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Changes 1.7: 
 

 Updated Buildings and construction system 

 Updated Heroes (added example type that will be used for the first version) 

 Added starting parameters 

 

To be defined: 
 

 Starting parameters (buildings around starting city) 

 Mutants and radiated units 

 

Player interactions: 
 

- Create building (construction will be achieved in a certain amount of time) 

- Modify building (like in Rebuild, change from a type to another, in the limits of the tile) 

- Assign units to locations 

- Generate units       

- Discard units 

- Manage units  

- Define technology to research 

 

Units: 
 

The city has an amount of citizens that is growing or decreasing depending of many factors (see the 

resource part for more details). Those citizens cannot be controlled by the player. But, as mayor of 

the city, he can recruit some people that he can use for needed tasks. The people he can recruit 

belong to the following categories; below are listed the actions the unit can perform:  

- Decontaminators: the most important unit, used to clean up radiations in a zone. 

o Decontaminate building  ( 1 to 5 turns depending on radiation level) 

- Policemen: those are charged to maintain peace and security in the city. They need police 

stations and material to be totally effective, but counter small threats and increase 

happiness of citizens.  
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o Attack Monster 

o Build Barrage 

o Capture Monster 

- Builders: those are the people used to create new buildings and make their construction 

faster.  

o Clean up Building 

- Scientists: those are meant to work in labs, and make technology research faster. 

o Tech Research 

- Mercenaries: those guys are the most adapted when it comes to capture most of the villains. 

They can cost a lot and tend to decrease happiness of the city, but are quite effective. 

o Attack Monster 

o Capture Monster 

- Showmen: those guys have a precise use: when placed on a location where a villain/monster 

lives, he increases the fame generated.  

o Do the show 

- Elite Force: Most powerful basic units, used for extreme situations. They cost a lot and, if 

staying in the city for a long time, can decrease fame.  

o Attack Monster 

o Build Barrage 

o Capture Monster 

Each unit has an initial cost to be produced, and then a cost to be sustained (paid with money).  

The player can decide to discard any unit whenever he wants. 

The unit’s movement works as follows: 

Each unit can be affected to a controlled tile in one turn (meaning you can get a unit to a side of the 

city to the opposite one in one turn); but on non controlled tiles, units can move by only one tile per 

turn, reducing a lot the mobility outside the city. 

 

Barrage building: 

Some units have a specific feature (soldiers, mercenaries, builders, Elite Force and Agencies), called 

barrage building. 

The barrage is used to block the path of a monster; when built, the unit cannot move until barrage is 

discarded; moreover, a unit in barrage cannot attack or capture a monster. On the other hand, their 

stats are increased. 

When a monster attacks a barrage and wins, barrage is discarded and units get killed. 

When the monster loses his confrontation to a barrage, he’ll not perform any actions for the next 2 

turns and have his stats decreased (meaning he’ll be easier to defeat or capture). 
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Unit’s creation: 

To generate units, the player needs to pay the corresponding money amount, and generate them 

from the corresponding building (Decontaminators are generated in decontamination center for 

example). The units are not instantly generated, and each of them has its unique creation time. The 

player can only generate one unit per building at the same time.  

 

 

Win / Lose conditions 
 

Winning conditions:  
 

- Clean up Radiation sources: as in rebuild (the “cursed” graveyard), radiation comes from 

some tiles spread in the city; tiles around those sources have increases radiation levels, and 

gradually grow. 

- Cure Radioactivity: when all the base technologies are discovered, the player can get the 

latest technology: cure radioactivity, which costs a lot both in terms of money and resources. 

- Reach and maintain maximum fame for 20 turns: If the player reaches 100 fame and keeps 

it for 20 turns, the city becomes the most famous city worldwide, making it first touristic 

destination and winning the game. 

- Capture the monsters: If the player succeeds to get at least one monster of each type and 

get them under control for 5 turns, the player wins the game. 

 

Losing conditions: 
 

- Population reaches 0 (too low happiness makes people leave the city, involving the player 

controls a ghost town) 

- No more controlled tiles 

Starting parameters: 
 

The player will start with the following buildings: 

- Decontamination Center 

- City Hall 

- 2 houses 
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The player will also start with following units: 

- 2 Policemen 

- 1 Decontaminator 

- 1 Builder 

The starting resources need to be defined. 

 

 

Radiation system 
 

The radiation is what turns normal life forms into monsters, and what sets the limits of the city. 

Radiation is present on every tile that is not controlled by the player (and can even be on controlled 

tiles). Radiation appears at different levels: if the lower levels are possible to accommodate, they 

bring a happiness malus along with a contamination risk. 

Depending on the radiation level, decontamination work will take more or less time; moreover, 

higher radiation involves higher mutation risks (for example, zombies staying on a high radiated tile 

have a chance to turn into zombie T-Rex). 

Each turn a unit spends on a radiated tile involves a risk of contamination. This risk can be lowered by 

upgrading dedicated technologies; moreover, decontaminators have highly increases protection. 

