OUTWAR’s Quest Creation Guide 1.0

Thank you for taking the time to review our “create your own” quest guide. We hope you find it easy to use, and we can’t wait to see what you come up with!

General Rules:

Currently, we are only accepting content for level 55 and under. This means, that anything you create should be able to be completed by the level range you choose.

You may use any zone that already exists in Diamond City. Please try to keep it relative, for example, there should not be a level 10 quest in the Eyes of Burn. If you want to make a quest for level 10’s, it should go in the Training Grounds area.

Quest items that are already in the game, cannot be used in additional quests. You may use other items already in Outwar that don’t have a quest associated with them.
Hosting images:
Currently we do not have the ability to host all of your quest, mob and item imagery. In order for us to get the images you want us to use for your quest, please host them on a 3rd party website, or any other method you might have access to.
Websites like http://imageshack.us/ are perfect for hosting images for free.

Or, for slightly advanced Microsoft Word users, you can just embed your images in this word document file.

***IMPORTANT*** Image sizes - Here are the guidelines for giving us images:
Mob images: No bigger than 250 x 250 pixels. File size cannot be larger than 30k
Item images: Images must match to the exact dimensions:
Head: 62 x 46 pixels
Belt: 41 x 41 pixels
Ring: 41 x 41 pixels
Neck: 41 x 41 pixels
Shield: 56 x 96 pixels
Chest: 56 x 96 pixels
Weapon: 56 x 96 pixels
Pants: 62 x 75 pixels
Boot: 62 x 66
Augments: 20 x20 pixels
Skill Orbs: 32 x 32 pixels
Crew Stones: 32 x 32 pixels
Quest Items: No bigger than 50 x 50 pixels
Inventory Items: No bigger than 50 x 50 pixels
Potions: No bigger than 50 x 50 pixels
Use exact item & mob names:
Please, while you are building your quest, do not abbreviate any item names, or mob names. Use the full name of every object you are working with throughout the entire application.
Finding room IDs:

Click the EXPLORE button on your menu. This will bring you to the world map. Go ahead and move one space, in any direction. After the page loads, your URL should look something like this:

http://sigil.outwar.com/world.php?room=221&h=cd3bf0a1bc6dc32571e90c728468a520&lastroom=258


In the example above, this player just moved a space within the Dusty Glass Tavern. The highlighted spot in the URL tells you the id# of the room you are currently in. In this case, it’s room id “221”. Use this number when asked for room ids in the tools that follow.

Quest Creation Template
In the following pages, you will find a detailed example of the first quest in Outwar, “Training”. 

Go ahead and create a new character, and grab the first quest from Sgt. Neatham.

Compare the quest on the live site, to the quest we have laid out in the template below. It will help you follow along as you play the quest, and see how it works all at the same time.

You can find explanations of each area of the quest template, following the example quest. 

You will also find explanations of our mob and item editors. 
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	Quest Name: Training
	Level: 1
	Step: 1

	
	[image: image8.jpg]


Mob Name:  Sgt. Neatham
img url: http://test.outwar.com/images/TG/SgtNeatham.jpg 
	Introduction message: 

You NOOB! GET OVER HERE! I do not have all day!
Welcome to Gash Canyon, I'm sure you want to know how you got here... well I don't know, and I don't care, so DON'T ask me! The only reason I am here is to make sure you don't get yourself killed too much in this damned, and tangled place. I'm going to do the same for you, that I do for everyone that appears here. I'm going to TEACH you what you need to know.
For one, click on the [image: image1.png]


icon, and look at yourself! You look like a damn pinata.
If you pick up anything while you are lolly-gagging around, you will find it in your [image: image2.png]


.
And if you can't keep what I tell you in your thick skull, you can look it up in your [image: image3.png]


.
Any questions? GOOD!
Now go and shred 10 of those Paper Targets!
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	Prompt Message:            

Start Training!
	Require Mob Kills

Mob Name:

Qty


	Require an Item

Item Name

Q
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	Reward Message:

What are you waiting for maggot?…. Go Kill 10 Paper Targets!


