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1.00 – Introduction

Rift World : Fallen Warrior is a Dungeon Siege mod which takes place in Brian J Audette’s “Rift World” universe. Fallen Warrior’s story revolves around the discovery of a dormant Rift Warrior, the various States and groups that go after it, and the situations that arise because of it. The game play of Fallen Warrior will be less linear than Dungeon Siege, adding many more side quests and allowing the player to choose multiple paths to the final goal. 

Fallen Warrior’s story will be told in several chapters. Each chapter will allow the player to create a new character from a specific race and take that character on an adventure that will set up the plot for the final chapter which will see all of the player’s characters from the previous chapters united as one party and involved in the plot to find the Rift Warrior and stop a madman. Each chapter will be unique both in it geographical area and its game play. For instance, while playing a Khendi thief in one chapter the player will pick pockets and break into homes in order to make a living. As a young Keth warrior in another chapter the player must go on a vision quest to seek fortification and enlightenment before returning to the village as a man. 

2.00 – Main Plot

The following sections will synopsize the backstory of Fallen Warrior as well as the various chapters. This story information will be expanded on and reinforced by the various quests which will be developed by the Fallen Warrior team. 

2.01 – Back Story

**The area of text surrounded by “*” denotes information that the player is aware of at the beginning of the game. The rest will be discovered throughout the game**

Kaedan Wren was once a normal man living a normal life in a normal world, but all that changed one day in 27 BRW when he was sucked into the Rift during a freak eruption while hiking. He left behind a wife, a child, and a world where he felt he belonged. But Kaedan did not die, instead the Rift was forgiving and he found himself on the continent of Lanoi in the year 643 ARW. 

Those who find themselves transported across time and space by the Rift, The Displaced as they are called do not have an easy time adjusting to their new lives but most eventually do; Kaedan did not. Over 15 years of life on an alien world Kaedan had grown desperate and spent much of his time searching for a way to get back home, a prospect which even the most eccentric scholars dismissed as mere fantasy. He searched the tomes of ages past, probed the minds of the most spiritual and Rift-sensitive Veshan, and even made the dangerous journey to see the Rift Riders of Lanoi, but no answer could he find. Kaedan was about to give it all up when he heard a rumor about the body of a Rift Warrior that had been spotted in the wastes of Kestahl many years ago and had since vanished. Knowing the superstitious nature of the people of that area and thus realizing that they would rather forget about a Rift Warrior than hide it or publicize its existence, Kaedan surmised that the body was probably still there and well preserved by the sub zero temperatures.

**With the fire of determination burning brightly in his heart Kaedan made his way to the northern continent of Kestahl where he hired a down-on-his-luck human man to be his guide. Together they traveled to the middle of the frozen wastes of northern Kestahl where not even lichen grew on the frozen rocks. After many days of walking against gale force winds and driving snow they came to a stop at a seemingly inconsequential spot in the middle of the wastes. Kaedan instructed the guide to dig and before long they had uncovered the mouth of a cave which had been covered over by ice and snow. At the back of the cave was a wall of ice and entombed within the wall was the preserved body of a Rift Warrior, still giving off the energy that Kaedan sought to control. They made camp in the cave that night but Kaedan would not sleep, he just kept chipping away at the ice. When Kaedan’s guide awoke that night to find that the chipping had stopped he was relieved at first but when he looked around what he saw worried him. Kaedan and all their supplies were gone but that wasn’t the primary source of dismay. In the wall of ice only slightly bruised by Kaedan’s constant chipping, the Rift Warrior was gone. Kaedan’s guide searched all around the cave for signs that could tell him what happened but there was nothing. Gathering what little supplies he had on him he stumbled out of the cave and into the frozen wastes, heading south to the nearest settlement**

For over a week Kaedan’s guide wandered the wastes in circles before he was discovered by a group Veshan monks who had come north looking for the source of a resent surge in Rift Beast activity. They brought the guide back to their village where it was decreed that he be brought to the council of Kestahl and to be left in their care. The council was concerned at having a human outsider on the continent and feared that the empire of Lanoi was up to no good, from the group of Veshan monks that had found and brought the guide to their attention they chose one to travel to Lanoi as a spy while they attempted to extract information from him the old fashioned way. The guide had grown quite mad however from wandering the wastes for so long without provisions and could not even remember his name let alone the story of his and Kaedan’s journey.