Alternative: Each turn spent on a radiated tile increases risk of decontamination (increases focus on 

units / city). 

 

Radiation levels: 
 

- 1 to 3: usable by player;  2 turns to clean  5 to 15% contamination risk 

- 4: unusable by player;  3 turns to clean  20% contamination risk 

- 5: unusable by player;  4 turns to clean  25% contamination risk 

- 6: unusable by player;  5 turns to clean  30% contamination risk 

 

Mutants: 
 

As for now, every type of mutant will remain the same; depending on how many type of villains we 

need, mutants may become a new villain category (with specificities, as you can see in the building 

description).  
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Tech Tree 
 

During the game, the player can unlock different technologies that may affect several aspects of the 

game (money generation, fame, units…). 2 types of technologies are available: 

- Normal techs that work on a tree architecture: the player needs to discover a technology 

before getting the next one, all with increasing costs.  

- Unnatural techs: those are more specific, and cannot be discovered unless the player 

succeeds in capturing related monsters. For example, capturing Marvin allows the player to 

develop the “invisibility” technology (the technology is not automatically discovered, the 

player still has to invest in research). Some Unnatural technologies, once discovered, can link 

to another technology that the player can discover (depending on the tree: for example, 

Invisibility, once discovered, allows the player to develop the “stealth cars” technology). 

In order to develop technology research, the player must own at least one lab. Research can be 

increased by developing more labs, and recruiting scientists. 

The tech tree is divided in 3 main axes: 

- Radiation: lower contamination risks, increases defense against it, etc… 

- Combat: Increases power of controlled units and chances of success, capture rate, etc… 

- City: improves buildings bonuses, construction times, units generations… 

Radiation techs:  

- Lower contamination risks on controlled tiles 

- Increase radiation protection of units 

- Reduce cost of decontaminators 

- Decrease decontamination time 

- Reduce Happiness malus due to radiations 

- Increase power of decontaminators 

Combat techs:  

- Increases power of unit groups 

- Decrease production time of cops 

- Increase action time of elite cops 

- Increases capture chance 

- Decrease $ cost of mercenaries 

- Increase building defense 

City 

- Reduce production cost of showmen 

- Increase tech research 
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- Increase passive fame generation by monsters 

- Reduce fame novelty penalty 

- Reduce overall building time 

- Increase tourists space in hotels / guest houses 

 

Monsters 
 

Monsters are the baddies of the game that will focus on destroying the buildings kill city’s 

population. They are the ones bringing fame to the city, and can be affected by radiations. 

The monster has a defined movement, restricting his movements per turn. 

 

Template explanation: 

 

- Name: Name of the monster 

- Type: Category of the monster (family: Alien, Supernatural, Mechanical, Mighty Beast) 

- Target: What the monster will destroy (people, buildings , spread radiations) 

- Damage: amount of people he will kill per assault, or radiation degree spread each turn 

- Movement: how many tiles the monster can cross each turn 

- Building destruction time:  Number of turns to destroy focused building 

- Fame: Amount of fame the monster gives to the city 

- Novelty decrease time: Number of times before fame starts decreasing (when monster is 

captured) 

- Minimum fame: Minimum amount of fame provided by a captured monster 

- Escape chance: Chance to jail break when another monster crosses the tile 

- Power: Power of the monster (used for confrontations against other monsters / units) 

- Captured by: Units having a high chance of capture 

- Attack frequency: Number of turns passing between attacks 

- Duration of assault on town: Number of turns before the monster leaves the city 

- Technology when captured: Technology provided when monster is captured and studied. 

- Behavior: defines if the monster will attack other monsters. 

- Special: Any special feature the monster could have. 

 

Template of a monster: 

 

- Name: Marvin 

- Type: Alien 

- Target: people  
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- Damage: (500 per attack) 

- Building destruction time: - 

- Fame: 20 

- Novelty decrease time: 10 turns 

- Minimum fame: 5 

- Escape chance: 5% 

- Power: 3 

- Captured by: MIB (100% chance), Army (50% chance) 

- Attack frequency: every 3 turns 

- Duration of assault on town: 20 turns 

- Technology when captured: Invisibility 

- Behavior: Normal 

- Special: remains invisible on the field without “Detection” Technology; without “Detection”, 

can be attacked only when he is attacking people. 

There are 4 different main genres of monsters: 

 Aliens 

 Supernatural 

 Mechanical 

 Mighty Beasts 

Aliens: 
They usually appear from nowhere (but above). They remain in the city for a short amount of time, 

and deal tremendous amount of damage to people mostly; then they leave the city (some kind of 

burst damage). 

Examples: 

Marvin: This alien comes in the city to capture people. He will capture X people before leaving. He is 

quite weak but uses an invisible flying saucer, making his attacks hardly predictable. 

When captured, the player can unlock the invisibility technology which can be used to strengthen 

Marines and National Guard defense. 

