisms (e.g., Resistance fractures into Chaos Cells vs Dream Rebels)

e Corrupt through essence imbalance (e.g., Clockwork Dominion falling to entropy and
looping time)

74 Summary of Section 4 — (Updated)



System Details
9 Primary Essences Framework for all faction design, perception, magic, and diplomacy

19 Canonical Each aligned to specific Essence(s), no non-canon factions included
Factions

Realm Perception Reality is shaped by belief and Essence mastery — flat, round, or
multidimensional

Magic Integration Each faction has unique magick system based on fused Essence
themes

Diplomacy & Aligned or conflicting Essence paths shape relations and wars

Conflict

Faction Evolution Dynamic transformation via war, ritual, world events, or player action

.| 5. Story & Quest Structure

Eternal Fusion: Eternal Realms — GDD Section 5

This section outlines the narrative framework, quest mechanics, and player-driven
progression paths in Eternal Fusion: Eternal Realms. The game’s world is deeply reactive,
shaped by Essence interactions, player choices, and the evolving conflict among the 19
canonical factions.

The story is structured across Acts, Factions, and Personal Legacy, supported by both static
story arcs and procedural world quests.

% 5.1 Narrative Architecture

The overall game storyline is structured in three intertwining narrative arcs:

A. © The Core Convergence (Main World Storyline)



The multiverse is unraveling due to unstable Essence convergence.

A mysterious event called “The Fracture” shattered the original balance.

Arcane anomalies, rift storms, and forgotten gods are leaking into the Realms.

The factions seek to restore, exploit, or transcend the convergence.

The player’s role is not fixed—they shape their destiny by their alliances, bloodlines,
and actions.

B. ,< The War of the 19 Factions (Factional Campaigns)

e Each faction has its own epic campaign storyline, influenced by its worldview,
essence, and conflicts.

e Players can join, betray, or lead factions.
e Choices determine:

o Control of dimensional gates

o Rise or fall of entire civilizations

o Whether peace, chaos, or synthesis prevails

C. ¥ The Legacy Thread (Family & Nemesis Saga)

e Features generational storytelling:
o Marriage, heirs, rivalries, blood feuds, oaths
e Enemies evolve through the Nemesis system

e Family lines carry unique boons, curses, ancient artifacts, and quests across time

€5 5.2 Player Role & Origin Paths

At the start of the game, players can choose or generate a background path:



Origin Path Description & Narrative Effect

“‘“Awakened Wanderer” Memory-less, randomly aligned to a Realm — free choice

J “Faction Born” Born into one of the 19 Factions — full questline access

£ “Exiled Architect” Builder class — starts with advanced HQ and tech trees

i1 “Chosen of Balance” Tied to the mysterious Gray Essence — unlocks hidden
lore

-+« “Cursed Reincarnate”  Past-life connections to The Fracture — unique storyline

Each origin opens exclusive quests, dialogue, starting items, and world perspectives.

5.3 Quest Types and Structure

Quests are categorized into five systems:

A. Static Major Quests (Handcrafted Arcs)

e Faction Campaigns: e.g., The Horde’s Path of Burning Ascendance

e Personal Legends: Player’s legacy story based on choices and essence use

e World Events: Key moments like The Lunar Eclipse, The Return of the Astral Phoenix,

etc.

B. © Procedural Quests (Al-Generated)

e Dynamically created by the Storyteller System based on:
o Region status
o Faction wars
o Player fame/infamy

o Family relations



e Types:
o Assassination contracts
o Trade disputes
o Dream visions
o Rescue missions

o Ritual interruptions

Each has variable outcomes, reputation shifts, and essence consequences.
C.  Ritual and Prophecy Quests
e Triggered by:
o Star alignments
o Essence thresholds
o Relic activation
e Often involve multi-realm traversal, boss fights, or unlocking legendary magic

e Can be failed if improperly performed

D. & Legacy Quests
e Spanning generations; evolve based on:
o Your children’s traits
o Enemies you spared or killed
o Heirlooms passed down

o Your HQ’s development and location

Example:



“The Blood Debt of the Fallen Warden”
If a player kills a powerful warlord, their descendants may seek revenge
generations later unless peace was ritually brokered.
E. /J1 Dynamic Realm Conflict Quests
e Territory sieges
e Real-time diplomacy shifts (defend treaty caravans, escort envoys)

e Vote manipulation or realm council intrigue

e Can escalate into realm-wide faction wars or fragile alliances

#1 5.4 World Event System

Story-driving global events occur based on internal logic, prophecy, and player actions:
Event Name Trigger & Impact
@ The Fracture Deepens  Void activity increases across realms

The Lunar Eclipse Dream and Void Essences spike — stealth units
buffed

The Solar Convergence Light/Chaos conflict ignites between multiple factions
@ The Siege of the Nexus Al factions race toward a shared dimension gate
& The Rise of the Abyssal Oceanic dominion triggers floods, underwater battles

¥ The Final Concord A brief peace period triggered by player diplomacy

Some events are single-instance per server. Others are repeatable with different variants.

(-9 5.5 Dialogue & Choice System

e Full branching dialogue with:



o Essence-influenced responses

o Faction reputation impact

o Dream/Aether choices (telepathic interactions)
e Outcomes ripple across:

o NPC behavior

o Town rumors

o Faction allegiance

o World perception of your legacy

= 5.6 Reputation & World Reaction System

The world remembers and reacts to your actions.

Action Type Reaction Outcome Example
Betray a faction Wanted posters, bounty quests, enemy raids
Save a town elder Local prices drop, blessing received

Use forbidden rituals World instability, portals leak, new enemy spawns

Kill your nemesis Their kin or faction may hunt you for generations

NPCs have memory and gossip networks, which update based on proximity and influence.

& 5.7 Story Progression Flow
The player is not railroaded but can progress in a nonlinear fashion.

Phases of Narrative Growth:



Discovery Phase — Survival, exploration, alignment selection
Integration Phase — Join a faction, claim land, build legacy
Convergence Phase — Participate in large-scale wars or world rituals
Ascension/Corruption Phase — Shape or break the future of realms

Epilogue Phase (Optional) — Retire, ascend, become myth, or restart as an heir

[~ 5.8 Nemesis & Legacy Memory Threads

Named enemies become recurring antagonists
Injure but spare = future vengeance
Defeat honorably = possible future ally
They evolve:
o Titles (“The Wound-Bearer,” “The Scar Prince”)
o Gear upgrades
o Dialogue unique to history with you

These threads pass into your family saga

M 5.9 Quest Ul & Journal Features

Essence Lens: Sort quests by Essence relevance (e.g., Aetheric quests only)
Legacy Timeline View: See family history and heir decisions

Faction Politics Tracker: See current realm wars, your standing, and storylines



e Prophecy Clues: Unlocked as dreams, visions, or NPC ramblings

e Ritual Codex: Active or failed rituals logged, ingredients required, risks known

74 Summary of Section 5 — Story & Quest Structure

System Features
Story Arcs Main Convergence Story, Faction Wars, Legacy Sagas
Quest Types Handcrafted, Procedural, Ritual, Legacy, Realm Events
Dialogue Branching, essence-influenced, NPC memory and ripple effects
Events Global events based on time, Essence use, player action, prophecy

Nemesis System  Evolves over time, becomes saga across generations

Player Freeform, with optional epic ascension paths or family continuations
Progression

Journal System Legacy tracking, faction politics, prophecy decoding, Essence filter

M 6.1 CONTROL SCHEME OVERVIEW - Eternal Fusion:
Eternal Realms
This is a multi-mode, dynamic input system designed for fluid transition between RTS,

melee, ranged, magick, and building stances, each mapped to a distinct ALT tier and
dynamically swapping Ul elements, abilities, hotbars, and targeting logic.

. A. Keyboard & Mouse (PC Default Layout)

) GLOBAL NAVIGATION & CORE CONTROLS

Key Function



Esc

Tab

Caps Lock

Shift

Ctrl

Alt

Windows

Space

Mouse LMB

Mouse RMB

Mouse MMB

Mouse
Wheel

Pause / Main Menu

Inventory (General + Factional items)

Walk Mode Toggle

Sprint / Shift Dodge (in melee)

Contextual special actions / Sidestep + Dodge

Opens stance tier menus (Alt + number = stance
change)

RTS Mode (Commander View)

Jump / Jump while aiming = Max Payne slow-mo jump

Primary action (Attack / Interact / Select RTS unit)

Block / Aim / RTS rotate

Free look / RTS camera control

Zoom or cycle spell tiers



=] B. STANCE SWITCHING SYSTEM (ALT Tier-Based)

Changing stances modifies hotbar, animations, skill bar, inventory context, combat logic,
and overlays.

Input

Alt +

Alt +

Alt +

Alt +

Alt +

Mode Activated

< Melee / Combat Stance

@ Ranged Combat Stance

Magick Caster Stance

MM Command Mode (RTS

Function Description

Enables 8-direction attacks, blocks, parry, kicks

Enables gunplay, aiming, crouch-slide, bullet

jump

Enables spell wheel, infusion, sigils, targeting

For unit control, tactical overlays, and camera

Hotkeys) view
X Builder/Construction Stance Enables building placement, object rotation,
shapping

Each stance switches: hotbar layout, animation set, abilities, targeting systems, and controls.

< C. MELEE STANCE (ALT+1)

Input

Function



LMB

Hold LMB

RMB

Mouse
left +
LMB

Mouse
right +
LMB

Mouse
diagonal
+ LMB

Mouse
down or
up or
scroll
wheel +
LMB

Light attack (directional)

Strong overhead / contextual power attack

Block or parry (directional if movement input is added)

Left slash

Right slash

Undercut or sweep

stabs/jabs

Feint or enter cover



E Kick, special attack, or bash (depends on stance)

R Combat Mode Toggle / Structure Damage Activation
F Grab / throw (enemies or interactables)

G Quick throw weapon or item

Shift Sprint / shift-dodge if attacking

Ctrl + Manual evade/dodge / sidestep - sifu dodge

WASD

{J Structure and balance bar system: If posture or structure is broken, an execution or combo is
triggered.

@ D. RANGED STANCE (ALT+2)

Input Function
RMB Aim Down Sights
LMB Fire weapon

Hold RMB + Bullet dodge or wall vault jump
Jump



R Reload

Q Take cover

F Melee strike / bash / vault
Shift Sprint / sliding if crouch is held
C Crouch toggle

VA Prone

“«¢ System supports recoil, weapon tiers, accuracy mechanics, ballistic falloff, and injury per
limb (Red Orchestra style).

E. MAGICK STANCE (ALT+3)

Input Function

1-9 Spell slots (mapped to element or archetype)

LMB / RMB Cast / Aim Spell

Ctrl + Charge Spell (longer cast / AoE / Elemental
Click combo)



Z Infuse (apply to weapon or armor)

C Surge (channel environment or ley line if available)
X Change essence mode (Fire/Water/Light etc.)
Mouse Switch tiered spells

Wheel

@ Spells scale with Essence Affinity, environment, and stance posture. Infusion affects weapon
traits (e.qg., frost sword).

X F. BUILDER STANCE (ALT+5)

Input Function

F Place structure / confirm blueprint

Mouse LMB  Select/ Edit blueprint

Mouse RMB  Cancel or Exit building preview

Shift Enable snapping

Q/E Rotate blueprint



Middle Rotate camera
Mouse

Windows RTS/Construction overview
Key

%1 Supports resource validation, terrain snapping, power grid cables, and faction-specific
construction trees.

“2 G. MOVEMENT & PARKOUR (ALL STANCES)

Input Function
W/A/S/D Move
Double-Tap Dash (directional dodge / bullet jump / evasion)
Direction
Space Jump
Wall + Jump Wallrun / Grab / Parkour vault
C Slide (if sprinting) or crouch toggle

YA Prone



Switch stance manually or rotate form (special
cases)

“2 H. RTS / COMMAND STANCE (ALT+4 or Windows Key)

Input

LMB

RMB

Q/E

Middle
Mouse

Shift +
Drag

1-9

Function

Select unit / place object

Issue move / attack order

Confirm Command / Build

Cycle units

Rotate camera

Group select

Assign to hotkey

W Ul + SYSTEM METRICS



e Combat Ul: Dynamic HP, Structure Bar, Balance Meter, Equipment Damage Tracker
e RTS Ul: Resource Counter, Unit Cap, Map Overlay

e Magick Ul: Essence Resonance Meter, Mana Pool, Spell Slot Interface

e Hotbars: Adaptive to each ALT stance

e Status Icons: Detected / Hidden, Buffs, Debuffs, Morale, Essence Charges

= 6.2 Perspective & Mode Switching
Players can fluidly switch between three gameplay modes:
A. ® First-Person Mode
e Designed for:
o Immersion
o Mining / building / crafting
o Combat precision

o Exploring tight interiors

B. €. Third-Person Mode

e Ideal for:
o Character control in open environments

o Tactical vision in combat



o Visibility of equipment, mounts, or companions

C. ¥ RTS Tactical Overlay

e Activated via ALT or zooming far enough out
e Grants:

o Command of armies

o Construction placement

o Resource zone control

o View of diplomacy zones

Smooth camera interpolation ensures immersive transitions.

6.3 Main Ul Panels

A. ) Inventory / Equipment Panel

e Split into:
o Personal Inventory (items, weight)
o [Essence Storage
o Worn Equipment Slots (with essence resonance highlights)
o Backpack / Packbeast / Vehicle loadouts

e Items can be:
o Tagged
o Marked for sacrifice, trade, or ritual use

e Supports drag-and-drop, category filters, and family heirloom locks



B. /

Magic & Essence Panel

Spell wheel shows available spells per Essence type
Casting trees allow real-time edits:

o Adjust power/intensity

o Element fusion

o Ritual charge indicators
Spell “recipes” can be shared with allies or faction libraries
Visual essence resonance indicators show:

o Compatible spells

o Overload risk

o Channeling feedback

= RTS Building Menu

Drag-and-drop style for placing:

o Buildings
o Units
o Traps

o Ritual markers
Right-click to assign units
Hovering over units shows:

o Loyalty

o Morale



o Buff/debuffs
o Command queue

e Buildings show resource cost, function, and Essence infusions

@ 6.4 Combat HUD

Core HUD Elements (Customizable):

e Health / Stamina / Mana bars (with essence color coding)
e Essence charge meters for:

o Primary spell hand

o Offhand relic or shield
e Status conditions: bleeding, poisoned, exhausted, cursed
e Weapon durability, rune charge indicators
e Target lock and enemy health bars (optional)

e Directional damage indicators

Special Features:

e Limb Damage HUD Overlay — Highlights wounded body parts
e Dynamic HUD Blur/Shake — Based on sanity, magic interference, or dreamwalking

e Kill Tracker — Optional for Nemesis system memory and legacy

») 6.5 World & RTS Overlays



Tactical Overlay View (RTS):

e Activated from zoom or ALT
e Shows:
o Territory control
o Faction borders
o Unit markers (color-coded by loyalty)
o Resource nodes
o Essence Ley Lines
e Click + Drag to assign movement

e Shift-Click to queue commands

Faction & Diplomacy Overlay:

e View faction relationships and:
o Hostility levels
o Trade treaties
o Alliance links
o Ceasefire status
e Hovering over regions shows:
o Faction lore
o Last known troop positions

o Magickal pollution level




6.6 Legacy Journal & Dream Interface

A. | Legacy Journal

e Displays:
o Player ancestry
o Decisions made by each generation
o Ongoing family quests
o Personal nemesis/ally memories

e Tree format, click on ancestors to:
o View their skills, gear, spells

o Revisit story flashbacks

B. Dreamwalking Interface

e Used in Aether Essence dream quests
e Reveals:
o Visions
o Astral echoes
o Ethereal whispers from across timelines
e Select dialogue options “in thought”
e Dream maps include:
o Fluid shapes
o Reversed gravity

o Fractal realms



J- 6.7 Settings, Accessibility & Customization
e Scalable Ul components (good for RTS + FPS toggling)
e Colorblind modes for spell essence colors
e |con filters: fantasy (runes), sci-fi (symbols), minimalist
e Audio subtitles with speaker identity and mood markers
e Optional voice cue assist (e.g., “Stamina low,” “Incoming magic arrow!”)

e Hardcore mode disables HUD elements entirely (diegetic Ul via tattoos, relic glows,
voice-insight)

@ 6.8 Visual Feedback & Effects

L

e Spell resonance shimmer (Aether lines flicker during casting)
e RTS rally marker pulse

e Aura rings around units showing buffs/debuffs

e Enemy silhouettes when cloaked via Void or Dream Essence

e Dynamic tooltip generation based on player familiarity and level

"4 Summary of Section 6 — Ul & Controls

Feature Description
Control Systems Custom keybinds, full controller support, fluid mode-switching
Perspectives First/Third person + RTS overlay, each fully functional and

immersive



Inventory & Magic Ul

Combat HUD
RTS Interface
Legacy & Dream Ul

Accessibility Options

Drag/drop, categorized, spell fusion system, essence indicators

Health/limbs/damage overlays, aura & resonance effects
Tactical map, build system, unit management, resource control
Visual family tree, flashbacks, astral dreams, legacy progression

Colorblind modes, scalable fonts, audio prompts, minimal HUD
mode

€0 7. Art, Design & Audio

Eternal Fusion: Eternal Realms — GDD Section 7

This section defines the visual and auditory identity of Eternal Fusion: Eternal Realms. As a

fusion of esoteric fantasy, multidimensional realism, and techno-mystic warfare, the art and
sound must reflect both beauty and chaos, spiritualism and survival, and science and
sorcery—across 19 distinct factions and Essence-based world systems.

|| 7.1 Visual Art Direction

A. €@ Overall Aesthetic Philosophy

e A mythic realism style that blends:

o Cinematic lighting

o Esoteric and ancient symbols

o Dynamic weather and essence particle effects

e Realistic materials (cloth, stone, metal, bone) infused with mystical shaders

e Environments shift based on Essence dominance (e.g., glowing ley lines for Balance,

acidic cracks in Chaos-dominant terrain)

B. . Art Style Reference Matrix



Influence Source Application in Game
Dark Souls / Elden Ring Atmospheric lighting, cryptic architecture, visual lore density

Genshin Impact (Lightly) Color-coded elemental effects, floating spells, stylized flow

Divinity: QOriginal Sin Il Top-down readability, spell fusion visibility

Dune / Blade Runner Techno-Mystic city designs, vast emptiness, neon rituals
2049

Warhammer Fantasy Grand factional distinction, grim tone, layered cultures
Studio Ghibli (subtle) Nature-essence biomes, spiritual visual resonance

=4 7.2 Environments & Biomes

Each region and realm reflects its controlling faction's Essence alignment and culture.

Biome / Realm Visual Traits
Sylvan Forests Lush growth, glowing fungi, ancestral trees, green auras
Horde Wastelands Ash skies, scorched bones, lava fissures, raging wind

Arctic Union Glaciers Pale blues, snow halos, reflective ice crystals, auroras

Celestial Realms Radiant marble spires, clouds underfoot, prism light veins
Suboceanic Abyss Bioluminescent coral, shadowy trenches, distorted light physics
Clockwork Cities Brass towers, gear veins in walls, steam fog, glowing cog glyphs
Hive Colonies Organic tunnels, pulsating walls, hive jelly dripping from ceilings
Desert Kingdoms Windswept ruins, golden sandstorms, solar altars, mirage blurs

Dynamic Environment Features:

e Essence Corruption FX: Terrain morphs when over-saturated with a dominant Essence
e Dream Zones: Surreal distortions, time-lag particles, translucent geometry

e Ritual Grounds: Carved sigils, hovering relics, pulsing ley node energy



= 7.3 Faction Character Design Language

A. Core Guidelines:

Each faction’s character silhouettes, posture, and materials reflect their worldview and

Essence mastery.

Faction
The Alliance

The Horde Coalition

The Sylvan Confederation

The Clockwork Dominion

The Enigmatic Hives
The Metropolis Alliance

The Cursed Dominion

Character Visual Traits
Noble armor, radiant whites/golds, feather or rune motifs

Scarred skin, raw muscles, metal spikes, totems and
bones

Leaf robes, bark armor, glowing animal tattoos

Heavy plated gear, exposed gears, glowing cores,
goggles

Multi-eyed helms, pulsating organs, insectoid limbs
Cybernetic overlays, neon eyes, layered tech armor

Hollow robes, blood sigils, withered skin, haunting glows

B. Racial & Class Distinctions

Each race/class is visually distinct:

e Elemental casters wear Essence-threaded robes that shimmer or ripple with their

attuned element.

e Tank classes wear more static, heavy materials—reactive textures denote magical

enhancement.

e Rogue/stealth users blend their forms with terrain via shader adaptation (cloak = terrain

camo).

X 7.4 Technology & Construction Design



Construction Types by Faction:

Faction

The Alliance

Clockwork Dominion
Techno-Mystic
Jungle Kingdoms

Deep Space
Coalition

Building Style Traits

Gothic cathedrals, halo-lit banners, polished
runestones

Modular plates, smokestacks, gear-shrines
Floating cores, glowing circuit-sigils, hybrid interfaces
Tree-built halls, vine elevators, animal-spirit shrines

Transparent metals, astral metal alloys, vacuum rituals

HQ Evolution Visuals: Buildings visually evolve as upgraded (e.g., totems becoming glowing
obelisks, tents becoming arcane citadels).

&' 7.5 Audio Design Philosophy

Sound is used not only for immersion but for Essence resonance—every essence, biome, and
magic has a signature frequency.

A. &= Music Style by Faction:

Faction
Celestial Alliance
Horde Coalition
Arctic Union
Enigmatic Hives
Resistance Network

Subterranean Unity

Clockwork Dominion

Music Type & Instruments
Harp, choirs, echo delay, reverb-laced strings
Drums, war horns, distorted guitar-tones, throat chants
Chimes, wind flute, bowed bass, snow crunch rhythm
Clicks, hive murmurs, layered hums, reverse-reverb drones
Whispered lyrics, stealthy strings, low brass undertones

Echoed chanting, stone drums, ambient subterranean
rumble

Rhythmic ticking, mechanical percussion, synth-organ blend

B. & Ambient & Dynamic Sound Systems



e Weather & Biome Layers: e.g., storm rumbles, jungle cries, underwater pressure warps
e Combat Audio:

o Directional footfall awareness

o Weapon-specific sounds (bone break, metal clash, energy pulse)

o Spellcast tones differ per essence (e.g., Water = liquid swoosh; Chaos =
crackling, static)

C. £ Ritual & Magic Soundscapes

e Magick is audio-reactive:
o Aether = ethereal choirs, reversed frequencies
o Void = silent pulses followed by deep droning crescendos

o Collective = hive echoes and syncopated rhythm beats

@ 7.6 Voice Work & Dialogue

Voice Systems:

e Faction voice styles:
o Clockwork = processed, monotone
o Jungle = guttural, primal language
o Celestial = poetic, rhythmic cadence
e Nemesis Lines: Unique voice lines evolve with interactions and memories.

e Dream Dialogues: Whispered, multi-layered stereo echoes (you hear multiple possible
realities)



Dynamic Voice Al may shift tone based on Essence saturation or environment (e.g., voices
echo in Void zones, whisper in dreamwalks).

% 7.7 Visual Coding of Essence & Affinity
e Each Essence has a distinct color, light pattern, and particle trail.
e Magic and equipment glow subtly based on attuned Essence.
e Characters and enemies show aura trails:

o Gray = Balance

o Green = Nature

o Red/Orange = Chaos
o White/Gold = Light

o Blue/Chrome = Tech

o Purple = Aether

o Black/Indigo = Void

o Cyan = Water/Wisdom

o Honey-Yellow = Collective

74 Summary of Section 7 — Art, Design & Audio

Category Description

Visual Style Mythic realism with mystical overlays, distinct biomes, essence-infused
art

Faction Identity Unique clothing, architecture, color, and soundscape tied to essence



Biome Design Procedural with artistic consistency—nature warps under magic
influence

Sound Design Adaptive music, essence-tuned ambient FX, ritual layering

Magic & Ritual FX  Spells have unique trails, tones, and impact signatures per essence

Accessibility Icons, aura cues, color-sound correlation for visual/audio clarity

1 8. Maps & World Layout

Eternal Fusion: Eternal Realms — GDD Section 8 (Updated)

The world of Eternal Fusion: Eternal Realms spans multiple realms, continents, and
dimensions—each shaped by Essence alignment, faction dominance, and historical
convergence cycles. The game features an evolving world map influenced by faction control,
magical phenomena, and strategic warfare.

This updated version fully integrates:

e Canonical 19 factions (now expanded to 21 including Coalition & Enigma groups)
e Correctly paired realms for each faction
e Expanded overworld hierarchy including dream and ethereal zones

e Unit and subfaction inspirations

& 8.1 Overworld & Dimensional Realm Structure

Overworld Realms of Reality

1. Infinite Aetherial Convergence

o The central metaphysical layer where all Realms are interconnected



o Realm hub for player travel, astral phenomena, interdimensional navigation
2. The Dreamweaver's Domain
o Accessible through Aether Essence mastery or dreamwalking

o Used for prophecy quests, memory exploration, and hidden relic retrieval

i%§ 8.2 Faction-Based Realms

Each of the 21 factions originates from or controls one or more Realm Zones, which affect
gameplay, terrain, resources, units, and story options.