What happened in the cave that night was known only to Kaedan. He had been chipping away at the rock when suddenly the Rift Warrior’s body began to glow and its energy engulfed him. Kaedan became consumed inside of its body but was still conscious. The Rift Warrior had been dying and when Kaedan came along it used the last of its power to consume him. The 2 became as one and with the power of the Rift Warrior, Kaedan transported out of the cave in search of a pool of Rift energy to replenish himself. After finding a pool and regaining his strength Kaedan set about the task of creating a base of operations to serve as the center for his slowly unfolding plan to return to his home.

After becoming one with the Rift Warrior Kaedan gained much knowledge of the Rift itself and had a revelation about how to achieve his ultimate goal. Given the nature of the Rift at the time he was displaced it would be very difficult to return there without becoming entombed beneath the ground. He theorized that it would be much easier to displace himself to a time a place where the Rift covered much of the world as it did currently. Kaedan thought that if he could not bring himself home he might as well bring his home to him. He would need several things in order to do this however. First he would need objects with which to focus the power of the Rift, these object he knew existed in the form of artifacts that were once part of weapons used in the Rift War. Second, he would need devices to create the displacement effect he was seeking, these devices he would have to create himself. Finally, he would need buildings in which to house the entire mechanism and the great holes that would need to be created to get at the Rift energy still trapped within the planet. With the foundation for his plans in place, Kaedan began to rest and conserve his power for his approaching homecoming. What he didn’t count on however was the will of a small group of adventurers, and so our story begins.

2.02 – Chapter 1

A group of Veshan warrior monks are on a pilgrimage in the northern Kestahl wastes when their camp is besieged by rampaging Rift Beasts. They defeat the beasts with minor casualties and set about restoring order to their camp. A small party is dispatched to try and discover the cause of the disturbance in the Rift Beast’s behavior. The player is selected as the leader of this party.

On their adventurer the player will eventually come across Kaedan’s guide wandering in the wastes, starving, nearly frozen, and quite mad. They never find a satisfying answer to the Rift Beast’s behavior and begin to see other signs of a much bigger disturbance in the Rift and decide to report to their village elders. They return to their village with the guide and their elders decree that the man (being human and an outsider) must be taken to the Kestahl council to the south. The player is called upon to do this task and can select 2 individuals from the town to aid him. 

On their journey the guide must be kept alive at all costs. When they reach the council they are quite surprised by the presence of an outsider. The player’s party decides to return to the village since their task is done but the council asks that the player remain. They have big plans for one as courageous as him and will send him to Lanoi as a spy to find out more about this outsider.

2.03 – Chapter 2

The player assumes the role of a young Keth who must embark on a vision quest before he can return to his village and be considered a warrior. Once the player performs the tasks of the vision quest and returns to the village, he becomes a warrior is given various duties within the settlement; bodyguard, night watchmen, etc.

Eventually the player will be called upon to investigate a strange disturbance in a nearby village under Keth protection. A mysterious tower has appeared overnight and is loosing Rift Beasts upon the area. Investigation into the tower finds a device deep within that appears to be tapping into the planet’s Rift energy. An enigmatic man is found at the heart of the tower who appears to be protecting the device. A fight ensues and when he is killed his appearance changes from the monster he appeared to be before to that of the leader of the Keth warriors. Keth shall not kill Keth and the player and his party are now very concerned about a) what would turn their leader to such an act and b) whether they will be accepted by the Keth community after this event. 

They travel back to the Keth settlement fearing the worst and finding it, but not in the way they expected. The entire village is empty with no sign of where the Keth have gone; it’s as if they all just disappeared. With no trail to follow and no where to go the party heads back north in search of clues to this mystery.

2.04 – Chapter 3

The player is a Khendi thief  living in the Doriel protectorate. One of the main function of this chapter will be an introduction to the new thief skills and thus in the beginning there should be several small quests and actions allowing the player to use them. The player will eventually have the opportunity to do some thieving work for his cousin, a black market merchant. This leads the player to become involved in doing jobs for Kaedan’s cult and eventually the location and theft of one of the artifacts they seek.

Upon receiving the artifact the cult decides that the player knows too much and makes plans to kill him. Being a resourceful thief by now the player is able to get news of this in advance and must gather the funds to buy passage to Lanoi by thieving and performing various tasks and quests in the area while avoiding the cult at all costs.

