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Game Description and Background 

 
‘Supreme Leader’ is two-dimensional, isometric view, role-playing-game echoing the style of 
play and game mechanics of the 1990’s classic, ‘Fallout’, to be marketed and released on the 
Steam marketplace via development on Steam Greenlight. Inherent to distribution upon 
Steam, ‘Supreme Leader’ is a solely PC release. 

As a result of the project being presented solely in dossier form due to the enormous scale of 
the project, I have found that the strength of ‘Supreme Leader’ is within its narrative, which 
challenges the surrealist landscape that is contemporary American politics. Exploring this 
theme via satirical political parody, ‘Supreme Leader’ seeks to engage with the concept of 
participatory culture (Raessens, 2005) in an attempt to uphold the transformative adage that 
media is a reflection of society. ‘Supreme Leader’ incorporates aspects of participatory 
culture via its means of production, development and release, which will be addressed on Pg. 
7.  

The narrative will be addressed in further detail below, however for means of describing the 
project, ‘Supreme Leader’ is a post-apocalyptic PC title in the aforementioned vein of the 
Fallout series. It’s setting is that of a near-future, post-nuclear war, American Midwest, under 
the governance of President [now supreme leader] Donald J. Trump. The playable protagonist 
moves beyond his underground sheltering caverns in an initial pious attempt to discover if 
Trump is still alive, then ventures off on a story of discovery within the wasteland.  
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Narrative 

“Greed is good, until a 500 Kiloton nuclear warhead blows up your neighbourhood” 

As ‘Supreme Leader’ is a theoretical, digital project, the overall narrative is rather important 
as well as extensive. With a single overarching main story quest, and with multiple other 
community created side quests 

To begin we will briefly explore ‘Supreme Leader’s lore in an effort to understand the setting 
of the narrative. A basic outline of the lore is outlined through a simple text presentation at 
the beginning of the game, with further information being made available to the player in the 
form of in game documents and diaries the player comes across. The initial information 
provided is as follows. 

On the 16th November 2016, Donald Trump is elected President of the United States and 
initiates America’s decent into a militarised, dictatorship. Following the quashing of civil 
unrest and protest, Trump’s power is consolidated and he ushers in what he deems to be the 
‘Gold Age’, which is marked by numerous social projects, not limited to the construction of a 
100meter tall wall with both Canada and Mexico, but a project to have the Rocky Mountains 
exhumed and turned to an elaborate series of caves to protect America’s elite from nuclear 
fallout. Due to the vast scale of the mining project and the ever looming threat of nuclear war 
[due to Trumps repeated failures at foreign policy] Trump moved beyond contracted miners, 
to volunteers who were political zealots, and then finally to slave labour, with each faction 
excavating different areas of the mountain range independently. In 2036, nuclear war erupts 
destroying the American landscape and the majority of its citizens. The majority that survived 
the war were those lucky enough to be entombed in the Rock Mountain catacombs, be them 
slaves, miner or political zealots. The status of the remaining Americans, including the 
government is unknown. The entombed and separated factions began settling communities 
within the caverns. 

The game begins in 2056, with the player character beginning their journey within the Zealot 
faction’s area of the catacombs, at a community meeting. The player, having been born and 
raised within the Zealot caves, never knowing the outside world or the governance of Donald 
Trump is told embellished, idolised stories of the Supreme Leader, with the once political 
zealotry becoming that of a theology. With 20 years having passed since the war and the 
subsequent isolation of the three factions, discontent begins spreading through the caverns 
with rumours within the zealot caverns spreading, rumours that the now worshipped Donald 
Trump has forsaken them. To quash these blasphemous rumours, the protagonist is hurled 
into the wasteland as a means of sacrifice, with the express mission of reaching Trumptopia 
[what we know as the White House] and to determine whether Trump died a mortal death or 
ascended into the afterlife with body and spirit. 

Subsequently as the player is cast into the wasteland and journeys from the Rockies to D.C 
his/her perception of Donald Trump is challenged, as the Zealots who raised the protagonist 
described Trump as a demigod among men, a ‘Supreme Leader’, but as the player meets 
other factions and arrives at wasteland settlements, these beliefs are shaken. 
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“Could it be?! Was it not the leaders impeccable mind for construction that created the great 
caverns? Were there slaves in the mountains?!”  

So commences the principle part of the game, as the player moves from different settlement 
to settlement each helmed by different factions who carry different sub-quests/side-missions. 
As the player progresses from settlement to settlement, he ventures further east to 
Washington, with the end of the main quest and subsequently the games end being the 
discovery of a skeleton and a toupee inside the overall office, confirming that Trump was not 
a God but a mere mortal.  
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Game Mechanics, Genre, Platform   

Play structure/game play: As the narrative ark of the game follows the player’s journey 
from his cavernous home in the Rocky Mountains to the White House, encountering towns 
and settlements along the way, the play structure is as follows. Each settlement contains its 
own unique side quests as well as a slew of in game collectables which explore the 
background and history of each specific settlement. Once a certain amount of side quests 
within the settlement have been completed that player’s gains the ability to travel to the 
following settlement.  

Game Mechanics: ‘Supreme Leader’ is a role playing game in the same vain as ‘Fallout’ 
deriving many narrative elements and game mechanics from the series. The mechanics are 
based upon the classic RPG system of finding different grade gear and weapons effecting the 
player’s health points (HP) and attack damage (AD). Both the health points and attack 
damage of the player increases irrespective of equipped gear as the player levels up during 
the course of play. The process of levelling up involves the aggregation of experience points 
(XP) which is collected via completion of quests and the defeating of enemy characters.  