# Faction Name Realm(s) Controlled Realm Function & Style

1 The Alliance Balanced Sanctum, Radiant Diplomatic, balanced harmony;
Kingdoms radiant spires, order sigils

2  The Arctic Union Frostbound Nexus Frozen tundras, ice defenses,

aurora-lit nightscapes

3 The Eastern Union Earth Harmonium Stone sanctuaries, element
attuned monastic systems

4  The Sylvan Verdant Nature Ancient forests, seasonal flora
Confederation control, spirit groves
5 The Horde Coalition Mighty Dominion Lava trenches, obsidian

fortresses, raiding clans

6 The Desert Kingdoms Sunblaze Oasis Qasis cities, sand-sifting
temples, sunstorm gates

7  The Jungle Kingdoms Jungle Unity Canopy cities, wild growth
rituals, beaststone alters
8 The Resistance Freedom Bastion Hidden mountain holds, guerrilla
Network cave bases
9 The Primal Tribes Primal Nature Totem poles, aurora beasts,

shaman tents



10

11

12

13

14

15

16

17

18

19

20

21

The Clockwork
Dominion

The Enigmatic Hives

The Suboceanic
Dominion

The Subterranean
Unity

The Cursed Dominion

The Techno-Mystic
Confederation

The Metropolis
Alliance

The Deep Space
Coalition

The Chaotic Nexus

The Celestial Alliance

The Elemental

Coalition

The Heavenly Enigma

Gearwork Dimension,
Chrono Foundry

Hive World Collective
Deep Expanse
Subterranea Worlds
Necrotic Empire
Technomagical Dominion,
Voidborne Dominion
Urban Dominion

Celestial Expanse,

Quantum Realm

Chaotic Realms, Abyssal
Realms

Celestial Haven

Elemental Confluence

Ethereal Dominion

» 8.3 World Map Layers & Zones

A. Main Map Layers

Time factories, rotating citadels,
cog-layered paths

Biomass tunnels, central minds,
recursive swarms

Abyssal cities, coral spires,
pressure-rift gates

Crystalline caverns, lava
bridges, ancient tunnels

Grave fortresses, soul wells,
haunted fog zones

Tech temples, fusion labs,
blackhole rifts

Futuristic arcologies, slums, sky
trains, data towers

Starports, void domes, alien
megastructures

Morphic landmasses, chaos
storms, abyss pits

Cloud kingdoms, astral rings,
light sanctums

Storm valleys, living volcanos,
water cliffs, air sanctuaries

Mirror palaces, floating shrines,
dream-thread islands

e Geopolitical Layer: Faction borders, territory markers, active conflict zones

e Essence Saturation Layer: Shows which essence influences a region (e.g., red =

Chaos, purple = Aether)



e Weather/Climate Layer: Storms, droughts, frost, or dream fogs

e Dimensional Veins: Rift networks visible for dreamwalkers and realm seekers

B. Zone Types
Zone Type Description
Core Realms Homeland of a major faction, tied to their rituals and style
Contested Zones Actively fought over via RTS or diplomacy
Ritual Nodes Places of high magical concentration, tied to Essence storms
Neutral Wilds Dangerous unclaimed land with rare resources and relics

Corrupted Zones Caused by unstable rituals, Essence overflow, or Void
incursion

4 8.4 Dimensional Exploration & Player Access

Players may:

e Unlock Essence-aligned Realms by quest or building specific realm gateways.

e Unlock travel techs via faction research (e.g., Techno-Mystic rift stabilizers, Deep Space
jump rituals).

e Traverse into overlapping zones:
o Dream Layers
o Alternate timelines

o Pre-Fracture echoes

.| 8.5 Faction-Based Map Effects

Each faction visually and mechanically alters its realm:



Faction
Enigmatic Hives
Celestial Alliance
Clockwork Dominion
Chaotic Nexus
Suboceanic Dominion

Cursed Dominion

Zone Feature Examples
Land pulses, biomass corruption, hive trails
Floating bridges, radiant light towers
Auto-turrets, rotating wall plates, gear towers
Reality glitches, unstable terrain, mutating enemies
Oceanic fog zones, tidal tide systems

Ghost ambient, necrotic fog, spectral
reinforcements

X 8.6 Zone Construction Logic

Zones unlock different building types:

Zone Type
Radiant Kingdoms
Voidborne Dominion
Urban Dominion
Verdant Nature

Necrotic Empire

Building Access
Holy altars, morale banners, light towers
Rift gates, corrupt relic shrines
Megastructures, slums, trade zones
Tree dwellings, fungal walls, growth zones

Bone forges, plague vats, grave totems

Feature

=f 8.7 Strategic Map Control Features

Gameplay Impact

Essence Wells Grants faction-specific buffs

Totem Nodes Used in RTS to expand vision radius

Monolith Shrines  Lore unlock + passive stat boosts

Memory Crystals Used in family/legacy tracking



Conflict Zones RTS objective hubs for live multiplayer raids

& 8.8 Lore-Driven Territory Events
e Events like the Fracture Reawakening or Arcane Supernova spawn:
o Wild magic storms
o Mutant raids

o Temporary Essence fusions (e.g., Void + Water creates Black Mist)

Factions with mastery of certain realms gain advance warning or prophecy triggers tied to these
events.

("4 Updated Summary — Section 8: Maps & Realms
(Expanded)

Category Detail
Total Realms 21 primary faction realms + 2 Overworld Realms

Dimensional Access  Via Essence rituals, portals, quantum tech, dreamwalk

Faction Territories Unique mechanics, environmental shifts, unit types

Procedural Realm corruption, ritual cleansing, map morph events

Expansion

Zone Markers RTS-visible resources, ruins, conflict events

Strategic Control Unlocks buffs, techs, map vision, construction
permissions

J 9. Units, Creatures & Tactical Design

Eternal Fusion: Eternal Realms — GDD Section 9



In Eternal Fusion: Eternal Realms, every unit is a living entity—not just a damage-dealing stat

block, but a conscious being with needs, memories, inventory, morale, factional beliefs, and
Essence alignment. Whether it's a foot soldier, war beast, spellcaster, or construct, units
behave semi-autonomously unless directly commanded, especially in large-scale RTS

engagements.

This section outlines the unit design framework, including archetypes, systems, behaviors,
and Essence-linked evolution.

¥ 9.1 Core Unit Philosophy

All units in the game—NPC or player-owned—adhere to the following fundamental traits:

Attribute

&) Inventory

«2 Morale
@ Needs
System

=] Behavior
Logic

i1 Essence
Affinity

<= Memory
Thread

¢ Status
Effects

Description

Each unit can carry gear, potions, food, relics, or ammo. Can loot from the
world.

Units have emotional thresholds. Fear, confidence, hunger, and presence
of leaders all affect their morale and combat effectiveness.

Every unit must eat, sleep, and rest. Exhaustion leads to disobedience,
hallucinations, or death.

Units act based on personality traits (bravery, loyalty, greed), past events,
and faction ideology.

Units resonate with one or more Essences, altering their resistances, spell
access, and growth.

Units remember key actions (who saved them, betrayal, who leads well).
Affects loyalty and dynamic events.

Fatigue, thirst, poison, curses, and dreams all influence performance or
rebellion.

£55 9.2 Unit Archetypes & Combat Roles

All units fall into major combat role archetypes, each expandable with custom subtypes
depending on faction and Essence influence.



Role Archetype Description

2 Infantry Frontline soldiers, guards, basic humanoid warriors

(J Defenders Shieldbearers, tank units, heavy armor specialists

| Ranged Units Archers, gunners, magic snipers

& Spellcasters Mages, shamans, summoners, runecasters

% Cavalry / Mounts Beast riders, clockwork steeds, tide gliders

%1 Siege Units Golems, magma throwers, war elephants, dream titans
~ Support / Healing Priests, alchemists, mechanic-healers, watermages

© Tactical / Stealth Scouts, spies, rogues, teleporting dreamwalkers

® Summoned / Spirit allies, necrotic beasts, mech-pets, elemental

Constructs clones

« 9.3 Unit Design by Faction (Examples)

Each faction has unique unit flavors, infused by their realm style and Essence mastery. Here
are samples—not final sets, but strong indicators:

V2 The Sylvan Confederation
e Verdant Blades — Plant-armored melee warriors
e Mycelium Channelers — Spore-based mages
e Season Wardens — Terrain-dependent warriors (stronger in specific biomes)
e Forest Sprites — Stealth scouts, poison dagger users

e Awakened Trees — Living tree siege engines

x The Clockwork Dominion

e Gearguard Infantry — Mechanical soldier with rotating limb attacks



e Time Blades — Short-range phase shifting assassins
e Steam Grenadiers — AoE firebomb soldiers
e Chrono Priests — Buff/debuff casters that manipulate time

e Auto-Turret Engineers — Placeable RTS static defense units

The Cursed Dominion

e Bonewalkers — Reanimated melee grunts

e Lichfire Magi — Long-range necrotic damage dealers

e Soulbinders — Leech morale from enemy units

e Spectral Knights — High morale drain + fear aura cavalry

e Blood Beasts — Vampire-born beast riders with life drain

*# The Enigmatic Hives

e Drone Swarmers — Fast melee units that split on death

e Mind-Stingers — Psychic poisoners with AoE neural spikes

e Overgrowth Hosts — Summon more insects if not killed in time

e Hive Priests — Spread Collective aura, increasing nearby coordination

e Hive Queens — Mini-boss tier command units that spawn mobile units

.} 9.4 Tactical Depth: Inventory + Equipment

Every unit—Al or player-assigned—has an inventory that can affect survival and performance.

Inventory Features:

Category Contents



2 Equipment Weapons, armor, rings, amulets, runestones

. Consumables Food, potions, essence vials, bandages

W Utility Items Ritual tokens, maps, totem parts, explosive charges
“2 Knowledge ltems Memory shards, scrolls, prophecy fragments

+ Relics Unique faction-bound artifacts granting passive
bonuses

Units can:
e Loot from dead bodies
e Trade items with allies
e Be given loadouts at HQ or rally zones

e Suffer encumbrance penalties if overpacked

)-( 9.5 Morale & Behavior System

Every unit has a morale meter and behavioral profile.

Morale Effects:
Morale Level Behavior

High (Inspired) Attack harder, defend allies, follow risky orders

Normal Obey orders, stay with formation
Low Break formation, may disobey
Broken May flee, drop gear, beg for mercy

Fanatic (Unique) Will fight to death, even in hopeless scenarios

Factors affecting morale:



e Presence of commanding heroes
e Terrain control or loss

e \Weather, dream events, prophecy
e Family ties or past unit deaths

e Unit’s current condition (hungry, poisoned, inspired, possessed)

2 9.6 Unit Memories & Legacy Threads

Some units grow in importance over time:

e Surviving key battles increases loyalty
e Slain enemies may become nemeses and return (reanimated, corrupted, or enraged)
e Units with survivor tags gain special bonuses and may be promoted to:

o Heroes

o Commanders

o Questgivers (in singleplayer)

Family units can inherit memory bonuses if past ancestors served or died honorably.

@ 9.7 Hero Units & Named Champions

Each faction and player may control named units:

e Have full RPG-like stat sheets
e Levelup

e Equip legendary gear



e Have story-based quests

e Command bonus morale or rally zones

Examples:

¢ Radiant Templar of the Alliance: Inspires troops, smites undead
e Hive Queen Laraxis: Spawns elite drones, merges with terrain
e The Boneborn General: Immortal until a blood ritual is undone

e Clockwork Seer: Speaks prophecy and alters time outcomes

2 9.8 Beasts, Summons, and Siege Entities

Factions may deploy non-humanoid or spiritual entities:

Type Features
& Essence Beasts Semi-sentient mounts, guardians, summonable via ritual
¢x Siege Golems Tech factions use engines or magic-gear hybrids

® Undead Constructs Animated bone+flesh fusions with unstable Al

. Spirit Serpents Divine summons used during mass-scale faction rituals
Arcane Titans Zone-spanning titanic units that require upkeep and
cooldown

32 9.9 RTS Unit Grouping & Al Modes

Units can be grouped and behavior-assigned in RTS overlay:

RTS Command Effect

Aggressive Hunt Seek enemies within range



Defensive Hold  Guard formation, won’t chase

Ambush Mode Hide in terrain, wait for signal

Essence Surge  Activate all magic buffs or shields

Fallback Zone Retreat to healing or rally point

Roaming Patrol  Dynamic reaction to intrusions

Units follow pathing rules with terrain bonuses (e.g., Jungle Beasts move faster in foliage).

("4 Summary — Section 9: Unit & Tactical Design

System
Living Unit System
Essence-Infused Units
Inventory & Loadouts

Morale & Rebellion

RTS + RPG Hybrid Control
Heroes & Summons
Al-Driven Unit Memory

Custom Faction
Archetypes

Key Features
All units have inventory, needs, morale, loyalty, memory
Each unit resonates with one or more Essence types
Lootable, manageable gear systems for all units

Units may flee, defy, or evolve based on emotional
thresholds

Group commands or direct control, RTS + immersive
Evolving heroes, legendary units, spell-spawned monsters
Dynamic loyalty, fear, promotion, nemesis tracking

Each faction's roster reflects its Realm + Essence identity

%1 10. Development Pipeline

Eternal Fusion: Eternal Realms — GDD Section 10

This section outlines the end-to-end development roadmap for Eternal Fusion: Eternal
Realms, including the production lifecycle, team structure, Unreal Engine 5 implementation
plans, sprint-based milestones, Al systems, asset pipeline, testing methodology, and distribution

flow.



The goal is to develop a scalable and modular AAA hybrid RTS-RPG game within phased
delivery cycles, with the flexibility for live expansion, modding, and cross-platform
deployment.

] 10.1 Production Phases Overview

Phase Duration Estimate Objective
Pre-Production 3—6 months Core vision, design docs, prototype systems
Production 8-12 months Core mechanics, basic faction and realm
Alpha deployment
Production Beta 6-8 months Multiplayer, story quests, content expansion
Testing & Polish  4-6 months QA, balance, optimization, multiplayer sync
Launch & Post Ongoing Community feedback, expansions, live support

= 10.2 Key Development Goals by Phase

A. ©_ Pre-Production

e Finalize Game Design Document (GDD)
e Build Lore Codex & Faction Structure
e Create Visual Style Guides (faction-by-faction)
e Define Base Architecture in Unreal Engine 5:
o Modular asset support
o Real-time terrain manipulation
o Action-RPG + RTS camera + input blend

e Prototype:



o Basic player controller
o Unit control
o Map zoom and world layering

o Essence system backend (balance/core traits)

B. & Production Alpha

e Build & test:
o Core combat systems (melee, ranged, magic)
o RTS camera + squad control
o Inventory/needs/morale for units
o World region tiles with realm-based styling

e Implement:
o Faction framework (start with 3—5 core factions)
o Base building system + resource nodes
o Procedural map framework and rift zones

o Hero unit system + Al memory engine

o UlI/UX implementation
o Multiplayer lobby + LAN testing
o Integration of Al-driven enemy factions

e Deliverable: Playable vertical slice demo w/ combat, base building, 3+ factions

C. # Production Beta



e [Expand:
o Full 19+ faction lineup with 21 realms
o Realm-specific events, rituals, and enemies
o Dimensional access system (dreamwalking, void realms, etc.)
e Finalize:
o Multiplayer layer with diplomacy, co-op, PvP
o Story systems (quests, world events, legacy)
o Hero/nemesis memory and evolution system
e Polish:
o Procedural quest generator
o Legacy family tree Ul

o Tactical overlays and voice cues

Deliverable: Closed beta build with full systems, ready for feedback
D. ‘X Testing, QA, & Optimization
e Cross-platform testing (PC priority, console adaptability)
e FPS vs RTS mode sync validation
e Animation syncing for limb damage and spell FX
e Multiplayer consistency and prediction logic
e Unit pathfinding (especially large-scale RTS and flying/underwater units)

e Al tuning: morale logic, reactions, dream-state behavior

Deliverable: RC1 release candidate, ready for marketing & launch prep



E. %’ Launch & Live Ops

e Release with 3—4 starting factions + remaining as DLC or progression

e Steam + Epic Store + optional Web3 integration (modular)

e Post-launch:

o Live balancing patches

o Monthly world events

o New quest arcs & lore expansions

o Community mod support toolkit (map editor, unit templates, voice package

loader)

99 10.3 Team & Role Structure

Core Studio Roles (Suggested 15-25 member team):

Department

™ Game Design

@ Art

£3 Audio

s QA

“ Al

*, Dev/Programming
& Lore & World

§ » Community

J- Tools & Tech

Key Roles

Creative Director, System Designer, Narrative Lead

Art Director, 3D Modelers, Animators, Concept Artists
Sound Designer, Composer, Voice Integration Lead

QA Lead, Multiplayer Testers, Automated Bug Reporters
Behavior Specialist, Tactical Al Programmer

Lead Engineer, UES Scripters, RTS Logic Devs

Lore Master, Quest Designers, Faction Writers
Marketing Lead, Community Manager, Social Media

Pipeline Engineers, Build Manager, CI/CD Lead




i 10.4 Technology Stack

Component Tools / Engines
Game Engine Unreal Engine 5 with Nanite + Lumen support
RTS Framework Custom UE RTS plugin + Al vision field pathing
Scripting / Logic Blueprint + C++ Hybrid
World Generation Procedural Terrain + Essence Influenced Seeds

Dialogue / Story Logic  Articy Draft, Ink, or custom UE dialogue trees

Asset Pipeline Blender / Maya / ZBrush + Substance Painter

Audio FMOD + MetaSound (UE5)

Networking Epic Online Services / Steamworks / Photon
Fusion

Version Control Git (GitHub or GitLab), Perforce for larger assets

Testing Automation Unreal Frontend + Jenkins or CI/CD

~10.5 Sprint & Milestone Planning

Development will be divided into bi-weekly Agile sprints, each delivering functional modules:

Sprint Goal Example Tasks Included
Sprint 01 — Combat Core Melee system, directional blocking, stamina bar
Sprint 02 — Unit Needs System Hunger, thirst, fatigue logic for test units

Sprint 04 — RTS Squad Group pathing, right-click assignment, overlays
Commands

Sprint 06 — Dreamwalking Logic Sleep zones, player vision phase, prophecy
fragments

Sprint 10 — Hero Progression Tree  Memory-based skills, nemesis detection, gear slots

Sprint 12 — Faction Diplomacy Al Territory war declaration logic, betrayal triggers

Milestones:



e Milestone 1: Core Prototype + Combat Sandbox

e Milestone 2: 3 Factions Playable + Map + Basic RTS
e Milestone 3: Multiplayer Alpha + Narrative Layer

e Milestone 4: Closed Beta + Dream/Realm Access

e Milestone 5: Launch Candidate + Steam Page Ready

# 10.6 Testing & Balance Philosophy
QA Pipeline
e Every mechanic tested under:
o Solo player immersion
o RTS army-scale chaos
o Multiplayer syncing
o Resource stress (server vs local events)
e Morale, needs, unit independence tested in mass

e Each realm’s environment validated for pathing, visuals, event layering

Balance Methods
e Essence strength varies per map event (seasonal cycles, solar eclipses)
e Morale and resources tied to terrain bonuses (e.g., Hives in biomass zones stronger)

e Factions asymmetrical but equalized through tactics, synergy, and legacy tools




») 10.7 Modding & Expansion Path

The game is built modularly, enabling:

e Faction modding
e Custom maps + legacy timelines
e New Essences, rituals, summon trees

e Lore-based timeline packs (Pre-Fracture Age, Future Collapse Age, etc.)

Live expansions (1 per season):

e New realms (e.g., Starforge Wastes, Time-Mirror Dimension)
e Seasonal faction wars & player-chosen endings

e Mythical units and crossover nemesis events

{74 Summary — Section 10: Development Pipeline

Component Details
Phases Pre-production — Launch with agile flexibility
Tools & Engine Unreal Engine 5, modular UE5 RTS + RPG hybrid systems
Team Roles Full studio structure with dedicated lore, Al, art, code, testing
Core Goals Tactical RPG + RTS immersion with living units and realms

Mod & Expansion Path  Full live service with player-fueled growth and seasonal cycles

~% 11. Combat Systems Deep Dive

Eternal Fusion: Eternal Realms — GDD Section 11



Combat in Eternal Fusion: Eternal Realms is a fusion of tactical precision, essence-driven
magic, real-time strategy, and RPG immersion. Players can shift between first-person action,
third-person adventure, or RTS tactical command modes to control individual characters,
squads, or armies.

This section dissects the full combat architecture, including physical weapon systems,
essence fusion spells, unit behaviors, damage types, positioning mechanics, and dynamic
battlefield interactions.

2 11.1 Combat Modes Overview
Mode Description

t First-Person Combat Melee-focused precision. Good for dueling, magic-casting, or
stealth.

%, Third-Person Tactical visibility, combo chaining, movement-heavy characters.
Combat

¥ RTS Command Mode Group control, positional orders, siege mechanics, camera
freedom.

Players can seamlessly switch between modes. Commanders may choose to control a hero
directly in battle or issue top-down commands to entire armies.

2 11.2 Melee System
A. Directional Melee Mechanics
e Inspired by Mordhau, Mount & Blade, Sifu
e Attacks:
o Overhead, Slash, Stab, Sweep
o Feinting and parry timing

e Blocking and dodging:



o Directional blocks reduce stamina

o Dodge-roll, sidestep, jump counters

B. Weapon Categories
Class Traits

“ Light Fast, stamina efficient, low damage (Daggers, Shortswords)
2 Medium Balanced, parry-focused (Longswords, Axes)
J Heavy Slow but powerful, can break guards (Greathammers, Warblades)

Polearms Reach advantage, excellent for cavalry counters (Spears,
Halberds)

*4 Natural Beast claws, druid vines, Void tendrils (based on faction anatomy)

C. Limb Targeting & Wound System

e Damage location affects performance:
o Legs = Movement reduction
o Arms = Attack speed debuff
o Head = Risk of stun/bleed

e Heavy criticals or Void attacks can sever limbs, disarming enemies

.} 11.3 Ranged Combat

A. Weapons
Type Examples
“%¢ Firearms Flintlock rifles, plasma pistols, essence

hand-cannons



71 Bows Elemental arrows, guided nature shots, sniper bows
Throwables Alchemist bombs, essence traps, crystal daggers

« Tech Launchers Energy launchers, shock rifles, time rippers

B. Projectile Systems

e Bullet drop and travel time (physics influenced)
e Spellfused ammo (e.g., flaming arrows, void-shattering bolts)

e Cover & Line-of-Sight Detection: Trees, walls, elevation block shots

& 11.4 Magic Combat (Essence Casting System)

Essence determines magic style. Spellcasting is:

e Gesture-based (mouse movement or controller combo)
e Inventory-based (requires components or pre-written scrolls)

e Fusion-powered (multiple Essences combined)

A. Spell Categories

Type Function
3 Offensive Fire blasts, Void implosions, Arcane
missiles
I, Defensive Barriers, auras, Essence walls, light shields

Environmental Summon fog, move terrain, lightning storms
“2 Psychic Confuse, charm, silence, mind-seize

2 Summoning Call Essence beasts, wraiths, constructs

B. Essence Fusion Matrix



Mix 2—3 Essences to create custom spells. Example:

e Fire + Void = Chaos Flame Pulse (explosive + corruption effect)
e Nature + Light = Holy Grove (regrowth zone that purifies undead)

e Water + Tech = Cryo Beacon (slows time in area)

C. Ritual Casting

e Long-cast spells requiring multiple units or timed glyphs

e World-altering effects (summon storms, shift terrain, open realm gates)

@ 11.5 Area Control & Tactical Positioning
Positioning is vital in both small and large-scale battles:
A. Terrain Bonuses

e Forest: Stealth, ambush boost

e High ground: Ranged damage increase

e Sacred zones: Essence boost or curse negation

e Ruined tech zones: Interference for all Essence

B. Flanking System

e Units receive backstab bonus or morale debuff when surrounded
e Archer lines require defender units or suffer break-in

e Siege engines can collapse chokepoints or carve through faction walls




J 11.6 Blocking, Parrying & Counters
Action Mechanic

Manual Block  Timing based, costs stamina, can be broken

Auto-Parry Essence-based Al counter or aura sKill
Riposte Melee counter window, opens up finishers
Essence Temporary magical shield — breaks after X hits
Shield

Faction Tactic  E.g., Hive reflects projectiles, Clockwork deflects melee

37 11.7 Crowd Control & Status Effects

Every combat situation may include:

Effect Source Factions / Essence
@ Burn Horde, Desert, Fire Essence
% Freeze Arctic Union, Water Essence
“2 Confusion Hive, Aether Essence
3 Fear Cursed, Void Essence

)-( Rage / Frenzy Jungle, Chaos Essence

12z Sleep Dreamwalkers, Aether

Duration varies by resistance, armor, and buffs.

® 11.8 Special Combat Systems

A. Nemesis Duels

e Boss/Nemesis characters engage in special duels



e Dialogue and cinematic interruptions

e Can include dream sequences mid-fight

B. Mass Combat Battles

e Player controls hero + squads or issues army-wide RTS orders
e Combat uses physics-based impacts and morale tracking

e RTS camera gives battlefield overview, siege control, support spell deployment

C. Essence Surge Combat

e Activated during global events or Realm influence peaks
e Units may temporarily:

o lIgnore fatigue

o Unlock forbidden spells

o Transform into Essence-empowered forms

MM 11.9 Multiplayer Combat Design

e PvP Zones can host:

o Arena duels

o 2v2/5v5 skirmishes

o Full realm-vs-realm RTS clashes
e Tournaments hosted via faction HQs

e Combat logs recorded in legacy journals (kills, deaths, story events)



74 Summary — Section 11: Combat Systems Deep Dive

Feature Highlights
Melee Combat Directional, physics-based, with limb targeting
Magic Combat Essence fusion, ritual casting, gesture-based combos

Ranged Mechanics  Ballistic physics, Essence-fused projectiles

RTS Layer Squad control, mass-effect spells, siege command
Tactical Systems Terrain bonuses, flanking, morale, unit loyalty
Combat Effects Status afflictions, buffs, ritual fields

Multiplayer Systems PvP modes, duels, logs, co-op factional wars

Unique Elements Nemesis fights, dream-siege hybrid, transformation
tiers

& 12. Magic, Rituals & Essence Alchemy

Eternal Fusion: Eternal Realms — GDD Section 12

Magic in Eternal Fusion: Eternal Realms is a living force, governed by the Nine Primordial
Essences, enhanced by realm rituals, and refined through the ancient practice of Essence

Alchemy. Magic is not just a tool—it is a way of seeing and shaping reality, influenced by
belief, memory, faction culture, and planetary convergence.