2.05 – Chapter 4

In this chapter the player is allowed to create a character from scratch, choosing between male/female and human/telain. The player begins chapter 4 as a soldier in the Lanoi army. Tensions between Kestahl and Lanoi are high due to the discovery of a Veshan spy (the monk from chapter 1) and Kestahl’s claims of having caught their own spy in the form of Kaedan’s guide. The disappearance of the Keth on Cyrinia is becoming public knowledge as people from Cyrinia escape the increasing number of Rift Beasts in that area. Kaedan’s cult is spreading to the politicians of the Doriel continent and to make matters worse a tower like the one on Cyrinia has been seen on the southern tip of Doriel. 

After dealing with some general soldier tasks such as clearing out dungeons and protecting villages the player gets assigned to watch the Veshan spy. Things that the player has seen recently should make him sympathetic to the Veshan’s pleas. It is even suggested that someone in the Lanoi military may be part of Kaedan’s cult when the player connects the mention of Kaedan by an officer in an overheard conversation with the Veshan’s pleas. The player must find a way to free the Veshan and try and find out more about Kaedan. 

As they journey they will join up with the Keth from chapter 2, the Khendi from chapter 3 and several other replaceable characters. All throughout their quest to discover Kaedan’s identity and plans they are being shadowed by an agent of the Lanoi military’s intelligence division. Once they uncover the information about the fallen Rift Warrior the agent is discovered but is able to report back to his superiors and what was previously a tense standoff between Kestahl and Lanoi becomes a race to find the fallen warrior and obtain its power. Fighting begins on several fronts while the player and his party begins trying to figure out what Kaedan wished to do with a Rift Warrior. A visit to the Rift Riders reveals Kaedan’s desire to return home and that the Rift Warrior coupled with the newly erected towers and the devices they house might allow him to achieve something along these lines.

The player’s quest becomes clear, to destroy the 4 towers (one on each continent now) and get to Kaedan and the Rift Warrior before Kestahl and Lanoi who will doubtless use the power to destroy each other.

3.00 – New Features

The following new features will be added to Dungeon Siege’s existing set in Rift World : Fallen Warrior.
3.01 - AI

Creature AI will be tweaked to be more strategic and less “twitchy.”

3.02 - Auto-Pausing 

Due to Fallen Warrior’s increased emphasis on strategy in combat, auto-pausing options will be available to aid players. Options will be fairly common such as “pause when a character’s hp reaches 25% or less.”


3.03 - Creature Attributes 

Creatures in Fallen Warrior will be equipped with an attribute layer that determines their various strengths and weaknesses such as; Strong against fire/Weak against cold.


3.04 - Critical Hits 

Weapons will allow players to perform certain critical hit maneuvers, different weapons = different maneuvers. 


· Each character will have a meter indicating how close to performing a critical hit they are. The meter will become filled as characters defeat enemies. When the meter is full a particle effect surrounds the character and their next attack will unleash their critical hit. 

3.05 – Map Changes

The map will be changed to allow the following features :

· Zooming : The map will be able to zoom much further out than before


· Marking : Players will be able to leave text markers on the map to identify certain areas, also certain areas will be pre-marked on the map (towns, known dungeons, etc.)


· Auto-Map : The player can choose to have an auto-map/compass in place of just the compass. The auto-map will be a low-res 2D approximation of the larger map.


· World Map : From the map screen the player will be able to access a world map showing a simple map of Keldana and what region they are currently exploring.

3.06 – Merchant Changes


In order to speed up the purchasing of newer and/or better equipment several changes will be made to merchants such as the following :

· Players will be able to buy items in increments. For instance, if I want to purchase 10 healing potions I can do so all at once and have them deposited into my inventory without having to click and drag each potion.


· If an item on a merchant or in the player’s inventory (not equipped) can both be equipped by the player and has higher stats that his current equipment it will be displayed with a green background.


· A “quick sell” and “quick buy” button and/or key function will be added to allow the purchase and sale of items without having to drag them.

3.07 - NPC Pathing 

By placing waypoints on the landscape all manner of NPC will be able to follow preset paths, or wander randomly between pre-defined points.


3.08 - Prefab Characters 

For the first three chapters of Fallen Warrior the player will assume the role of characters who already have some levels assigned to them. Though the player will be able to assign names to these characters prior to the start of a chapter.


