A compilation of suggestions for

Dominions III.

Dear Illwinter production team,

This is a list of suggestions for Dominions III. I have played the demo version of Dominions and Dominions II and enjoyed them both very much, although I sadly have not gotten around to purchase neither due to the method of publication. I also note that Dominions III appears to be at a later stage of development than anticipated, and that some of these features may thus be impossible to implement at this point. Finally, I could not bring myself to check my suggestions against the enormous myriad of ideas made on the forums, and thus there will more likely than not be duplicate suggestions in this document.
Nevertheless, I hope you will take the suggestions into consideration, and I wish you the best of luck with your second sequel!

Øyvind ‘Safe-Keeper’ Wallentinsen,


Norway.
Civilization Setup

1. Up to a certain amount of left-over points (ten to twenty sounds good to me, and maybe it could vary from civilization to civilization) are spent on things like capital province population, gold, defences, extra units, et cetera. The player chooses what to spend them on when setting up his nation. For example, if you have 3 points that you don’t know what to do with after choosing all the attributes of your faction, choose ”Population” and start to start with a handful of extra minions in your home Province. This keeps surplus points from going to waste, and worked great in the 4X game called Stars! (made by Jeff McBride, published by Empire Interactive).
2. When setting up your civilization, you choose two types of castles: A major castle and a minor castle. In-game, you then have a major castle in your capital and your commanders can build both (for example, you can build small Outposts on the front line, and block important choke points with Hill Fortresses).

Army setup

3. Squads can be arranged into formations such as vic, wedge, line, column, square, scattered, et cetera.
4. In addition to keeping the “cast spells” order, break it up into sub-orders such as ”cast offensive spells”, ”cast support spells”, and so on.
5. The option to add specific conditions for pre-mature routing in addition to ”normal routing”, for individual squads and for the whole army. Examples are ”when n% of our forces have fallen”, ”when squad x is routing”, “when turn n is over”, “if odds reach n:n” et cetera. 
6. The option to choose what time of the day to attack in. See #15: Day and night.
7. The option to choose what weather condition to attack in. The army will wait for the preferred weather condition, then, if it does not occur, the army attacks in the current one (see the environment section again). Having armies wait for specific weather conditions could allow your enemy to rally reinforcements from other Provinces (see #27: Reinforcements).
Combat, units, et cetera
8. Support for prisoners of war. When an army routs, a certain percentage of its members are taken prisoners (more if the army has nowhere to run, if it’ made up of slow units or wounded units, if the victorious army has swift/flying units in it, etc.). Prisoners could work like male blood slaves (see #9: Several types of blood slaves).
9. Implement several types of blood slaves. The virgin girls in the game make poor soldiers if armed, but you can perform some nasty rituals with them in and outside of battle. What about, in addition to this, you have slaves that cannot be used for sacrifice (boys, non-virgin girls and girls with useless blood, et cetera). They could make relatively good soldiers, but have blood that’s useless for magic. Perhaps some other slave types could be used, too, like ”Conscript” – a unit already lightly armed, but mostly just ”cannon fodder”? Then during blood hunts, a certain amount of every type of slave is ”harvested” unless you specify what type of slaves to look for (i.e. ”Blood Hunt”, ”Conscription”, etc.). Slaves can also be captured by Pillaging.
10. Support for the carrying of items without using them. For example, let’s say I forge a sword, a shield, and four magic rings within the fence of my mausoleum, in my capital province. I have one commander there who’s not busy doing magic things, and I want him to bring the new items to the front line, a couple of provinces away. Now, the problem is that the commander needs to equip and thus use the items to carry them, and as such can only carry two of the rings. Surely he should just be able to fit the two excess rings in his pockets instead of putting them on his fingers? I think there should be a ”backpack” or ”pocket slot” so that commanders are able to carry some excess items the way they carry magic gems and bring along blood slaves. I hope you understand what I’m trying to say here.
11. Magic items wear with time and use, and risk taking damage in battle when their wielders are hit. For example, a Sceptre of Authority that’s been cut in two with a broadsword and mended with super-glue and duct-tape could have a small chance each turn it was used of failing to conjure that famous fireball; a rusty old piece of armour could protect you less, and so on. In addition to aiding immersion, this would also make it possible to make items more diverse, by having some be more sturdy and durable than others, and some items decay faster or slower when they’re used less or more (a certain magic item could lose its effect if its magical powers were not used relatively frequently – on the other hand, a long-sword that sees lots of use will decay faster than one that’s kept in its sheath day out and day in).
12. Give Magic Laboratories and perhaps also Fortresses some slots to leave magic items in.
13. Surrenders. If an army’s doing badly in battle or facing impossible odds, there’s a small random chance it’ll surrender, possibly before the battle has even begun. Surrendering armies are taken prisoner (see #8: Prisoners of war). The chance an army will surrender depends on how the battle goes, who the leader is, whether or not they have somewhere to run to, etc. Maybe there could be some options such as vague information from interrogations, too, or an “Execute/Massacre Prisoners” order.
14. If a battle is over too quickly, with no survivors, and particularly if the attack was made by Stealthy troops, there’s a chance you will not get to see the Battle Re-play at all. You’ll just get a message such as: “A battle took place in Kraterfjord. None of your troops survived to report on the nature of the attack.” Maybe there could be some very vague information still, such as “the army was so and so large”, “the enemy appeared to be commanded by Ørnulf the Animated Popsicle, who radiated cold”, or “fireballs were seen launched by the attacking army”.
Environment