	Reward Experience:



	
	Award Items

Item Name:

Qty


	Spawn/Despawn Mobs

Mob Name:

Rm


	Teleport User
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	Quest Name: Training
	Level: 1
	Step: 2

	
	Mob Name: Sgt. Neatham
img url: http://test.outwar.com/images/TG/SgtNeatham.jpg 
	Introduction message: 

You get done shredding yet? Doesn't look like it, still way too many targets out there. You have to click the [image: image4.jpg]


icon to the right of their name, if you haven't managed to figure that out yet.
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	Prompt Message:            


	Require Mob Kills

Mob Name:

Qty

Paper Target
10

	Require an Item

Item Name
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	Reward Message:

Ahh, your back. Hope you didn't get a paper cut... hahaha.<br />Well you should be ready to level up now. If you notice the Green Experience bar at the top is full, and the Experience number has turned green. Train with the barkeep Dean, and he'll level you.<br />And just in case you dont figure it out, you will always have to talk to a barkeep to get leveled.

	Reward Experience:

1

	
	Award Items

Item Name:

Qty


	Spawn/Despawn Mobs

Mob Name:

Rm


	Teleport User


Those are just the first two steps.  From there you would go on and talk to the Bartender Dean. Using the example above, you can see how this works.
Fill in your quest name, level and step number. The step number just allows us to sort it easier when viewing and printing these documents. Please remember to number all your steps in the correct order.

Then there is the mob image. Again, you can just put the link to the mob picture if you like, or just embed it into the word document by clicking  INSERT >> PICTURE >> FROM FILE… in the menu above.

To the right of the mob image is the introduction message. This is where you would put your text for what you want your mob to say. Check the example above to see where it falls into line with the live “training” quest.
In the purple requirements row, there are a few options.

Prompt Message:  The prompt message serves a couple purposes. First, it is used as a trigger to start a questline. The mob proposes a quest, then you have the user say “I accept.” The first step of the example quest shows just that.

In almost every quest scenario, you want the first step of your quest to start with a prompt.
The biggest reason why you want to have a prompt in your first quest step, is because you want the user to be at least a step into your quest before you start requiring things. You want to do this because, if you don’t, players can collect, or kill objects that you might have required, before they even read your quest, here’s an example.

This first quest step requires a player to kill 5 Mummies. Since it’s only the first quest step, the step doesn’t require that you have completed any previous steps.  So, if I find a mummy and kill it, I will get credit for the kill, even if I have never clicked the quest.

If a player is required to kill 5 Mummies on the second quest step, that player would need to click the quest and clicked the prompt link in order to get credit for killing mummies.

The other way to use the prompt is simply for storytelling purposes. Let’s say you find a person tied to a chair. You can open the quest step with “Please help me!” as your introduction message, then set a prompt that says “Cut them free!” It gives the story a bit more feel, and makes it seem like the player is actually performing an action.

Requiring mob kills: If you are creating a quest that requires killing mobs, this is where you do it. Get the names of the mobs you want killed, and put them in the table in the “mob kills” cell. 

Also, put the amount of mobs you would like the player to kill in the table, next to the mob name.

In order for the player to be able to get to the rewards end of your quest step, they will have to kill the amount and type of the mob you required.

Requiring items: If you want to make a quest where you are collecting items that drop off a certain mob, this is where you would do it. 

There are 3 columns in the item require table.

Item Name: List the names of the items you want required

Q: Quantity: The amount of each required item (minimum of 1)

D: Drop: Does the quest mob keep the quest item(s) or not?  Do you drop it?  (y or n)

Let’s say you are making a quest where you are collecting 15 Scorpion Venom. Here’s what the table would look like:
	Item Name
	Q
	D

	Scorpion Venom
	15
	y

	
	
	

	
	
	

	
	
	


Here, the item name is listed, its quantity is 15 and a “y” is in the drop box because the quest maker wants the quest mob to keep the item and not give it back to the user.

Here’s an example of when to not use the drop feature:

You find a Secret Note off an OW Enforcer. You bring the note to the quest mob that is requiring it. You give it to the quest mob, and he tells you to bring it to his friend to see. Here is what that table would look like

	Item Name
	Q
	D

	Secret Note
	1
	n

	
	
	

	
	
	

	
	
	


An “n” would be put in the D column so that the player can bring the note to another quest mob.