3.09 - Party Management Changes 

In order to facilitate the plot of Fallen Warrior changes will need to be made in how the player manages their party. Certain characters must be able to be assigned to the player’s party by the game (as opposed to being “accepted” by the player) and must not be allowed to be disbanded by the player.


3.10 - Quest Management 

With the exception of quests which are essential to the plot, players will have the ability to “accept” or “decline” quests and to delete quests from their journals. 


3.11 - Specialty Kits 

Specialty Kits will add yet another element to combat and adventure by giving characters special abilities based on their profession. Specialty kits can be bought or found and when used will make a skill check to determine success in performing the ability. Kits will allow for abilities such as: viewing an enemy’s strength’s and weaknesses, setting traps, bashing objects, and a full range of thief skills.


3.12 – Status Ailments

Players will be able to give and receive status ailments such being poisoned, frozen, turned to stone, or blinded. These ailments will be temporary and usually decay quickly (in order to keep a fast pace to the action) however items will be made available to cure an ailment should a player contract one.

3.13 - Town Portals 

Fallen Warrior will make use of a town portal or return spell that will allow players to create Diablo-style portal’s between a world or dungeon location and the various towns of Keldana.

4.00 – Game Play Changes

The content team will be focusing on tweaking existing game play elements and adding new ones in the following areas :

4.01 – Combat Encounters

Combat Encounters will be more strategically planned to incorporate new features in Fallen Warrior. In many cases groups of enemies will be smaller but tougher and smarter, requiring better party tactics and use of the aforementioned new features.

Combat Encounters will be designed in such a way as to make use of new abilities such as specialty kits and the thief kits, giving players more options in defeating their opponents besides just brute force.

4.02 – Quests

Outside of the main quest, which follows the central plot, there will be side quests available from NPC’s that will branch off the main path or augment it. These side quests should not be necessary however players who undertake these quests will find further opportunities to build experience, gain items, and accumulate gold. Essentially, the more time the player invests in the game the more they will get out of it. 

Some quests will be simple one shot actions, others will branch off into splinter-quests that weave their way through the main plot, allowing the player to progress normally and accomplish side quests at the same time. 

4.03 – Puzzles

Some areas of Fallen Warrior will employ the use of simple puzzles to add an extra non-combat element to play.

4.04 – Obstacles

Various obstacles will be placed throughout the world, forcing the player to find a way to deal with them before moving on. Some obstacles may be dealt with using force others may require stealth.

Areas blocked by obstacles will tend to be considered secret or extra areas, allowing for a sort of bonus for explorative players. 

5.00 – Art Assets

The following sections will detail the areas of Fallen Warrior which will require new art assets and will go into basic detail as to what those assets are. 

5.01 – New Monsters

Fallen Warrior will feature 20 – 50 new and original monsters complete with animations and behaviors. See : Fallen Warrior – Monsters.doc for further details.

5.02 – New Weapons & Armor

Fallen Warrior will have several new weapon and armor models with some sporting totally new abilities such as the laser-like Rift Weapons. See : Fallen Warrior – Weapons&Armor.doc for further details.

5.03 – New Items

There will be several new items used in Fallen Warrior including the Specialty Kits mentioned above. See : Fallen Warrior – Items.doc for further details.

5.04 – New Characters

There will be several new character types used to represent the races of Keldana both as NPC’s and as PC’s. See : Fallen Warrior – Characters.doc for further details.

5.05 – New Environments

Fallen Warrior will require new environment objects for the overworld as well as 2 new sets of town architecture and 3 new sets of dungeon architecture. See : Fallen Warrior – Environments.doc for further details.

6.00 – Tentative Schedule

The following is a tentative development schedule for Rift World : Fallen Warrior. For a full schedule see : Fallen Warrior – Schedule.doc.

· Month 1 : All concept renderings complete. Main quest mechanics documented. Code work begun. World building begun.


· Month 2 : Modelling begun. Secondary quest mechanics documented. Code work continues. World building continues. Dungeon building begins.


· Month 3 : Modelling continues. Code work continues. World building continues. Dungeon building continues.


· Month 4 : Modelling completes. Code completes. World building continues. Dungeon building continues. Begin tweaking.


· Month 5 : World building completes. Dungeon building completes. Beta testing begins. Continue tweaking.


· Month 6 : Beta testing completes. Final tweaking. Version 1.00 release when ready.
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