This system goes beyond simple spellcasting to include rituals, alchemical transmutations,
multi-faction channeling, dream-layer influence, and world-reactive outcomes.

@ 12.1 Magic System Foundations

Magic is divided into three primary categories:

Category Description



# Essence Real-time spellcasting using personal or ambient Essence
Channeling

Ritual Magic Multi-step, location-based, often multiplayer, world-altering spells

¥ Essence Alchemy Transformation of matter, fusion of items, transmutation of beings

Each faction interprets magic differently—some through faith, others through tech, nature, or
shadow. Their beliefs shape not only the spells they use but the appearance, color, sound,
and world effect of that magic.

¥4 12.2 Essence Categories & Magical Effects

The Nine Primordial Essences each have a distinct school of magic associated with them:

Essence Type Magic Themes
I]1 Balance / Gray Neutral equilibrium, aura dampening, adaptive counter-magic
% Nature / Wild Growth, poison, terrain control, animal summoning
¢4 Chaos / Destruction Unstable AoE, mutations, entropy, time fractures
Light / Harmony Healing, barriers, divine punishment, morale boosting
J Technology / Space Drones, gravity, digital illusions, force fields
(© Consciousness / Mind manipulation, astral projection, dreamcraft
Aether
. Void / Dark / Sneaky Corruption, fear, teleportation, invisibility, shadow movement
& Water / Wisdom Fluid control, freeze/steam cycling, wisdom echo spells
44 Collective / Hive Group buffs, shared HP/mana, swarm summons, shared Al
buffs

Fusion spells can combine up to three Essences, allowing for powerful hybrid results.




& 12.3 Spellcasting Mechanics

A. Spell Tiers:
Tier Type Casting Time Example

Tier | Basic Cantrip Instant Fire Spark, Leaf Dagger

Tier Il Essence Technique  Short Cast Psionic Stun, Frost
Step

Tier [l Elemental Fusion Medium Chaos Pulse, Hive
Nova

Tier IV Ritual Invocation Long Cast Earthquake, Rift Bloom

Tier V. World-Altering Spell ~ Group Cast Starfall, Reality Merge

B. Input Methods

e Gesture-based casting (mouse/controller motion)
e Quick-slot casting (for battle/fusion magic)
e Ritual wheel (location-based)

e Ritual Books & Scrolls (used by scholars/priest types)

12.4 Ritual Magic System

Ritual magic uses physical locations, materials, and multi-unit synergy. Some rituals
require:

e Special terrain (e.g., eclipse sites, grave hills, fungal pits)
e Essence Nodes or Ley Line intersections
e Blood/flesh/Essence sacrifice

e Time of day or astral alignment



A. Ritual Stages:
1. Placement: Mark glyphs, anchor energy with crystals or relics
2. Initiation: Channel Essence, align casting circle
3. Focus: Players hold the node, chant, protect from interruption

4. Release: Energy discharges into world with cinematic FX

B. Ritual Effects:

Category Example
¢» World Event Voidstorm, Oasis Awakening, Winter Snap
i%i Region Control Instantly claim a corrupted zone, sanctify an area

% Combat Rituals Buff entire armies, summon Titans, call meteor strikes

&2 Lore Unlock Reveal past memory, prophecy chamber access, deity
speech

s Fusion Summons Bring forth Essence Dragons, Hive Spires, Time Seraphs

# 12.5 Essence Alchemy

Alchemy is the craft of reconfiguring the structure of matter and magic through the
resonance of Essences. It is used for:

e Crafting legendary gear
e Summoning hybrid creatures

e Unlocking transformation forms

A. Alchemical Actions:
Action Type Example

Transmutation Turn essence + object — new item (e.g., Void + Sword = Whisperblade)



Synthesis Combine two items/essences into hybrid (e.g., Plant + Fire = Bloomfire

Potion)
Distillation Break relics into core components (for ritual, infusion, etc.)
Mutation Modify living creatures with temporary or permanent buffs

B. Alchemy Tools:

Essence Cauldron: Used for crafting potions and relics

Runic Anvil: Gear infusion and magical reinforcement

Soul Crucible: Transfer soul fragments into items or golems

Aether Loom: Used for dreamweaving, psionic thread crafting

2 12.6 Spell Memory & Dream Influence

Players who attune to Aether can dreamwalk into memory realms and unlock forgotten or
future spells. Certain quests or deaths may:

e Teach lost magicks
e Reveal future rituals
e Allow merging with alternate selves

e Unlock legendary forbidden spells

Memory Scrolls act as passive upgrades to known spells and change how they cast:

e Fireball —» Solar Core Burst

e Shield —» Halo Ward

(® 12.7 Magic Perks, Mutations & Wild Casting



Using magic too frequently, or in unstable zones, can cause:

° Essence Addiction: Random spell mutations, permanent glow or aura field

° 55‘5 Mutations: Limb growths, psionic outbursts, aura flares

e (© RIift Bleeds: Reality distortions follow the player—can aid or hurt

e #, Soul Fracturing: For high-level Void/Aether casters—may cause ghost clone or
alternate path splitting

Players may develop traits or curses from high ritual usage.

&> 12.8 Faction Ritual Styles & Spellcasting Themes

Faction
Alliance
Horde Coalition
Clockwork Dominion
Cursed Dominion

Jungle Kingdoms

Techno-Mystic

Enigmatic Hives

Celestial Alliance

Ritual Aesthetic
Choirs, radiant pillars, light glyphs
Bone fire circles, war drums, blood trails
Rotating sigils, mechanical steam veins
Graves, red moons, spirit orbs

Totem stones, beast chimes, ancestral
chants

Hologlyphic projections, spark matrices

Mind sync pulses, egg spawning, scent
circles

Star charts, floating pillars, harmonic tones

4 Summary -

System

Essence Schools

Section 12: Magic, Rituals & Alchemy
Description

9 core Essences define magic logic and faction interpretation



Spellcasting Modes Gesture, quick-slot, ritual, fusion

Ritual Magic Multi-stage, cinematic, high-stakes magic across the world
Alchemy & Fusion Advanced crafting system with transformation, mutation, gear
infusion

Memory/Dream Magic Unlocks legacy power, rare spells, soul reflection

Faction Spell Design Each group has a unique visual, sound, and logic system for their
magic

- 12.10 Modular Spellcrafting & Essence Fusion Matrix

Inspired by Ars Magica 2, Magicka, Skyrim, and Essence Theory

In Eternal Fusion: Eternal Realms, players can become true spell architects, not just users.
The modular spellcrafting system allows players to craft, combine, and modify magic based
on Essence structure, spell function, spell shape, and casting method.

This system is rooted in magical schools but allows deep player freedom, just like:

e Ars Magica 2 — with customizable spell glyph sequences
e Ars Nouveau — casting through glyphs, focuses, and spellbooks
e Magicka — rapid spell fusion through input sequences

e Skyrim — dual-handed magic, mods (e.g., Apocalypse Magic), elemental synergy

# 12.10.1 Spell Creation Structure

All spells are built using a Modular Spelicrafting Framework (MSF). Spells are made of
Components and Essence Cores, designed in a Spell Circle UL.

A. ] Spell Component Types
Component Type Function

? Target Who or what the spell affects (self, ally, AoE, cone, touch)



(© Shape/Form How it behaves (beam, bolt, rune, wall, field, aura)

3 Effect Primary outcome (damage, summon, transform, stun)

Modifier Bonus attributes (chain, split, duration, bounce)

£ Essence Core Determines visual, color, element, and factional flavor

@ Trigger Method  Cast type: click, charge, chant, passive aura, trap

A spell must have at least:
— 1 Target + 1 Effect + 1 Essence Core
Optionally: Shape + Modifier + Trigger

# Example:
“Aether-Infused Chain Frostbeam”

e Target: Enemy AoE

e Shape: Beam

e Effect: Freeze + Confuse

e Modifier: Chain — bounces between enemies
e Essence Core: Water + Aether

e Trigger: Press-and-hold charge

¥ 12.10.2 Essence Fusion Table

Essences can be fused to craft custom effects. This fusion modifies:

e Visuals

e World effects



e Secondary triggers (e.g., sideburns, debuffs, area distortion)

Primary Secondary Resulting Hybrid Effect
Essence
Fire + Water Steam Burn then blind in fog cloud
Nature + Light Bloom Heal + burst radiant vines
Void + Aether Phantasm Teleport + clone projection
Chaos + Water Boilwave Damage over time + knockback
Hive + Tech Synthspawn Spawns drone that duplicates itself with
delay
Balance + Void Disjoin Erases buffs/debuffs in zone
Clockwork + Fire  Combust Exploding shrapnel trap
Gear

Up to 3 Essence slots can be added per spell.

.1 12.10.3 Spellbooks, Glyph Circles & Focuses

A. Spellbook Crafting

Players can bind their custom spells to spellbooks (portable) or tomes of power (large
ritual-bound grimoires).

e Tiered by magical literacy
e Stores multiple spell glyphs

e Supports field crafting or library inscription

B. Glyph Circles

Spell circles are drawn with:



e Chalk

e Tech sigils
e \oid ink

e Blood ink

Dream threads

They allow:
e Passive casting (proximity-based)
e Trap spells
e Healing zones

e Multi-user rituals

C. Foci

Attach your spell to a focus for passive, instant, or long-term casting:

Focus Effect
Type

7 Wand Fast single target or AoE burst

@ staff Multi-spell queue / charge-up chain

) Robes  Cast spells on-hit, when hurt, or while idle
J Shield Cast on block or parry

& Totem Stationary aura effects (defense, drain,
rebuff)

€ Mask Auto-cast based on emotion or dialogue

- 12.10.4 Spell Evolution & Memory



e Every castis recorded in your Memory Thread.
e Spells that are used often evolve:
o Gain nicknames, colors, style changes
o New triggers (e.g., chain on kill, repeat on crit)

o May mutate in Void zones or Dream realms

Unique memories allow players to:

e Share spells with allies
e Brand a school of magic in their legacy tree

e Fuse legacy spells from ancestors

©5 12.10.5 Magicka-Inspired Chaos Casting

Inspired by Magicka, advanced casters can:

e Rapidly input elemental combos (e.g., fire — wind — aether)
e Create chain-spell explosions
e Channel in combat for dynamic real-time casting
e Input sequences grant combo chains:
o F+F+ A=Flame Whip
o W+T+N = Frozen Techstorm

o L +V + H=Divine Hive Smite

You can also "fail cast" and cause:

e 7 Backfire



e (© Rift Tears
e (3 Stun/self-damage

e ¥ Spawn phantom self

¢ 12.10.6 Skyrim-Inspired Dual-Hand Magic

Players can equip:

e Two different spells (left + right)
e Charge both for fusion spell
e Pair with weapons (sword + spell, shield + spell)

e Unlock Gesture Chains: Swipe — Twist — Punch to unleash "overload" forms

Fusion Examples:
e Fire (Right) + Wind (Left) = Flame Cyclone
e Ice (Left) + Sword = Frostblade Empowerment

e Light (Right) + Void (Left) = Holy Nova of Disintegration

74 Summary — Section 12.10: Modular Spellcrafting &
Fusion

System Element Description
Modular Components Design spells with target + shape + effect + modifier + essence
Essence Fusion Engine  Combine up to 3 Essences for hybridized, unique effects

Spellbook & Focus Assign spells to wands, staffs, glyphs, masks, shields



Spell Evolution Memory-driven magic with legacy improvements and Al feedback

Real-Time Combos Inspired by Magicka, allows live chain-casting

Dual-Hand Spell System Inspired by Skyrim, unlocks fusion and synergy effects

Excellent. Here's the detailed continuation of your Game Design Document:

1l 13. Economy & Resource Systems

Eternal Fusion: Eternal Realms — GDD Section 13

The economy in Eternal Fusion: Eternal Realms is not a static system—it’s a living, dynamic,
Essence-infused network of local, factional, dimensional, and astral exchanges. Resources
are affected by realm control, diplomacy, climate, rituals, and Essence alignment, and the
system is designed to function across both RTS macro-level strategy and RPG micro-level
immersion.

$¥ 13.1 Economic Pillars

The core economy revolves around 5 interconnected pillars:

Pillar Description
(- Sustenance Food, water, sleep, shelter, morale boosts
* Raw Resources Wood, ore, crystal, bone, essence gems, biomass
# Essence Energy Fuel for spells, tech, rituals, Al constructs
71 Crafting & Gear parts, relic fragments, spell ink, alchemy fluids,

Construction

Creating items, gear, buildings, vehicles,
artifacts



. Currency & Trade  Factional coinage, dream-credit, astral tokens, relic
exchange

These are all interdependent, and often unique to faction, biome, or realm.

. 13.2 Currency Systems

The world uses multiple parallel currencies, reflecting the fractured nature of the realms:

Currency Name Function

_ Standard Coinage Local markets, town upgrades, gear (basic economy)

(© Essence Orbs Used in spellcraft, ritual bidding, spellbook purchases
® Relic Shards Traded among high-tier NPCs, guilds, and lore keepers
Dream-Tokens Used in Aether planes for prophecy services, memory
trades
& Barter Goods Factional trade items (e.g., spores, oil, plasma, bone fuel)

Players and factions can also mint their own currency after claiming 3+ HQ zones.

V2 13.3 Resource Types by Biome / Realm

Each zone has biome-dependent resources. These are essential for:

e Crafting
e Spell rituals
e Unit creation

e Structure building



Biome / Realm Resource Highlights

Verdant Nature Herbs, spores, spiritwood, forest clay

Sunblaze Oasis Sunstone, glassroot, sand-salt, mirage shards
Frostbound Nexus Ice crystal, glacial blood, coldroot fungus

Deep Expanse Coral ore, abyss iron, pressured bone, water essence
Necrotic Empire Bone shards, necro-ink, soul dust, cursed copper

Gearwork Dimension  Clocksteel, phase gears, cog-oil, time quartz
Jungle Unity Beast glands, vine fibers, mimic fruit, primal stone

Hive World Collective = Biomass clusters, scent glands, hive wax, organic
coreplates

K 13.3.2 Resource Types

Resources fall into three main categories, each with several subtypes:

A. Material Resources
Type Examples

¢ Organic Wood, animal hides, bones, fungi, plant fibers

A Mineral Iron, copper, silver, gold, obsidian, crystal

£2% Advanced Voidstone, Chrono-alloy, Techplate,
Etherglass

B. Magical Resources
Type Examples

Essence Orbs Distilled from shrines, used for crafting and rituals

N " Arcane Crystals  Grown in high-Essence zones, used for energy grids



«» Soul Residue Gained from Cursed zones, used for necromancy or dark
rituals

“6 Hive Jelly Gathered from Enigmatic Hives for alchemy, summoning

C. Living Resources
Type Examples

(- Crops Wheat, Glowroots, Dreamcorn, Fungal Maize
v Livestock  Void Ram, Crystal Goats, Skyfish, Dreamcows

¥ Biological Mutated glands, infused flesh, dream essence
extract

J- 13.4 Resource Acquisition Mechanics

A. Manual Gathering
e Mining, foraging, hunting, skinning, herbalism

e Improved with skill traits or faction tools

B. Auto-Harvest Structures (RTS)

e Outposts extract based on range + Al worker efficiency

e Need upgrades and defensive units to prevent raids
RTS-style workers (Tech, Druid, Hive, etc.) that:

e Auto-collect based on Al pathing

e Build harvester structures (e.g., Essence Refineries, Ritual Farms)

C. Spirit-Tied Extraction



e Dreamwalking, rituals, or Aether channels allow unique resources to be pulled from other
planes (e.g., dream metal, phantom water)

D. Enemy Harvesting
e Fallen beasts and enemy units can be dissected or converted into:
o Flesh energy
o Bone armor parts

o Tech gear salvage

F. Essence Extraction

e Players can drain magic from:
o Runes in ruins
o Ritual zones

o Corrupted nodes (with risk of spawning anomalies)

1 13.5 Crafting System Overview

Crafting is divided into Basic, Advanced, and Arcane/Technological tiers.

Tier Crafted Items
Basic Tools, food, tents, torches
Advanced Weapons, armor, siege parts, potions

Arcane/Tech Summoning stones, spell foci, teleport keys, construct Al
cores



Crafting Stations:
Station Name Use

# Alchemist’'s Table Potions, poisons, transformation vials

#2 Blacksmith Anvil Weapons, armor, essence plates
~ Essence Loom Magick threads, spell fabrics, enchantments
<, Techno-Forge Golems, drones, tech armor

¢x Ritual Assembler Fuses items + essence + ritual objects for unique
results

All stations can be upgraded or infused with Essences to increase efficiency, add random
modifiers, or unlock special recipes.

Crafting Disciplines:
Discipline Focus

#2 Blacksmithing Weapons, shields, armor, siege frames

Rune Inscription  Spell scrolls, wards, essence
enchantments

# Alchemy Potions, bombs, oils, transformation elixirs
¥ Essence Fusing  Faction gear upgrades, elemental infusion

<, Tech Assembly Constructs, drones, augment armor

Crafting Mechanics:
e Stations Required: Anvil, forge, ritual table, essence pool, etc.
e Component Quality: ltems may be broken, flawed, or divine-tier

e Essence Imprinting: All crafted gear resonates with the crafter’'s dominant Essence




I} 13.6 Factional Trade & Diplomacy Economy
e Factions may mint their own currencies:
o Alliance Crown, Horde Bonecoin, Hive Nectar Units, etc.

e Local vendors prefer their own faction’s coins

B. Barter & Essence Exchange:
e Many NPCs or players may trade in:
o Raw materials
o Spells
o Units (yes, trained units can be “leased” as mercs)
o Ritual tokens

o Artifacts or food bundles

C. Global Exchange Hubs:

e Key map zones house Multifaction Marketplaces
e Economy is player-driven: prices fluctuate with supply/demand, Essence storms, war

events

D. Player Trade Routes:

e Players can establish:
o Safe caravan roads
o Underworld smuggler paths

o Realm bridges (to cross into dimensional markets)

Raids and thefts are possible. Guard units can be hired for escort.



Factions can:

e Establish trade routes with:
o Caravans (vulnerable to ambush)
o Ritual portals (expensive, secure)
o Void networks (fast but corruptive)
e Form economic treaties based on:
o Resource surplus/need
o Shared rituals

o Dream prophecy fulfillment

Trade improves:

e Morale
e Territory stability
e Economic wealth

e Tech-tree advancement (access to foreign blueprints)

13.7 City & HQ Economy Systems

Cities simulate:

e Supply/demand
e Essence tax rates

e Upkeep costs (defenses, roads, housing, troops)



e Civic rituals (e.g., prosperity blessing, war oath, storm suppression)

Faction leaders can:

e Adjust trade policies
e Open/close portals
e Impose food rations or luxury bans

e Trigger resource wars

Headquarters and cities have internal economies:

Feature Function
7L Building Upkeep Requires resources per day or cycle
&7 Morale Buffers Host festivals, offer relics, construct shrines

~/ Productivity Index Scales with citizen morale, housing, and essence
purity

4, Tech Stations Require rare minerals or faction schematics

[t Marketplace Nodes Host merchants, item trade, player listings

Faction cities can tax local units and grant bonuses to allies during conquest wars.

“\_ 13.8 Supply Lines, Raids & Logistics

A. Supply Line System:

e All RTS armies have logistical support
e Supply wagons, teleport hubs, or aether conduits needed to:

o Maintain morale



o Feed units
o Keep spellcasting stable
e Without supplies:
o Units begin to panic, starve, go rogue
o Summons collapse

o Construct tech fails

B. Raid System:

e Players or Al factions can:
o Intercept caravans
o Collapse bridges or warp tunnels

o Infect food supply (Void or plague)

C. Logistics Buffs:

e Beast mounts = mobile supply storage
e Faction rituals = teleport small goods

e Ethereal familiars = dream message delivery

Events influence prices, demand, or even item behavior:

Event Type Effects

@ Riftstorm Essence price spike, corruption rise

£+ Plagueblight Food shortage, medicine demand increases



% Trade War Cross-border restrictions, black markets open

# Arcane Surge Magical goods amplify in power, become unstable

. Economic Collapse Currency loses value, barter reigns

-

¢ 13.9 Player Market, Trading & Auction Systems

Players can engage in:

e Barter trades (in-person, ritual, or telepathy)
e Auction houses (by region or across realms)

e Black market rituals (sell cursed gear, soulbound items)

Reputation matters—scamming, betrayal, or sabotage can:

e Brand you in NPC memory threads
e Lower trust across factions

e Ban you from major market nodes

13.10 Player Farming, Industry & Self-Sufficiency

Players can build:

e Farms (seed types differ by biome + faction)
e Livestock ranches

e Essence condensers (magic fuel from environment)



e Workshop chains (create goods for faction or trade)

Industry bonuses:

e Dreamrealm Fertility Zones = boosts crop yield
e Void Plaguefields = boosts alchemy ingredients

e Forest Communion Circles = spawn faster herbal growth

~/ 13.11 Resource Tracking & RTS Integration

RTS overlay shows:

e Resource gathering rates

Worker health/morale

Essence storage levels

e Cargo movements & stockpiles

Enemy sabotage or corrupted node takeover

Alerts are auto-triggered if:
e Supply drops
e Trade routes collapse

e \Workers are under attack




(74 Summary — Section 13: Economy & Resource Systems

System Component Description
Resource Types Organic, mineral, magical, living
Extraction Methods Manual, worker, Essence-based
Crafting System Modular crafting with tiered stations and infusion
Trade & Currency Decentralized player/faction economy with dynamic prices
City/Faction Economics Simulated taxes, rituals, upkeep, and war funding

Dynamic Economic Events Randomized or triggered based on lore + world states
Player Industry Farms, workshops, energy grids, extraction towers

RTS Integration Full Ul tracking, supply alerts, sabotage detection

%> 14. Vehicles, Mounts & Dimensional
Travel

Eternal Fusion: Eternal Realms — GDD Section 14

Movement across realms, environments, and battlefields in Eternal Fusion: Eternal Realms is
dynamic, tactical, and thematically grounded in each faction's technological or magical
capabilities. This section outlines the systems behind mounts, vehicles, flying transports, and
realm-hopping travel mechanics, which support both RPG immersion and RTS logistics.

These systems are not only about speed—they represent power, mobility, faction identity,
battlefield presence, and interdimensional access.

*% 14.1 Mounts Overview

Mounts are rideable, faction-themed creatures or constructs, usable in both
first/third-person modes and RTS deployment.

A. Mount Categories

Type Description



%5 Standard Ground Mounts Fast traversal; moderate combat utility

s Combat Mounts Come with attack capabilities (bite, stomp, flame)

7 Flying Mounts Aerial recon, long-distance traversal
Swim/Amphibious Mounts Needed for Suboceanic or jungle traversal

. Essence-Bonded Mounts Evolves with user, dream-attuned or fused with soul

B. Faction Mount Examples

Faction Mount Example Traits
Horde Coalition War Boar Charge ability, morale boost
Celestial Alliance Sun Gryphon Flight, healing aura
Jungle Kingdoms Ancestral Tiger Stealth bonus, jump slash
Clockwork Dominion  Steam Strider Jet-propelled dashes, anti-magic

shielding

Suboceanic Dominion Tide Serpent Underwater traversal, tail whip
Enigmatic Hives Hive Glider Airborne unit spawn, swarm field

C. Mount Systems

e Mount HUD Overlay: Speed, stamina, Essence resonance
e Mount Bonding:

o Feeding, naming, customizing

o Emotional loyalty: mounts may refuse to obey if treated poorly
e Mount Combat:

o Melee (bite, kick, bash)

o Spell channels (lightning, flame, healing field)



o Passive buffs (evasion boost, group aura)

&8 14.2 Vehicles System

Vehicles are buildable, faction-themed transports or combat platforms, available in RTS
and story contexts.

A. Vehicle Categories

Type Description
@ Ground Transports Caravan carts, war tanks, siege machines
%’ Aerial Ships Sky barges, void gliders, mecha eagles
& Naval Vessels Submarines, sea leviathan ships, reef corvettes
"4 Interdimensional Travel between realities via powered gateways
Platforms
“L RTS Siege Engines Unit-deployable: battering rams, magma throwers, dream
siphons

B. Vehicle Mechanics

e Multi-unit Control: Pilot + gunner + turret + navigator
e Essence Reactors: Each vehicle is powered by infused Essence:

o Void Engines = Stealth mode

o Light Engines = Healing aura trails

o Chaos Cores = Unstable acceleration / explode on destruction
e Durability / Repair:

o Field repair kits



o Blacksmith or Tech workshops
e Custom Modules:

o Reinforced plating

o Turret slot

o Passenger capacity

o Spell lattice (ritual-ready vessels)

© 14.3 Dimensional Travel Systems

A. Travel Types

Type Access Method

(© Essence Gates Ritual-activated, built in RTS or story mode

J Faction Pre-existing monoliths in faction zones
Gateways
7#> Dreamwalking Aether spell-cast only during rest/meditation

» Quantum Portals Tech-powered teleport beacons (Metropolis/Deep

Space)
_ Mirror Travel Cursed or arcane altars, unreliable but fast
Riftstorms World events, unstable but accessible if skilled

B. Requirements & Costs

Travel Type Requirement Cost
Essence Gate = Realm claim + ritual circle 3 infused crystals
Dreamwalking  High Aether + safe sleep Player mana + clarity

Zone



Quantum Jump  Built beacon + TechnoMancer Energy cell + calibration

Riftstorm Entry  Must survive Voidstorm Temporal burn risk

14.4 Realm Navigation & Layering

Realms are layered realities, some overlapping (like dream zones), others requiring portals or
ritual alignment.