 

Supernatural:  
They stalk around the city, mostly in zones with low security degree. The more they kill people, the 

more they breed and gain in power. They remain in the city until they are killed or driven away. 

Examples: 

 

Skavens: those hybrid rat men spread really fast. They don’t harm people most of the time, but make 

happiness decrease faster. They grow in suburbs of the town mostly, in places that are still 

radioactive. Cleaning a place make them go to another most of the time. 

When captured, they deliver a low but regular fame to the city. 
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Mechanical: 
Those ones have a random behavior. They are the most susceptible to attack other monsters; they 

are also the most focused on building destruction rather than people killing. They appear and 

disappear randomly, although they mostly stay in the city for a while. 

Examples: 

 

Prof. Chaos: This mad scientist wants to conquer the world by any mean. As opposed to lots of other 

mechanicals, Chaos will use any other type of villain. His presence will gradually increase nuisance of 

other monsters, but Chaos himself is not a real problem. He brings little fame along, but increases 

fame generated by the monsters he’s strengthening as well. 

When captured, Chaos will provide the Hyper-buffer static X gamma beam that will increase power 

of every armed defense group. On the other hand, Chaos has a chance to escape his jail each turn 

and come back in the city after some time. 

 

Mighty Beasts: 
They appear regularly in the city (based on cycles), dealing then huge damage to both people and 

building, and then leave. They can attack other kind of monsters as well (especially other beasts). 

Example:  

 

Gozilla: A huge monster that roams in a straight line in the city, destroying every building on his path 

if he isn’t stopped. It kills people that are in the way as well. It doesn’t pay attention to anything 

around but Gramera, his beasty counterpart. Appears only once in a game, but brings huge amount 

of fame when he’s in the city. 

When captured: provides one of the best fame amounts to the city when captured, but requires a 4-

squares building to hold him. If captured with Gramera, it will fight against him, generating much 

more fame (but increasing chances of jail breaking). 

 

Monsters confrontation: 
 

Depending on the behavior of the monster, he may attack other monsters that he’ll cross. When two 

monsters stand on the same tile or adjacent tile, and at least one monster is aggressive, he’ll attack 

the other one on the next turn (the fight will use the same rules as when fighting a hero). The 

monster losing the fight has a chance to be killed (depending on the power difference between the 

two monsters); if not killed, the monster will remain on the same square next turn, and capture 

chance will be doubled for this turn.  
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The monsters fighting will also generate 50% more fame for 2 turns. 

On the other hand, the winning monster will get his power increased by 1 and automatically become 

aggressive. 

 

Heroes 
 

Heroes are the main counterparts to monsters. They are also divided in 4 different categories:  

 Superheroes 

 Agencies 

 Vigilantes 

 Specialists 

 

Hero template explanation: 

- Name: Name of the hero 

- Type: Category the hero belongs to (superhero, Agency, Stalker) 

- Fame: Amount of fame provided to the city as long as the hero stays 

- Power (between 1 and 10): Power of the hero (used for monsters confrontation 

- Condition to appear: Requirements to make the hero available  

- Cost: Cost for calling upon the hero 

- Limitation: Limit to call upon a hero during the game  

- Targets: What the hero will focus during his attacks 

- Condition to leave: What makes the hero leave the city 

- Capture rate: chance of capturing the hero’s foe 

- Side effect: What the hero brings along his fighting power 

- Time of action: Number of turns he stays in the city 

- Nemesis: hero’s monstrous counterpart, that may come to the city when the hero is there. 

 

Template of a hero: 

 

- Name: Captain Patriot 

- Type: Superhero 

- Fame: 30 (disappears when he leaves) 

- Power (between 1 and 10): 10 

- Condition to appear: Fame -50, one free mighty beast in the city  

- Cost: None 

- Limitation: 2 times per game. 

- Targets: One mighty beast 
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- Condition to leave: destroy one mighty beast 

- Capture rate: 0% 

- Side effect: Destroys the building where the mighty beast is. 

- Time of action: 2 turns (apparition and fight). 

- Nemesis: None 

 

Superheroes 
 

Those are the ones with badass powers, ridiculous costumes and high opinion of themselves. They 

appear in the city when it is the most in danger (lots of different monsters, or highly dangerous 

ones). Some heroes come on the city after a monster appeared in (for example, Captain Patriot 

appears 5 turns after Evil Communist appears). 

Superheroes are the most powerful type of heroes, and all have very specific powers. They also have 

a Nemesis, which balances their power.  

Heroes are summoned by city hall. They will be possible to call depending on some conditions, 

meaning the player cannot call them to help every time he is in trouble. 

 

Example: 

 

Captain Patriot: The father of all superheroes, this guy regularly appears when people of his country 

are in trouble (when too much people die, it makes him appear in the city).  

Captain Patriot will put everything he has to kick the biggest threat of the city out, destroying the 

closest building to the fight. After defeating this threat, he’ll leave the city. 

 

Agencies 
 

Those guys are the best of the best, an elite force that doesn’t exist and does a great job. They come 

when called, to face most dangerous threats, but they have a heavy cost.  

