Death’s Domain Guidelines for Submitting New Zones

This document will outline the requirements for each mob, object, and zone that will be considered for addition into the game.  The guidelines are in place to add balance to the game.  Any zones that are submitted will be reviewed by the DD Admins and are subject to change or rejection.  Zone rejection is not likely, as we will work with you on getting it to the balanced level that will fit into Death’s Domain.  We are not looking for zones that do not fit into the general feel of DD.  For example, Sponge Bob Square Pants Hideout. If you have a question about your zone idea being accepted, feel free to ask via DD Admin e-mail (ddadmin@dd.revealed.net).
Mobs

1. Mobs should reflect the feel of the zone.  Obviously, you will not have an angel in a Jurassic Park type zone. 

2. The harder the mob, the better the reward should be.  As a general rule of thumb, if an object is highly sought after, then it should be hard to get with 1 person, possibly even 2 people.

3. If a mob loads a weapon, then the mob should do at least 2 to 4.5 times the damage of the weapon.  Generally the mob should hit harder if it does not load its weapon, which makes it harder to reset the mob if the weapon does not load.  So, the bare hand damage should be set a bit higher than its weapon.  For example, if a mob loads a tachi that hits 2d7, without the tachi the mob should hit around 2d8.
The following table is a guideline not set in stone.  If you want your mobs to kick butt then up the numbers.  But don’t make a mob so easy to kill for great eq or great weapons.  Don’t forget to haste your large and mid size mobs.

	Mob
	Hitpoints
	Damage
	Hitroll
	AC

	Big daddy in your zone
	2-3k hps based on if he is sancted or not.  If he is not sancted up the hps.
	Typically a big mob will devastate or deadly through sanct.  Keep this in mind when setting the +damage on your mob.  You want the mob to do above 35 damage to devastate through sanct so +70 damage should do it.
	Hard to kill mob should defiantly be able to hit the player who is trying to kill him.  A typical high hitroll is 30+.
	Armor class on a hard to kill mob should be in the -100 to -130 range.  Anything lower than that, good luck killing him.

	Mid size mob
	300-800 hps is considered mid size.
	Depending on how hard or easy you want to be able to exp the zone set damage accordingly.  A good range would be +10 to +20 damage
	A miss every once in a while from a mid size mob happens, typical range would be +10 to +20
	0 to -30

	Lowbie mobs
	Quite a wide range here.  As little as 15 hp’s to 200.
	A typical citizen has +2 damage, weigh this against how often the mob will actually hit.  Higher hitroll = more damage the low mob will do if it connects.
	A typical citizen has +7 hit.  So range would be +1 to +10
	100 ac to 0 ac.


Objects

1. Objects should not be added just to fill up the zone for quick “gold runs” to get easily accessible items to sell.

2. Objects that load on particular mobs should reflect the “ease” of getting that item.  A +dam item will not load on a fido.  The mob’s strengths and abilities should reflect the prize’s value.

3. As a guideline to follow:  If the object is a weapon that averages 12 on its damage dice, it should load on a mob with no less than 200 hit points and do double to triple its bare hand damage in return.  Each object and mob will be reviewed to insure proper balance.

4. We do not want to change the balance of the game by adding 20 extraordinary items that load in just one zone.   
5. Object limits should be within reason.  If the item is comparable to an enchantable wearable weapon, then the limit should be set to 2 or 4.  As for an item that is ac5 or ac6 then that item could load for up to 20 people.
6. We will look at what is in the game now and compare the additions to the balance of the game.  For example, there is only 1 item that is +dam for legs, but there are several rings and shields.

7. Be reasonable when considering the stats of an item.  If it’s not in the game currently, then, more than likely, it will not get added.  A weapon that is 6d6 -7 damage might fall under the wire, but when its dispelled and enchanted to 6d6 +2+2 it makes it the best weapon available.
8. Selling prices of objects is a tuff one.  If it is quite easy to acquire the object then it should not sell for more than 10k gold.  Also, if an item loads more than 10-20 in one particular zone and selling all the objects totals over 100k, then the sell price should be lowered.  The idea is to keep a zone’s object collection and sell under the 150k range.  That is without selling the best gear in the zone.
9. Random load objects keep players coming back for more.  It can seem frustrating at times to get an 80% load item to appear, after resetting the mob 10 times but this is a great feature to incorporate to ensure players coming back to your zone.

Rooms
1. Room descriptions should be limited to 72 characters per line so word wrap does not take place.

2. Utilizing spell check on your room descriptions will speed along the implementation process.

3. We are not looking for a zone that someone practices the copy/paste command.  Some repetition is acceptable, but try not to get carried away.
4. Pay attention to the type of room (Indoors, Outdoor, Swamp, etc). They all have an effect on your movement and should reflect the zone type.

5. The more detail the better.  How many times have you typed look east and it says “You see nothing special” and then you run into 7 fat ugly trolls?
6. Secret doors, hidden objects, rooms that push you from one to another and so on add depth to a zone (again don’t get carried away).  NOTE: These type of features might not be covered by the editor and will be considered add-ons once the zone is submitted.  Zones without special procedures will be implemented first.  Depending on the amount of submissions and how quickly we can move to get them implemented, this will determine if and when we can get to the special features of your zone.
We will look over each room, each mob, and each object, so please do not try to sneak anything past us.  We are excited about the additions but that would turn sour quickly if someone submits something that is obviously trying to exploit an aspect of the game.  

Our goal, depending on how many people jump on the bandwagon, is to implement a zone each month for the next few months.  Depending on how smooth the process goes, we might try and implement more.  So use that free time to start thinking about possible zones and get started.  Nick will be coming out with some type of editor/template to use, so that should make things a bit easier to work with.  We will be using XML to code the zones.  Once the zones are submitted in XML they will be converted into code that will work with DD.