In regards to the combat mechanics, ‘Supreme Leader’ is heavily influenced by the ‘X-com’ 
series. Upon entering into an enemy encounter, the ground becomes overlayed with an 
opaque grid with each grid square equalling a square meter, from here both the player and the 
enemy have two action points (AP) per turn. Action Points are spent in a variety of ways, 
including; attacking (2-AP), moving (5 meters travelled = 1 AP) or healing (2-AP). Once 
both action points have been spent, the active player ends their turn. This continues until the 
defeat of one of the two parties. 

Equipment: Each faction has themed gear which represents the nature of that faction: 

Miners (largely melee based weapons): 

• Drills 
• Pickaxes  
• Dynamite  

Slavers/Slaves (conventional projectile based weapons): 

• Rifles 
• Shotguns 
• Knives 

Zealots [energy based weapons]: 

• Holy hand grenades   
• Trump branded laser rifles/pistols   

Genre: ‘Supreme Leader’ is situated firmly within the two dimensional, role playing game 
genre. To go into further specifics, it is an isometric, two dimensional, westernised – role 
playing game. ‘Westernised’ is a particular important adjective defining the position of 
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‘Supreme Leader’ within the RPG genre, as much of the mechanics and narrative elements 
are heavily influenced by what are traditional considered globally ‘western’ [or specifically 
American] tropes.  

Production & Release  

Production: A key aspect of ‘Supreme Leader’ is its method of production and release. 
Theorised as a fundamentally grass roots release, ‘Supreme Leader’ would begin its 
development using the free software ‘GameMaker: Studio’. Following the independent 
development of a playable demo of the initial levels of the game, it would be submitted to 
‘Steam Greenlight’, this submission is fundamental to the games overall purpose and 
relationship to participatory culture.  

 A key issue with narrative and rather linear releases is that they are typically a form of top-
down culture, with the community only being able to experience the content, without being 
able to shape it themselves. Given the subject matter of ‘Supreme Leader’, I believe that it is 
fundamental that it engage with the ‘bottom-up’ style of culture found in the concept of 
participatory culture (Raessens 2005), in which the audience can shape and alter the game, 
this is the reason for the ‘Steam Greenlight’ release. On ‘Steam Greenlight’ a community can 
develop around the game and become part of the game’s development.  

The community is an integral part to the development of ‘Supreme Leader’, as via Steam 
Greenlight, members of the community may submit their own narratives for side missions, 
drawing from real world perspectives on contemporary politics in an effort to create an 
experience that exists as a reflection of society. This reflection, will be made all the more 
insightful by the medium it is existing within, as the gaming medium is rarely utilized in this 
regard and as a result can communicate perspectives of individuals whom may have yet been 
unable to voice their own politics perceptions [this concept will be addressed further on pg. 
XXX]. 

With the development taking place with assistance of ‘Steam Greenlight’, a small team of 
developers would be hired to finalise ‘Supreme Leader’ and add in the community made side-
quests. 

Costing/Budget: Given the relatively small scale of production [compared to ‘AAA’ 
releases] the costing and budget will be provided for largely by ‘Steam Greenlights’ 
assistance, in addition to community donations via Kickstarter. 

Marketing/Distribution: The marketing and distribution of ‘Supreme Leader’ is 
fundamentally grassroots. Given that the games production is taking place within the scope of 
‘Steam Greenlight’, Supreme Leader’s marketing and distribution will largely take place with 
the Steam digital market place, with some additional marketing/advertisements stemming 
from the ‘Kickstarter’ campaign. 

Target audience: With the issues relating to youth being uninterested or unwilling to vote in 
federal elections, and given the retro-esque style and genre, I am aiming for the average video 
gamer, of the 25-35 year old male or female. This age bracket is generally more politically 
minded as well as more inclined to play 2D RPG’s which may have been their gaming staple 
twenty or so years ago.  
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Supreme Leader’s relationship to Participatory Culture & Political Persuasion  

As any medium or media, video games can be expressly and convincingly persuasive. 
Whether they be propaganda tools to enlist recruits as the case with the ‘America’s Army’ 
series, or avenues for brand advertisement like Sony’s marketing of smartphones in their 
latest ‘Uncharted’ release. Another example of persuasion in games is that of [rarely 
contemporary] political persuasion (Sisler, 2005). ‘Supreme Leaders’ subject matter and 
production method makes it inherently a part of this category of persuasion. 

As an Australian university student with politicised opinions on the Australian election, I 
seldom much care nor have the attention for the American election. I state this as I wish to 
illustrate that the intension of ‘Supreme Leader’ was not necessarily that of political 
persuasion, but as an exploration of a digital version of the public domain. Where different 
community members can make their own quest line which communicate the creators own 
political persuasion, be that for any side of politics.  

This goal to incorporate multiple political persuasions by engaging with a developing 
community, relates significantly with Raessens’ concept of “Participatory Culture” and its 
perspective on political ideologies. As addressed above in relation to Supreme Leader’s 
release and production, a core aspect of this game is its community relationship and its goal 
of implementing a ‘bottom up’ development process. As Raessens explores in his seminal 
writing, ‘XXXX’, contemporary marketplaces are having an ideological shift, focusing on the 
importance of culture as a commodity. ‘Supreme Leader’ attempts to engage with this 
commercial development by engaging and bating the audience into contributing cultural 
perspective on the topic of contemporary politics. This is the core principle behind the 
development and release of ‘Supreme Leader’, as it explores the commercial validity of 
cultural value and perspective, all the while giving a voice to those who may not necessarily 
possess an avenue of politically themed, cultural expression.  
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