Agencies are summoned to city hall. They are the most reliant forces the player can call upon, but 

usually have a higher cost; most of the time, they also have a side effect that will harm the player. 

 

Example:  
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Men in Black: specialized in fighting alien threats, they will act in secrecy and clean the city from the 

biggest monsters. 

They cost a lot of money to be called upon, and when leaving the city, they will take away every 

captured monster. 

 

Vigilantes 
 

These are the great nemesis of some specific monsters. When called upon, they’ll put everything 

they have in order to eradicate this threat. But they can disdain some other threats that are not of 

their concern, leaving the city to face it without them. 

Most of the vigilantes are summoned on their own, but some can be summoned in city hall. They 

won’t leave until their mission is over. 

 

Example: 

 

Fatman: This so-called hero is in fact despised by most of the citizens, causing him to cost 10 of 

happiness per turn he is on the field. But he is extremely efficient at capturing monsters and is quite 

powerful on his own. 

 

Specialists 
 

Those guys are not very suited for direct fighting, but they all have a unique power that makes them 

very useful when used in proper situations.  

Specialists are mostly summoned in city hall, even though some of them may appear on their own.  

Example:  

 

Radiation Man: this hero is quite weak on his own, but his powers allow him to control radiation 

level around him. He will decrease the radiation level of the tile he stands and on nearby tiles of 1 

every turn, and will also increase the power level of nearby friendly units by 1. On the other side, 

each turn on the field increases the chance of having a power overload, releasing a radiation wave 

around that will greatly increase radiation level and cause mutations. 
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Resource system 
 

4 main resources are used in the game: 

- Money 

- Happiness 

- Fame 

- Population 

 

Money 
 

Money is the main resource used to create, modify and improve buildings and city installations. It is 

also used to pay police (and other armed forces), and develop ways to capture monsters. 

The money is generated by the population in the city. It is also influenced by tourists and buildings. 

The formula to calculate money generation is as following: 

(Population * 100) + (Tourists * 50) + Building modifiers 

Some buildings (Bank, for example) have an influence on the money income. 

Money Increase: 

- Tourists 

- Specialized buildings (bank) 

- Dedicated Technologies 

- Discard Unit 

Money Decrease: 

- Unit generation 

- Building renovation 

- Sustain Unit 

- Develop technology 

- Upgrade Building 

- Recruit Hero 

 

Happiness 
 

Happiness is the resource that represents the feeling of your population in the city. When happiness 

is too low, people will leave the city. It is also the indicator representing the safety of the city: having 

a high happiness means that people feel safe in your city (despite the amount of monsters roaming 

around). 
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Happiness is influenced by monsters (are they dangerous and killing people? Are they attracting 

tourists and their cash?), by fame and some buildings (cinemas, ice cream shop…) 

The formula to calculate Happiness value is as following: 

Monster modifier + Building Modifier + Fame 

Happiness increase 

- Specialized buildings (bars) 

- Fame rate 

- Tourists 

- Dedicated Technologies 

Happiness decrease 

- Monsters damaging city 

- People decrease 

 

 

Fame 
 

Fame is the resource that determines how the city attracts tourists. Fame also attracts some heroes 

(and some villains) regularly to the city. 

Fame is generated mostly by the amount of monsters in the city, their type and how new they are. It 

is also influenced by some buildings. A monster’s fame is also influenced depending on how the 

monster is managed (is he captured, does he freely roam in the city?) 

Fame of a monster is calculated as following: 

Novelty (decreases on time) * Power * Monster management modifier 

Total fame is calculated as following: 

Sum of fames + Building modifiers 

Fame also acts as a balance system. If the fame value is extremely low (for example, lots of old and 

dangerous monsters that are not handled by the city), it may attract a very powerful hero for a short 

amount of time. On the other hand, a very high fame may attract super villains on the city. 

Fame increase 

- Monster’s presence 

- Hero’s presence 

- Specialized Buildings 

- Dedicated Technologies 
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Fame decrease 

- Decrease of monster’s novelty 

- People decrease 

- Bad staying tourist rate 

 

Population 
 

Population is simply representing the amount of people living in the city. This number is influenced 

by monsters (if they kill or threaten too much citizens), buildings and happiness (as seen above). 

The amount of people is influenced by fame and happiness mostly: the population amount grows 

when tourists stay in the city (when fame is high enough, and depending on buildings mostly). 

Population and Units have nothing to do with each other: creating units won’t reduce your 

population. 

 

Population increase 

- Staying tourists 

- Dedicated technologies 

- Fame 

Population decrease 

- Buildings destruction 

- Monsters/heroes/Radiation effects 

- Low happiness  

 

Tourists 
 

Tourists are the main focus of the player, and the core of the system. Those are the people that are 

attracted by city’s fame and therefore the ones who will provide some money to the city, happiness 

and eventually staying in the city, increasing its population.  