A. Realm Access Maps
e Players unlock access to specific realms via:
o Main quests
o Building Realm Key Shrines
o Discovering Essence Coordinates

o Surviving a Corruption Trial

B. Realm Transition Sequences

e Real-time transitions:

o Cutscenes

o Essence pulse visuals

o Terrain dissolve or warp effects
e Some may trigger:

o Memory reflection

o Dream shifts

o Timeline branches




£% 14.5 RTS Integration — Transport & Logistics
System Function
» RTS Unit Airlift Load squads onto flying transports
Zh Naval Deployment  Move units across oceanic tiles to new continents
%L Siege Deployment Carry heavy weapons to frontlines via caravan routes
%S Gate Relays Use player-controlled gate network for troop redeployment

») Pathfinder Al Auto-routes based on terrain, danger, time

> 14.6 Tactical Travel & Combat Use

Mounts and vehicles influence tactical play:

e Cavalry charges break formations
e Siege tanks act as mobile base walls
e Skyships used for:

o Bomb drops

o Reinforcement supply

o Aerial spell casting

e Essence wagons must be protected in rituals (or stolen in PvP)

Mount and vehicle loss = economic and morale penalty.

"4 Summary — Section 14: Vehicles, Mounts &
Dimensional Travel

Feature Description



Mount System Faction-based, emotional bonding, combat-capable
Vehicles RTS + RPG hybrid systems, modular with Essence cores
Dimensional Travel Layered system based on rituals, tech, and world alignment

Realms & Access Travel shaped by quest, faction, realm tech, or corruption
levels

Tactical & RTS Use Full integration into map control, logistics, and warfare

-~ 15. Al Behavior & NPC Simulation

Eternal Fusion: Eternal Realms — GDD Section 15

In Eternal Fusion: Eternal Realms, Al-controlled characters are not passive
script-followers—they are semi-sentient agents shaped by Essence resonance, personality
archetypes, emotional state, and factional ideology. From battlefield soldiers and town
civilians to Hive drones and Voidspawn beasts, every Al unit operates with adaptive logic,
behavioral memory, and dynamic world interaction.

This section outlines the Core Al Engine, faction-specific behavior trees, memory and
emotion mechanics, and RTS-level decision logic.

¥ 15.1 Core Al Framework

The game uses a layered Behavioral Al Framework, built with:

e UES Behavior Trees / Athena Al (for reactive decisions)
e State Machines (for emotions, loyalty, sleep cycles, etc.)
e Blackboard Systems (world awareness + goal tracking)

e Faction Ideology Modifiers (alignment values influence responses)

Each Al entity is defined by:

Attribute Description



“2 Personality

Memory Thread

@ Emotion State

-~ Awareness
Sphere

Bravery, greed, curiosity, honor, empathy,
ruthlessness

Remembers player actions, deaths, victories,
betrayals

Fear, loyalty, hunger, pain, elation, grief

Tracks sounds, sight, dream auras, faction signals

© Essence Influence Alters magical behavior, alignment, aggression, sanity

® 15.2 Personality Archetypes

Al personalities influence:

e Dialogue tone

e Combat decisions

e Morale gain/loss

e Reactions to betrayal, ritual offers, or strange events

Archetype
J Loyalist
“2 Thinker
@& Aggressor
% Skeptic
& Dreamer
. Opportunist

“$% Swarm-Aligned

Traits

Will protect leaders at all cost; high morale but brittle if betrayed
Prioritizes survival, knowledge, and diplomacy

Always engages if odds are fair; taunts opponents

Harder to impress; may resist mind control or dream persuasion
Sensitive to magical influence; may follow prophetic paths

May betray their own faction if offered more power

Prioritizes hive logic; ignores self-preservation for group goals




- 15.3 Emotion Engine

All Al units have emotional meters that adjust over time and influence actions:

Emotion Trigger Effect
< Loyalty Healed by player, won duels, kept Buffs to morale, follows orders
safe
» Fear Lost squadmates, blood rituals, May flee or hide
dreamstorms
(9 Rage Wounded, insulted, cursed Increased attack but reckless
behavior
- Sadness Lost family, realm corruption Lower stamina regen, will avoid
combat
W Corruption Exposed to Void, dream overload May turn hostile or mutate
@ Inspiration Witnessed miracle, divine Will disobey suicidal orders to
intervention protect player

Player actions, world events, and rituals can manipulate emotional states.

15.4 Memory & Behavioral Evolution

Al remembers major interactions with the player or world. This affects:

e Quest dialogue options
e Combat aggression
e Willingness to join or follow

e Dream influence susceptibility

Examples:

e A Hive Drone spared from death may return later to offer information



e A Commander betrayed in a treaty will never again negotiate, and may launch revenge
raids

e Dreaming too close to an Aether NPC might cause them to become obsessed or
haunted

Memory has:

e Short-term recall (1—7 days)

e Long-term anchor events (deaths, rituals, betrayals, rescue)

09 15.5 Factional Al Modifiers

Each faction’s Al templates behave differently in exploration, combat, diplomacy, and survival.

Faction Unique Behavior Logic
{J The Alliance Protect the weak, defend territory, honor-bound
¢ Arctic Union Endure starvation, retreat strategically

& Sylvan Confederation Avoid combat unless provoked, use terrain manipulation
@ Horde Coalition Rush attacks, fear no death, honor raids

J Clockwork Dominion  Prioritize efficiency, logical flanking, sacrifice emotion

4 Enigmatic Hives Swarm logic, protect Queen, shared HP field

& Cursed Dominion Immune to fear, uses corpses as reinforcements

Celestial Alliance Avoid corruption zones, cast divine vision rituals before attack
@ Chaotic Nexus Randomized Al patterns, unpredictable aggression or retreat
© Techno-Mystic Use traps, drones, ritual wards to delay or confuse enemies

~« 15.6 Combat Decision Logic



In battle, Al calculates actions using:

e Ally/Enemy ratio

e Environment advantage

e Emotional state

e [Essence Saturation (magic zones)
e Loyalty to commander

e Obijective value (defend gate, escort elder, recover relic)

RTS Logic Examples:
Situation Behavior
Being flanked Attempt to retreat or call reinforcements

Nearby ritual being cast Either defend ritualist or attempt to interrupt

Commander dead Enter panic or vengeance mode
Morale above 80% May charge or use advanced combos
Morale below 25% Units may surrender or desert

€ 15.7 Civilian Al & World Interaction

Non-combat NPCs have daily routines, including:

e Sleep, prayer, farming, crafting, patrols
e Gossip & rumor spread

e Alignment shifts based on world events

Examples:

e Townsfolk may stop trusting the player if they use necromancy



e Hive villagers communicate using pheromone trails or mind-pulse circles

e Some civilians may be secret cultists and trigger rituals if the Void influence spreads

NPCs react to corruption levels, dreams, divine visits, or market shifts in real-time.

Al System Purpose

&2 Ritual Defense Al  Prioritizes protecting casters and magic nodes

¢ Dream Logic Al Aether-influenced pathfinding, reacts to player dreams

Mutation Al Changes combat tactics after exposure to chaotic realms

@® Observer Al Factions that monitor prophecy may act on hidden
triggers

Legacy-aware Al  Reacts differently based on your family’s past deeds

74 Summary — Section 15: Al Behavior & NPC Simulation

Component Description
Personality Define individual unit actions, emotions, loyalty
Archetypes
Emotion Engine Dynamic reactions to battle, environment, rituals
Memory System Long-term Al decisions influenced by player history
Factional Behaviors Cultural Al logic per realm and belief system
Combat Decisions Calculated through morale, terrain, commander loyalty
Civilian Simulation Day/night cycles, faction loyalty, event reaction
Special Al For dreams, rituals, prophecy, and high-fantasy

immersion



©: 16. Cinematic Narrative System

Eternal Fusion: Eternal Realms — GDD Section 16

The Cinematic Narrative System (CNS) in Eternal Fusion: Eternal Realms is a hybrid of
real-time storytelling, dynamic event triggers, and faction-driven lore revelations. Rather than
relying solely on pre-rendered cutscenes, this system combines real-time in-engine
sequences, interactive dialogue, and dream-infused memory visions, allowing for a
seamless blend between gameplay and narrative.

The CNS is designed to respect player agency, adapt to factional alignment, and reflect the
legacy of choices made across characters, generations, and realms.

awet

E< 16.1 Narrative Presentation Layers

The game delivers story through multiple interconnected methods:

Narrative Method Description
¥, In-Engine Real-time scripted scenes using the player model, allies, and
Cinematics enemies
' Interactive Branching conversations with voice, facial animation, and
Dialogue influence systems
~ Dream Visions Aether-based memory flashes, alternate futures, or ancestral
echoes
Ritual Group-cast sequences invoking visions, ancestral warnings, or
Transmissions divine messages
Legacy Echoes Flashback cinematics based on previous hero deeds or bloodline
events
® Prophecy Clips Glimpses of future disasters or world endings seen only by

chosen characters

A 16.2 Narrative Trigger System

Narratives are dynamically woven through a Trigger Web, activated by:



e |ocation discovery (sacred ground, cursed zones)
e Player action (betrayal, pact, realm alignment)

e Time-based events (eclipse, riftstorm, realm clash)
e Faction reputation thresholds

e Dream and ritual-based interaction

Examples:

e Entering a forgotten realm ruin triggers a ghost-vision of a past betrayal
e Completing a multi-faction treaty causes a cinematic of an emissary circle

e Reaching 90% Void saturation causes visions of world collapse and ancestor screams

@ 16.3 Dialogue & Choice Design

A. Branching System

All major NPCs feature a branching dialogue tree with:

Branching Type Impact
=] Essence Replies based on your Essence alignment (Light, Void, Chaos,
Responses etc.)
#2 Memory-Aware NPCs remember what you did in the past (lie, help, kill,
dreamshare)
¥ Faction-Loyal Dialogue paths available only to aligned characters

“ Reputation-Based  Choices locked/unlocked based on morality, fear, fame

(© Dream Threads Non-verbal Aether interactions (visions, emotions, illusions)

B. Dialogue Outcome Examples:



e A Hive-aligned player may commune silently with insectoid leaders
e A Cursed Dominion survivor might collapse into a dream-state mid-speech

e An Alliance paladin may challenge you to divine debate based on Light essence purity

¥, 16.4 Real-Time Cinematics

In-game scenes are rendered dynamically with:

e Real characters (no model swaps)
e Adaptive camera motion (based on surroundings, threats)
e Emotion-reaction animations

e Fade-to-dream or rift distortion for surreal scenes

Director Tools:

e Use Lumen lighting shifts for divine interventions
e Nanite terrain shifting to represent magic eruption or dream rupture

e Cinematic filters for VVoid/Harmony/Chaos based moods

Cinematics can be:

e Skipped without loss of world state

e Rewatched later via Memory Codex

e 16.5 Dream Visions & Memory Echoes

Dreamwalkers or Aether-aligned characters frequently receive:



Ancestral flashbacks

Alternate timelines

Prophecy clips

Corrupted echoes (if under Void or Hive influence)

These are delivered in surreal, abstract visuals:

e Fractal geometry
e Fluid time distortion
e Spoken prophecy from ghostlike entities

e Symbol-only conversations with gods or JesterKings

Dreams can contain:

e Entire lore dumps (non-linear)
e Choices that ripple into the waking world

e New spells, rituals, or relationship triggers

¥ 16.6 Legacy Timeline & Flashback System

When players create heirs or play descendants, they may:

e Experience flashback sequences of ancestor deeds
e Hear or see recorded actions (narrated by allies/enemies)

e Face dream-reflected karma (e.g., your ancestor’s broken promise haunts a diplomacy
scene)

The Legacy Flashback Engine auto-generates visual memory vignettes:



e Dialogue, place, action, emotion preserved

e Shown when relevant (e.qg., visiting same location as ancestor)

16.7 Cinematic Layers by Faction & Essence

Each faction has its cinematic philosophy, aesthetic, and soundtrack tone.

Faction Cinematic Style
Celestial Alliance Lens flare, echo dialogue, choir ambience
Horde Coalition Drums, sharp cuts, brutality emphasis

Clockwork Dominion  Structured panels, ticking overlays, gear fade
transitions

Cursed Dominion Flickering torchlight, whispers, haunt filter

Sylvan Confederation Nature fade-blend, rune-illumination

Techno-Mystic Holographic overlays, synthetic distortion
Hive Multivision overlay, mind-pulse effects
Chaotic Nexus Unstable camera, glitch distortions, voice splitting

Essence tones override faction if the player has crossed into deep fusion.

et

E5 16.8 Special Narrative Systems

System Function
¥ World Event E.g., Realm-wide war declaration, eclipse rituals
Cutscenes
@ Tutorial Moments Spirit-guided cinematic with brief control takeovers

Divine Visitations Cut-in scenes of Essence gods interacting with the player



® Prophetic Events Multi-realm cinematic seen by all players on the server

¥ Ritual-Memory Fusion  Ritual sites that replay ancient events from multiple
perspectives

74 Summary — Section 16: Cinematic Narrative System

Feature Type Highlights
Narrative Layers Real-time, dream-based, ritual-linked, prophecy-infused
Dialogue Design Branching paths, memory-aware, emotion-reactive
Cinematic Style Adaptive scenes based on realm, essence, and past
choices
Legacy Timeline Flashbacks, ancestral reflections, karma choices

Dream/Nightmare Delivery  Surreal presentation of lore, insight, spell memory

World Event Integration Cutscenes triggered by global rituals or realm wars

_117. Lore Codex & Timeline Design

Eternal Fusion: Eternal Realms — GDD Section 17

The Lore Codex serves as the narrative and philosophical backbone of Eternal Fusion: Eternal
Realms. It is both an in-game encyclopedic repository and a real-time updated timeline engine
that reflects major world events, faction history, ancient prophecies, and player-altered
outcomes.

This system provides deep immersion, enabling players to explore not only the mythology
and history of Etherna, but also their personal legacy and influence across multiple
generations, realms, and dream cycles.

#1 17.1 Lore Codex System Overview

The Codex is split into modular scrolls, each representing a narrative category:



Scroll Category

Founding Myths

>% Faction Histories

« Essence Science
&2 Heroes & Villains

2 Dream Chronicles

Ritual Texts

©® Timeline Events

) Alternate
Realities

Content Includes

The creation of Etherna, the JesterKings, the emergence of
Essence

Timeline of each faction’s rise, wars, betrayals, and religious
schisms

Explanation of Essence properties, alchemical laws, fusion theory
Legendary figures, ancient heroes, fallen gods, nemesis families

Player dream records, prophecy decodings, memory echoes

Known rituals, lost forbidden rites, divine invocations

Real-time logged changes: player quests, realm collapses, dream
ruptures

Dream-discovered “what if” threads, alternate pasts/futures

= 17.2 Codex Access & In-Game Ul

e Codex can be accessed from:

o Main menu

o Ritual chambers

o Faction libraries

o Personal journal

e Entries can be:

o Automatically added upon discovery

o Manually annotated by players

o Shared in multiplayer campaigns



Codex filters:

e By Faction

e By Essence

e By Timeline Year
e By Realm

e By Memory/Ancestral relevance

__ 17.3 Unified World Timeline System

The Unified Timeline of Etherna is the in-game chronology that reflects both canonical events
and player-driven outcomes. It is updated as time passes, wars are waged, and realms are
changed.

A. Timeline Structure:

Era Name Summary
& The Convergence Birth of Essences, emergence of the JesterKings, foundation
Spark myths
% The Fracture Wars First major Essence wars, shattering of the Overworld,

emergence of factions

@ The Realm Rise of dimensional rifts, dream events, Hive awakenings
Splintering

® The Eternal Eclipse Present era — where players begin their journey and affect
history

Each major patch, DLC, or server-wide event adds “Timeline Shards” reflecting:
e Prophetic ritual outcomes
e Player kingdom rise/fall

e Dream-catastrophes



e Essence synthesis breakthroughs

e Global faction re-alignments

& 17.4 Heroic & Family Legacy Records

A. Hero Codex

e Stores every named hero, nemesis, or companion the player meets or defeats
e Includes:

o Portraits

o Alignment

o Last known realm

o Quote or death vision

B. Family Tree Timeline

e Each playable character belongs to a bloodline or soulchain
e Legacy includes:

o Date of birth/death

o Quests completed

o Rituals mastered

o Spells created

o Dreamwalking events

o Relationships and betrayals



Each heir adds to the House Chronicle, viewable in both single-player and multiplayer
campaigns.

= 17.5 Player Memory Integration

Players who specialize in Aether, Dream, or Consciousness Essences can unlock:

e Ancestral Flashbacks (viewing or playing past hero events)
e Prophecy Markers (future events that can be caused or prevented)

e Soul-Fused Dialogues (interacting with echoes of former selves)

These become Codex entries only after enough clarity is gained through:

e Meditation
e Realm harmonization

e Dream rituals

© 17.6 Faction Lore Dynamics

Each faction’s lore is structured in three layers:

Layer Detail
1 Surface Lore Basic history, known traditions, public religion
€ Secret Lore Unlockable via quests, rituals, high rank or betrayal

(@ Forbidden Lore  Found in dream temples, corrupted archives, or vision-induced
revelations

Example:

The Horde Coalition



e Surface: Warrior clans from the ashes of the First Fire
e Secret: Ancient alliance with fire-elemental sentience

e Forbidden: Once tried to harness chaos essence to become demi-gods—Ied to internal
cannibalism war

~/ 17.7 Dynamic World Lore Updates

As the game progresses:

e War declarations, realm shifts, and prophecy rituals trigger Codex updates
e Codex can diverge per player based on:

o Faction loyalty

o Moral alignment

o Essence Affinity

o Time of birth (e.g., born under an eclipse = unique story branches)

Multiplayer guilds may create shared Codices through merged rituals.

17.8 Integration With Gameplay

The Codex system:

e Guides players toward key rituals or truths
e Hints at hidden realms or prophecies
e Logs decisions for legacy tracking

e Isusedin:



o Dialogue checks
o Prophecy validations
o Realm claiming rites

o Trial initiations

A well-read player may even predict enemy tactics or uncover hidden enemy factions before
they appear.

("4 Summary — Section 17: Lore Codex & Timeline
System Description
Lore Codex Modular in-game encyclopedia covering all known (and unknown) lore
Timeline Engine  Tracks world events, player outcomes, and realm-shaping decisions
Heroic Legacy Chronicles past lives, companions, and nemesis lineages
Faction Lore Multi-layered knowledge from myth to corruption
Dream/Memories Unlocks hidden entries via Aetheric attunement or rituals

World Evolution Live updates based on war, dream rifts, player-faction dynamics

») 17.10 World Generation & Starting Conditions

Inspired by RimWorld, Dwarf Fortress, and Dynamic Campaign Systems

Before beginning a new game in Eternal Fusion: Eternal Realms, players are given deep control
over how their campaign world is generated, including starting era, faction dynamics,
technological age, realm integrity, and world events already in motion. This adds immense
replayability, narrative variance, and player ownership of the world state.

Players may choose between two major modes:

Mode Description



I Main Campaign Handcrafted narrative world with curated events, timeline,

Mode cinematics, and key characters
# Custom World Player-generated world using world seed, sliders, and modular
Mode settings for total sandbox immersion

¢» A. Custom World Generator (C.W.G.)

The Custom World Generator gives access to dozens of toggles, sliders, and parameters to
define your version of Etherna.

Key Configuration Categories:

Category Options

" | Starting Era - Convergence Spark (Essence birth)
- Fracture Wars (faction origin wars)
- Eternal Eclipse (late-game tech/magic hybrid age)

¥ Technological Era - Primitive Tribal
- Early Ritual Age
- Fusion Renaissance
- Post-Quantum Collapse

{J Starting Faction Choose your starting faction OR randomize OR start as a minor
breakaway group
Includes location selection: tundra, jungle, desert, sea, astral gate

area, etc.
Essence Adjust distribution of Essences across the map (e.g., 80% Void,
Dominance 10% Light, etc.)
Realm Integrity - Stable (few rifts)

- Unstable (rifts common)
- Fragmented (entire map is shattered into realms)

s Balance of Power - Strong centralized empires
- Decentralized warlords
- Scattered independent tribes

>% Global Conflict - Peaceful
Level - Border tensions
- Total war

- Post-collapse recovery



® Prophecy Trigger - Delayed
- Already in motion
- Unknown start (Al or random)

“Z Dream State - Dormant
Activity - Dreamless Realm
- Hyperactive (every faction dreams)

3'¥ Major World Event Choose if a major past event has already occurred:
- The Rift Implosion
- The Hive Ascension
- The Death of a God
- None (begin fresh)

@ B. World Seed & Randomization

e Players may enter a custom world seed or allow RNG to determine:
o World shape and geography
o Hidden temples and sacred sites
o Faction proximity and alliances
o Ancient ruins and deathzones

e \World seeds can be shared online, allowing community-built mythologies and shared
canon variants

%, C. Handcrafted Campaign Mode

The Main Campaign World is a carefully written and choreographed experience:

Feature Description
®5 Cinematic Pre-scripted scenes woven with real-time events
Sequences
% Fully Voiced Important characters, leaders, and spirits have dedicated voice

Factions talent



£ Timeline Anchored
Events

./ Locked Realms

¥ Canon Starting
Point

= Lore Consistency

Story moments linked to world days (e.g., 14th day = Rift Bloom
begins)

Some planes or paths are only opened after certain events (e.g.,
Eclipse, betrayal, legacy unlock)

Start in the Eternal Eclipse era as one of three major
factions—others can be unlocked or encountered

Optimized for players who want to experience the universe “as
written” first before customizing

Replay value remains high, as player actions still branch timelines, but the world itself is
consistent with the Eternal Fusion Codex.

© D. Hybrid Option: Shattered Legacy Mode

A middle-ground "Shattered Legacy" mode combines:

e Handcrafted world structure

e Customizable faction start

e Open-ended dream/world mutation triggers

Ideal for those who want authored landscapes with emergent gameplay.

World Mode Summary

Mode Name
EZ1 Main Campaign

# Custom World
Mode

Shattered Legacy

Description

Authored storyline, voice acting, cutscenes, canonical timeline

Full sandbox: choose era, realm chaos, dream state, prophecy,
essence balance

Mixed structure: cinematic zones + customized starting condition




("4 Addendum to Section 17: Lore Codex & Timeline

The World Generation System connects directly with the Codex and Timeline, embedding:

e Faction history generation
e World events as Codex entries
e Dream-state conditions as prophecy scrolls

e Past chosen world seeds as “alternative historical worlds”

Your world's configuration becomes its own playable mythos, archived as a Legend Scroll
in your Codex.

X 18. Construction, Territory & RTS
Control

Eternal Fusion: Eternal Realms — GDD Section 18

Construction and territory control in Eternal Fusion: Eternal Realms blends RTS-scale
base-building, RPG-level crafting detail, and essence-aligned architectural systems. Every
structure, zone, and command post is infused with magical, technological, or spiritual
meaning, and directly ties into realm conquest, faction influence, and survival systems.

This section details the mechanics, structure types, territory rules, resource flow, and strategic
overlays used for both solo and multiplayer gameplay.

71 18.1 Construction System Overview

Players (and Al factions) may construct bases, fortresses, ritual altars, city-states, or
hidden shrines depending on:

e Their faction
e Available resources

e Zone control



e Essence saturation level

e Campaign mode (handcrafted or custom)

Key Principles:
Principle

£ Modular Design

Essence Infusion
“Z Autonomy
Systems

¢ Strategic
Anchoring

Function

Build modularly: walls, towers, functional rooms, node networks

Buildings infused with magical traits (Light Wall, Chaos Turret, Void
Gate)

Al workers, drones, or summoned golems maintain and protect
structures

Building types alter terrain, morale, and RTS control radius

5 18.2 Building Types by Tier

Tier

Tier 1 — &» Primitive /
Outpost

Tier 2 — % Village /
Warcamp

Tier 3 — %4 Fortified
Base

Tier 4 — & Faction
Capital

Tier 5 — B Realm
Nexus

Example Structures Purpose

Hut, Campfire, Gathering Tent, Early game shelter and vision
Scout Tower

Barracks, Totem Shrines, Alchemy Basic military and crafting
Lab, Food Pit economy

Walls, Essence Wells, Workshops, Mid-tier defense, energy

Dream Wells generation

Thrones, Gateways, Cathedrals, Unlocks high rituals, global
Drone Hives commands

Dream Temples, Rift Stabilizers, Alters the world map, unlocks
World Shrines reality shaping

«’ 18.3 Essence-Infused Architecture



Each building can be aligned with one or more Essences, altering its function and passive
aura.

Essence Infused Trait Example
11 Balance Aura of calm, increases worker obedience and reduces rebellion risk
V2 Nature Auto-regrows walls, boosts herbal growth nearby
@& Chaos Boosts enemy fear nearby, may randomly explode or mutate

Light Healing aura, reduces corruption in nearby zone

J- Technology  Auto-defense turrets, increased Al pathing efficiency

© Aether Enhances dreamcatchers and psychic vision ranges

@ Void Prevents teleportation, drains morale of enemies

& Water Dampens enemy fire damage, boosts energy regen of water mages

44 Hive Buildings communicate, auto-repair, and summon insect swarms on
attack

Buildings can only be infused if the zone’s Essence Saturation matches or has been
harmonized via rituals.

