Adventures of Blackthorn

Design Document

Character:

We plan on creating the character of Blackthorn from scratch. Our Blackthorn character will reflect a true medieval fantasy character full with cloak, leather suit etc. He will have his custom animations and will probably be approximately 1000 polys. 

Bringing him into the game will not be a big problem. Given our success with a variety of other characters that we have successfully imported into the game, this one will be no different. However, making him a playable character is something new and we would need your expertise in making this a reality.

One of the problems I foresee is the cloak. For example, every part of the body that needs to be animated would require a bone. So we can bone the cloak mesh and thus have it animated. Both the Farm boy and Farm girl characters are void of a cloak. I am not sure how this would impact on bringing the character into the game. Also, Blackthorn will change clothes, thus cloak as well, how would we implement this?

Also how hard would it be for Blackthorn to be able to use the shoes/armor/clothes/weapons etc that come default with the game? Would a new character make using the default items difficult?

Stats & Skills:
Currently Dungeon Siege has the following Stats: Strength, Dexterity, Intelligence

& the following Skills: Melee, Ranged, Nature Magic, Combat Magic.

I am considering the following:

STATS: Strength, Dexterity, Intelligence, Wisdom and Constitution

Skills: Melee, Ranged, Charisma, Stealth, Sorcery (changing nature/combat to Necromancy/Clerical Magic)

Strength:

This will affect the armor and weapon a player can equip (same as DS). It will also affect

The amount of damage the player does.

Dexterity:

This will affect the speed of attack and the ability to dodge attacks. This Stat will also affect the possibility to hit the enemy. The higher the dexterity, the less chance of missing an attack.

Intelligence:

Increases the chances of learning skills faster. It also affects the level of clerical magic that can be cast. High clerical lvl spells require more intelligence.
Wisdom:

Increases the chances of learning skills faster. It affects the level of sorcery magic that can be cast. High sorcery lvl spells require more wisdom.

Constitution:

This determines the amount of hp increase and the level of charm/spell resistance that the player has. The higher this level, the better Hit points increase as well as resistance.

SKILLS:

Melee: All swords/axes are part of this skill. This is pretty much the same as DS

Ranged: All Bows/Crossbows are part of this skill. This is pretty much the same as DS

Charisma: This skill is increased by communicating with people as well finishing quests, doing good deeds and thus increasing the reputation and confidence. Charisma allows players to gain more information from players as well be able to buy items cheaper from friendly merchants. 
Concentration:  When a person is attacking/casting spell, focus becomes a key part of the overall attack. If the focus is disturbed, the chances of missing increase as well as the chances of the spell fizzling away. Higher concentration allows a player to focus, especially when multiple enemies attack.

Necromancy Magic: Same as Combat magic, higher level spells can not be purchased because they can only be gained when monster bosses are killed, and their essence is taken to a magician who converts that essence into a spell. That spell then is placed into the spell book.

Clerical Magic: Same as Nature Magic, higher level spells can not be purchased because they can only be gained when monster bosses are killed, and their essence is taken to a magician who converts that essence into a spell. That spell then is placed into the spell book.

Sorcery: Required a decent amount of Necromancy and Clerical Magic. All sorcery spells are dependent on the level of necro/clerical skills. I would like to consider the possibility of using Reagents with this spell type.
Game Plan:

We would like a custom GUI; however given that by the time AOB is released there will be quite a few other MODS available, I would like the possibility of the player given the option to choose the map that he wants to play. Thus a small utility maybe at the beginning of Dungeon Siege or perhaps a separate utility within our zip file that asks the player to tick his choice and then the starting screen always brings up the players choice. It should be something like this:

      Adventures of Blackthorn

       Dungeon Siege Default

I should have something for our custom load screens within the next two weeks. I will provide the pictures to you so that you can implement them into our project.

In Adventures of Blackthorn, the main character Blackthorn will be the only character the player will be able to play. This should be the only playable character available to the player, if the player is allowed to bring in his DS characters; it will ruin the game play. While many players can and will join Blackthorn during the game (party members) I would prefer that the player not be given control over any of them. The player can view their inventory, assign their weapons/armor etc but may not control their movement. Blackthorn should be the character the player plays and the only character he/she builds. Blackthorn should be able to cast all spell types if he so chooses. The NPCs that will join him will cast the spell types assigned to them.
Custom GUI:

First please forgive my rough work on the gui images I am sending you.  I hope it gives you an idea of what we would like to change. Please advice if you would need any graphic files or icon files and I will try to work them in.  I would like to leave the magic/health potions where they are, think they work well. I would like to add three new slots to the top left (right next to the player icon or maybe right underneath it) for active spells (this can be whatever the player wants, sorcery, clerical, necromancy).

Nothing is written in stone. These are my wish list, I am fully aware that we may need to make compromises in order to finish the project in a timely fashion. I look forward to your advice and suggestions so we may do this in the best and most practical way possible.

Thank you,

Wind Walker

Project Blackthorn