The amount of coming tourists increases with city’s fame; on the other hand, tourists won’t stay if 

the city cannot accommodate them (with specific buildings such as hotels). 

Tourists increase: 

- Fame 

Tourists decrease: 

- Low fame 

- Not enough accommodation 
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Building list – Radville 
 

 

Basic Building Upgrade 1 Upgrade 2 Upgrade 3 

House    

Decontamination Center Radiation Control Center CDC Center  

Police Station FBI Office Swat Center  

School High School University  

Open air café Pub Saloon Bar Lounge 

Fast Food Restaurant Deluxe Restaurant 

Cheap Hotel Small Hotel Huge Hotel Casino 

Clinic Hospital WHO Center  

City Hall Senate Capitol  

Gas Plant Power Plant Nuclear Fusion Reactor  

Suspicious Deli Secret operations center Mercenaries Agency  

Local Press Office Radio Station TV Station  

Runway Airport International Airport  

Train Stop Train Station High Speed Rail Station  

Zoo    

Science Lab Experimental Station Area 51  

 

Construction System 
 

In Radville the player has to capture and rebuild different buildings. If he wants, he can also destroy a 

building for using its materials to build an entire new one but it’ll take a long time. Once he has 

captured a building, he can upgrade it depending of his fame level. 

Steps to capture a building: 

At the beginning of the game, the player has only a head-quarter with radiation cleaners and a few 

amounts of police squads. After that, he can send his cleaners to decontaminate the place and allow 

new citizens to come and live in this place. 

Each building has positive and negative points. 

Types of building and characteristics: 
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Decontamination Center 
 

Description: 

With a decontamination center, the player can recruit decontamination team and construction team. 

It is the basic building, and the player always begins with it. The decontamination center has 3 

possible upgrades, reducing the decontamination time of a building. 

Decontamination Center 

 

Radiation Control Center: Requires 30 Fame 

 

CDC Center: Requires 50 Fame 

 

Negative aspect: This building is immune to radiation contamination risk. 

Building characteristics: Basic/LvL1/LvL2 

-Cost: 500/1000/2000 

- Health: 500/600/700 

- Maximum number of units by building:  4/5/6 

- Decontamination Time: 2 Turns 

- Construction Time: 3 Turns 

- Constructible units: Decontaminators / Builders 

 

Police Station: 
 

Description: 

With a police station, the player can recruit police squad units. Those units are useful to defend his 

city against monsters. The police Station has 2 possible upgrades, improving efficiency of units it 

provides. 
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Police Station upgrades: 

Police Station 

 

FBI office: Requires 40 Fame 

 

Swat Center: Requires 60 Fame 

 

Negative aspect:  If the radiation level of this building increases too much, it can create an infected 

commissioner. 

Building characteristics: Basic/LvL1/LvL2 

Cost: 1000/1500/2500 

- Health: 650/800/950 

- Maximum number of units by building:  5/7/9 

- Decontamination Time: 2 Turns 

- Construction Time: 4 Turns 

- Constructible units: Policemen / Elite Force (only with Swat Center) 

 

Houses 
 

Description: 

Houses are useful to increase the population in your city. At the beginning only few citizens can live 

in one house but if you provide them the technology, they will upgrade it and it will increase the 

amount of people it can accommodate. If you don’t have enough free houses, the immigration to 

your city will stop. 

Negative aspect: If you don’t create a cleaning center near to houses, the contamination level will 

rise and it can eventually create mutants. You have also to be careful with alien’s abductions because 

more a house is upgrade more it can attract aliens. 
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School 
 

Description: 

School is useful to educate your young citizens.  More you upgrade a school, more it allows you 

qualify workforce to increase the speed creation of your tech. 

School Upgrades: 

School 

 

High School: Requires 35 Fame 

 

University: Requires 50 Fame 

 

Negative aspect: If you don’t create a cleaning center near to the school, the contamination level will 

rise and it can eventually create mad scientist. 

Building characteristics: Basic/LvL1/LvL2 

-Cost: 1000/2000/3000 

- Health: 400/550/700 

- Decontamination Time: 2 Turns 

- Construction Time: 4 Turns 

- Abilities- Increases tech research: +10%/+20%/+30% 

Bar 
 

Description: 

A bar is useful to improve happiness in the city. At the beginning the bar looks like more an open air 

café than a real bar. When the player upgrades it, he has the choice between creating a drinking bar 

or a restaurant. 

 

 

 

 

 



[BIG LIES GAME DOC ] November 21, 2015 

 

22  

 

Bar upgrades: 

Open air Café 

 

          

  Pub: Requires 20 Fame    Fast-food: Requires 20 Fame 

 

  Saloon: Requires 40 Fame   Restaurant: Requires 40 Fame 

 

  Lounge bar: Requires 60 Fame   Deluxe Restaurant: Requires 60 Fame

   

 

 

If the player upgrades his bar into a pub, saloon and Lounge bar, it increases only happiness, but if he 

chooses to upgrade it into fast-food, restaurant and deluxe restaurant, it increases less happiness 

than a pub but it affects also fame of the city. 

