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Neverwinter Nights 2 Mod Group Overview 

1         What is your game about? 

This mod will be a serious campaign about domestic violence. The player will journey with an abused wife, Esmeralda, on her flight from her house and the man that has terrorized her. The game will be a very linear experience with one clear start and end. The path the player takes to the goal will have very little branching. 

The goal is for the player to successfully traverse from the her house to a friends house. Along the way she will be encountering various hostile creatures. These will represent the battles she is performing in her mind. Although Esmeralda is actually walking the path the player sees the battles are mental ones only. 
Each area is preceded by a sage, a mental representation of her next obstacle in the form of someone important to her life. These sages introduce the next level and progress the story of the escape. 
The player should gain a sense of the damage that an abusive relationship can cause beyond the physical effects. The player should also feel that even though the journey will be hard anybody can escape abuse. The point of this mod is to leave a positive message, and increase awareness that domestic violence is a horrendous thing. 

2         What are the individual levels? 

2.1      Forest 

“The Forest of Deception” represents her false image of her abuser. The cycle of abuse contains the "honeymoon" period where the abuser tries to reconcile with the victim. This creates a false image of the abuser as a good person with a temper. 

  

The forest begins after moonrise. It will have a thick dark gray fog that occludes the player’s vision. The trees will be evergreen and thick blocking much of the players surroundings. This should create the feeling that the player doesn't know what's ahead but is following the path laid ahead hoping to make it to the other side safely. 

  

Enemies in the forest should be partially tied with real life counterparts, as the player is just beginning to dive into her mind. They should steadily increase in difficulty, but in general the enemies should be no problem for the player yet. 

  

2.2      Lake 

“Lake Doubt” represents Esmeralda's feeling that the abuse is her fault. Victims are made to feel that they are at fault and the abuser wouldn't have to hurt the victim if it wasn't. 
This level takes place at night. The player will be required to navigate around a large lake to the entrance of a cavern. The lake is the source of the fog the player is seeing. This level will have a similar mood to the forest. Gone are the thick forests and in their place are open areas around the lake. There are trees but they have been cleared down by the shoreline. 
The monsters in this level will be again tied to reality. This time they will be more difficult, but not to the point of defeating the player. After traversing the lake the player will face a "boss." This could be an actual boss or just a single powerful enemy. The player should emerge from this battle at a near death point. The encounter should not rely on memorization and a novice player should be able to defeat the boss on the first try. At the end of this encounter the player should be rewarded with a weapon and armor upgrade, and get an appropriate spell to the internal discoveries. 
2.3      Caverns 

“The Self-loathing Caverns” represent the disgust Esmeralda feels toward herself now that she cleared her vision. The caverns are where she first dives deep into her psyche to help her cope with the terror she has experienced. 

The caves should be stone but natural feeling. The walls are curved and bumpy, the pathway is winding, and the torches lining the wall are put in spots based on opportunity. There are "rooms," thinner passages, and rivers in the cavern. The should end at a very man made looking doorway. 

The enemies in the cave should be unnatural or supernatural with hints of reality if possible. The difficulty will be a step up from the previous two sections. For the first time the player will be in danger if she is not paying attention. No single enemy should be able to defeat the player but the mobs will be more difficult, but still very manageable. 
2.4      Catacombs 

When Esmeralda traverses the “Catacombs of Dependence” she is working through the need to define herself through another. This was implanted by the abuser to keep the victim from ever leaving. This will be a significant breakthrough for her. 
The catacombs will be very clearly man made. The decoration will be thought out, yet winding. The decorations should contain the remains of those who have been laid to rest here, and the implements used to allow this process to happen. The catacombs should feel very cramped with a large open area at the end for the boss encounter. 

The enemies in this stage will be a slight step up in difficulty from the last level. They should also be ethereal and closer to what you'd expect to find in a catacomb. At the end will be a "Boss" encounter. This boss should be hard enough that if the player has not devised a clear strategy with Esmeralda the boss will be tough to defeat. 

