Feature Brief: Conquest Game Mode
Game Overview

Since the dawn of time, colours have been engaged in a heated battle for control of the colour spectrum.  In modern times, the battle has spilled over into computer monitors everywhere.  Here they found a valuable resource to utilize: pixels.  With this resource the colours are able to forge new weapons of war to use to bring down their enemies.

 In this turn based strategy game, players take control of a colour and begin to build their empire.  At the beginning, players can only build one basic unit, which they can combine to create lager, more powerful units as they progress through the tech tree.  When a unit moves around the map, it leaves a trail of colour behind them.  The player’s income at the beginning of their turn grows as they convert more of the map to their colour.  The ultimate objective is to destroy the other players, but if one player can control a majority of the map for a predetermined number of turns, they can also claim a victory.
Introduction to Conquest

One of the two game modes in Spectrum Wars, Conquest involves destroying the opposing player’s Headquarters building, which reveals their flag.  Once the building is destroyed the attacking player must pick up that flag and return it to their headquarters.  When the player has their enemy’s flag at their headquarters, the enemy army suffers a significant loss of morale.  They no longer have the will to fight and lose the game.
Flags

Flags are the focus of this game type and players should take every precaution to defend their flag from their enemy. 
Flag Properties

The flag has the following attributes:

· Cannot move on its own

· Has no attack power

· Flags can be placed on top of buildings

· Cannot be built

· Cannot be destroyed

· Does not exist on map until a Headquarters building is destroyed  

· Placing a Flag on a building increases the building’s defence points by 2
Player Designations
Attacking Player

The attacking player is the player that has assaulted their opponents Headquarters building and is moving the flag towards their own Headquarters to capture it.  While they are transporting the flag, their secondary objective is to keep their flag carrier from being destroyed and having the enemy reclaim their flag. 
Defending Player

Once their Headquarters is destroyed, a player is labelled as the defending player.  They cannot pick up their flag as soon as it spawns, but must wait for the attacking player to pick it up first before they can try to reclaim it.  If they get it back, they can keep moving it around the map, or place it on another of their buildings to increase its defence.
Flag Carriers

Attacking

Picking up the Flag
In order for the attacking player to uncover the flag, they must first destroy the building that houses it, which gives the defending team some time to successfully defend.  When the defence points of the Headquarters reaches zero and the building is destroyed, the flag spawns where the building was.  Once exposed, the attacking player can move a unit over top of the flag to pick it up.  

· Picking up the flag transforms the attacking player’s unit into a mobile fortress that has a different set of attributes.  

· The unit remains in this state until:
· It is destroyed by the defending player

· The flag is returned to the attacking player’s Headquarters.

· Triangle Units cannot pick up the flag
Moving with the Flag

Moving the flag works just like moving a normal unit; the carrier can move up to 3 spaces per turn.  
· The carrier cannot move through buildings

· The carrier cannot move through other units

· Can only move on grid spaces that match the attacking player’s colour
Depositing the Flag

If the flag carrier gets back to the attacking player’s Headquarters, they can deposit the flag to claim victory over their opponents.  To deposit the flag, the attacking player has to move the Flag carrier into the Headquarters building to start the transfer.

· Transferring the flag takes three turns once the carrier is inside the headquarters building

· If the headquarters building is destroyed before the transfer completes, the defending player’s flag is ejected and placed in the middle of the map.  The Headquarters building behaves normally, exposing the attacking player’s flag for capture.

In the case of both Headquarters being destroyed

If neither player has a Headquarters building to return a flag to, then players have to return their opponents flag to their own flag.  The player’s flag must be in their possession for the capture to count.  In this instance, victory is instantaneous; there is no transfer time required.
Dropping the Flag

If the defending player successfully destroys the attacking player’s Flag Carrier, it drops the flag it was carrying and the defending player has a chance to pick up their flag.
· Attacking player cannot pick up the defending player’s flag when it is dropped
· The attacking player must wait three turns before they can pick the flag up again
Stats
The attacking player’s Flag Carrier acts more like a building than a unit in combat, but behaves like a unit for movement.  There are some restrictions for the Flag Carrier.
· Can only move along tiles that belong to the attacking player

· Cannot attack enemy units, but if they attack and lose, they are removed from the map

· Does not receive any of the bonuses from the stat upgrades (Berserk, Tower Defence, and Light Speed)

· Cannot be used in the creation of a new unit

· Does not convert the grid to the attacking player’s colour

	Unit Name
	Defence Points
	Movement Speed
	Attack Power
	Cost

	Flag Carrier (Attack)
	3
	3
	N/A
	0


Defending
Picking up the flag
When the defending player’s Headquarters is destroyed and their flag spawns, they cannot pick it up until the attacking player has interacted with it.

· Picking up the flag transforms the defending player’s unit into a Flag Carrier.

· The Flag Carrier remains on the field until:

· It is destroyed by the attacking player

· The defending player moves the flag into another building
Moving the flag

Moving the flag works the same as a normal unit, the defending Flag Carrier gets a movement speed of 2.

· The Flag Carrier cannot move through units

· The Flag Carrier cannot move through buildings

· The Flag Carrier can only move along grid spaces that match the defending player’s colour
Depositing the flag

If the defending player has the flag, their Flag Carrier has the ability to drop the flag on top of another building.  Doing so will remove the building’s primary function, but provide additional protection for the flag.  To deposit the flag on a building, the defending player must move their Flag Carrier on top of a building and right click on the Flag Carrier.
· The Flag Carrier is destroyed once the flag is moved onto the building
· Any building that houses the flag loses its primary function.  This means that:
· Barracks cannot produce units

· Pixel Refineries cannot provide defending players extra resources per turn
· Defending players cannot purchase upgrades at the Construct while it houses the flag
· Any building that is housing the flag receives an extra 2 points to its Defence Points

Reclaiming the flag

When the attacking player picks up the defending player’s flag, the defending player’s main objective is to get their flag back into their possession.  To do this, they have to reduce the defence points of the attacking Flag Carrier to zero.  At zero, the attacking player’s Flag Carrier gets destroyed and the defending player’s flag re-appears on the map for the defending player to pick up.

Defending players can pick up the flag immediately after it drops

Once the unit that touches the flag transforms into the Flag Carrier, their movement count is reset and the Flag Carrier can move its full amount of spaces that turn.
Stats
	Unit Name
	Defence Points
	Movement Speed
	Attack Power
	Cost

	Flag Carrier (Defence)
	4
	2
	N/A
	0


Assaulting the Flag Carrier

When one or both Flag Carriers are out on the map, players have the opportunity to attack the Flag Carrier to try and reclaim their flag.

· A unit engages combat with the opposing player’s Flag Carrier

· If the attacking unit’s attack value is higher than the defence points for the Flag Carrier, the Flag Carrier loses one Defence Point.

· If the attacking unit’s attack value is lower, the attacking unit is removed from the map.