 

Negative aspect: If radiation level increases too much on this building, it will create a drunken mutant 

for a pub upgrade tree or a corrupted chef for a restaurant upgrade tree. 

Building characteristics: Basic/LvL1/LvL2/LvL3 

-Cost: 500/1000/1500/2000 

- Health: 300/400/500/600 

- Decontamination Time: 1 Turns 

- Construction Time: 3 Turns 

 

Bar upgrades tree 

- Abilities- Increases happiness: +15/+20/+25/+30 

Restaurant upgrades tree 

- Abilities- Increases happiness: +5/+10/+15/+20 

- Abilities- Increases Fame: +0/+0/+5/+10 
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Hotel 
 

Description: 

A hotel is useful to accommodate new tourists into your city. At the beginning, the hotel is a small 

one but by upgrading it, the amount of tourist it can accommodate increases.  Hotels are expensive 

but if you develop tourism in your city, it’s quickly gainful 

 

Hotel upgrades: 

Cheap hotel 

 

Small hotel: Requires 25 Fame 

 

Huge hotel: Requires 45 Fame 

 

Casino: Requires 65 Fame 

 

Negative aspect: If radiation level increases too much in this building it will create infected bellboy. If 

the player has upgraded your hotel in a casino, it can create a special monster called mutant big-time 

gambler (it should looks like the Joker from Batman). 

 

Building characteristics: Basic/LvL1/LvL2/LvL3 

-Cost: 750/1500/3000/5000 

- Health: 550/650/750/850 

- Decontamination Time: 2 Turns 

- Construction Time: 3 Turns 

- Abilities- Accommodate tourist: 200/500/800/1100 
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Clinic 
 

Description: 

A clinic reduces contamination risk in buildings of the player. If the player has several hospitals, he 

can reduce contamination risk to 0. 

 

Clinic 

 

Hospital: Requires 30 Fame 

 

WHO Center: Requires 45 Fame 

 

Negative aspect: If radiation level increases too much in this building it will create an infected doctor 

and he will try to contaminate every building on his range. 

 

Building characteristics: Basic/LvL1/LvL2 

-Cost: 1000/2000/4000 

- Health: 450/600/750 

- Decontamination Time: 3 Turns 

- Construction Time: 4 Turns 

- Abilities- Reduces radiation level in the player’s buildings: -10%/-20%/-30% 

 

City Hall 
 

Description: 

A city hall allows to the player to recruit expansive heroes and decreases production time of units. 

The player always starts with a city hall. 
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City Hall 

 

Senate: Requires 35 Fame 

 

Capitol: Requires 65 Fame 

 

Negative aspect: If radiation level increases too much in this building it will create a super villain. 

 

Building characteristics: Basic/LvL1/LvL2 

-Cost: 1500/3000/4500 

- Health: 600/800/1000 
- Decontamination Time: 3 Turns 
- Construction Time: 5 Turns 
- Abilities- Reduces production time of units: -10%/-20%/-30% 

-Ability- [Passive] -Generates random hero is the player begins to lose 

-Constructible units: Heroes 

 

Power Plant 
 

Description: 

Powers Plants are useful to supply other buildings [3rd rank]. Each power plant can supply a certain 

amount of buildings depending of his upgrade level. 

 

 

Gas Plant 

 

Power Plant: Requires 25 Fame 

 

Nuclear Fusion Reactor: Requires 40 Fame 
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Negative aspect: Each power plant increases radiation level of all close building depending of his 

upgrade level. 

Building characteristics: Basic/LvL1/LvL2 

-Cost: 2000/3000/4000 

- Health: 450/600/750 

- Decontamination Time: 2 Turns 

- Construction Time: 2 Turns 

- Abilities-Supply other 3rd rank buildings: 4/6/8 

 

Local Press Office 
 

Description: 

Local press office increases fame of the city depending on his upgrade level. 

 

Local Press Office 

 

Radio Station: Requires 30 Fame 

 

TV Station: Requires 50 Fame 

 

Negative aspect: If the radiation level for this building increases too much, it will produce Mad 

Journalist. 

Building characteristics: Basic/LvL1/LvL2 

-Cost: 2000/3500/5000 

Health: 450/650/850 
Decontamination Time: 2 Turns 
Construction Time: 3 Turns 
Abilities- Increases fame: +10/+20/+30 

Constructible units: Showmen 
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Suspicious Deli 
 

Description: 

Suspicious deli allows to the player to recruit mercenaries, who are the most suited for capture but 
cost a lot. 

 

Suspicious deli 

 

Secret operation center: Requires 35 Fame 

 

Mercenaries Agency: Requires 60 Fame 

 

Negative aspect: If the radiation level of this building increases too much, it will create an Alien or 

Mechanic monster. 