2.5      Hill 

Confidence hill will begin the final act of the mod. It is Esmeralda’s emergence from the horrors of her past life and the traversal of her new life. The rising of the hill is equivalent to the increasing of her confidence With its apex leading into the last level. 

The hill takes place at dawn. The mood of this level will be one of a crisp morning; one filled with possibility. The ambient light will be predominantly white with hints of purples and pinks as the sun is just finishing rising. There is no fog and the hill is covered in grass and surrounded with deciduous trees with full summer leaves. All lighting at this point is natural. 

Enemies in this stage will be strong. The player at this stage in the game should have some moderately powerful weapons and abilities by now. The enemies will take a more careful strategy to defeat. At this point the enemies should be trending to more natural, or fantastical than the previous two stages. 

2.6      Field 

Freedom Field will be Esmeralda's final challenge. It is the last and most difficult part of her journey. Here she will fight the final bonds between her and Theodore. She will come to terms with her relationship, and plant the seeds of her new life. The field is the open possibilities that are available to her now that she is free. 

The field will be lit as if it were almost noon. The area will be green and fertile with light deciduous forest on the edges of the field. The field should have very light terrain and seem voluminous. At the end of the field will be a small dirt path to Jasmine and Warren's house.  

The monsters will be very strong in this section. It should take very careful movement for Esmeralda to defeat the enemies. The player's level at this point should be high enough that it will require multiple repetitions to make it through the stage. The enemies will be fantastical with some natural roots for this level. Upon entering the stage the player should get an armor and weapon upgrade. At the end of the stage will be a final boss, preferably a dragon. Again the player will get an upgrade before this encounter. 

3         How do the levels fit together? 

There will be six total levels. The first level will be the forest level.  The north portion of the forest will connect to the northeast portion of the lake level.  As the player enters the lake level, the sun will completely set.  Much of the foliage from the forest level will blend in with the lake level.  In the northern portion of the lake level, is the entrance to the caverns, which is the next level.  As the player approaches the caverns, the terrain will become rockier, until eventually the terrain is all rocks and stone.  As the player enters the caverns level, there will be less natural light.  The end of the caverns will lead into the next level, which is the catacombs. The catacombs will very similar to the caverns, and thus the transition will be almost seamless between the two.  The exit of this level will bring the player to the hills.  As the player emerges from the catacombs, she will emerge to a sunrise.  This will hold one of the most dramatic transitions, as this level will be meant to symbolize Esmeralda's inner ascension.  In the northwest portion of this level, the hills will connect to the final level, the plains.  As the player enters the plains the foliage and landscape will be much more uplifting with more bright greens and blooming flowers. 

4         Who will create each level? 

Lawrence 

    - "The Forest of Deception" 

Jason 

    - "Lake Doubt" 

    - "Self-Loathing Caverns" 

Chris 

    - "Catacombs of Dependence"
    - "Confidence Hill" 

Andy 

    - "Freedom Field" 

  

5         Will the levels be completely separate or will you re-use some props/assets? 

 Essentially, the levels will be separate. Each stage represents a stage of development and mental testing. There will be a gradual change that will connect each level: the fog slowly lifts and clears. Also, the amount of light slowly increases. However, each level takes place in a different setting and a different set of challenges, so they'll differ greatly in enemies and difficulty.   

6         Will all the levels be in the same or different locations/time periods? describe these. 

All the levels will be from the same time period, and that is mostly determined by the engine. The setting will be a mythical time period with the enemies being appropriate for that such as dragons, demons, and the like. The locations however will be different going from a forest to caverns and finally an open field. 

7         What will be the look and feel of this game? What other games use a similar look and feel? (include pictures/screenshots of other games if possible) 

The game should progress from a misty, ethereal atmosphere, to a dark almost hellish environment, followed by a brighter, more colorful, peaceful setting. The metaphorical changes of Esmeralda's emotions, from scared to happy are presented physically in her head trip to her friend's place. Dragon Age: Origins bears a close resemblance to what we expect the game to look like: 
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8        What is the backstory? 

