Spawner Staff

From Grimmwold


This page details what I need from XMLSpawner staff. Lets start with the basic rules. 
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Rules

1. Do not use any mobs that are not already in existence in the world with out documenting and discussing with Lara, even at the request of other seers. Johann is the exception to that. I have a lot of mobs reserved for future things in my head, many of which are reserved for the Arabian Knights expansion next summer. 

2. Use of Mobs should be appropriate to the theme of the dungeon and map area they are spawned on. 

3. Do not use any new dungeons with out documenting and discussing with Lara. Many of the dungeons are also reserved. On my last two shards I went thru and documented what I wanted to use each one for, but I've not gotten around to do that yet for Grimm. 

4. Do not give out high end items that might be game unbalancing with out discussing with Lara, who knows what is balanced best of all the staff. 

5. Please please please name your spawners. All spawners need at least two things - What they do, and who made them. If they are for an event, please label them the event. That way when the spawner team needs to search for spawners and it's labeled "spawner" or "test" we don't need to go to it to rule it out of the possible problem. No spawners should be labled that, unless followed by the name of the creator. 
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Work

This section details the kind of work that I need done. 

[edit]

Dungeon Work

This includes actual Dungeons and above ground mob dedicated hunt areas. 

Many of the dungeons are fine, but a few need to be re-looked at as far as consistent hunting. New dungeons will need to be spawned as we open them. Also I would like to add more "dungeon effects", such as the walls under Ulster that only open at certain times. More kind of neat effects like this would be a welcome addition to most of the spawns, to give them a better feel and make players have to think. 

· Keys or switches that need to be found to open certain areas. 

· More champ like spawns, not the actually champions we have, those are scripted, but more dungeons or spawns that get harder as you hunt. The ettins are an example of this. 
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Crafting Quests

We have a whole list of little crafting quests that we would like to see added to the game. The problem with many of these is they require a new npc per quest, and that can really get overwhelming, we don’t want to many quest NPCs floating around. Might be better to consolidate them so that one NPC in an area gives out multiple quests. Some of the existing quest NPCs could use an upgrade or review. 

Mostly these crafting quests are geared towards newer players. However, it is possible that someone with some real skill in this could implement a type of BOD system for the other crafting classes. This would save Mith some scripting work if it could be done. If anyone wants to tackle this we should sit down and discuss it. 
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Hero Quests

I would love to see more hero quests. Quests that can be done periodically that are based on hunting and groups. Especially ones with a fairy tale flair. We could build various multi buildings for these quests that can be placed on the dirt clearings. Such as a tower, or camps or huts to add to the feel. 

· Save the damsel from the dragon 

· Rescues the maiden from the Ettins 
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Traveling Quests

Quests that have players take items from one NPC to the next, almost doing a kind of merchant theme, or even the "I'll give you this if you get me that" kind of quest. 
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Invasions

I would like to implement more invasion spawns, but ideally I would like the spawns to be something the players can do to stop. Such as hanging the banners on the Ulster walls to keep invasions at bay. Or going to kill a boss mob that stops the spawns. 
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Rares System

Implementing a system that drops rare deco around the world at various times, lasting a certain period of time, so players can hunt around to find them. 
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Wandering NPCs

I'd love to see more wandering NPC's in game, just things to make the world come alive. 