Building characteristics: Basic/LvL1/LvL2 

-Cost: 3000/4500/6000 

- Health: 500/750/1000 
- Decontamination Time: 2 Turns 
- Construction Time: 4 Turns 
- Constructible Units: Mercenaries 

- Maximum number of units by building:  3/5/7 

 

 

Runway 
 

Description: 

Runway increases the amount of tourist who is coming into the city. This amount increases, 

depending of the upgrade level of this building. 
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Runway 

 

Airport: Requires 40 Fame 

 

International Airport: Requires 65 Fame 

 

Negative aspect: If the radiation level of this building increases too much, tourists will flee the city. 

 

Building characteristics: Basic/LvL1/LvL2 

-Cost: 2000/4500/7000 

- Health: 500/800/1200 
- Decontamination Time: 2 Turns 
- Construction Time: 5 Turns 
- Abilities-Increases the amount of tourist in the city: 10%/15%/20% 

 

Train stop 
 

Description: 

Train stop increases the amount of tourist who is coming into the city. This amount increases, 

depending of the upgrade level of this building. 

 

Train stop 

 

Train Station: Requires 35 Fame 

 

High Speed Train Station: Requires 55 Fame 

 

Negative aspect: If the radiation level of this building increases too much, tourists will flee the city. 
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Building characteristics: Basic/LvL1/LvL2 

-Cost: 1000/3500/5500 

- Health: 500/800/1200 
- Decontamination Time: 2 Turns 
- Construction Time: 4 Turns 
- Abilities-Increases the amount of tourist in the city: 5%/10%/15% 

 

Zoo 
 

Description: 

A Zoo allows to the player to jail a dangerous monster. If a monster becomes too powerful and the 

player prefers to stop him, he can try to capture and jail him into a Zoo. The fame generates by this 

monster will slowly decrease after his capture. 

 

Zoo 

 

High Security Zoo: Requires 25 Fame 

 

Freak Detention Center: Requires 50 Fame 

 

Negative aspect:  Depending of the monster level and the zoo level, the monster has a chance to free 

himself each turn. If a monster destroys the Zoo, every monsters jailed inside are liberate. 

Building characteristics: Basic/LvL1/LvL2 

Cost: 2000/3000/4000 

- Health: 600/800/1000 

- Maximum number monster jailed by building:  2/3/4 

- Decontamination Time: 2 Turns 

- Construction Time: 4 Turns 

- Abilities: Jails a certain amount of monster. 
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Science Lab 
 

Description: 

A Science Lab allows to the player to research technology from monsters he has jailed.  

 

Science Lab 

 

Experimental Station: Requires 25 Fame 

 

Area 51: Requires 50 Fame 

 

Negative aspect:  Depending of the monster level and the zoo level, the monster has a chance to free 

himself each turn. If a monster destroys the Zoo, every monsters jailed inside are liberate. 

Building characteristics: Basic/LvL1/LvL2 

Cost: 3000/5000/7000 

   

- Health: 500/700/900 

 - Decontamination Time: 2 Turns 

- Construction Time: 5 Turns 

- Abilities: Allows monster’. 

 -Constructible units: Scientists 

 

Radville – Contruction Ranking Level 
 

Depending of the priority level, the player will have access directly after the beginning of the game to 

some buildings. Buildings rank 1 is basically what the player needs to have a chance to win the game. 

The player always begins with a Decontamination Center. 

The ranking level of building is needed if we want to create random map. Depending of the starting 

point, each building will be generated randomly depending of his rank. 
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Rank 1: 

Houses – Increases population cap and gives money each turn. 

Decontamination Center – Allows the player to recruit decontamination team and construction team. 

Police Station – Allows the player to recruit police squad. 

 

Rank 2: 

Hospital – Reduces contamination risk on the player’s buildings. 

Bar – Increases happiness/fame depending on the type of upgrade. 

City Hall – Allows the player to generate a random hero (depending on his fame level) to help 

him/Decrease construction time of units. 

Army barrack – Allows the player to recruit military units. 

Hotel – Increases the money generated by tourism. 

Power Plant – Allows the player to supply 3rd priority buildings. [4 maximum] 

School – Reduces technology research time. 

 

Rank 3: 

-TV Station – Increases fame of the city. 

-National Guard Depot – Allows the player to recruit National Guard units. 

-Suspicious Deli – Allows the player to recruit National Security units. 

-Airport – Increases the amount of tourists in the city. 

-Train Station - Increases the amount of tourists in the city. 

-Zoo – Allows the player to exhibit his monsters. [4 maximum by zoo] 

-Science Lab – Allows the player to make research from monster’s technology. 