& 18.4 Territory Control & Zone Mechanics

Each map is segmented into zones. Control is determined by:

Method Impact

i Building Command Establishes control radius
Post

Ritual Zone Claiming Uses Essence beacon or summoning ritual
J Defensive Structures Must have guards or Al patrols to remain valid

® () Vision Radius Must be in view or connected to other controlled zones



% Conflict Outcomes Territory can be taken if defenses are breached or rituals

corrupted
Zone States:
State Meaning
O Stable Full control, resource flow optimal

Contested Opponent forces nearby, rituals failing
0 Lost Taken over, all benefits removed

@ Corrupted Taken by Void/Chaos event, must be
cleansed

4 18.5 RTS Overlay Controls

Players in RTS mode see:

e Structure blueprints

e Essence energy grid (light radius, corruption spikes)
e \Worker task queues

e Siege status

e Line-of-sight / Fog of war

Ritual beacons (active, dormant, under siege)

RTS interface allows for:

e Group select/deselect
e Build priority chains
e Essence routing

e Dynamic pause + build



e Combat/defend while building

= 18.6 Strategic Buildings & Their Effects

Structure Type Function
Ritual Altar Enables map-wide buffs or summoning of divine events
| Watchtower Increases zone vision, alerts dream incursions
# Alchemy Garden Spawns rare reagents and enhances potion duration
% Barracks Spawns troops, increases morale in radius

(@® Obelisk of Prophecy  Reveals fate-based enemy attacks before they happen
(© Dreamcatcher Dome Prevents nightmares, attracts Aether beings for quests

%S Gateway Platform Enables fast travel across realm or to dimension

Structures can be upgraded with:

e Reinforced walls

Ritual shields

Turret integration

Anti-siege wards

Essence batteries (for autonomous casting)

“. 18.7 Worker Al & Automation

Each faction has automated or semi-sentient builders, customized by their culture:

Faction Builder Unit Example



Alliance

Jungle Kingdoms

Clockwork Dominion
Enigmatic Hives
Celestial Alliance

Cursed Dominion

Workers operate by:

Faith-bound Squires

Rootbinders (plant-based
workers)

Gear Servitors
Expansion Drones
Spirit Architects

Bonehands (zombie builders)

e Automated build queues

e Morale and loyalty modifiers

e Essence field limitations

e Combat retreat logic

e Ritual assistance (building structures tied to summoning)

@ 18.8 Siege & Destruction Mechanics

Territory and buildings can be lost due to:

e Enemy siege units

e Riftbreakers or chaos anomalies

e Internal rebellion / morale collapse

e Essence field corruption

Siege types:

e Physical: catapults, acid beasts, void worms



e Ritual: decay rituals, soul fires

e Tech: hacking swarms, EMP mines

Destroyed buildings leave behind:

e Ruins that can be scavenged or rebuilt
e Essence scar zones that alter nearby magic

e Ghost echoes in dream realms

("4 Summary — Section 18: Construction, Territory & RTS
Control

Component Description

Modular Construction  Build tiered and faction-styled structures in both RTS and RPG
views

Essence Architecture  Buildings infused with elemental magic or void/tech power

Zone Control Define borders through build radius, rituals, and active defense

RTS Overlay Tactical view with full logistical and magical routing Ul

Worker Al Custom faction-themed builder agents with loyalty, morale, task
trees

Siege/Destruction Dynamic warscapes, ritual wipes, Essence corruption consequences

M 19. Multiplayer Systems & Faction
Diplomacy

Eternal Fusion: Eternal Realms — GDD Section 19

Multiplayer in Eternal Fusion: Eternal Realms is designed to be deeply integrated, offering a
layered experience that combines RTS faction warfare, RPG co-op campaigns, PvP



conquest, and dynamic diplomacy. Whether players are building kingdoms together,
betraying one another through hidden pacts, or engaging in divine rituals that alter server reality,
the game encourages strategic interaction, political manipulation, and team-based
storytelling.

This section details multiplayer game modes, diplomacy mechanics, co-op systems, and
realm-wide conflict dynamics.

% 19.1 Multiplayer Modes
Mode Description

> Realm Conquest (PvP) Large-scale RTS + RPG hybrid with player factions battling
for territory across the map

ff Campaign Co-op (PVE) Up to 4 players team up to experience the story mode, share
resources, quests, and rituals

~% Ritual Clash (Event Instanced 2v2 or 4v4 battles where players attempt to
PvP) sabotage or complete large-scale rituals

“Z Dream Arena Aether-constructed dream realms where players battle for
(Experimental PvPVvE) memory fragments while avoiding psychic threats

i%i Faction Siege (RTS One faction defends a realm capital while others launch a
Hybrid) multi-pronged siege; combines macro + micro control

All modes support:

e Custom lobbies
e Server persistence (world state saves)
e Spectator mode for major Realm Wars

e Optional permadeath, legacy family tree across sessions

< 19.2 Diplomacy System



Diplomacy is in-game, real-time, and influence-based—players and Al factions interact
through emissaries, dream encounters, envoy rituals, or direct councils.

A. Diplomacy Actions
Action Result

#. Treaty Proposal Truce, alliance, open borders, research sharing

4 Tribute Share food, relics, workers, units
Exchange

= Dream Concord  Secret Aether pact—only visible to dream-aligned players

¥ Peace Ritual Requires both parties to perform it—grants shared Essence field
temporarily

@ Ultimatum Threaten war or sabotage unless terms met

¥ False Pact Chaos/Hive-aligned players can feign diplomacy for backstab
bonuses

Diplomatic actions cost:

e Political influence
e Ritual resources

e Or specific Essence (Light = honesty, Void = deceit, Hive = shared will)

J 19.3 Faction Reputation & Influence

Each faction (Al or player-led) maintains a dynamic reputation profile, tracked by:

e Past betrayals or kept promises
e Dream presence (too many nightmares = fear)
e Ritual ethics (dark rituals scare peaceful factions)

e Battle behavior (dishonorable combat reduces trust)



Reputation Tiers:
Tier Effect
¥ Revered Factions follow you, may gift units or land

@ Respected Allies trust long-term plans

Neutral Can sway based on bribes, rituals, or
gestures

Distrusted Needs heavy tribute or manipulation

¥ Enemy Will attack on sight or curse your lands

Reputation decay/recovery is influenced by Prophecy Events, Player Dreams, and Faction
Lore alignments.

<« 19.4 Alliance & War Systems

Factions can:
e Form alliances (with shared vision, Essence field sync, joint rituals)
e Declare holy war or total conquest
e Create coalitions vs dominant players or Void-infected empires

e Secretly fund rebels inside enemy factions (if Espionage systems are active)

Alliance Features:

e Joint unit control
e Shared map data
e Combined rituals (e.g., fusion summoning, Essence storms)

e Temporary telepathic communication (Hive factions)

War Features:



e World-scale resource attrition
e Essence field polarity shift
e Siege planning sessions

e Hero vs Hero duels to end battles early

i1 19.5 Player Group Systems

Players may:

e Form guilds / dynasties / houses
e Establish faction kingdoms in multiplayer world servers
e Share legacy family trees
e Merge Codex entries and dream visions
e Assign roles:
o High Ritualist (crafts faction spells)
o General (RTS combat leader)
o Diplomat (controls alliances)

o Oracle (handles dream navigation and prophecy)

Guilds have:

e Custom banners
e Capital city upgrades

e Codex entries that reflect achievements, wars, betrayals




#1 19.6 World Conflict Layer

Each multiplayer world contains:

Conflict Element Mechanics
4 Essence Saturation Contested regions based on magical field dominance
Zones

i%s Strategic Strongholds Regions with rare relics, artifacts, or deity relics

TF Ritual Sites Trigger massive effects (e.g., summon celestial titans)

*+ Void Breach Points PvPVE zones that must be purged to prevent corruption
spread

% Prophecy War Zones Forecasted regions from Codex that shift control every few
cycles

Victory Conditions (can be server-configured):

Dominate majority of zones

Defeat nemesis factions

Perform final realm ritual

Outlast others in post-apocalyptic loop

Reach unity in Dream Concord Mode

£2 19.7 Multiplayer Tools

Tool Use
% Realm War Map Real-time diplomacy + zone control overlay
¢ Voice & Text Chat Proximity + broadcast channels

Codex Sync Group lorebooks and dream-shared records



©» Legacy System Tracker Follow your guild’s bloodline or faction evolution

*, Admin Config Panel

Adjust server win conditions, custom events, mod integration

("4 Summary — Section 19: Multiplayer & Diplomacy

System Component
Multiplayer Modes
Diplomacy
Reputation & Influence
War & Alliances
Guild/Group Systems

World Conflict Layer

Multiplayer Ul & Tools

wil

Bloodlines

Description
PvP, PVE, Co-op, Dream Arena, Realm War
Real-time, essence-influenced, memory-reactive
Live faction behavior based on player choices
Tactical and narrative-driven faction relations
Roles, shared dreams, family trees, Codex fusion

Living servers with essence wars, prophecy events, breach
zones

Tactical overlays, chat, mod settings, diplomacy panel

&> 20. Hero Units, Legacy Mechanics &

Eternal Fusion: Eternal Realms — GDD Section 20

Heroes are the spiritual and mechanical core of Eternal Fusion: Eternal Realms. Each hero
embodies the values, trauma, and evolution of their faction, ancestry, and personal decisions.
Unlike standard units, heroes persist across timelines, influence faction direction, and may leave
bloodline legacies that span generations.

This system integrates RPG character building, RTS battlefield leadership, and a
permanent legacy system involving memory threads, soul echoes, and ancestral

inheritance.

[ <)

= 20.1 What Is a Hero Unit?



A Hero Unit is a unique named character that:

e |eads armies or factions

e Evolves through experience, quests, choices, and rituals

e Leaves behind Echoes and Descendants

e Becomes part of the Codex Legacy Timeline

Each Hero has:

Attribute Function
# Memory Thread Stores events, loyalties, defeats, victories
«» Death State Either permadeath, ghost echo, soul split, or rebirth
¥ Bloodline Tag Defines future inheritance, family skills, prophecy impact
| Codex Entry Automatically logged in the factional or personal legacy
@ Essence Determines magical affinity, dream shape, spiritual influence
Signature

&> 20.2 Hero Class Archetypes

Heroes fall under custom archetypes that blend faction culture, Essence mastery, and battlefield

role:
Archetype Combat Role
J Warden Frontline tank, morale
Commander aura
& Aetheric Seer Mage, divination
specialist
“ Phantom Duelist Assassin, blink-type

& Techno-Lord Constructs and drones

Narrative Role

Defends legacy lands

Interprets dreams, unlocks rituals

Espionage, nemesis hunter

Leads Clockwork offensives



Q Bloodline Revenant Undead, essence drain Returns from the dead if honored

& Fusion Ascendant  Multi-Essence hybrid Final tier of hero evolution
¥ Progenitor Herald Starts a new bloodline Unlocks legacy buffs across
playthroughs

& 20.3 Hero Creation & Customization
Starting Campaign
e Select or randomly generate a Hero
e Define:
o Name
o Faction allegiance
o Starting Era
o Backstory archetype
o Starting weapon/class

o Dream Influence level

Mid-Campaign Hero Emergence

e Ritual-summoned
e Legacy bloodline awakening
e Dream-infused random event

e Faction lore event (e.g., prophecy states: “In the Eclipse, the Flameborn shall rise”)




&> 20.4 Hero Progression System
Heroes gain XP and Memory Marks via:

e Kills and battle achievements

e Dialogue choices

e Dream rituals

e Realm stability or collapse

e Death + rebirth (alternate timeline cycles)

Progression Paths:

Path Benefit

V2 Essence Mastery Unlock multi-tiered spells, mutate physical form

% Combat Expertise Special attacks, formation commands, morale
boosts

“2 Legacy Insight Greater dream visibility, enemy weakness detection
« Bloodline Mutation ~ Permanent traits for descendants

Prophecy Inflection = Changes fate events or rerolls future timeline nodes

&> 20.5 Bloodlines & Descendants

If a hero dies or ages out, players may continue their journey through heirs or spiritual
echoes.

Bloodline Mechanics:
Mechanic Description

& Genetic Pass traits, titles, gear affinity, spells to children
Inheritance



! Codex Ancestry
Log

& Prophecy Binding
“2 Memory Bleed

99 Spiritual
Possession

[~ Tomb Rituals

Tracks who birthed whom, timeline of actions, ancestral unlocks

Some descendants are marked by prophecy (cannot avoid fate)
Dreamwalkers can absorb parts of ancestor knowledge

Late-game heroes can possess a descendant for short-term power
boost

Fallen heroes can be resurrected if bloodline is intact and realm
isn’t corrupted

£2 20.6 Hero Death & Legacy Options

When a hero dies:

Outcome

«» Permadeath

¥ Echo-Walker

Result

Echo remains in Codex; boosts realm morale or grief debuff

Can act as advisor or dream NPC

¥ Bloodline Continuation ~ New character carries essence fragment + traits

5] Alternate Timeline

Soul-Swap Ritual

In dreamworlds, the hero may still exist in fractured versions

Body destroyed, spirit reborn in new host

gsi 20.7 Legacy Traits & Permanent Buffs

Traits pass down across sessions or campaigns:

Legacy Trait

Line of Honor

U
@ Dream-Seer’s Blood

£) Undying Pact

Effect

All descendants get starting armor bonus
Starts with active dream vision every 7 days

May revive once per life with stat penalty



% Eternal Warrior Combat buff when fighting near ancestor’s
grave

= Lorekeeper’s Lineage  Starts with extra Codex entries unlocked

(® 20.8 Hero & Nemesis Relationship System
e Heroes track Nemesis Opponents
e Defeated nemeses may:
o Return as voidspawn or spectral generals
o Curse your bloodline
o Become NPCs that influence realm behavior

e Long-running feuds evolve over time and generate Codex history entries

&> 20.9 Multiplayer Hero Mechanics
e Hero roles in multiplayer:
o Warlord (combat)
o Oracle (dreams)
o Sage (ritual master)

o Heir (next-gen bonus for long-term campaigns)

Players can combine bloodlines in co-op:

e Ritual bonding creates fused heroes

e Guilds may create ancestral lineages stored server-side



e Player nemeses can become cross-server villain characters

{74 Summary — Section 20: Hero Units, Legacy Mechanics
& Bloodlines

Component Description
Hero Creation Choose name, essence, faction, backstory, dream
traits
Progression XP-based + Memory + Dream alignment growth paths
Death & Rebirth Permadeath, ghost return, soul rebirth, timeline echo
Bloodline System Descendants inherit traits, names, memories, spells
Legacy Traits Permanent buffs to future playthroughs and heroes

Multiplayer Hero Design  Roles, guild lineages, cross-server memory threads

Nemesis System Persistent rivalries with long-term narrative impact

@ 21. Prophecy Engine, Fate Threads &
World Endings

Eternal Fusion: Eternal Realms — GDD Section 21

The Prophecy Engine is a unique narrative-core mechanic in Eternal Fusion: Eternal Realms,
allowing the game world to evolve in unpredictable, yet narratively grounded ways. It tracks
player decisions, ritual outcomes, Essence alignments, and ancestral choices to create
Fate Threads—interconnected timelines that lead to dynamic, personalized world endings.

Prophecy is not merely a passive flavor system—it actively influences:
e Faction decisions

e World events

e NPC behaviors



e Dream sequences

e Final game conditions

This system ensures that every campaign has a mythic arc—with consequences, omens,
betrayals, and apocalyptic or redemptive resolutions.

-~ 21.1 The Prophecy Engine

The engine tracks every significant choice using hidden Fate Metrics, constantly updating the
world’s trajectory.

Key Data Inputs:

Input Source Affects...
. Hero choices Personal fate, bloodline influence
@ Ritual outcomes World tone, Essence balance, entity awakening
¢-) Dialogue decisions NPC loyalty, war/peace branches

¥ Dreamwalking events Fragmented fate echoes, alternate selves
unlocked

% Realm-wide conflict Global outcome paths

(@ Essence fluctuations  Destiny weight of the current realm

As fate threads converge, the engine triggers:

e World state shifts

e Environmental anomalies
e Prophetic visions

e Faction re-alignments

e Endgame prophecies



B 21.2 Fate Threads System

Fate Threads are invisible narrative strands that determine destiny categories for both the
player and the world.

Each character (hero or major NPC) has up to three fate threads active at any given time:

° Core Fate (unchangeable)
e V£ Mutable Fate (changeable through quests/dreams)

e (© Chaotic Fate (randomized or hidden; unlocked via Aether rituals)

Thread Examples:

Thread Name Effect
“The Beacon of Light” Grants aura that resists Void corruption and gives hope
“The Betrayer’s Path” Causes allies to distrust you; unlocks backstab potential

“Echo of the Forgotten” Dream fragment of alternate self guides you from another

realm
“Child of the Eclipse” Marked by fate to either doom or save the world
“Fragmented Soul” You are unknowingly a vessel for an ancient prophecy demon

Players can see their Fate Threads only by:

e Using high-Aether rituals
e Reaching prophetic thresholds

e Entering “The Loom” realm (a metaphysical realm inside the Prophecy Temple)

" 21.3 Prophecy Scrolls & Revelation Events



Scattered throughout the world are Prophecy Shrines, Scroll Temples, and dreamtriggered
scripts that present omens, riddles, and future glimpses.

Prophecy Scroll Tiers:

Tier Source Description
I Minor Shrines Personal fate hints
Il Faction Archives Predict faction war outcomes or betrayals

i World Ritual Centers  Foretell cosmic convergence or Essence collapse

v Dream-Realm Reveal multiverse truths, future echo threads
Temples
\% Divine Visitation A god-like entity speaks to you directly, triggering endgame
fork

Players must interpret riddles and signs—not all prophecies are literal. Some may lie. Some
may mislead.

C) 21.4 Global Prophecy & Dynamic World Endings

Each world has one or more “Prophetic Outcomes”, shaped by player and faction decisions.

The game supports multiple world-ending scenarios, such as:

Ending Type Trigger

. Void Convergence  Too much Void Essence across the world; Hive and Shadow
realms win

v Radiant Ascension Player unifies Light, Harmony, and Balance through peace and

ritual
© Infinite Dream Aether-based players enter eternal dream cycle; world becomes
Spiral unstable
& Essence War Player causes all 9 Essences to reach equilibrium — locked

Eternal warfare forever



® Singularity Binding Fusion of Technology, Void, and Aether; machine-dream entity
absorbs reality

% Legacy of Echoes Multiple heroes leave fragments; world loops into rebirth across
timelines

Each ending has:
e A unique cinematic sequence
e |Lore updates to the Codex
e Dream inheritance effects on future campaigns

e Ability to “fracture” the ending into alternate realm forks

21.5 Divine Intervention System

At key prophecy thresholds, divine entities—often tied to Essences or the Omni-dimensional
JesterKings—may directly intervene.

Interventions can be:

e Boons (power, prophecy vision, gear)
e Warnings

e Possession attempts

e Memory resets

Forced timeline rewinds

Each Divine Class reacts differently:

Entity Class Behavior

Light Deity Judges your virtue and factional unity



+& Void Monarch  Offers power in exchange for memory
x Machine Logos Renders outcomes as logic-based simulations
“Z Aether Oracle Triggers dream collapse and prophetic storms

¥ JesterKing Randomly reshapes your prophecy tree or unlocks 4th wall
knowledge

< 21.6 Dream-Linked Prophetic Mechanics

Dreamwalkers gain unique prophecy-altering abilities:

Mechanic Effect
Dream Rewrite Erase a Fate Thread (1x per game)
& Timeline Jump Reroll prophecy path, new world layer (at cost of memories)
 Prophecy Mirror View future potential self or nemesis
Dream Concord Combine fate threads with allies (co-op shared prophecy)

Nightmare Override Defeat prophecy beasts to reforge threads of doom into ascension
types

74 Summary - Section 21: Prophecy Engine & World
Endings

Component Description
Prophecy Engine Dynamic system calculating player impact on world trajectory
Fate Threads Tracks personal and global destiny arcs
Scrolls & Shrines Lore-rich riddles and dream omens that guide prophecy
Global Endings Multiple outcomes based on Essence balance, bloodline, or
chaos

Divine Intervention God-tier entities that nudge or rewrite fate



Dream Prophecy Advanced metaphysical dream mechanics to edit future events
Tools



"4 Full Access Document for Game



("4 Full Access Document for Game
Development: Eternal Fusion: Eternal

Realms

M Project Overview

Eternal Fusion: Eternal Realms is an expansive, feature-rich game project combining
Real-Time Strategy (RTS), RPG mechanics, immersive melee and ranged combat, voxel-based
terrain interaction, and reactive Al systems. This document serves as the centralized hub for all
development links, asset references, team collaboration tools, and vertical slice breakdowns.

~ L. Project Management Tools & Resources

1. Google Docs and Core Design Files
These documents form the narrative and systemic backbone of the Eternal Fusion universe:

e Eternal Fusion Main Lore

Primary worldbuilding and magic system design document, detailing the 19 factions,

Essence types, Arcane Fusion principles, and timeline.

4/ Eternal Fusion Main Lore or check here in this document First GDD
e ™ Developer Collaboration Document

Centralized brainstorming document for system prototypes, dev notes, coding structure

references, and weekly sprint objectives.

%/ Collaboration Document also now here in this document under Collab document tab
e ¥ Faction Lore Reference

Detailed descriptions of each faction’s hierarchy, belief systems, military units, culture,

and unique Essence specialization.

7 Faction Lore Document



https://docs.google.com/document/d/1r1u5ZHhv9KL2dEPfqeyWYtv2WvyOoqJNwYFf4i6oxdk/edit
https://docs.google.com/document/d/15rnj_AdMTxHtirUYYztZ42MoLHhnM9B9RwPGSPLoHDg/edit?usp=sharing
https://docs.google.com/document/d/1G8DCQ4DbGoou9KkRBmz9rQsPs_ZaZQ5Wmy76zhm9lC0/edit#heading=h.rk163ant8ttw

2. 74 Task & Production Tracking

e s Asana Project Board
Assign, prioritize, and schedule programming, level design, art direction, and system
integration. Includes deadlines, dependencies, and testing statuses. ¢/ Asana Board
e https://app.asana.com/0/1205877306014315/1205877596271403

3. ¢-) Communication

e ¢ Eternal Fusion Discord
Dev chat, role-based updates, voice calls, Al plugin news, testing threads, and vertical
slice collaboration. ¢%/ Join Discord - https://discord.gg/yNhH4yKJnc

4. ¢ Miro Visual Flowcharts & Whiteboarding

e ;| Miro Whiteboard (Game Systems & Controls)
Control scheme mapping, vertical slice flowcharts, Al decision trees, interaction logic,
class hierarchies, and RTS Ul mockups. ¢¢/ Miro Board

5. ", GitHub Version Control Repository

e Eternal Fusion Private Repo
Codebase, Unreal blueprints, Al logic, level event scripting, and plugin integrations
(linked to main dev branch). ¢6/1 GitHub Repository
2 New
https://github.com/nasrrx/Jestring_Project.qit

& Il. Official Game Resources

1. /4 Website

e () Main Website:
Brand showcase, gameplay teasers, public roadmap, dev blog, and support contact.
%/ Farouk’s Fusion

2. Shared Cloud Folders

e 4 Shared Asset Repository (MEGA):
Contains UE5 projects, modular characters, landscapes, interaction systems, FX, and
backup builds.
% MEGA Folder


https://app.asana.com/0/1205877306014315/1205877596271403
https://discord.gg/yNhH4yKJnc
https://miro.com/app/board/uXjVNTxians=/?share_link_id=737123085773
https://github.com/JesterkingLord/Eternal-Fusion-Eternal-Realms-/settings/access?guidance_task=
https://farouks-fusion.com
https://mega.nz/folder/XVMTTaaY#pQ5gEm4HDThPU0KJd9z-eg

W lll. Core Game Assets and Feature Packs

M Unreal Engine 5 Project Base Files:

UES5 Base Assets — Link

Combat & Terrain Bundle (20GB) — Link
Extended Terrain Expansion (15GB) — Link
Elite Landscapes & Animation Packs — Link
All-in-One Asset Folder (12GB) — Link
Flexible Combat System Project — Link

@ IV. Vertical Slice Modules for Testing & Feature

Isolation

1. @ Stealth + Parkour Slice

NPC Eyes Sight System PRO — Link

Dynamic Wall Running Toolkit

Parkour System V2

Stealth Ninja Game Mechanics (Silent takedowns)
Advanced Stealth Al + Cover Blending

2. < Melee & Ranged Combat

Firearms Evolved — Link

Mordhau Directional Combat System
Basic Melee Multiplayer Kit

Dynamic Ragdoll & Hit React

TPS Cover & Movement System

3. ¢ Al & NPC Logic

Athena Al + Needs / Utility Framework
Voyager Al Framework

Diverse Al Agent Bundle

Open World Al Spawner + Patrol Logic

4. VY2 Environmental Generation


https://mega.nz/folder/DZNk2JhZ#AKgIzD0Ew6ywj-yW_4UgEg
https://mega.nz/folder/lKdwBI5I#9l98tx-OyypP3FOWIfiykQ
https://mega.nz/folder/0T9jABzb#wvFy8oehOZdIP1CmPJ5iMg
https://mega.nz/folder/kX42FSyJ#c3CDAHAhnMA07G3oH1Z3xQ
https://drive.google.com/drive/folders/1TOi68erqGrjPBoxqP7Zj5eGH30M7EGVH?usp=drive_link
https://mega.nz/folder/NKkEkaQK#1jsn0BF6wFdtpfBNG-lqyw
https://www.fab.com/listings/6b54716a-dd21-414d-b78f-384068de14b7

Procedural Cave Generator

Ecosystem Simulation + Al Animals

Weather System + Climate Zones
Environmental Spawner + Dynamic Encounters

5. &) Inventory, Crafting & Survival

e |Interaction System V2

e Advanced Inventory Ul + Equip Grid

e Multiplayer Resource Gathering System

e Survival Stat Mechanics (Hunger, Energy, Thirst)
6. «» Destruction + Gore

DENT Destruction Toolkit

Procedural Dismemberment Kit V2

Bone Damage, Blood VFX, Wound System
Physics Debris and Building Crumble

~

7. B2 Narrative + Cinematics

Defender Dialogue Framework
Third-Person Story Template
Photo Mode + Cutscene Tools