15. Implement day and night as well as weather, each of which has certain effects on units and combat. Make certain cold units take damage or die (very s-l-o-o-o-o-w-l-y) from hot climate and vice-versa (for example, a bunch of Abysians shouldn’t last long in the sub-arctic territories of Vanheim). Day and night will also open for some interesting situations with units – for example, trolls are unable to fight during day-time, as it turns them into stone. This’d also allow for new types of spells, such as night vision-enhancing and light-evocing spells. Maybe flames could produce light, too?
16. Some people say they want terrain and hills to matter in combat. I disagree if it means random terrain and hills, as it could ruin the outcome of a battle I should have won without me being able to do anything about it. In most 4X games like Rome: Total War, I can adjust my tactics when the battle comes around, but in Dominions II I cannot. Hence, I could place my units perfectly and have a superior force, and then lose because some trees are blocking my archers or because my flank troops have to waste time climbing a hill to get to the enemy. Losing battles that should have been won due to random effects like that gives me Civ III flash-backs (five tanks against one archer – archer wins) and it just makes no sense. However, if you implement something like set terrain (for example, all Hill Fortresses are always on hills that slow down and fatigue as they charge up it), I’m all for it.
17. Environment affects magic items. For example, an iron long-sword could rust when wielded by a Commander of Atlantis fighting with it deep in salty water. As point 10, this’d allow for some more variation of items (certain items are immune to heat or rust or are magically kept from decaying).
Mercenaries

18. Mercenaries are nationalistic: For example, if both Ermor and Vanheim bid equally on a band of wolf riders led by a Norse Vanheim chief, Vanheim is more likely to get the mercenary band. Mercenaries get a morale bonus fighting for their own people and a penalty when fighting for their enemies. They get an added penalty if fighting their homeland. These penalties would perhaps increase or decrease based on relations between the nations (for example, if half of Ulm has been wiped out by Abysia, the Ulm mercenaries will not even consider fighting for the Abysians).
19. Mercenaries remember: Players has a chance of getting some very basic information on a few of the provinces the mercenary band has been too. The longer ago the mercenaries were hired, the vaguer the information given. For example, a mercenary band hired by Vanheim, then Ermor, and then finally Man will give the Man player nearly no information on the provinces it visited under Vanheim, and slightly more from its quest for Ermor.
20. Mercenary bands grow and evolve more outside of player control. For example, they replenish losses, get their hands on magic items, and conduct training. I know they start with some items, but I think they could evolve between missions for players, too.
Other features
21. Lots of realism options (enable disable starvation, limited ammo, fatigue, ageing, battle wounds, etc.). Group them into “Easy”, “Medium”, and “Realistic” options for multi-player games.
22. A reminder system that sends you messages at certain times. For example, “send message ‘Check your fire gems’ every five turns” or “send message ‘arm your assassin’ in three turns”.
23. Units age with time. As they become adults, their skills increase – then, as they grow old, they grow weaker.
24. Ability to tag certain units so that the game tells you when you try to end your turn without moving them. Useful for scouts sent deep into enemy territory, for example.
25. Implement some sort of trigger system for the campaigns. I.e. “when province X is captured, spawn army Y”, “at turn 10, send message “Aa” to players with 1000 Gold or more”, etc.