 

 

 

 

Example of random building distribution: 
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Building Rank 1 

 

Building Rank 2 

 

Building Rank 3 

 

 

  

  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Game slice 

Starting 

Point 
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Starting buildings:  

- Decontamination center 

- House x3 

- Police post 

- School 

Resources 

- Money: 20 000$ 

- Fame: 0 

- Happiness: 0 

- People: 2 000 

Units :  

- Decontamination Squad x2 

- Building team x1 

 

Beginning of turn 10: 

- Report: 

o Money income: 1 000 $  (21 000$) 

o Fame income: 0 (0) 

o Happiness: 0 (0) 

o People: 0 (2000) 

o Technology research: 2 turns remaining for “Silver Bullets” 

o Units generation: 1 turn remaining for Decontamination Squad 

Player’s actions: 

- Send Decontamination Squad 1 on Radiated House (1 turn to decontaminate) 

- Send Decontamination Squad 2 on Radiated Open air café (1 turn to decontaminate) 

- Create Police squad (3 turns to Police Squad generation, cost: 2000$) 

 

Beginning of turn 11: 

- Report: 

o Money income: 1 000 $  (20 000$) 

o Fame income: 0 (0) 

o Happiness: 0 (0) 

o People: 0 (2000) 

o Technology research: 1 turn remaining for “Silver Bullets” 

o Units generation: 2 turns remaining for Police Squad 
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- Log: 

o Decontamination Squad has been created  

o Radiated House has been decontaminated 

o Radiated Open Air café has been decontaminated 

o House 1 reached critical radiation level! 

o Zombies has been spotted outside the city (Radiated Unexplored zone 5) 

Player’s actions: 

- Send Decontamination Squad 1 on House 1 (1 turn to decontaminate) 

- Send Building team to restore Open Air café (1 turn to renovate, cost: 2 000$)  

- Send Decontamination Squad 2 on Radiated Hospital (3 turns to decontaminate) 

- Send Police Squad to Radiated Unexplored zone 5 (2 turns before coming back) 

 

Beginning of turn 12: 

- Report: 

o Money income: 1 000 $  (17 000$) 

o Fame income: 0 (0) 

o Happiness: 0 (0) 

o People: 0 (2000) 

o Technology research: “Silver Bullets” discovered! (bonus when fighting unnatural) 

o Units generation: 1 turn remaining for Police Squad 

- Log: 

o Open Air Café has been renovated (+5 Happiness) 

o House 1 has been decontaminated 

Player’s actions: 

- Send Decontamination Squad 1 on Radiated House (1 turn to decontaminate) 

- Send Building Team on House 5 (1 turn to renovate, cost: 1 000$) 

- Create Building Team 2 (3 turns before generation, cost: 1000$) 

- Start research “X-Ray” (10 turns remaining) 

 

Beginning of turn 13: 

- Report: 

o Money income: 1 000 $  (17 000$) 

o Fame income: 5 (5) 

o Happiness: 5 (5) 

o People: 300 (2300) 

o Technology research: 9 turns remaining for “X-Ray” 

o Building team 2 generation: 2 turns remaining 

o Radiated Hospital decontamination: 1 turn remaining 
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- Log: 

o Police Squad 2 has been generated 

o Police Squad 1 came back successful (+5 fame) 

o House 5 has been renovated (+300 people) 

o Decontamination Squad 1 failed: unit lost 

Player’s actions: 

- Send Building Team 1: upgrade School to Highschool (5 turns remaining cost: 4 000$) 

 

Beginning of turn 14: 

- Report: 

o Money income: 1 000 $  (14 000$) 

o Fame income: 10 (15) 

o Happiness: 0 (5) 

o People: 0 (2300) 

o Technology research: 8 turns remaining for “X-Ray” 

o Building team 2 generation: 1 turn remaining 

- Log: 

o Hospital has been decontaminated 

o King Zombie has been spotted near Radiated Z-Mart (+10 fame) 

Player’s actions: 

- Send Police Squad 1 and 2 to radiated Z-Mart (2 turns remaining) 

- Send Decontamination Squad on Radiated House (1 turn remaining) 

 

Beginning of turn 15: 

- Report: 

o Money income: 1 000 $  (15 000$) 

o Fame income: 0 (15) 

o Happiness: 0 (5) 

o People: 0 (2300) 

o Technology research: 7 turns remaining for “X-Ray” 

o Police Squad 1 and 2 mission (1 turn remaining) 

- Log: 

o Building team 2 has been generated 

o Radiated House has been decontaminated 

o 500 tourists arrived 

Player’s actions: 

- Send Building Team 2 to renovate Hospital (4 turns remaining, cost: 3 000$) 
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Beginning of turn 16: 

- Report: 

o Money income: 1 500 $  (13 500$) 

o Fame income: 10 (25) 

o Happiness: 0 (0) 

o People: 50 (2350) 

o Technology research: 6 turns remaining for “X-Ray” 

o Police Squad 1 and 2 mission (1 turn remaining) 

- Log: 

o Police Squad 1 and 2 has been slain by King Zombie (+10 fame, - 5 happiness) 

o Radiated House has been decontaminated 

o 450 tourists left  

o Player can recruit: Jill Valentine (cost: 5 000$) 

Player’s actions: 

- Recruit: Jill Valentine (cost: 5 000$) 

- Send Jill Valentine to Radiated Z-Mart (2 turns remaining) 

- Send Decontamination Squad to Radiated Army Barrack (4 turns remaining) 

 
 