8. 7L RTS & Base Building

Replicated Base Building System

Energy Grids + Cable Tools

Trap Deployment + Generator Systems

Customizable Ul for Building / RTS

A combination of zero k, from the depths, warzone 2100 and rim world, and skyrim
and Warhammer 3, and Minecraft and Voxels and destruction

% V. Plugins, Tools, and Utilities
Plugin / Tool Functionality
Dragon IK Plugin Dynamic skeletal IK, monsters & creature logic

Magic Node In-editor logic scripting, blueprint injection



UETOPIA Online Subsystem
Debug Logging Library
Surface Footstep System
Target System Component
Auto Size Comments
Prefabricator

Planet Gravity Plugin

Scalable multiplayer backend framework

Enhanced print/debug trace logging

Material-aware footstep SFX + triggers

Modular lock-on and targeting

Blueprint clarity & auto-resizing comments

Speed up level design with modular prefab workflows

Unique gravity per mesh — wall/ceiling gameplay




Old Full Access Document for Game Development:
Eternal Fusion: Eternal Realms

Project Management Tools and Resources

1. Google Docs and Useful Files
o Main Game and Lore Document:
Eternal Fusion Main Lore
o Collaboration Document for Developers:
Collaboration Document
o Faction Lore Document:
Faction Lore
2. Task Tracking with Asana:
o Use Asana to track tasks, timelines, and collaboration.
Asana Link

O
3. Discord Server for Communication:
o Join the official Discord server for discussions and updates.
[Discord Link]
4. Miro Whiteboard for Visual Collaboration:
o Plan ideas and designs using Miro’s collaborative whiteboard.
Miro Link
5. GitHub Repository:
o Access the development repository:
Eternal Fusion GitH


https://docs.google.com/document/d/1r1u5ZHhv9KL2dEPfqeyWYtv2WvyOoqJNwYFf4i6oxdk/edit
https://docs.google.com/document/d/15rnj_AdMTxHtirUYYztZ42MoLHhnM9B9RwPGSPLoHDg/edit?usp=sharing
https://docs.google.com/document/d/1G8DCQ4DbGoou9KkRBmz9rQsPs_ZaZQ5Wmy76zhm9lC0/edit#heading=h.rk163ant8ttw
https://app.asana.com/0/1205877306014315/1205877596271403
https://miro.com/welcomeonboard/UkFSZTl2Y2hqS0Z5U1B1VzlDd2MxaWx3Z21YTzRaZTc1ZzRRWXd2dk1MNjZWZ2dOQlZhMFNla0d3NHp2QlJaSXwzNDU4
https://github.com/JesterkingLord/Eternal-Fusion-Eternal-Realms-/settings/access?guidance_task=

Website

e Main Website:
Farouk’s Fusion

Shared Game Folder

1. Game Assets and Documents Folder:
o Eternal Fusion Game Folder (MEGA)

Game Assets

1. Unreal Engine 5 Assets:
o UES5 Assets

2. Additional UE5 Assets and Terrain Packs:
o Close Combat Fighter, Interaction System, and Terrain Pack (20GB)
o Extended Terrain Pack (15GB)

3. Elite Landscape Packs and Animations:
o Elite Landscapes Pack (15GB)

4. All-in-One Projects and Assets:
o Unified Project Folder (12GB)

5. Flexible Combat Systems:
o Flexible Combat System (12GB)

Systems and Features for Implementation

1. Gore System:
o Consider using the "Engore" procedural dismemberment system.
Unreal Engine Marketplace Link

2. Alternative Dismemberment Kit:
o Ultimate Game Studio Dismemberment Kit V2
Dismemberment Kit V2 (Fab Marketplace)
3. Vehicle System:
o Implement a vehicle system similar to "From the Depths."
Unreal Engine Marketplace Link



http://farouks-fusion.com
https://mega.nz/folder/XVMTTaaY#pQ5gEm4HDThPU0KJd9z-eg
https://mega.nz/folder/DZNk2JhZ#AKgIzD0Ew6ywj-yW_4UgEg
https://mega.nz/folder/lKdwBI5I#9l98tx-OyypP3FOWIfiykQ
https://mega.nz/folder/0T9jABzb#wvFy8oehOZdIP1CmPJ5iMg
https://mega.nz/folder/kX42FSyJ#c3CDAHAhnMA07G3oH1Z3xQ
https://drive.google.com/drive/folders/1TOi68erqGrjPBoxqP7Zj5eGH30M7EGVH?usp=drive_link
https://mega.nz/folder/NKkEkaQK#1jsn0BF6wFdtpfBNG-lqyw
https://www.unrealengine.com/marketplace/en-US/product/engore-procedural-dismemberment
https://www.fab.com/listings/3a75dd13-9493-4fc5-8305-012d5275b77f
https://www.unrealengine.com/marketplace/en-US/product/physical-assembly-system

4. Advanced Physical Animations:
o Enhance physical animations with ragdoll physics, IK solutions, and death
animations.
Unreal Engine Marketplace Link
O
5. Procedural Asset Creator:
o Integrate a procedural asset creation system for flexibility.
Unreal Engine Marketplace Link
O
6. Voxel Terrain:
o Add destructible terrain with structural integrity mechanics.
Unreal Engine Marketplace Link
7. Hit Detection Solution:
o Implement an easy hit solution for combat systems.
Unreal Engine Marketplace Link
O
8. Advanced Destruction System with Dent Effects:
o Refine destruction systems for immersive gameplay.
Unreal Engine Marketplace Link

Al Systems

1. Athena Al Needs System: already Have this
o Athena Al System (Fab Marketplace)
2. Voyager Al Framework:
o Voyager Framework (Fab Marketplace)
3. Daily Life Al System:
o Daily Life Al System (Fab Marketplace
4. Stealth perception day and night
o https://www.fab.com/listings/dc6729f7-64de-42ab-8cc1-da61b21f5929
5. Advan igh

https://www.fab.com/listings/d341ebda-400f-46fa-8b54-4046d77c142e

6. NPC Evyes Sight System - PRO. NPCs can see shadows! already Have this
o https://www.fab.com/listings/6b547 16a-dd21-414d-b78f-384068de14b7



https://www.unrealengine.com/marketplace/en-US/product/dragon-ik-animal-inverse-kinematics
https://www.unrealengine.com/marketplace/en-US/product/simple-procedural-asset-creator
https://www.unrealengine.com/marketplace/en-US/product/voxel-plugin-pro
https://www.unrealengine.com/marketplace/en-US/product/hittables
https://www.unrealengine.com/marketplace/en-US/product/dent-chaos
https://www.fab.com/listings/bfaa16e9-e569-4a5b-9b61-deba6f395ea1
https://www.fab.com/listings/b3e6e357-0fff-4dec-9903-2d87a8f62b9a
https://www.fab.com/listings/43cdc3f5-42c8-4805-906d-dd91b2808a37
https://www.fab.com/listings/6b54716a-dd21-414d-b78f-384068de14b7

Movement and Combat Systems

1. Grapple Component:
o Add grappling mechanics for dynamic traversal:
Grapple Component (Fab Marketplace)
2. Cover and Climbing Systems:
o Cover and Climb System (Fab Marketplace)
o TIPS Multiplayer Shooter with Cover System V4
o Voyager Cover System
3. Dynamic Wall Running System: already Have this
o Hammerhead Wall Run System (Fab Marketplace)
4. Procedural Walk Animation System:

o Procedural Walk Animation System (Fab Marketplace)
5. TPS-FPS Character System: got this

o TPS-FPS Character System V2 (Fab Marketplace)

O

Owned Assets

1. Destruction System:
o Previously acquired destruction system from the Unreal Engine Marketplace.
Unreal Engine Marketplace Link
O
2. Additional Assets
o Terrain, characters, and mechanics systems already acquired.

Additional Notes
1. All resources are critical for the Eternal Fusion: Eternal Realms development project.

2. Ensure regular backups and organization of shared folders for streamlined workflow.
3. Document updates to ensure alignment across all collaborators.

Tobuy


https://www.fab.com/listings/929dbe39-a6b0-4e2a-b167-b6dc60a604d8
https://fab.com/s/c68d69063ada
https://www.fab.com/listings/808e3a87-6888-4ace-8695-af06946d3661
https://www.fab.com/listings/122a897d-af7e-4e07-bad8-327d95569900
https://www.fab.com/listings/5cba4f7d-e912-481f-b4cf-05317b94e6e6
https://www.fab.com/listings/9009c8cb-b1d6-4c43-ba7c-9d6c5d427734
https://www.fab.com/listings/1721079c-3d01-49a0-8a1c-943ddd404a36
https://www.unrealengine.com/marketplace/en-US/product/destruction-system
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Add each section to vertical slice groups like stealth and parkour together, combat melee,
combat shooting, focus on combining arrests together system with these assets

Stealth and vertical slice
Pro vision unreal asset
Ninja stealth

Ai stealth perception night and day

Ai Vertical slice

Diverse ai asset

Squad and team combat ai

Parkour and movement vertical slice



Gore and hit reaction amd vfx Vertical slice.
Realistic blood vfx

Bonebreak system

Wound system asset

Body part damage system

Destruction vertical slice
Next gen destruction toolkit

Dent

Shooting combat vertical slice

Firearms evolved

Melee combat vertical slice
Mordhau directional combat tutorial

Grapple componet

**Updated Asset and Plugin Organization for Eternal
Fusion: Eternal Realms

Vertical Slice Overview for Eternal Fusion: Eternal Realms

1. Stealth and Parkour Vertical Slice

e Assets:



Advanced Stealth System: Comprehensive stealth mechanics with NPC vision,
shadows, and player detection systems.

NPC Eyes Sight System PRO: Advanced NPC sight system capable of
detecting shadows and player movements. Link to NPC Eyes Sight System PRO
Dynamic Wall Running System: Allows wall running and advanced traversal
mechanics. Hammerhead Wall Run System

Parkour Movement System: Enables parkour and advanced climbing systems.
Stealth Ninja Game Mechanics: Ninja-specific stealth abilities with a focus on
silent takedowns and movement.

e Purpose: To enable fluid stealth mechanics combined with parkour-style movement for
infiltration or evasive gameplay.

2. Combat (Melee and Ranged) Vertical Slice

e Assets:

o

Firearms Evolved: Advanced shooting mechanics with weapon customization.
Link to Firearms Evolved

Basic Multiplayer Melee Combat: Implements directional melee combat with
parry systems.

Dynamic Ragdoll: Provides realistic death animations and ragdoll physics.
Mordhau Directional Combat System (Tutorial): Advanced melee combat
inspired by Mordhau.

TPS Multiplayer Cover System: Comprehensive cover mechanics for
third-person shooters. TPS Multiplayer Cover System

e Purpose: To implement realistic melee and ranged combat systems with smooth
animations and precise hit detection.

3. Al Systems Vertical Slice

o Assets:

o

Athena Al Framework: Utility-based Al system for complex behaviors. Athena
Al Framework

Voyager Al Framework: Dynamic Al behaviors for squad tactics and individual
decision-making. Voyager Al Framework

Diverse Al Asset: Adds group dynamics and unique individual traits to NPCs.
Open World Al Spawn System: Spawning and managing Al for open-world
scenarios.

e Purpose: To provide engaging NPC behaviors and dynamic Al encounters for combat,
exploration, and stealth gameplay.



https://www.fab.com/listings/6b54716a-dd21-414d-b78f-384068de14b7
https://www.fab.com/listings/5cba4f7d-e912-481f-b4cf-05317b94e6e6
https://www.fab.com
https://www.fab.com
https://www.fab.com/listings/42360e25-c9c0-426c-8c15-81630bcce318
https://www.fab.com/listings/bfaa16e9-e569-4a5b-9b61-deba6f395ea1
https://www.fab.com/listings/bfaa16e9-e569-4a5b-9b61-deba6f395ea1
https://www.fab.com/listings/b3e6e357-0fff-4dec-9903-2d87a8f62b9a

4. Environmental Systems Vertical Slice

e Assets:

O O O

o

Procedural Caves System: Generates complex cave networks dynamically.
ECO System Generation: Creates realistic ecosystems with Al animal behavior.
Weather System: Implements dynamic weather patterns and transitions.
Advanced Universal Spawner: Allows spawning of environmental assets,
characters, and props.

e Purpose: To create immersive, living environments that react dynamically to player
interactions and in-game events.

5. Interaction and Inventory Vertical Slice

e Assets:

o

Interaction System V2: Comprehensive interaction system for doors, objects,
and NPCs.

Advanced Inventory System: Detailed inventory management for players and
NPCs.

Gathering Resources System: Multiplayer-supported resource gathering for
crafting and survival mechanics.

e Purpose: To enhance interactivity and create deeper engagement with the game world
through inventory and crafting systems.

6. Destruction and Gore Vertical Slice

o Assets:

o

DENT Chaos System: Advanced destruction system with dents and realistic
breaking points.

Procedural Gore Dismemberment Kit V2: Adds procedural gore and
dismemberment. Dismemberment Kit V2

Realistic Blood VFX: Adds blood effects for immersive combat feedback.
Advanced Destruction Toolkit: Adds building and environmental destruction
mechanics.

e Purpose: To create destructible environments and enhance combat with gore and
impact visuals.

7. Narrative and Cinematics Vertical Slice

e Assets:

O

Defender: Animated Dialogue System: Enables animated dialogue for NPCs.


https://www.fab.com/listings/3a75dd13-9493-4fc5-8305-012d5275b77f

o Third-Person Story Adventure Template: A foundation for story-driven
gameplay.
o Advanced Photo Mode: Provides tools for cinematic screenshots and recording.
e Purpose: To enhance storytelling and presentation with advanced cinematic tools.

8. Resource Management and Base Building Vertical Slice

e Assets:
o Base Building and Power Grids: Allows players to construct bases with power

management.
Replicated Building System: Multiplayer-supported building mechanics.
Survival Mechanics System: Adds hunger, thirst, and fatigue mechanics for
realism.

e Purpose: To provide a survival and strategy layer to gameplay through resource and

base management.

Additional Plugins and Tools

e Dragon IK Plugin: Adds procedural animation for creatures and dynamic IK. Dragon IK
Plugin
Magic Node: Custom node scripting for advanced logic creation.
Prefabricator: Speeds up level design with prefab tools.
Advanced Procedural Level Generator: Generates complex levels dynamically for
open-world gameplay.

Next Steps

1. Integrate these assets into individual modules to ensure compatibility and functionality.

2. Develop a playable vertical slice focusing on a combination of stealth, Al, and combat
mechanics.

3. lterate on environmental and narrative systems for immersive gameplay.

4. Test resource management and base-building systems for balance and usability.

Let me know if you need further breakdowns or additional features!


https://www.fab.com
https://www.fab.com




M Controls and Combat explained



M 6.1 CONTROL SCHEME OVERVIEW - Eternal Fusion:
Eternal Realms
This is a multi-mode, dynamic input system designed for fluid transition between RTS,

melee, ranged, magick, and building stances, each mapped to a distinct ALT tier and
dynamically swapping Ul elements, abilities, hotbars, and targeting logic.

‘2 A. Keyboard & Mouse (PC Default Layout)

€ GLOBAL NAVIGATION & CORE CONTROLS

Key Function

Esc Pause / Main Menu

Tab Inventory (General + Factional items)

Caps Lock Walk Mode Toggle

Shift Sprint / Shift Dodge (in melee)

Ctrl Contextual special actions / Sidestep + Dodge

Alt Opens stance tier menus (Alt + number = stance
change)

Windows RTS Mode (Commander View)



Space Jump / Jump while aiming = Max Payne slow-mo jump

Mouse LMB Primary action (Attack / Interact / Select RTS unit)

Mouse RMB Block/Aim / RTS rotate

Mouse MMB Free look / RTS camera control

Mouse Zoom or cycle spell tiers
Wheel

=] B. STANCE SWITCHING SYSTEM (ALT Tier-Based)

Changing stances modifies hotbar, animations, skill bar, inventory context, combat logic,
and overlays.

Input Mode Activated Function Description
Alt + % Melee / Combat Stance Enables 8-direction attacks, blocks, parry, kicks
1
Alt + @ Ranged Combat Stance Enables gunplay, aiming, crouch-slide, bullet
2 jump
Alt + Magick Caster Stance Enables spell wheel, infusion, sigils, targeting

3



Alt + @8 Command Mode (RTS For unit control, tactical overlays, and camera

4 Hotkeys) view
Alt + X Builder/Construction Stance Enables building placement, object rotation,
5 shapping

Each stance switches: hotbar layout, animation set, abilities, targeting systems, and controls.

“ C. MELEE STANCE (ALT+1)

Input Function

LMB Light attack (directional)

Hold LMB  Strong overhead / contextual power attack

RMB Block or parry (directional if movement input is added)
Mouse Left slash

left +

LMB

Mouse Right slash

right +

LMB



Mouse Undercut or sweep

diagonal

+ LMB

Mouse stabs/jabs

down or

up or

scroll

wheel +

LMB

Q Feint or enter cover

E Kick, special attack, or bash (depends on stance)
R Combat Mode Toggle / Structure Damage Activation
F Grab / throw (enemies or interactables)

G Quick throw weapon or item

Shift Sprint / shift-dodge if attacking

Ctrl + Manual evade/dodge / sidestep - sifu dodge
WASD

{J Structure and balance bar system: If posture or structure is broken, an execution or combo is
triggered.



@ D. RANGED STANCE (ALT+2)

Input Function
RMB Aim Down Sights
LMB Fire weapon

Hold RMB + Bullet dodge or wall vault jump

Jump

R Reload

Q Take cover

F Melee strike / bash / vault
Shift Sprint / sliding if crouch is held
C Crouch toggle

VA Prone

“«¢ System supports recoil, weapon tiers, accuracy mechanics, ballistic falloff, and injury per
limb (Red Orchestra style).




E. MAGICK STANCE (ALT+3)

Input Function

1-9 Spell slots (mapped to element or archetype)

LMB / RMB Cast / Aim Spell

Ctrl + Charge Spell (longer cast / AoE / Elemental
Click combo)

Z Infuse (apply to weapon or armor)

C Surge (channel environment or ley line if available)
X Change essence mode (Fire/Water/Light etc.)
Mouse Switch tiered spells

Wheel

@ Spells scale with Essence Affinity, environment, and stance posture. Infusion affects weapon
traits (e.qg., frost sword).

X F. BUILDER STANCE (ALT+5)

Input Function



F Place structure / confirm blueprint

Mouse LMB  Select/ Edit blueprint

Mouse RMB  Cancel or Exit building preview

Shift Enable snapping

Q/ E Rotate blueprint

Middle Rotate camera

Mouse

Windows RTS/Construction overview
Key

1 Supports resource validation, terrain snapping, power grid cables, and faction-specific
construction trees.

“2 G. MOVEMENT & PARKOUR (ALL STANCES)

Input Function

W/A/S/D Move



Double-Tap Dash (directional dodge / bullet jump / evasion)

Direction

Space Jump

Wall + Jump Wallrun / Grab / Parkour vault

C Slide (if sprinting) or crouch toggle

VA Prone

X Switch stance manually or rotate form (special

cases)

2 H. RTS / COMMAND STANCE (ALT+4 or Windows Key)

Input Function
LMB Select unit / place object
RMB Issue move / attack order

F Confirm Command / Build



Q/E Cycle units
Middle Rotate camera
Mouse

Shift + Group select
Drag

1-9 Assign to hotkey

W Ul + SYSTEM METRICS

Combat Ul: Dynamic HP, Structure Bar, Balance Meter, Equipment Damage Tracker
RTS Ul: Resource Counter, Unit Cap, Map Overlay

Magick Ul: Essence Resonance Meter, Mana Pool, Spell Slot Interface

Hotbars: Adaptive to each ALT stance

Status Icons: Detected / Hidden, Buffs, Debuffs, Morale, Essence Charges

ADvanced features and combat

r Vertical Slice & Combat Systems roadmap for Eternal Fusion: Eternal Realms, integrating
the latest systems like:

«+ Limb-based health & blood loss



“2 Fear, morale, and balance meters

% Directional combat

{J RTS + voxel systems

& Gore & stamina layers




* COMBAT SYSTEMS EXPANSION —
Eternal Fusion: Eternal Realms

1. @ DIRECTIONAL COMBAT, COUNTERS & KICKS

e 8-Directional Attacks: Based on mouse direction + WASD movement input (inspired by
Mordhau).

e Combo Chains: Modular attack animation layers (light — medium — heavy + finisher).
e Kick System:

o Pushback kicks (mid/front) break stance or guard.

o Sweep kicks (low/back) knock down.

o Combo Kicks (e.g., left kick + stab, wall kick + slash).

e Parry / Counter Timing: Sifu-style parry window; reward prediction and stamina
reading.

e Feints & Canceling: Disrupt rhythm with cancel inputs (Q) for advanced players.

e Environmental Takedowns: Proximity-based triggers like Splinter Cell Blacklist (walls,
ledges, fires).

2. §{ LIMB-BASED DAMAGE & HEALTH SYSTEM

Limb Health Effect Combat Effect
Head Low threshold — critical vulnerability Blurred vision, high bleed, instant death chance

Torso Central pool for survival Severe blood loss, staggering, breathing
disrupted



Arms Affects weapon handling Drop weapons, reduced aim, disarmed easily

Legs Controls mobility Limping, crawling, prone-only, stagger on
damage

Hit Zone Multipliers: (Head x2, Torso x1, Limbs x0.75)

e Limb Breaks: After reaching 0 HP — staggered, unable to use limb.

3. »" BLOOD LOSS & WOUND SYSTEM

e Bleeding Tiers:
o Light Bleed: Constant slow HP loss, no visual cue.
o Moderate Bleed: Visible blood pool, leaves trail, Al tracks scent/footsteps.
o Heavy Bleed: Screen effects, forced limp, audible groans.
e Healing Items:
o Bandage: Stops minor bleeding.
o Tourniquet: Stops heavy bleed but disables limb temporarily.
o MedKit / Magic: Restores HP + closes wounds over time.
e Dynamic Injuries:

o Weapon type alters wounds (e.g. sword = gash, bullet = puncture, club =
fracture).

o Integrated with structure system (see below).




- BALANCE METER & STRUCTURAL STABILITY (Inspired by Intruder)
Balance Meter (Per Character):

o Each move adds/subtracts balance points.

o Impacted by: weight, armor, stamina, direction of hit.
Imbalance Effects:

o Fall, slip, dropped weapon, or stagger.

o Getting hit in mid-swing or landing from a dodge at 0 balance knocks down.
Balance Recovery:

o Passive regen (faster when still).

o Fast regain with "Reset Stance" input (V).

MORALE & FEAR SYSTEM
Morale Meter (Al + Player Squad):
o Influenced by nearby deaths, heavy hits, explosions, commander presence.
o Low morale = hesitation, missed swings, retreat behavior.
Fear Triggers:
o Brutal executions.
o Blood pools, monster roars, magic explosions.
o Controlled via radius + psychology traits per faction.
Recovery:

o Rally actions (commander shout, drum call, magical buffs).



o Safe zones & med tents.

6. ¢ REACTIVE Al SYSTEM

e Intruder-style Al:

o Sight, sound, heat, and structure response (Al hears collapsing beams, notices
light flickers).

o Uses cover, blind fires, screams for help.
e Al Emotion States:

o Calm — Alert — Investigate — Engage — Flee

o Different per species/faction (e.g., animal Al flees faster, soldiers flank).
e Advanced Behavior:

o Sees thrown rock? Investigates.

o Hears door open? Sets trap.

o Smells blood trail? Follows slowly with flashlight.

32 SHOOTING MECHANICS (Inspired by Max Payne 3 &
Red Orchestra)

e Shootdodge: Bullet-time jump while shooting.
e Limb Accuracy: Hit arms — aim sway. Hit legs — stumble.
e Bullet Physics: Drop, penetration, ricochet.

e Suppression: Enemy fire near you affects accuracy + fear.




= SUPPORT SYSTEMS

Stamina (Sekiro + Sifu Hybrid)

e Used for: Attacks, dodges, sprinting, magic channeling.
e Block — drains stamina faster than dodge.

e Can "break" and stagger if stamina drops to O under pressure.

RTS Controls / Ul (From Prior Notes)

e Function bars tied to stance and context.

e Visual: mini-map, hotbar, portrait status, morale meter, limb health visual.

e Al squad commands: Flank, Cover, Retreat, Suppress, Focus Fire.

e Voxel integration: Elevation impacts LoS, cover bonuses, destructible terrain (e.g.

trenches).

() WORLD + STRATEGIC LAYERS

City Conquest & RTS Overlap

e Strategic capture points give buffs to morale/resource.
e Buildable command outposts, radios, turrets.

e Siege gear: ladders, ballistas, battering rams.

Environmental Integration



e Cold areas = stamina drains faster, legs freeze on damage.
e Swamps = movement penalty, more bleeding, poison risk.

e Rain = tracks blood, footsteps more visible, lowers fire damage.