Esmeralda is a married woman who seems to be trapped in an abusive relationship. After years of abuse she formulates a plan to escape her husband and live under her friends roof while she picks up the pieces of her life. 
One night as Theodore is too drunk to stay awake she quickly and quietly packs her things and leaves the house. Immediately after closing the door behind her she is left to make her way through the real world toward Jasmine's house. At the same time she must battle the demons in her mind. To make it safely out of the prison she lived in for the past 10 years she needs to break down her own internal barriers, many of them set by Theodore, and find herself again. After this she will arrive at Jasmine's house and her own mental freedom. 
Describe the gameplay in detail, including the player motivation (victory condition): 

The level will be played as a standard Neverwinter Night 2 level. It will consist of one level where the player, as Esmeralda, begins inside the house. The player will guide Esmeralda through a series of various arenas. At the entrance to each arena there will be a person from her past who will provide some background about the area she is entering both physically and mentally. Some arenas will be populated with large mobs while others will have a few powerful enemies.  

The stages of the level are broken into 3 acts: The escape, the struggle, and the liberation. They are break down into 6 arenas: The Forest of Deception, Lake Doubt, The Self-loathing Caverns, Catacombs of Dependence, Confidence Hill, and Freedom Field. The player will end at Jasmine's house with her and Warren pledging to keep her safe while she gets back on her feet.  

The visuals of the level will begin with mist in the first act and a very ethereal structure. The second act will be dark and almost hellish. The third act will be a movement toward light and the brightening of the world around her. 

9         Who are the characters (player, NPC's, enemies, etc.) and what is their relationship to each other? 

Esmeralda – For years Theodore was a loving husband with the occasional mean streak. He would come back from the pub a bit drunk and yell at her. After the first few years of marriage it just got worse. First he banned her from going to the market without him at her side. He thought it was "unbecoming" of a married woman to be seen in public without her husband. Then, she was not allowed to have anyone over to their house, male or female, without Theodore chaperoning the event. 
It was at this time that Theodore first pushed Esmeralda to the ground. She blamed herself for the incident. She thought if she had just told her friend Jasmine to wait outside till Theodore got home he wouldn't have had to push her. The next day she awoke to a huge bouquet next to her bed with a note from Theo that read 

"Forgive me for last night, I never meant to hurt you." 
She was delighted to see that he knew the error of his ways, but never suspected that this would be the beginning of a pattern. Day by day he cut her off from the world. Before she knew it she had no friends and was completely isolated from everyone but Theodore. He came home drunk more frequently, and the pushing became slapping. The slapping became striking, and the striking became full beatings. Now a full 10 years into her marriage she has hatched a plan. When Theodore is passed out from drinking she will escape to her old friend Jasmine's house and tell her, and her compassionate husband Warren, everything.   

Theodore - average abusive husband. By calling him average you might think I am trivializing his terror, but trust me I am not. Even the average abuser is completely intolerable. He, or she, is a coward, weak and pitiful; he feels defined by terrorizing the life of another. Esmeralda’s escape could not come quicker, and once Theodore is all alone with nobody to turn to hopefully he will be able to rehabilitate himself.   

Jasmine - Esmeralda’s best friend. She is married to Warren, and together they are a loving couple. They have their rough patches, and disagreements, but the bond they share makes them better people. The love they feel inward shines outward and gives Esmeralda hope that there is more to life than hiding in your own house.  

John, Kara, Stephen, Mary, Eugene - These are all former people from Esmeralda’s life. John and Kara are former close friends, Stephen is a lost lover, Mary is her sister, and Eugene is her mother. As she battles the demons inside herself to overcome her oppression each of these people will act as a sage, in each level respectively, guiding her on her path to freedom. 

10   What (if any) weapons will be available? 

Currently, we have proposed the standard suite of weapons found in the main campaign of Neverwinter Nights 2. 

  