Reward Message:

This is the message that displays after the user has successfully accomplished the quest step. Just about every quest step should have a reward message.  Usually the only time there wouldn’t be a reward message is when a player opens a treasure chest or some kind of container that just hands over a reward.

Reward Experience:
Put the amount of experience the user will receive for completing the step here.

Award Items:
Here you can list the names of items you wish to reward the user for completing the quest step. Also, please put the quantity in the qty column. 
Spawn/Despawn Mobs:

As a quest reward, you can spawn mobs, or despawn mobs. For example, in Stone Raven, we don’t spawn bosses like The Corruptor, until you finish certain quest steps. This is the spot you would use to spawn a mob that you don’t want the user to kill until they finish the step. You should note that mobs spawned this way do not respawn after being killed.

Teleport User:
After completing a quest step, a player can be teleported to any location in the game.  List the room id you wish to teleport the player to after he completes the quest step. 

Mob Creation Template

Let’s take a look at the template for creating a mob. Below is an example template of one of the new mobs from the Buried Ruins of Bacaba. Take a glimpse at it, then continue on for more detail on what it all means!

	Mob Name: 
	Armored Troll

	Mob Image:
	[image: image5.jpg]




	Description:
	Initially, you are not too intimidated by the Armored Troll, until you look closer and see that their weapons are skillfully crafted from the remains of your comrades.

	Level:
	64

	Rage Cost:
	38

	Room ID:
	

	Respawn Time (mins):
	720

	MOB ATTACKS



	ATK:
	750

	FIRE:
	0

	SHADOW:
	0

	HOLY:
	0

	ARCANE:
	0

	KINETIC:
	2,400

	MOB HP/RESISTANCES



	HP:
	10,000

	ARMOR:
	900

	FIRE:
	1,000

	SHADOW:
	1,000

	HOLY:
	1,000

	ARCANE:
	-1,500

	KINETIC:
	1,000

	RAID INFORMATION



	Minimum Raid Members:
	0

	Maximum Raid Members:
	0

	Respawn Time (days):
	0

	Guardian (y/n):
	N

	Points Dropped:
	0

	Experience Per Player:
	0

	MISC INFO



	NPC (y/n):
	N

	Rare Mob (y/n):
	N

	Item Required to attack:
	

	LOOT TABLE



	ITEM NAME
	DROP %
	QUANITY

	Lost Sailor Gear
	85
	1

	Key to Snake’s Cell
	2
	1

	
	
	

	
	
	


Let’s take this one piece at a time:

Mob Name: Name of the mob you are creating

Mob Image: Either link the URL to the image, or paste the actual image in the text document

Description: Write a short description about the mob. The description appears when you click a mob name in Diamond City.

Level: The level of the mob should closely resemble the level of your quest

Rage Cost: The amount of rage it will cost to attack this mob

Room ID: The ID of the room or rooms you wish to place this mob

Respawn Time: The amount of minutes it will take for the mob to respawn after it is killed

Attack: Similar to your character’s attack power, this number represents around how much regular damage the mob will hit for

Elemental Damage: Put the amount of each elemental damage you want the mob to hit for. (ex: 10 = 10 dmg)
HP (Hit Points): This is how many hit points your mob has

Armor: Armor represents the mobs ATK resistance. If you don’t want the mob to be taking damage from normal weapons, you would set this to 1,000. (ex: 10 = 1% resist)
Elemental Resistance: Based on the same scale as armor, (ex: 10 = 1% resist) put the amount of resistance you want to each elemental type. 1,000 resistance means this mob cannot be damaged by this element

Minimum Raid Members: Set a number here if you want to create a raid.  A raid must have a minimum of at least 5.

Maximum Raid Members: Set a number here if you want to create a raid.  This stands for the most amounts of players you want in the raid.

Respawn Time: Set the amount of days this raid boss will take to respawn

Guardian: Set this to yes, if you want the mob to be a server wide guardian (like Synge) 
Points Dropped: Set the amount of points the mob will drop when killed (raid only)
Experience Per Player: Set the amount of experience each player involved will receive for killing this raid. (raid only)
NPC: Set this to yes, if you don’t want the mob to be able to be attacked

Rare Mob: Set this to Y if you want to create a rare spawn mob.  Setting your mob as a rare spawn means that in order to spawn this mob, certain other mobs (generally around where the rare mob would spawn) need to be destroyed first


Item Required to Attack: List an item name here if you want to require the player to have a certain item to be able to attack this mob.
Loot Table:  The loot table displays all the items that the mob has a chance to drop.