"4 ROADMAP INTEGRATION

System Status Next Step
Directional Combat Prototyped  Connect to reactive Al + parry chains
Grapple & Counter System In Design Add camera lock & ragdoll transitions
Stamina System Core Active  Add weight influence and food/drink interaction
Limb/Balance/Fear System Core Phase Integrate with Al and Ul displays
Gore / Wound / Blood FX Pass Add blood trail system and injury decals
Shooting / Bullet Physics Integrated  Add recoil tiers + bone hit response

RTS Ul + City Conquest Prototype Add control group and elevation modifiers



Team Collaboration Document



Eternal Fusion: Eternal Realms Reborn
— Team Collaboration Document

Project Overview

Project Title: Eternal Fusion: Eternal Realms Reborn
Development Team:

Farouk — Game Designer, Creative Director
[Name] — Lead Programmer

[Name] — 3D/2D Artist & Animator

[Name] — Sound Designer & Music Composer
[Name] — Lore Architect & Narrative Designer
[Name] — UI/UX Designer

[Name] — Technical Artist

Start Date: [DD/MM/YYYY]

Current Date: [DD/MM/YYYY]
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19. Vertical Slice System Overview

1. Introduction

This document serves as the central collaboration hub for the game development of Eternal
Fusion: Eternal Realms Reborn. It outlines objectives, responsibilities, systems, timelines, and
provides space for creative ideation and technical execution. All contributors can use this as a
living, evolving reference.

2. Vision and Core Concept

Genre: Tactical Fantasy RTS with RPG, Survival, and Political Elements
Setting: Post-Mythic Realms reshaped by Arcane Energy and Dimensional Convergence.
Gameplay Pillars:

Multi-layer Vertical Slice Combat (RTS, Melee, Ranged, Magick, Parkour, and Stealth)
Modular Limb-based Health System and Morale/Fear Tracking

Dynamic Terrain Destruction, Weather, and Ecosystem Simulation

Narrative-driven Open World Strategy and Conquest with City Management

3. Project Goals

Deliver a polished vertical slice combining movement, Al, melee/ranged combat
Finish full prototype of limb/stagger/fear/injury/balance system

Integrate magick system with stance switching and combo hotbars

Launch an early-access phase with RTS + RPG hybrid features

Enable community storytelling and content creation tools

4. Roles and Responsibilities

Farouk — Game Designer: Core systems, design direction, balance tuning, lore integration
Programmers: Modular architecture, vertical slice codebase, Al behavior trees, optimization
Artists: 3D Characters, stylized landscapes, ruins, architecture, icons, skill FX

Animators: Rigging + directional combat anims, climbing, takedowns, emotes



Sound Team: Foley for directional hits, magick casting, ambient/mood layers, rituals
Writers: Codex entries, questlines, internal faction politics, divine myth cycles

UI/UX: RTS overlays, magic stance switching HUDs, accessibility menus, keybind layout

5. Timeline & Milestones

Phase Goal Deadlin
e
Pre-Alpha Combat Prototype + Animation Sync [Date]
Alpha RTS Ul Integration + Magick/Inventory System  [Date]
Beta Diplomacy, Morale Al, Siege Maps [Date]
Early Community Feedback + Stability Pass [Date]
Access

Full Release Lore Mode, Survival Layer, Co-op & RTS maps [Date]

6. Game Design

e Combat Types:

o Directional melee (like Mordhau)

o Firearms (realistic + modular)

o Stealth Takedowns (Splinter Cell-style, corner + ledge)

o Magick stances with tiered essence (ALT+1 to ALT+5 switching hotbar)
Stamina / Balance: Affects dodges, movement, knockback and stagger
Limb-based Health: Damage to arms/legs disables abilities
Morale + Fear: Al morale meter, reacts to gore/deaths/environment
Inventory: Equipment slots, context hotbar based on stance
Stances:

o ALT+1: Melee
ALT+2: Ranged
ALT+3: Magick
ALT+4: Utility
ALT+5: RTS/Building

O O O O

7. Technical Development



Engine: Unreal Engine 5

Visual Scripting: Magic Node

Animation: Dragon IK, Ragdoll + Getup Logic

Procedural Tools: World Gen, Cave Networks, Level Prefabs

Plugins: Athena Al, Voyager Al, Dent Chaos, Firearms Evolved, TPS Cover

8. Art and Visual Assets

e Style: Cinematic Stylized Realism with Magical Accents
e Workflow: Concept > High Poly > Low Poly > Bake > Texture > Engine Import
e Megascans Integration + Custom Kitbash Packs

9. Sound and Music

Adaptive Soundscape by Biome and Faction
Combat Mixers based on Intensity and Injuries
Character Grunts, Footsteps, Weapon Materials
Modular Loops for Open World vs Combat Zones

10. Testing & QA

e Feature-Specific QA: Balance bar, limb damage, fear logic
e Automated Testing: Hit trace debug logging + evasion checks
e User Feedback: Weekly Discord tests, bug report board

11. Marketing & Community

e Social: TikTok, YouTube, Discord, Instagram (@FarouksFusion)
e Promotional: Al renders, vertical slice videos, timelapses
e Merch: T-Shirts, Lore Codex, Magic Circle Posters

12. Resources & Tools

e Google Drive (GDDs, Visuals, Combat Trees)
e Miro (RTS flowcharts, keybind mapping, Al logic)



e GitHub (Project versions, plugin integrations)
e Mega (Asset uploads and shared builds)

13. Communication & Workflow

e Channels: Discord > Project Threads > Weekly Sync
e Tasking: Asana Boards per Slice
e Tracking: Sprint Calendar + Google Sheets per Team

14. Budgeting

e Expenses: Paid plugins, music licensing, hardware upgrades
e Planned: Kickstarter Launch Trailer, External Art Commission
e Tools Owned: Over 60 Fab/UE Marketplace assets

15. Risk Assessment & Mitigation

Risk Impact  Mitigation Plan
Plugin Conflicts High Modular test branch, plugin compatibility testing
Team Bandwidth Medium Prioritized tasks, burn-down charts

Combat Unpolished High Slice-by-slice QA and tuning

Feature Overlap Medium Weekly review of dependencies

16. ldea Brainstorming

Spiritual Realm Fog Zones

Historical Echoes with Memory Combat
Weather-Triggered Portals
Bloodborne-Style Boss Rifts
Settlement Faction Takeover Voting

17. Meeting Notes & Weekly Updates



Date Notes Action Points

08/06/2025 Finalized Gore + Limb + Combat Core. Added Begin vertical slice
Parkour implementation

[Next Date]  [Fill] [Fill]

18. Task Lists & Sprint Objectives
Combat Vertical Slice

Al Slice

Parkour Movement

Environment Slice

19. Vertical Slice System Overview
Stealth & Parkour Slice:

e Assets: Stealth Ninja, NPC Eyesight Pro, Wall Run System
e Function: Shadow detection, corner Kkills, Al flashlight checks, climbing routes

Melee & Ranged Combat Slice:

e Assets: Firearms Evolved, Mordhau Tutorial, Dynamic Ragdoll, Cover System
e Features: 8-directional attacks, blocking, combo skills, hit reaction, disarm

Gore & Injury Slice:

Assets: Dismemberment V2, Realistic Blood VFX, Bonebreak, Limb Tracker

Gore & Injury Mechanics Slice:

Mechanics: Modular balance bar for stagger control, limb-specific damage system,
execution-triggered finishers, and bleeding debuffs that impact stamina and movement.

Al Behavior Slice:

Assets: Voyager Al, Athena Ultility Al, Diverse Al Suite

Systems: Morale tracking with fear thresholds; Al units can panic, surrender, or flee
when outnumbered or injured. Regroup mechanics tied to field commanders and rally
points.



Base Building & RTS Integration Slice:

Assets: Replicated Building System, Power Grid Toolkit
Features: RTS-style HUD and overlays for command inputs, structure placement via grid

snapping, gatherer Al roles, resource simulation (food, power, materials), and upkeep
costs.

Inventory & Resource Systems Slice:

Assets: Advanced Inventory Framework, Resource Gatherer Kit, Grid Backpack Ul
Features: Modular inventory with dynamic hotbar per stance, loot system with rarity tiers,

contextual item use (healing, crafting, equipping), encumbrance penalties and backpack
sorting options.

#. NOTE: All developers and collaborators are welcome to write here. Use this
document to share ideas, updates, or raise issues. It is our shared space for
building Eternal Fusion into something unforgettable.






Eternal Fusion: Eternal Realms Reborn
Collaboration Document

Project Overview

e Project Name: Eternal Fusion: Eternal Realms Reborn
e Team Members: [List team members and their roles]
e [Your Name] - Game Designer
e [Team Member's Name] - Programmer
e [Team Member's Name] - Artist
e [Team Member's Name] - Sound Designer
e Project Start Date: [Start Date]
e Current Date: [Current Date]
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This document serves as a central resource for discussing, planning, and organizing our
game development project, "Eternal Fusion: Eternal Realms Reborn."

2. Project Goals

e Game Concept: [Insert game concept here]
e Gameplay Mechanics: [Insert gameplay mechanics here]
e Story and Characters: [Insert story and character details here]

3. Roles and Responsibilities

e Game Designer ([Your Name])
e [List your specific responsibilities]
e Programmer ([Team Member's Name))
e [List programmer's specific responsibilities]
e Artist ([Team Member's Name])
e [List artist's specific responsibilities]
e Sound Designer ([Team Member's Name])
e [List sound designer's specific responsibilities]

4. Project Timeline

e [Insert project timeline with milestones and deadlines]

5. Game Design

e Game Concept: [Insert game concept and objectives]
e Gameplay Mechanics: [List gameplay mechanics and features]
e Story and Characters: [Describe the game's storyline and characters]

6. Development

e Game Engine: [Specify the game engine being used]
e Programming Language: [Specify programming languages]
e Development Tools: [List development tools]

7. Art and Assets

e Art Style: [Describe the art style]



e Concept Art: [Provide links to concept art]
e Assets: [List required art assets]

8. Sound and Music

e Music: [Discuss the music for the game]
e Sound Effects: [Discuss sound effects for gameplay]

9. Testing

e Testing Plan: [Detail the testing plan]
e Bugs and Issues: [Describe the bug tracking process]
e User Testing: [Discuss user testing and feedback collection]

10. Marketing and Promotion

e Marketing Strategy: [Detail the marketing strategy]
e Promotional Materials: [List promotional materials to be created]
e Social Media: [Discuss social media strategy]

11. Resources

e [List the tools, software, and hardware resources required)]

12. Communication

e Communication Channels: [List the communication channels used for team
collaboration]
e Project Management Software: [Specify the software used]

13. Meeting Schedule

e Meeting Frequency: [Specify the meeting frequency]
e Agenda: [List the meeting agenda topics]

14. Budget

e Project Budget: [Discuss the project budget and funding sources, if applicable]



15. Risks and Mitigations

e Risks: [Identify potential risks that could affect the project]
e Mitigations: [Outline plans for mitigating these risks]

This organized collaboration document provides a comprehensive overview of your
project, including goals, responsibilities, tasks, and various aspects of game
development. It can serve as a central reference point for your team, ensuring everyone
is aligned with the project's objectives. You can continue to update and expand this
document as the project progresses.

Discussion, Ideas, and Tasks

Introduction

This document is for brainstorming, discussing ideas, and tracking tasks related to our
game development project, "Eternal Fusion: Eternal Realms Reborn."

Team Members

[Your Name] - Game Designer

[Team Member's Name] - Programmer
[Team Member's Name] - Artist

[Team Member's Name] - Sound Designer

Ideas and Brainstorming

Game Concept
e [Insert idea or concept here]
e [Insert idea or concept here]
Gameplay Mechanics

e [Insert gameplay mechanic idea]



e [Insert gameplay mechanic idea]

Story and Characters

e [Story or character idea]
e [Story or character idea]

Tasks and To-Do List

General Project Tasks

e [] Define the core gameplay mechanics
e [] Create a list of playable characters
e [] Establish the game's storyline

Design and Development

e [] Develop a game design document
e [] Select a game engine and development tools
e [] Create a prototype of the game

Art and Assets

e [] Design concept art for characters and environments
e [] Create character sprites and animations
e [] Design user interface elements

Sound and Music

e [] Compose a theme music track
e []Create sound effects for gameplay
e []Implement music and sound into the game

Testing and Quality Assurance

e []Develop a testing plan
e []ldentify and document bugs and issues
e [] Conduct user testing and feedback collection

Marketing and Promotion

e [] Develop a marketing strategy
e [] Create promotional materials (trailers, screenshots)



e [] Set up social media accounts

Discussion

e Use this section for open discussions, sharing ideas, and seeking feedback from
team members.

Meeting Notes

e [Insert meeting notes here]

Next Steps

e Summarize the key action items and priorities for the upcoming days or weeks.

Write here
all devs and team welcome to write here



. Development Roadmap and Task
Overview



Eternal Fusion: Eternal Realms —
Development Roadmap and Task
Overview

¥ Miro Board Overview

Access the full visual development flow via the Miro collaboration board:
%’ Miro Roadmap Board

~ Core Combat Systems Development

1. Directional Melee Combat & Kick Mechanics

Current Phase: Finalize input translation and animation responsiveness for full 8-directional
melee combat and kick variations. Goals:

Support chaining and combo flow.

Enable low/mid/high kick interactions and structure-breaking moves.
Integrate animation cancel and stamina cost. Next Steps:

Sync directional input with Al response systems.

Expand hit detection and attack type indicators.

2. Dodge & Evade Mechanics

Development: Design a dual-system for side-step dodges and stationary evasions inspired by
Sifu and Sekiro. Goals:

e Implement dodge-timing windows, counter momentum, animation blending.
e In-place backstep/parry feints and roll escapes. Implementation:
e Fully integrate into combat animation tree with transition hooks.

3. Grapple & Counter System

Design: Close-quarters engagement system with grapple triggers, throws, and reversals.
Features:


https://miro.com/app/board/uXjVNTxians=/?share_link_id=737123085773

e Takedown kill chains, weapon strip/grab, limb lock and environment slam.
e Dynamic camera shift + input-based outcome (directional + timing based). Balancing:
e Avoid overuse; cooldown/stamina logic & counters for every action.

4. Stamina & Balance System
Inspired By: Sifu and Sekiro, stamina gates combat decisions. Core Mechanics:

e Attacking, dodging, running, and blocking consume stamina.
e Character balance affects knockdown susceptibility and stagger.
e Balance bar shows resistance to pushes and weight-based knockdowns.

5. Morale, Fear, and Reactive Al
Systems:

e Enemies respond to gore, squad deaths, fire, darkness, or overwhelming odds.
e Fear meter linked to faction loyalty, visible executions, and injuries. Al Reactions:
e Flee, panic, surrender, call reinforcements, or become aggressive.

6. Shooting Mechanics
Inspired By: Max Payne 3, Red Orchestra, Escape from Tarkov. Goals:

e Modular weapon parts, precise aim, shoot-dodge (bullet-time mechanic).
e Prone, blind fire, tactical cover peek, vault + shoot. Refinement:
e Camera sway, recoil pattern control, injury impact (leg shot = stumble).

. System Integration & Testing Pipeline

7. Cohesive Gameplay Fusion
Combine combat, evasion, fear, and shooting systems into seamless transitions.

e Ensure combat flows naturally across stances (melee < ranged < magick).
e Test interactions between systems (e.g., balance break — grapple — limb damage).

8. Playtesting & Feedback Loops

e Run weekly internal builds.
e Host community Discord playtests.
e Gather analytics on stamina use, injury frequency, and balance consistency.



e |terate on pain points, system exploits, and player experience feedback.

i24 RTS & World Management Systems

9. RTS Ul and Usability
Goals:

e Clear resource bars, unit selection Ul, hotkeys, drag selection.
e Adaptable RTS overlay toggle (ALT+5), scaling with resolution. Elements:
e Mini-map, health bars, queue build panel, construction grid, unit path tracing.

10. Core Gameplay Mechanics
Resource Management:

Wood, stone, food, energy, arcane essence.

Gatherers, loot scavenging, diplomacy-based trade. Construction System:
Unique building types per faction.

Blueprint placement, rotation, terrain adaptation.

11. Strategic Combat & Conquest

e Unit synergy and terrain-based advantages.
e War fog, siege, elevation bonuses.
e Capture and hold zones with resource boosts.

12. City Building & Settlement Growth

e Civilian population happiness, resource distribution.
e Specialized buildings: barracks, libraries, alchemy towers.
e Building upgrades and faction customization options.

13. Diplomacy and Al Alliances

e Al factions with dynamic goals: expansion, survival, revenge.
e Treaties, betrayals, gift exchanges, territory trades.
e Influence system: the more aid/trade, the more Al leans toward alliance.

&) Voxel World Integration



14. Terrain & Environmental Systems

e Terrain deformation from combat and building.
e Seasonal weather effects on units and crops.
e Resource-rich biomes guarded by rare monsters or elemental storms.

15. Environmental Hazards & Dynamic Events

e Disasters: earthquakes, magic anomalies, floods.
e Random encounters: bandits, traders, wandering spirits.
e World modifiers: Blood Moon, Arcane Surge, Dark Fog invasion.

# Testing, QA & Balancing

16. Iterative Testing Framework

e Test per mechanic (combat, economy, siege).
e Monitor CPU usage, asset load, Al logic triggers.
e Use replay logs for balance tuning and stress test simulations.

17. Balance Design

e Unit counters and triangle design (infantry > cavalry > archers).
e Economic cost vs utility balance.
e Timing-based gates (e.g., elite units unlock at Day 7 unless rushed).

¥ Gore, Limb Damage, and Realistic Injury Systems

18. Gore System

e Gore settings (light, normal, brutal) for accessibility.
e Real-time splatter, weapon-specific damage.
e Enemy type: skeletal = shatter; beast = rip apart.

19. Limb-Based Health and Functionality

e Each limb has a separate HP pool.
e Leg injuries: limping, crawling.
e Arm injuries: inaccurate shots, cannot wield 2H weapons.



e Head: blurred vision, speech stutter, slow reaction.

20. Blood Loss and Medical Mechanics

Bandages stop bleeding.

Tourniquets stop limb use but prevent death.
Trauma kits revive near-death states.

Bleed damage stacks over time unless treated.

.| Technical & Optimization

21. Modular System Design

e Separate blueprints/modules for each feature.
e Easily toggle on/off systems for testing.
e Prioritize clean integration with UE5 plugins and external assets.

22. Performance Monitoring

e Frame rate logging.
e Parallel execution for Al routines.
e Asset culling for large RTS maps.

/& Community Engagement

23. Alpha & Beta Roadmap

e Closed Alpha: Combat focus slice
e Beta: Full RTS + RPG loop
e Open feedback board via Discord

24. Marketing Preparation

e Timelapse devlogs, GIF breakdowns, faction intro reels.
e Teasers for limb damage, parkour, and magick.
e Announce Creator Partnership Program




{4 Final Note: Each item above will be tracked via our Miro board, synced with Asana tasks
and cross-referenced with GitHub commits. Contributors should review each major vertical slice
and check off completion in both the dev sheet and the roadmap board.



Todo List / Road map for
Game Eternal Fusion Eternal Realms



Miro overview -

https://miro.com/app/board/uXjVNTxians=/?share_li
nk id=737123085773

Directional Combat and Kicks

e Current Phase: Finalize the mechanics for directional attacks and kick moves.
Ensure that player input accurately translates to in-game actions, offering a fluid
and responsive combat experience.

e Next Steps: Integrate these mechanics with enemy Al so that they can react
appropriately to player moves, enhancing the game's challenge and engagement.

Side Step Dodge and In-Place Evade System

e Development: Design the dodge and evade mechanics to allow players to avoid
attacks with precision. This includes timing windows that reward skillful play.

e Implementation: Ensure that dodging and evading are seamlessly integrated into
the combat flow, allowing for fluid transitions between attacking, dodging, and
evading.

Grappling and Counter System

e Design: Create a grappling system that allows players to engage enemies in
close combat, with counters that enable skilled players to turn the tide of battle.

e Balancing: Carefully balance the grappling and counter mechanics to prevent
them from being overpowered or abused, ensuring they complement the overall
combat system.

Stamina System (Inspired by Sifu and Sekiro)

e Mechanics: Develop a stamina system that limits the player's ability to
continuously attack, dodge, or run, encouraging strategic play.

e Integration: Incorporate the stamina system in a way that it impacts combat,
movement, and defense, requiring players to manage their stamina wisely.


https://miro.com/app/board/uXjVNTxians=/?share_link_id=737123085773
https://miro.com/app/board/uXjVNTxians=/?share_link_id=737123085773

Character Balance System (Inspired by Intruder)

e Design: Implement a balance system that affects character movement and
vulnerability. For example, characters should be more susceptible to being
knocked down or disrupted when off-balance.

e Application: This system should influence all aspects of gameplay, from combat
to movement, adding an additional layer of strategy and realism.

Shooting Mechanics (Inspired by Max Payne 3)

e Development: Craft shooting mechanics that allow for precision and fluidity,
including the iconic shootdodging feature.

e Refinement: Ensure that shooting feels responsive and satisfying, with a
particular focus on feedback and animations to immerse players in the action.

Integration and Testing

e Combining Systems: Once each system is developed, the next crucial step is
integrating them into a cohesive gameplay experience. This includes ensuring
that systems interact with each other in balanced and meaningful ways.

e Playtesting: Conduct extensive playtesting to identify any issues or imbalances
introduced by the new systems. Use feedback to refine and adjust mechanics as
necessary.

Iteration and Feedback

e |[terative Development: Continuously iterate on each system based on playtesting
feedback and team insights. This process is crucial for fine-tuning gameplay and
ensuring that the combat feels engaging and fun.

e Community Feedback: Consider releasing an alpha or beta version to gather
community feedback, particularly on the combat systems. This can provide
valuable insights and suggestions for improvement.

1. RTS Ul Design

e Clarity and Accessibility: Ensure the Ul provides clear information and easy
access to all necessary controls and information, catering to both newcomers
and veteran RTS players.



e Functionality: Incorporate key elements such as a minimap, unit selection,
resource indicators, construction menus, and tactical options. Design these
elements to be intuitive and efficient, minimizing the number of actions required
to perform tasks.

e Adaptability: Make sure the Ul adapts to various screen sizes and resolutions,
ensuring a consistent experience across devices.

2. Core Gameplay Mechanics

Resource Management

e Types and Acquisition: Define the types of resources available in your game (e.g.,
materials, energy, food). Implement diverse methods for resource acquisition,
considering the exploration and expansion aspects of your voxel world.

Unit and Building Construction

e Construction System: Leverage your existing building system to allow players to
construct units and buildings. Ensure there is a balanced variety of units and
structures, each with unique advantages and uses in the game.

Strategic Combat and Conquest

e Combat System: Design combat mechanics that reward strategic thinking, such
as terrain advantages, flanking, and unit synergies. Focus on conquest
mechanics that encourage players to expand their territory and control key
strategic points.

City Building and Management

e Settlement Growth: Integrate city-building elements that require players to
manage their settlements effectively, balancing resource production, civilian
needs, and defense. This adds depth to the conquest aspect, as players must
also focus on developing and protecting their bases.

Diplomacy and Alliances

e |Inter-faction Relations: Introduce mechanics for players to interact with Al or
player-controlled factions through diplomacy, trade, or warfare. This adds an
additional layer of strategy, where alliances or rivalries can significantly impact
the outcome of the game.



3. Integration with Voxel World

e Terrain Interaction: Ensure that RTS gameplay mechanics take full advantage of
the voxel world's features, such as terrain deformation and building
customization. This can lead to unique strategies and base designs.

e Environmental Challenges: Incorporate environmental factors (weather, disasters,
resource scarcity) that affect gameplay, adding another layer of complexity to the
strategy.

4. Playtesting and Balancing

e Feedback Loop: Conduct thorough playtesting with a focus on balancing the
game's various elements, from resource management to combat. Adjust
gameplay mechanics based on player feedback to ensure a challenging yet fair
RTS experience.

e |terative Improvement: Continuously refine the Ul and gameplay mechanics. This
includes tweaking unit behaviors, resource allocation, and Al strategies to keep
the game engaging and balanced.

5. Community Engagement

e Early Access or Beta Testing: Consider releasing an early version of the RTS
component to gather community feedback. This can provide invaluable insights
into player preferences and potential areas for improvement.

Dynamic World System

World Influence and Conquest

e Territorial Control: Develop a system where both players and Al can claim,
control, and contest territories. This includes capturing key locations (e.g., cities,
resource points) that influence the broader state of the game world.

e City Conquest: Allow players and Al to attack and conquer cities. Implement
mechanics for sieges, defenses, and occupation, providing depth to the conquest
gameplay.

Faction Dynamics



e Faction Traits: Assign unique traits to different factions (both player and
Al-controlled), influencing their strategies, unit types, and preferred methods of
expansion.

e Diplomatic Relations: Create a diplomatic system that enables factions to form
alliances, declare wars, or engage in trade, affecting the world dynamics and
player strategies.

Simplified Al Faction Management

Building and Unit Differentiation

e Specialized Buildings: Like in "Red Alert 2" and "Warcraft," each faction should
have access to certain unique buildings (e.g., barracks for infantry units, factories
for mechanical units) that perform different functions and produce various unit
types.

e Unit Diversity: Ensure each faction has a diverse array of units with specific roles,
strengths, and weaknesses. This diversity encourages players to adopt different
strategies depending on their and their opponents' faction choices.

Al Strategy and Behavior

e Al Objectives: Design Al factions with specific objectives, such as expanding
territory, gathering resources, or targeting specific player-controlled areas, to
make the game world feel dynamic and alive.

e Adaptive Al: Implement Al that can adapt its strategy based on the current state
of the world, player actions, and the balance of power among factions. This
includes changing tactics, forming temporary alliances, or retreating and
regrouping.

Integration with Existing Systems

Voxel World Interaction

e Terrain and Environment: Utilize the voxel world's capabilities for terrain
manipulation in warfare and city-building. Allow players and Al to modify the
terrain for defensive advantages or to access resources.

e Dynamic World Events: Introduce random world events (e.g., natural disasters,
wandering monsters, resource booms) that can affect territorial control and
faction dynamics.



Real-Time Strategy and City Building

Seamless RTS Gameplay: Integrate the dynamic world system with real-time
strategy and city-building elements, ensuring players must constantly adapt their
strategies to the evolving game world.

Economic and Military Balance: Balance economic development and military
expansion, requiring players to manage resources effectively, defend their
territories, and plan conquests.

