GOLEMS

Game concept by Ted Lockwood

If you steal this, I’m going to poop all over your back.

(all contents of this document may be subject to sudden, brutal, bloody change)

Players start out as an beginner wizard/alchemist/whatever.  

A. Ways player begins: 

-Freshly graduated from the “academy of magic”

-Was trained by village elders and has finally set off into the world

-On a holy quest with powers granted by “god”

-Self taught genius from the a lower-class family

-“Gifted” from birth

-Recruited by world guardians, passed training and now roams the world keeping the peace

B. Player starting classes (relative to A):

-Student

-Nomad

-Crusader

-Vagabond

-Smarty Pants (I cant think of anything else at the moment)

-Guardian of the Realm

C. Professions

1st tier

blah lbah blah I’ll work on this later

Player Levels

Player levels will be shown by one thing, a ribbon on the player’s staff.  The level cap is 60, there are 7 color levels and 10 length levels for the ribbon.

Level 1-9: Green

Level 10-19: Blue

Level 20-29: Orange

Level 30-39: Red

Level 40-49: Yellow

Level 50-59: White

Level 60: Black

At each level, the ribbon gets a little longer.  When the player reaches a transition level (9 to 10, or 29 to 30), the ribbon changes color and the length is reset.

Also, at higher levels, players can customize their staffs by painting them with custom patterns created with an in-game tool.  The player can select from pre-made patterns, or paint the staff on their own.  The player has control over the color of the staff (limited colors:  Brown, white, black, gray, maybe a couple others), and the color of the pattern, which can only be one color.

The Staff

The staff is the object through which the player channels his/her powers.  It can be made from a variety of materials, selected by the character.  The material selection is dependent on the character’s class (for example, the nomad character couldn’t use a metal staff because the nomads prefer more “natural” alternatives, like a wooden or glass staff).

Staff types:

Metal

Glass

Wooden (sub-types: gnarled, straight, carved, curved, etc)

Crystal (very rare, only available at very high levels and only to certain character types)

Stone and wood

Stone and crystal

Wood and crystal

Metal and glass

Metal and crystal

Staff styles:

Long

Short

One-handed long

Two-handed long

Bladed (bladed staffs can only have a blade on the bottom, the top is reserved for the crystal)

Weighted

A player’s magic preference, golem type, level, and alignment can all be determined by looking at the staff.

Staff effects:

Alignment:

More evil character:  Staff begins to give off a barely noticeable black-ish aura

More good character:  Staff begins to give off a barely noticeable bright  aura

Chaotic:  Staff has a slight reddish tint

Order:  Staff has a slightly bluish tint

Golem type:

Air:  Air seems lighter around the staff

Wood:  Little roots grow towards it from the dirt when is touches the ground

Water:  Ground becomes damp when the staff touches it

Fire:  Ground becomes slightly “charred” when the staff touches it

Flesh:  Ground and water slowly becomes a crimson red when the staff touches it.

Ice:  Water seems to condense around the staff

Shadow:  Area around the staff (and character, somewhat) is slightly dimmer

Mist:  When idle for more than a couple of minutes, a small light fog will form around the player’s feet

Crystal:  The staff gives off flashes of reflected light from time to time, as if it were made of a very reflective crystal.

Stone:  Rocks slowly emerge from the ground around the staff when the character is idle for a period of time.

Metal:  When the staff is near rocks or very rocky area, rocks very near the staff will get someone shiny, as if the metal ore within them was being drawn to the staff.

Death:  When the staff touches the ground, the grass around it slowly begins to die

Life:  When the staff touches the ground, the grass around it seems to get a little greener.

Magic Preference:

Near the head of the staff, there will be an insignia, which stands for the school of magic the character has chosen (multi-class characters will of course have multiple insignias). 

Staff Crystals:

The staff crystal rests on the top of the staff, and can be attached in a multitude of ways (embedded into the staff, tied on with enchanted rope, magically attached to the staff).  Each crystal differs in a few key ways:

Shape

Size

Color

Inner Soul

Shape

The shape of the crystal is determined by the character’s golem.

Air:  Sphere

Wood:  Elongated, twisted

Water:  Water droplet

Fire:  flame shaped

Flesh:  jagged-edged

Ice:  diamond

Shadow:  Sphere, blurry edges

Mist:  wavy sphere

Crystal:  offset diamond shape

Stone:  round-ish stone shaped

Metal:  spike

Death:  Skull

Life:  halo

Size

The size of the crystal is determined by power mana level.  This changes often so the difference is not huge, but full mana and half-full mana are noticeably different.  This is not the main device used to identify the player’s mana level.

Color

The color is based on the character’s alignment

Good:  Whiter

Evil:  Blacker

Chaotic:  Reddish

Order:  Bluish

Inner Soul

The “inner soul” of the crystal is the golem’s “essence”.  As long as the crystal is intact, the golem can be recreated.  If the player’s crystal is destroyed (very difficult to do, and only under special, gm-set circumstances), then the golem is lost and the player must create a new one from scratch.  The inner soul looks like “something” going on inside the crystal.  It’s never a clear image, but is very distinct.  The character’s golem type (and level) can be seen through the inner soul.  Unlike the crystal shape, the inner soul changes as the golem grows.

Air:  Almost clear, only traces of a bluish swirl can be seen.  The higher the level of the golem, the clearer the swirl.

Wood:  A greenish, brownish haze of what might be leaves or grass can be seen.  The higher the level, the slower the movement.

Water:  The crystal appears to be filled with water.  The high the level, the “fuller” the crystal.

Fire:  A small flame burns within the crystal.  As the golem grows, the fire changes from a little flicker to a blazing fireball.

Flesh:  A tiny piece of skin is fastened to the inside of the crystal.  As the golem grows, the skin become bloodier.

Ice:  The crystal seems to have stalagtites (or whatever) growing within it.  As the golem grows, the stalagtites grow.

Shadow:  Within the crystal is a dark, shadowy haze.  As the golem grows, it gets darker and fills the crystal more.

Mist:  Same as shadow, but the haze is a bluish white instead of black.

Crystal:  The higher the level, the shinier the crystal.  At level 60, the crystal gives off a constant flare that can be seen from some distance away.

Stone:  There is a rock within the crystal that grows in size until, at the highest level, it fills the crystal.

Metal:  The spike starts out rusty, and becomes “newer” as the golem grows.

Death:  The crystal slowly fills with blood as the level increases.

Life:  The halo glows as the golem grows (hehe).