     Here’s how it works:

When a player kills a mob, our code rolls an invisible die from 1 to 100 for each item in the mob’s loot table.

Take the example above, the “lost sailor gear”. When the mob is killed, the die is rolled. Since the drop rate is set to 85%, if the die roll ends up anywhere between 1 and 85, the item will drop! If the die turns up 86 -100 the item will not drop.

After the first item is decided, it rolls for the next item until there are no more items to roll for.

Item Creation Template
Let’s take a look at creating your own Outwar item.  Here is the example of the Sacred Blade.  Take a look at the rollover below so you can follow along with the template examples.

[image: image6.png]Sacred Blade of the Order

[Player Bound]
[Slot - Weapon]
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	GENERAL INFORMATION



	Item Name:
	Sacred Blade of the Order

	Item Type:

Gear, Quest, Augment,  Potion, Skill Orb, Crew Stone, Key, Other
	Gear

	Rarity:

Common Uncommon Rare Elite Godly Brutal King
	King

	IMAGE & DESCRIPTION



	Image URL:
	[image: image7.png]




	Flavor Text:
	Flaunt it if you got it.

	Description:
	

	ITEM DETAILS



	Slot:

Head, Neck, Weapon, Chest, Shield, Belt, Pants, Ring, Boots, Skill Orb, Not Equipable
	Weapon

	Skills & Bonuses:
	

	Level Requirement:
	

	Duration:
	

	Tradeable (y/n):
	N

	Blacksmithable (y/n)
	Y

	Bind on Equip (y/n)
	N

	Augment Slots
	4

	Charges:
	

	ITEM STATISTICS



	Attack:
	300

	HP:
	0

	Crit (%):
	15

	Block (%):
	0

	Rampage(%):
	15

	Exp Per Turn:
	125

	Rage Per Turn:
	125

	Max Rage Cap:
	1000

	ELEMENTAL DAMAGE



	Holy:
	0

	Arcane:
	0

	Fire:
	0

	Kinetic:
	0

	Shadow:
	0

	ELEMENTAL RESISTANCE



	Holy:
	0

	Arcane:
	0

	Fire:
	0

	Kinetic:
	0

	Shadow:
	0

	CREW UPGRADES



	Fury:
	0

	Wardrums:
	0

	Depository:
	0

	Under Fire:
	0

	Maximum Temper:
	0

	GPS:
	0

	Morale:
	0

	Essential Power:
	0

	Essential Resistance:
	0

	BELONGS TO SET



	Set Name:
	

	Atk Bonus:
	

	HP Bonus:
	


Here’s what it all means:

Item Name: The name of the item you wish to create
Item Type: Choose the type of item you are making. Available choices are Gear, Quest, Augment,  Potion, Skill Orb, Crew Stone, Key, Other

Rarity: Choose the colored rarity level of the item you want to create.
Image URL: Paste the image, or provide the image URL
Flavor Text: This is the yellow text that appears at the very bottom of some item rollovers
Description: This is the white description text that appears on some items (like the Crew Headquarters)
Slot: Select the equipable slot for the item. Available options are (Head, Neck, Weapon, Chest, Shield, Belt, Pants, Ring, Boots, Skill Orb, Not Equipable)

Skill & Bonuses: If you are making a skill orb, list the skills you want the orb to have, along with its bonus. Max bonus of +2.
Level Requirement: This is the level the player must be to activate or equip the item
Duration: The amount of time the item will exist, after it drops, before it will disappear
Tradable: Flag as Y or N if the item will be able to be traded to other players.
Blacksmithable:  Flag as Y or N if the item will be able to be gemmed
Bind on Equip: Flag as Y or N if the item will go no-trade when it is equipped for the first time.
Augment Slots:  The amount of augment slots on the item.

