Hunter RPG Experiment Concept

This document explains the objectives, choices and results of the Hunter RPG experiment, a spatialless, continuous time manager dungeon crawl.

Objectives

First of all, I wanted to design a dungeon crawl, keeping all the elements that define that genre: exploration, combat, looting, questing and leveling. I’ve tried to do this before, but I almost always got stuck developing and crafting spaces (maps, entities, animations, etc.) because of the hideous amount of work it requires. Then I remembered Chris Crawford stating something about spatial navigation: 

"Almost all games rely on spatial navigation with a small set of verbs for moving through a space. They then populate the game's space with all sorts of interesting, complex elements that provide the game with richness. This is fine-it works well. But game designers are stuck in this approach-they just can't see beyond spatial navigation. Why does every game on the market have to have a map? What's so all-encompassing about spatial reasoning?".

Then I realized that this spatial navigation is usually cumbersome for the player too!. It involves backtracking, maze-solving, map-browsing, and tons of uninteresing clicks in order to get to the interesting places. What would happen if you could reach those places instantly? If you could switch to one another without wasting time?. That defined the first objective:

Objective 1: There must not be any kind of spatial navigation, maps, or transportation.
Ernest Adams said, regarding RPG's skill model: "A better method would be to display a progress bar. The speed with which the task progresses depends on the character's skill in that area-that is, it progresses quickly if the character has a high skill level, slowly for a low skill level, or not at all if the task is too hard."

Objective 2: Time will flow continuously (not discretely), and every action the player performs will progress through time.
Sid Meier said: "A game is a series of interesting choices"

Objective 3: The interface of the game will be presented as a series of choices, and superfluous (meaningless in the core gameplay) actions will be avoided.
Extra Objective 4: The user interface must be as simple as possible.

The Experiment Design

By taking into account Objective 3, Hunter RPG is interfaced through a list of choices. These choices represent opportunities within the dungeon (combat, looting, exploring, etc.). Each time the user clicks on a choice, time will start to run, and that choice is going to change according to its kind (Objective 2). The game is interfaced only through clicking over choices (Objective 4). There are many kinds of choices, and the only thing that they have in common is that each take some amount of continuous time to fulfill completely.

The non-spatiality (Objective 1) is implicit here because once you have unlocked an opportunity, it will be instantly available all the time until the end of the game.

Here is a screenshot:
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As it can be seen here, the navigation through the dungeon is made by exploring locations. Once a location has been unlocked (is now available), you can always continue exploring them until they are exhausted…removing the need for backtracking, mazes, and all the tedious stuff of physical navigation. All the activities are executed by clicking on them, and time is stopped when releasing the mouse button. Every activity take some amount of time until they are exhausted. When a new activity is unlocked, it is added into the dungeon activity list. On the right pane there are spells, that work exactly like activities do. Their effect is global over all available dungeon activities.
The objective of the game is to destroy Lucifer’s altar before it wakes up, because he is almost unbeatable in combat.
