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Deliverance From The Dark 

Although we haven't come up with a name for our series yet (we plan to be around for a 
loooong time), the subtitle for the first game we're working on is "Deliverance From The 
Dark" (DFTD)  We haven't had time to come up with a pretty graphic for our title yet, so 
the above text will have to do for now.  

We also aren't quite certain yet how many stories will be in the final product.  Originally I 
had wanted to have three or four shorter adventures in one product, but that may be too 
much work for our small staff.  We'll know better how many stories will be in the final 
game when we get further along in development.  Right now we are shooting for at least 
50 hours of gameplay, but again we won't know for certain until we are further along in 
development.  

We are hard at work on what we hope will be an enjoyable RPG for those that play 
it.  We've been doing a lot of design work recently, and we are all excited about what is 
developing.  I had planned on updating the web page with solid info once we had more 
design work done, but a sneak attack review by PsychoNews, repeated emails from The 
Vault Network, and an earlier email from Dreamfusion Gaming Online have finally 
kicked me in the butt and forced me to update the page.  So here you will find the latest 
info about DFTD.  

A Word Of Warning: 

This game is still early, early in production.  The earliest it could possibly be released is 
Spring, 1999, and we might not even hit that date.  The release date will also depend on 
what our publisher wants, and this is a big unknown since we don't even have a 
publisher yet! (^_^)  So don't get your hopes up too high about playing this game any 
time soon. 

Overview:  

So, what kind of and RPG are we making?  

Since Studio Blue is a small company, there's no way we can create a game on the scale 
of Final Fantasy VII!  We also don't have the time or manpower to create the most 
graphically impressive game out there.   Our graphics are going to be good (better than 
Diablo), but I don't know if they will win us any awards.  So instead of trying to create the 
most technologically impressive 3D game engine, we are creating a solid 2D game 
engine and we are concentrating on gameplay and story since those are the areas we 
can compete with the larger companies out there.  We will work hard to produce a game 
with deep characters, solid stories, and as much non-linearity as we can manage 
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(within our allowed development time and story constraints).  But most of all we will 
work to make a game that is fun to play.  

For those of you who like looking at game engine statistics, here's some info on our 
game:  

• Win 95 / Direct X 5 

• 640x480 x 16 bit graphics. 

• Mouse, keyboard, or joystick control. 

• 3rd person isometric perspective game engine 

• Pre-rendered 3D in game graphics (done in 3D Studio MAX R2) 

• Real time exploration of the world 

• Turn based tactical combat 

• Detailed conversations with NPCs that change depending on user input 

• Creation and control of a single, main character (PC) 

• A party system where NPCs can join the main PC.  The player controls the NPCs 
during combat. 

• Digital sound effects, MIDI music. 

• Cool magic system (^_^)  (More on this later.  For now you'll have to take our word 
for it.) 

• Statistic based character creation (no classes) 

• As many monsters and spells as we have time for. 

• And if everything works out well, an Editor so users can create their own 
adventures and share with others! 

  

Story:  

In the year 890 of the New Age, four hundred years since the founding of the Order of the 
Spirit, three hundred and seventy years since the beginning of the great Human-Goblin 
Wars, two hundred and sixty seven years since the founding of the Order of the Sky, two 
hundred and eighty years since the closing of the portal to the Demon World, one 
hundred and twenty two years since the end of the Great War and the fall of the Order of 
the Spirit, and seventeen years since the end of the Second Great War, the ancient 
fortress at Savat was quietly taken by five figures in black robes, and darkness fell over 
the land.  That is when the murders began.  



At first the murders seemed like rumors or wild tales from travelers who had drunk too 
much ale.  A caravan that didn't show up for market day was said to have been 
ambushed in the night.  A stranger would show up in town half crazed with fear and 
mumbling about seeing creatures of the night feeding on the throats of travelers who 
stopped to camp by the banks of the Pathis River.  Tales would be told in taverns of 
lights in the windows of manor houses thought to be long abandoned.  These stories 
were dismissed as fantasy by most and only spoken of in hushed voices by those who 
believed that something more than a fox or wolf watched the townspeople from the dark 
forest at night.  
  
Then the murders hit closer to home.  Farmhouses on the outskirts of town were 
discovered to be abandoned, but with the walls and floors stained red with blood.  A 
scream would be heard in town and by the time others could come to give aid, a man 
would lie dead in an alley, his neck torn open and his life's blood trickling weakly onto 
the ground.  It was not long before people were too scared to even leave their houses 
and try to help if they heard a scream in the night.  