Testing and Balancing

Iterative Playtesting: Conduct extensive playtesting sessions to balance faction
strengths, world dynamics, and the interplay between different game systems.
This helps ensure a fair and enjoyable experience for all players.

Community Feedback: Engage with the player community to gather feedback on
the dynamic world system, Al behavior, and overall game balance. Use this
feedback to make continuous improvements.

1. Gore System

Visual Effects: Create high-quality visual effects for gore, including realistic blood
splatters, dismemberment, and damage textures. Consider the impact of
different weapons and attacks on the type and extent of gore.

Performance Optimization: Ensure that the gore effects are optimized to
maintain game performance. Use particle systems and decals judiciously to
create impactful visuals without significantly impacting frame rates.

2. Limb-Based Health System

Limb Damage Model: Develop a system where individual limbs (e.g., arms, legs,
head, torso) have their own health pools. Damage to these limbs affects the
character's abilities, such as movement speed reductions from leg injuries or
decreased accuracy from arm injuries.

Injury Effects: Implement realistic effects of injuries, such as limping for leg
injuries or dropping weapons for severe arm injuries. This adds a strategic layer
to combat, where targeting specific limbs can be advantageous.

3. Blood Loss System



e Bleeding Mechanics: Introduce bleeding as a consequence of receiving damage,
especially from sharp or ballistic weapons. The severity of bleeding depends on
the injury and can lead to health degradation over time.

e Management and Recovery: Allow players to manage bleeding through medical
supplies, such as bandages or tourniquets. Recovery from injuries should also be
considered, either through medical treatment or natural healing over time.

Integration with Gameplay

e Balancing Realism and Fun: Find the right balance between realism and
gameplay enjoyment. Too much gore or overly punitive health mechanics can
detract from the fun of the game. Consider implementing settings to adjust gore
levels to accommodate different player preferences.

e Impact on Gameplay and Strategy: The introduction of these systems should
influence player strategies, encouraging careful engagement in combat, use of
cover, and carrying medical supplies. Enemy Al should also utilize tactics that
reflect the new damage model, targeting player weaknesses and avoiding
exposing their own.

e Narrative and World Consistency: Ensure that the inclusion of these systems is
consistent with the game's world and narrative. For example, a gritty, realistic
setting would be more fitting for detailed gore and health systems than a
light-hearted or fantastical one.

Technical Considerations

e Modular Design: Structure these systems to be modular, allowing for easy
adjustments and balancing. This will enable you to fine-tune the impact of gore,
limb damage, and blood loss based on player feedback and testing results.

e Performance Monitoring: Regularly assess the impact of these systems on game
performance. Advanced gore effects and the calculation of limb-based damage
can be resource-intensive, so optimizations may be necessary to ensure smooth
gameplay across a range of hardware.

Testing and Community Feedback

e Extensive Playtesting: Conduct thorough playtesting to balance the gore, limb
health, and blood loss systems. Testing should focus not only on the mechanics
themselves but also on their impact on the overall gameplay experience.



e Feedback Loops: Establish channels for receiving player feedback, particularly
regarding the realism, enjoyment, and any potential sensitivities around gore. Use
this feedback to make iterative improvements to the systems.



Other games and projects to make



Other games and projects to make

https://docs.gooale.com/document/d/1yd-35xHdZMEXRxmQ6VMP2I15bmoTo-Nv5L z7VEVuv-c8/e
dit?tab=t.0#heading=h.tn4j1nv3favt

1 Eternal Fusion: Eternal Realms — 3D Flagship Game

Type: Multi-genre 3D game (RPG + RTS + City Builder + Voxel Destruction + TCG Integration)
Status: Alpha Version 1 done, lore v1 complete.

Core idea:

e Three main modes that blend together:

o Hero Mode: Skyrim-style third/first-person RPG with quests, dungeons, loot,
survival, crafting, magic, Essence, Kings, etc.

o Base/City Mode: RimWorld/Minecraft-style voxel base building (city, farms,
factories, research, defenses, crafting).

o RTS Mode: Zero-K / Total War-style large battles with armies, formations,

morale, flanking, spells, Essence resource system, superweapons, destructible
voxel terrain and structures.

Systems:

e O+ Essence types used to summon units, cast spells, power structures.

e Soul Essence: “ultimate” resource for Titans, JesterKings, revives, mega abilities.
e Kings: Living “bases” with auras, ultimates, and game-over on death.

e Voxel destruction: Terrain, buildings, ships, mechs, etc. break apart in chunks.

e Potential link to Match-3 game (you can use it as a minigame to boost RTS
powers/resources).

Roadmap highlights:


https://docs.google.com/document/d/1yd-35xHdZMFxRxmQ6VMP2l5bmoTo-Nv5Lz7VFVuv-c8/edit?tab=t.0#heading=h.tn4j1nv3favt
https://docs.google.com/document/d/1yd-35xHdZMFxRxmQ6VMP2l5bmoTo-Nv5Lz7VFVuv-c8/edit?tab=t.0#heading=h.tn4j1nv3favt

e Integrate finished lore into quests, world events, factions.

e Add key mechanics: dodge/evade, stamina (Sifu/Sekiro style), dynamic world & Al
factions.

e Optimize performance, improve Ul, graphics, audio, then move from Alpha — Beta —
Full release.

e Build community (devlogs, trailers, streams, influencer outreach).

(2 Eternal Fusion: Realms Collide — Physical/Digital Card
Game (TCG)

Type: Physical TCG (with potential digital version).
Status: Trailer completed; Version 1 in active development.

Core idea:

e Full Eternal Fusion TCG with:
o Units, spells, structures, equipment.
o Essence costs and Soul Essence.
o 19 factions with unique mechanics.

e Designed to connect thematically (and mechanically later) to the 3D game and Match-3
game.

Roadmap:

e Finalize all card designs, rules, and balance via playtesting.
e \Write a rulebook + player guide.
e Prototype with manufacturers — refine — mass production.

e Launch using:



o Trailer, social media, tournaments/events.
o E-commerce + possible retail partners.

o Option for future digital / app version that reads the same decks.

.3 Eternal Fusion: Essence Match Tactics — Match-3 x TCG
x Tactics Game

Type: Match-3 puzzle + tactical PvP + TCG hybrid (mobile/PC).
Core idea:

e You use a real Eternal Fusion deck, but instead of pure turn-based TCG:
o A Match-3 board of Essence tiles powers everything.
e Matching tiles fills your Essence Bank, which you then spend to:
o Summon units to a tactical battlefield.
o Attack with units.
o Cast spells & Hero abilities.

o Trigger Fusion Evolutions and Soul Essence effects.

Key systems:

e Essence tiles (Light, Chaos, Nature, Water, Aether, Void, Tech, Collective, Neutral).
e Essence Bank with limits scaling by hero/rarity.
e Heroes & Kings: Hero with abilities; King as core HP and loss condition.

e Soul Essence: Earned via kills, cascades, special tiles; used for mega abilities,
resurrections, evolutions.

e 19 factions each twist the match-3 rules (extra vines, corruption, overclock, rage, etc.)



e Game modes: PvP Ranked, casual, PVE story, raids vs JesterKings, events, daily
puzzles.

e Monetization: Cosmetics, battle pass, alt art, quality-of-life extras; not pay-to-win.

Tech direction:

e Designed for engines like Unity/Godot, with systems for tile engine, card interpreter, unit
spawning, combat, and PvP server logic.

e Also conceptually plugs into the 3D game meta, sharing Essences, cards, factions,
Kings.

43D Fighting Game — “Yomi Hustle” Style, But Expanded

Type: 2D/3D tactical fighting game (like Your Only Move Is Hustle but with more units/content).
Core idea:

e Turn-based / timeline-based or frame-based fighting system with:
o Many different Eternal Fusion units/fighters.
o Deep movesets & counters.
o Possibly cinematic replays of chosen actions (Yomi-style).
e Could use:
o Factions as “rosters”.

o Essence/Soul systems for supers, transformations, fusions.

Status: Concept phase, to be developed later (after the main pillars).

5)Mobile Games — Eternal Fusion Side Projects



You've planned a couple of lighter, mobile-friendly projects:

A) Infinite Runner — Eternal Fusion Theme
Type: Mobile endless runner.
Concept:

e You play an Alliance hero escaping an attack (like the Chaos bandit/chaos lord idea
you had earlier).

e Mechanics:
o Run, jump, slide, wall run, dodge traps.
o Throw spears or abilities while running.
o Possibly phases where you fight in an arena before running again.

e Monetization: Skins, boosts, seasonal events, tied into Eternal Fusion world.

B) Candy Crush / Match Masters Style Eternal Fusion Game
Type: Casual Match-3 (lighter than Essence Match Tactics).
Concept:
e Simpler match-3 with Eternal Fusion Essences, characters, and factions.
e Focus more on:
o Level-based progression.
o Powerups themed around Essences/factions.
o Combos, bosses, events.
e This could either be:
o A simplified version of Essence Match Tactics, or

o A standalone casual puzzle game in the same universe.



% How All Projects Connect in Your Universe
e Shared Lore & Factions:
All games use the same 19 factions, Essences, Kings, JesterKings, and overarching
Eternal Fusion lore.
e Cross-Game Synergy:
o TCG cards appear in:
m The 3D RTS/RPG as units/spells.

m Essence Match Tactics as digital cards.

o Match-3 game can feed boosts/resources into the 3D RTS game as a side
system.

o Mobile games act as entry points and marketing funnels into the main universe.
e Long-Term Vision:
o One Eternal Fusion ecosystem:
m Flagship 3D game (Eternal Realms),
m Physical/digital TCG (Realms Collide),
m Tactical match-3 hybrid (Essence Match Tactics),
m Fighting spinoff,

m Casual mobile games.



1. Current Roadmap

Roadmap for Projects

1. Eternal Fusion Eternal Realms Video Game

Current Status: Alpha Version 1 is complete, and the lore document is finalized.

Goals and Next Steps:

1. Lore and World-Building:
e Completed: Version 1 of the lore document.
e Next Steps:
e Integrate lore into the game world and narrative elements.
e Collect feedback from alpha testers to refine and expand the lore.
e Create supplementary materials (artwork, backstory videos) to
enrich the world-building.
2. Alpha Version Development:
e Completed: Initial Alpha Version 1.
e Next Steps:
e Implement player feedback to improve gameplay mechanics.
e Develop missing core mechanics such as:
e Side step dodge and in-place evade system.
e Stamina system inspired by Sifu and Sekiro.
e Dynamic world system and Al faction management.
e Optimize performance and fix bugs reported during alpha testing.
e Prepare for Beta version by enhancing graphics, Ul, and sound
design.
3. Marketing and Community Engagement:
e Next Steps:
e Develop a detailed marketing plan for upcoming Beta and final
releases.
Release regular updates on social media to engage the community.
Organize alpha and beta tester communities for ongoing feedback.
e Plan aroadmap for trailers, developer diaries, and live streams.



4. Beta Launch:
e Milestone: Target Beta release date.
e Actions:
e Coordinate a marketing campaign around the Beta release.
e Engage with gaming influencers for coverage and reviews.
e Monitor Beta feedback closely for balancing and further refinement.
5. Full Game Launch:
e Milestone: Target full release date.
e Actions:
e Finalize the game based on Beta feedback.
e Plan alaunch event and promotional activities.
e Ensure all legal and distribution aspects are in place.

2. Eternal Fusion Realms Collide Card Game

Current Status: Trailer completed, actively developing version 1.
Goals and Next Steps:

1. Card Game Development:
e Completed: Trailer production.
e Next Steps:
e Finalize card designs and mechanics.
e Conduct playtesting sessions to balance gameplay and refine rules.
e Create arulebook and player guide.
2. Production and Printing:
e Next Steps:
e Finalize production details with manufacturers.
e Create prototypes for final review and adjustments.
e |Initiate mass production once prototypes are approved.
3. Marketing and Launch:
e Next Steps:
e Leverage the trailer to build excitement pre-launch.
e Develop a marketing strategy involving social media, ads, and
community events.
e Organize launch events or online tournaments.



4. Distribution and Sales:
e Next Steps:
e Set up sales channels (e-commerce, retail partnerships).
e Explore opportunities for digital versions or app integrations.
e Monitor post-launch feedback and sales performance.

Other games to make later

3D Fighting Game like yumi hustle but with more units

e Gameplay Mechanics:
e Unique "hustle-based" mechanics, visual design.

Mobile games, infinite runner eternal fusion style game and a match masters candy crush eternal fusion
style game

e (Game Concept:
e Survival mechanics, real-time challenges, user engagement.

GAME DESIGN DOCUMENT (GDD)

ETERNAL FUSION: ESSENCE MATCH
TACTICS

(Match-3 Tactical PvP TCG Hybrid)

1. GAME OVERVIEW

1.1 Game Concept



A hybrid between:

e Match-3 puzzle gameplay
e Tactical battlefield combat
e Traditional deck-based TCG rules

e Unit summoning + ability activation via Essence matching

The player uses a real Eternal Fusion deck but must match Essences on the puzzle grid
to:

e Summon units

e Attack

e Cast spells

e Activate abilities

e Trigger Fusion Evolutions

The game blends casual match-3 accessibility with deep tactical strategy from your
Eternal Fusion TCG.

2. CORE GAMEPLAY LOOP

2.1 Turn Structure

Each round consists of:

(A) Start Phase



e Draw 1 card from deck
e Refresh Hero abilities

e Board may shift (optional mechanic)

(B) Action Phase (Timed Turn: 30—-60 seconds)
Player can:

e Match essence tiles

e Summon units

e Power Hero

e Attack with units

e Use Spells

e Activate Fusion abilities

e Build Soul Essence

(C) End Phase

e Apply buffs/debuffs
e Clear temporary effects

e Opponent’s turn begins




3. MATCH-3 SYSTEM

3.1 Tile Types (Essences)

Each tile color = an Essence type:

Essence

Light

Chaos

Nature

Water

Tile Color

White/Gol
d

Red/Orang
e

Green

Blue

Gameplay Effect

Healing, Defense, Morale

Damage, Rage, Explosions

Regeneration, Growth, Pets

Control, Freeze, Flow



Aether Purple Arcane Power, Mage
abilities

Void Black Drain, Corruption, Debuffs

Technology Pink/Silver Overclock, Shields,

Machinery
Collective Violet Hive buffs, Duplication
Arcane Gray Universal summoning
Neutral energy

You can later add special tiles:

e Skulls — instant damage / fear
e Soul Shards — Soul Essence resource

e Jester Tiles — wildcard tiles



3.2 Matching Rules

e Match 3+ tiles of the same Essence to generate resources.
e Combos and cascades give bonus Essence.

e Matched Essences go into Essence Bank.

4. ESSENCE BANK SYSTEM

4.1 How Essence is Stored

All matched Essences accumulate into the player's Essence Bank with no loss until
used.

Example:
Match 3 Light = +3 Light Essence stored.

4.2 Essence Bank Limits

Determined by:

e Hero level
e Card rarity

e Faction perks

Example:



Common Bank Limit =10
Epic Bank Limit = 20
Legendary Bank Limit = 30

5. SUMMONING SYSTEM

5.1 Summon Requirements

To summon a unit, the player must match (or have stored):

e The exact amount of required Essences

Example:

Alliance Knight
Cost: 2 Light + 1 Arcane

Player must match or bank:

e 2 Lighttiles

e 1 Arcanetile

5.2 Summon Flow

—_—

. Select unit in hand
2. System checks Essence Bank
3. If criteria met — summon animation triggers

4. Unit appears on battlefield



6. COMBAT SYSTEM

6.1 Attack Requirements

Units do not attack automatically.

To attack, player must match Essences required by unit’s attack profile.
Example:

Knight Attack: 1 Light + 1 Arcane

Match — Attack triggers — Damage applied

6.2 Special Skills

Units have abilities that also require matched Essences:

e Aether Beam: 3 Aether, 1 Arcane
e Void Drain: 2 Void

e Nature Regrowth: 3 Nature

Matching = ability activation.

7. HERO & KING SYSTEM

7.1 Permanent Units



Both players start with:

e 1 Hero (fighter, mage, ranger, etc.)

e 1 King (base health = 20-40)

7.2 Hero Abilities

Heroes have 2-3 abilities requiring Essence matches.
Example:
Alliance Paladin Hero

e Light Strike — 2 Light
e Shield Wall — 3 Light, 1 Arcane

e Ultimate: Radiant Storm — 6 Light, 3 Arcane

7.3 Loss Condition

Player loses when:

e King health reaches 0

e OR no cards remaining + King defeated in overtime

8. SOUL ESSENCE SYSTEM

8.1 How Soul Essence is Generated



e Matching special Soul tiles
e Enemy units dying

e Cascades

e Skulls matched

e King damage taken

e Hero ultimates

8.2 Uses of Soul Essence

e Fusion Evolutions

e Unit Resurrection

e Hero Ultimate

e Faction Mega Abilities

e Legendary Summons

9. FACTION MECHANICS

Overview
Each of the 19 Eternal Fusion factions gains special rules for match-3.

Alliance



e +1 Morale for each Light combo

e Morale boosts DEF for all allied units

Horde Coalition

e Chaos matches fill Rage Meter

e Rage triggers AoE fury attack

Sylvan Confederation

e Nature matches create Vine tiles

e Vines duplicate or absorb tiles

Clockwork Dominion

e Tech matches charge Overclock bar

e Overclock randomizes tiles or doubles matches

Void / Cursed Dominion

e Void matches remove opponent tiles

e Corruption spreads to adjacent tiles

All 19 factions can be expanded in later sections.

10. PVP SYSTEM



10.1 Real-Time PVP

e Shared board
e Both players race to match
e Attacks resolve instantly

e High skill, fast-paced

10.2 Turn-Based PvP

e Separate boards
e Al handles opponent’s “defensive reaction”
e Better for mobile

e Stable matchmaking

10.3 Ranked Ladder

e |eague tiers
e Seasonal rewards

e Faction leaderboard

11. GAME MODES



1. Story Mode (PVE)

2. PvP Ranked

3. Casual PvP

4. Raid Bosses (JesterKings, Eldritch Entities)
5. Faction Wars

6. Daily Puzzle Challenges

7. Event Dungeons (e.g., Desert Kingdoms event)

12. PROGRESSION SYSTEM

Units Gain XP

e Level up — better stats

e Unlock new abilities

Heroes Gain Levels

e Bigger Essence Bank

e More powerful ultimates

Deck Unlocks

e New units



e New spells

e New factions

Cosmetics

e (Cards skins
e Hero skins
e Tile skins

e Board styles

13. ECONOMY & MONETIZATION

v Fair, Non-Pay-to-Win
v Optional purchases only

1. Cosmetics

2. Battle pass

3. Faster leveling

4. Special events

5. Alt artwork (your strength!)

6. Extra deck slots



7. Extra Hero slots

8. Faction skin packs

14. Ul & UX DESIGN (SHORT VERSION)

Top Ul

e Hero portrait
e King health
e Soul Essence

e Turn timer

Center

e Match-3 grid

e Tile animations

Bottom

e Hand of cards
e Essence Bank

e Buttons: Summon / Ability / Attack




15. TECHNICAL REQUIREMENTS

Unity or Godot engine recommended.
Key systems:

e Tile engine

e Match detection

e Essence bank

e Card interpreter

e Unit spawning

e Combat resolution

e PvP server logic

16. EXPANSIONS & FUTURE UPDATES

1. Fusion Beasts (summonable by combining units)
2. Hero Classes (Tank, Assassin, Mage, Support)

3. Guilds + Clan Wars

4. Map-Based Conquest Mode

5. Seasonal Factions



6. Roguelike Mode (ascending puzzles with rewards)

ETERNAL FUSION: ETERNAL REALMS —
3D MODE MASTER DESIGN SYSTEM

(RTS, RPG, Voxel, Strategy, Magic, TCG Integration)

¢ 1. GAME STRUCTURE — THE THREE
MODES

Your 3D game has three main gameplay modes that smoothly blend:

MODE A — HERO MODE (Skyrim + Warhammer RPG)

The player controls:

e Their Hero

e Sometimes their King
e Companions

e Equipment

e Fusion powers



e Magic skills

e First-person or third-person combat
e Open-world exploration

e Questing

e Story

e Dungeons

e Loot

e Survival & crafting

This is your personal, immersive RPG mode.

MODE B — BASE / CITY MODE (RimWorld + Minecraft +
Voxels)

This mode is used for:

e City building

e Resource gathering
e Faction development
e Crafting

e Farming



e Housing

e Defensive walls, traps, turrets

e Building factories, research labs
e Assigning workers or drones

e Technology & arcane research

Everything is voxel-based (partially or fully):

e Build anything

e Sculpt the land

e Destructible terrain

e Upgradable structures

e Dynamic simulation

Think RimWorld + Minecraft + DF + voxel destruction.

MODE C — RTS MODE (Zero-K + Warzone 2100 + From The
Depths + Total War)

This is the large-scale battle mode.
The player can:

e Control armies



e Command units

e Build factories and defenses

e Launch magical artillery

e Spawn units using Essence Mechanics

e Use TCG powers as real-time super abilities
e Zoom out to macro map (Zero-K style)

e Zoom in to micro control (Warhammer-style)

Seamless transition:
From Hero Mode — press a button — RTS mode.

This is a core innovation.

2. HOW THE TCG ESSENCE SYSTEM
WORKS INSIDE THE 3D RTS GAME

Your match-3 Essence game feeds directly into the 3D RTS meta.

v Every unit, building, or spell still requires Essences

e Light Essence
e (Chaos Essence

e Nature Essence



Aether

Tech

Void

Water

Collective

Arcane Neutral

v Essences are collected through gameplay in multiple ways:

A. Resource nodes (RTS style)

Aether Springs
Void Rifts

Nature Groves
Technology Relics

Light Altars

B. Combat & Kills

Slaying enemies produces temporary Essence globes

C. City production (RimWorld/Crafting)

Workshop — produces Tech Essence

Arcane Library — produces Aether



e Temple — produces Light
e Slaughterhouse — Void fragments

e Farms — Nature

D. Hero Abilities

Heroes passively generate Essences depending on class.
E. Card System (Hybrid)

Your TCG cards act as ability scrolls / battle summons.
Example:

e “Summon Light Infantry” — costs 2 Light Essence

e “Cast Void Spiral Cataclysm” — costs Void Essences

3. VOXEL DESTRUCTION SYSTEM
(Minecraft + From The Depths)

Everything in RTS mode is fully destructible voxel-by-voxel:

v Terrain destruction (craters, trenches, mountains collapsing)
v Building destruction

v’ Chunk-based physics pieces

v’ Modular vehicle damage (Warzone 2100 style)



v Ship/airship/flying fortress voxel construction (From the Depths style)

Players can build:

Tanks

Mechs
Battleships
Zeppelins
Magic cannons
Titan constructs
Airborne carriers

Arcane fusion engines

All with voxel components, energy systems, armor, etc.

4. COMBAT SYSTEM (ZERO-K + TOTAL

WAR + WARHAMMER + VOXEL PHYSICS)

v’ Zero-K movement & fluid army control

Advanced pathfinding, smart unit Al, mass-selection ease.

v Warhammer 3 morale, fear, elevation, flanking

Your Fear Impact system fits perfectly here.

v’ Voxel physics destruction



Buildings crumble in real time.

v Fusion Units (TCG integration)

Some units are summoned directly from your deck, using:

e [Essence resources

e Hero abilities

e Soul Essence

5. SOUL ESSENCE IN 3D MODE

Soul Essence = Ultimate Resource.

Gained through:

Deaths

Hero kills

Battles

Sacrifices

Void events

Fusion rituals

Used for:

Summoning extremely powerful beings



e Titan units
e JesterKing interventions
e Healing entire armies

e Reviving fallen heroes

Corrupting an enemy area

It ties all modes together.

6. KING SYSTEM

Your King exists on the 3D battlefield.

v If the King dies — game over

v King gives global aura (buffs/debuffs)
v King has powerful ultimate spells

v’ King must be defended like a base

v Kings can transform using Soul Essence

(Example: Light King — Celestial Avatar)

7. RTS MODE FEATURES (FULL LIST)



v Macro-Level Mechanics

Economies

e Essence extraction

e Techtrees

e Faction research

e Resource convoys

e Weather & climate effects

e Day-night cycle (Void stronger at night)

v’ Micro-Level Mechanics

Squad formations

e Unit morale

e Fear system

e Terrain cover

e High ground bonuses
e Fusion buffs

e Flanking

e Stealth & detection

v/ Structures

e Walls



e (Gates

e Bastions

e Magical pylons

e Automated turrets
e Summoning circles
e Airfields

e Shipyards

e Voxel fabrication yards

v Superweapons

e Arcane Beam Cannon
e Tectonic Pulse

e Void Rift Generator

e JesterKing Favor

e Storm of Aether

8. HOW MATCH-3 SYSTEM CONNECTS
INTO 3D GAME

This is where your design becomes UNIQUE:



Players can play the Essence Match minigame to:

e Boost resource production

Launch hero spells

e Upgrade units instantly
e Trigger emergency heals
e Activate King's aura

e Summon cards

The match-3 is OPTIONAL but REWARDING — giving players a “micro gameplay burst”
during RTS battles.

*4 FINAL SUMMARY — YOU'RE BUILDING A
MULTI-GENRE MASTERPIECE

Your 3D game is:

v’ Skyrim-style hero RPG

v RimWorld-style colony builder

v Zero-K / Warzone-style RTS

v’ From the Depths voxel engineering
v’ Minecraft voxel terrain

v Total War: Warhammer-style armies



v’ With your Essence system + TCG cards
v’ With destructible worlds

v’ With Fusion Evolutions & Kings
This is not only possible — it's revolutionary.

Many indie games combine 2 genres.
Your game combines 7, but in a clean, unified way.
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