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  This book is a chronicle of KAG's development. You are 
about to see never before published sketches, graphics, 
drafts, prototypes and just random things made by MM and 
Geti, the creators of KAG - when designing, coding and 
collaborating online to make the best multiplayer game 
ever made.

Geti           MM
San Francisco 2013

It is also a chronicle of how much it 
takes, how much effort, different 
designs, tests and failures there 
are until the final best result is 
achieved.

While reading, for fun, try to find 
which ideas stayed in the final game 
and which ones never made it.



  

It all began with It all began with 
a SNES gamea SNES game

King Arthur's World
Developed by Argonaut Games for 
Super NES



  

The original sketch by MMThe original sketch by MM

Made in 5 minutes. 
It was referred to 
as “Lemmings RTS”.



  

Second mockup with treeSecond mockup with treeThe very first mockupThe very first mockup

These knight sprites were the first things Geti 
sent to MM after he was hired. MM considered 
firing him because he thought he could only 
draw Samurai knights...

… and sumo knights...

Fortunately Geti became the graphic artist...



  

THE ALPHA VERSIONTHE ALPHA VERSION

This mockup eventually became what is 
known as the alpha version (now classic).



  

The tilesetThe tileset



  

The PNG “map format”The PNG “map format”



  

RealisationRealisationConceptConcept

Auto-tilingAuto-tiling



  



  



  



  

RealisationRealisationConceptConcept



  First background draft



  
The final background layers



  

Map 
generator 
idea



  



  

Wooden blocks were a very early idea but were implemented much later.



  

Easy lighting mockup

LightingLighting



  

First test of “radiosity” lighting



  

ShadersShaders



  
The SNES mode



  “Day” shader



  

ConstructionsConstructions



  



  

Workshops construction



  



  



  



  



  



  

Emoticons & customizationEmoticons & customization



  



  



  



  

Knight combatKnight combat

The initial combat in KAG was just jabbing and 
shielding. This needed to be improved.



  



  

Capture the FlagCapture the Flag

The first game mode in KAG was “Goldhunt”. However 
after seeing that it was flawed it was quickly decided to 
make a straight-forward game mode called “Capture the 
Flag”



  



  



  

CollapsesCollapses



  



  

InterfaceInterface



  



  



  

The many stages of the servers browser



  

The “new” server browser using the API (by Tom & Ryan)



  

A servers browser with lobby



  

KAG launcher test



  

Builder menu



  



  

InventoryInventory



  

A stockpile



  



  



  

Idea if dividing into “play” area and “interface” area.



  

The “cross menu”



  

HUD conceptsHUD concepts



  



  



  



  



  



  



  



  

Idea of merging emoticon menu with chat



  



  



  



  



  



  
In-game editor



  Help for beginnersHelp for beginners



  



  



  



  



  

Ideas for a runtime code editorIdeas for a runtime code editor



  

An ingame entity editor



  



  

EconomyEconomy



  



  



  

MechanismsMechanisms



  



  Mechanisms radius of control and wires connecting



  

Winches



  



  



  



  

Various ideas including: zombie fortress with 
mechanism & capture the princess mode.



  

An automatic arrow launcher using connectors.



  



  

OverworldOverworld



  Entering a  combat map from an isometric overworld



  



  

Biomes



  



  



  



  

Table explaining experience points required to upgrade to next class



  



  



  

Zombie FortressZombie Fortress



  



  

Zombie Fortress map layout



  



  

A concept for using Wang tiles for
 Zombie Fortress maps generation



  A castle generated from Wang tiles



  A castle generated from Wang tiles



  A castle generated from Wang tiles



  

Dungeons mockup



  

Traps and treasures in dungeons



  

Zombies required A* path-finding.
This sketch presents a high-level grid.



  Implementation of the high level grid



  

Skeleladder



  



  



  

The entire cast of Zombie Fortress



  

'WAR' & THE BETA'WAR' & THE BETA



  



  



  

First sprites for the ideas that were to become the WAR gamemode



  



  



  



  

Mounted bow design



  



  The new knight combat in the beta version



  



  



  The initial design of WAR gamemode had a preconstructed Hall building



  

The Hall

It was eventually dropped from the game because
 players felt a preconstructed building didn't allow 

for much building freedom



  



  
Class upgrades



  

One of the many game design overhauls after the silent beta.
This design lead to the so called “migrant hotels”.



  

The infamous “migrant hotels”



  

Tech treesTech trees



  



  



  



  



  



  



  

ScriptingScripting



  

Idea of making “blobs” 
- single objects in the 
game made of 
components.



  

CollaborationCollaboration



  

MM trying to explain that she looks 40
(an unrealistic age for medieval times)



  



  The busy KAG code repository



  

The “sliding slopes hack”



  

The very difficult to fix collision error due to lag



  

Different things wrong in the initial implementation of smooth shaded tiles.



  

OverhaulsOverhauls

Many times it was attempted to completely redraw KAG. Including realistic 
figures, hi-res graphics. This picture also contains different knights ideas, a 
movable platform, canopy, bison, sand tile and conveyor belt idea.



  

This was a test with realistic proportion characters.



  
What if KAG was hi-res instead of 2x scale pixel?



  



  

“Sprite Structures”



  

An attempt to make KAG less blocky with so called “sprite structures”.



  

KAGSCII



  

Admin toolsAdmin tools



  



  



  

BugsBugs



  



  

Not really a bug but it was possible to completely lag
 the game by burning a stack of ladders



  



  



  

PromotionalPromotional



  

Logos



  



  



  



  



  

Knockback



  

Fall damage



  



  



  



  



  

“Buy banner” - mini



  The “buy banner” meant to be placed in the game menu



  

MM micromanaging the 
“buy banner”. 
Introducing this inside 
the game lead to a 
2000% sales 
increase.



  The endThe end



  



  

Bonus:Bonus:
sketches of future game ideassketches of future game ideas
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