Charges: The amount of times that an item can be activated. (like the recharge totem)
Item Statistics: Fill in the blanks for your item’s stats. If you are making an equipable item, this is where you would declare its main statistics. If you are making a potion, this is where you would say how much ATK (or whatever stats) the potion would give you.
Elemental Damage: Put the amount of each elemental damage boost you want the item to give the player. (ex: 10 = 10 dmg)
Elemental Resistance: Put the amount of elemental resistance boost you want the item to give the player. 1,000 resistance means this player cannot be hit by this damage type. (ex: 10 = 1% resist)

Crew Upgrades: If you’re making a crew stone, this is where you would declare each crew upgrade.
Sets:  If your item is part of a set, list the set name and the set’s bonus.
Now that you know all about how quests are made, start creating your own quest!

In the following pages you will find all the templates you need to create your first quest. Just copy and paste the tables as many times as you need.
There are several ways to receive credit for making your own quest.  You may get an honorable mention in a newspost, have all or parts of the quest named after you, receive points, experience or items, or other possible custom benefits that allow us to show our gratitude.  Not to mention, if your quest is chosen and implemented, you can brag to all your friends (or enemies) that everyone in Outwar is playing a quest that YOU made!

Thank you for downloading and trying out our quest creation template. We can’t wait to put your quests into our game!

Quest Step Template:
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	Quest Name:
	Level:
	Step: 

	
	Mob Name:  

img url: 
	Introduction message: 
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	Prompt Message:            


	Require Mob Kills

Mob Name:

Qty


	Require an Item

Item Name

Q
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	Reward Message:


	Reward Experience:



	
	Award Items

Item Name:

Qty


	Spawn/Despawn Mobs

Mob Name:

Rm


	Teleport User


Mob Creation Template:
	Mob Name: 
	

	Mob Image:
	

	Description:
	

	Level:
	

	Rage Cost:
	

	Room ID:
	

	Respawn Time (mins):
	

	MOB ATTACKS



	ATK:
	

	FIRE:
	

	SHADOW:
	

	HOLY:
	

	ARCANE:
	

	KINETIC:
	

	MOB HP/RESISTANCES



	HP:
	

	ARMOR:
	

	FIRE:
	

	SHADOW:
	

	HOLY:
	

	ARCANE:
	

	KINETIC:
	

	RAID INFORMATION



	Minimum Raid Members:
	

	Maximum Raid Members:
	

	Respawn Time (days):
	

	Guardian (y/n):
	

	Points Dropped:
	

	Experience Per Player:
	

	MISC INFO



	NPC (y/n):
	

	Rare Mob (y/n):
	

	Item Required to attack:
	

	LOOT TABLE



	ITEM NAME
	DROP %
	QUANITY

	
	
	

	
	
	

	
	
	

	
	
	


Item Creation Template
	GENERAL INFORMATION



	Item Name:
	

	Item Type:

Gear, Quest, Augment,  Potion, Skill Orb, Crew Stone, Key, Other
	

	Rarity:

Common Uncommon Rare Elite Godly Brutal King
	

	Item Level:   
	

	IMAGE & DESCRIPTION



	Image URL:
	

	Flavor Text:
	

	Description:
	

	ITEM DETAILS



	Slot:

Head, Neck, Weapon, Chest, Shield, Belt, Pants, Ring, Boots, Skill Orb, Not Equipable
	

	Skills & Bonuses:
	

	Level Requirement:
	

	Duration:
	

	Tradeable (y/n):
	

	Blacksmithable (y/n):
	

	Bind on Equip (y/n):
	

	Augment Slots:
	

	Charges:
	

	ITEM STATISTICS



	Attack:
	

	HP:
	

	Crit (%):
	

	Block (%):
	

	Rampage(%):
	

	Exp Per Turn:
	

	Rage Per Turn:
	

	Max Rage Cap:
	

	ELEMENTAL DAMAGE



	Holy:
	

	Arcane:
	

	Fire:
	

	Kinetic:
	

	Shadow:
	

	ELEMENTAL RESISTANCE



	Holy:
	

	Arcane:
	

	Fire:
	

	Kinetic:
	

	Shadow:
	

	CREW UPGRADES



	Fury:
	

	Wardrums:
	

	Depository:
	

	Under Fire:
	

	Maximum Temper:
	

	GPS:
	

	Morale:
	

	Essential Power:
	

	Essential Resistance:
	

	BELONGS TO SET



	Set Name:
	

	Atk Bonus:
	

	HP Bonus:
	