26. Have units and Commanders be subject to illness. For example, a poorly clothed army high up in the snowy wastes could develop pneumonia.
27. Reinforcements: Let’s say you’ve got 20 Knights, 12 Pegasi, and 15 Archers defending Neverwarm. Next to it is the Province of Pinehill, which is defended by 13 slow-moving units of various kinds. You know that both Provinces are vulnerable to attack, and thus tag the Knights and Pegasi of Neverwarm as Reinforcements, specifying the region they are to reinforce as Pinehill (rather than saying that they are to reinforce any neighbouring Province that comes under attack). Sure enough, those darned Ermorians indeed do invade Pinehill. The Pegasi respond quickly to the threat, arriving in turn 5 of the battle – just in time to prevent an embarrassing defeat! The Knights move more slowly, being bound to the ground and slowed by the particularly thick woods of the region, and don’t arrive until turn 14, but late-arriving help is better than no help at all. The Archers would not have arrived in time to take part in the battle at all, so you did not bother to designate them as Reinforcements in the first place.

Randomizing arrival turn of reinforcements and having certain factors affect their arrival time is probably a good idea.
28. Implement horse wagon units that are able to carry limited amounts of Supplies, which are consumed when needed by the Army. The wagons take part in battle and thus need protection (the same way blood slaves do).
29. Supply Lines. Supplies are sent from provinces with leftover Supplies to Provinces where Supplies are needed. Cutting off Supply Lines is a good way to hurt an army. 
For example, let’s say you’ve got Vanheim, which creates 500 Supplies and uses 300 of them. Two Provinces away, with the friendly Province Nighthills in between (which produces 3 Supplies), is an Army under Commander Amund the Famished( that desperately needs Supplies (their Provinces provides a measly 10 Supplies and they need 129!). Nighthills has no soldiers in it and can thus send all of its 3 Supplies. Vanheim has 200 left-over Supplies and sends 116 to the Army that needs them. In total, Amund receives all the 129 Supplies they need: 10 from the Province his camp is in, 3 from Nighthills, and 116 from Vanheim.

In the next turn, however, a Vætti army of Jotunheimen that has sneaked into the region exploits the fact that Nighthills is dreadfully poorly defended, and takes it over with a stealthy surprise attack. This cuts off Amund’s army, which is now in serious trouble: It only receives the 10 Supplies from the Province it’s in, and will need to re-take Nighthills quickly or suffer horribly from the dire lack of supplies (it is, after all, 119 Supply Units short!).
Supply Lines could be varied by things like travelling conditions (certain Provinces could be easier to travel than others), the distance from the source to the army, what civilization you play, etc.
There should be some sort way to decide which armies received the most Supplies (you may want a more important Army to get all the resources it needs even if it means a less important Army will starve as a result). 

Also, you could give stealthy units in enemy provinces the “Intercept Caravans” order, which tampers with the flow of Supplies (Province Defence protects the caravans), and you could add supply lane information to the Province Report from your Scouts. In effect: ”This province contains about 7 Satyrs as well as an army of Heavy Infantries. The army appears to be commanded by Aeris the Beautiful, who radiates power. There is also heavy caravan traffic in the region”. Maybe caravan traffic could be shown by a line running trough the province, thickening when the number of supplies was great?
This system would also allow for new spells, such as “Supply Teleportation” or “Flying Caravans” (flying carpets or something).
30. Skis. Items that increase movement speed over snow.
31. A magic item or trained bird or something that lets you view a Battle Re-Play you’d normally not be able to view (see #14: Sudden battles). For example, this could be a trained raven that received a note and then flew to the nearest friendly province.
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