A few brave men tried to hunt down whatever preyed on their fellow man at night, but 
they either came back empty handed or never came back at all.  The town elders in 
Fallen Pines sent word to the government at Edinvale to ask for troops who could stop 
these murders.  It was nearly a month before the elders learned that a squad of troops 
was dispatched, but they never made it to their destination.  But now the murders had 
spread as far as Edinvale, and the city government dare not send out more troops to the 
outlying towns until they could solve their own problems at home.  Bereft of military 
help from the government, the town of Fallen Pines sent out a call to anyone who could 
help put an end to the murders, to anyone who could banish the evil from the land, to 
anyone who could deliver them from the dark.  

 

 

Prologue: 

The door to the tavern opened, spilling cold winter sunlight into the room.  The patrons 
of the tavern squinted at the intrusion into their darkness, then one by one turned back 
to their drinks.  A large warrior stood in the doorway, and stopped for a moment so his 
eyes could adjust to the shadowy room.  As he stepped inside, he was followed by a 
lithe young woman who quickly shut the door behind them to ward off the cold wind 
outside.  

The warrior moved from table to table, examining each of the patrons in turn.  The 
leather straps of his armor creaked softly as he moved, and his metal shod boots 
sounded loudly on the wooden floor.  The woman remained by the door, her eyes 



glancing quickly around the room as if to observe every sight and sound in the place.  At 
last the warrior stopped near the fireplace where he stood and held his hands out to the 
flames to warm them. 

 “Hail good Sir!” called out a storyteller sitting near the hearth.  The storyteller held out a 
wineskin for the warrior to take.  “Come and rest yourself by the fire and drink something 
warm to shake off the chill from the road.  Perhaps you have come to hear my songs, or 
hear tales of the troubles that plague the lands!” 

“Troubles,” said the warrior in a low voice.  “Yes, I am here to solve troubles.” 

“Then what rumors would you like to hear?  Stories of dark cults trying to summon evil 
to our land?  Tales of the NightShadow creatures who once hunted people openly and 
are said to still exist in certain haunted forests?  Rumors of the brigands that rob 
travelers on the road between Riverdale and Crellis?  Or perhaps legends of ancient and 
forgotten magics that once brought kings to power and greatness to warriors.” 

“No, I have a better story,” said the warrior, now turning to fix his gaze on the 
storyteller.  “It is a tale of a man who moves from town to town, tavern to tavern, telling 
stories and offering drugged wine to those who would stop and listen to his tales.  It is of 
a man who collects the valuables of his audience when they succumb to alcohol and 
the drugs and fall into a deep sleep, and then disappears into the night before his prey 
can awaken.  It is the story of a man who has collected several bounties upon his head, 
and of the warriors who have come to collect!” 

The warrior’s hand went to his sword and he drew forth the long runed blade.  A sword 
also appeared in his companion’s hand, and she stepped into a defensive stance, 
blocking the only means of escape from the tavern.  The tavern patrons stepped back 
from the armed warriors and withdrew to the walls, keeping their eyes on the action 
unfolding before them.  

The storyteller simply remained seated where he was for a moment, his eyes studying 
the warrior and his companion.  “Ah! You should have taken one of the stories that I 
offered,” offered the storyteller.  A dark mist appeared from behind the storyteller and 
blotted out the light of the fire.  The warrior felt his muscles grow sluggish as the mist 
began to envelop him.  The storyteller looked at him and smiled, “You’re not going to like 
the way that your story ends.” 

*     *   *   *     * 

Deliverance From The Dark is a tactical RPG set in a fantasy world. You create a central 
character and lead him or her in exploration of lands filled with opponents to fight, 
alliances to forge, quests to solve, and secrets to uncover.  

Game Highlights 



• Isometric Engine: Deliverance From The Dark features a sprite based 
isometric perspective engine with pre-rendered 3D graphics.  With advanced 
sprite features such as dynamic lighting, anti-aliasing, and 
transparencies Deliverance From The Dark is able to present a rich, graphically 
detailed world for you to explore. 

• Turn based combat:  In Deliverance From The Dark you control a party of up to 
5 different characters.  You explore the world in real time mode; when you click 
on a destination your leader will walk there and the other party members will 
follow behind.  When enemies approach, the game switches to a turn-based 
tactical combat mode.  This mode allows you precise control over each 
individual character during combat rather than having the computer doing all the 
fighting for you.  

• Skill based character advancement: In order to support different play styles 
and to allow players to develop characters the way they see fit, Deliverance 
From The Dark is utilizing a skill based system for defining character 
abilities.  Rather than having a character restricted on what it can learn because 
of profession, any character can learn just about any skill.  That's not to say that 
some characters won't learn certain skills easier than others or achieve higher 
skill levels at some things and not other things.  But advancement in a skill will 
be based on their physical and mental attributes as well as their experience, 
rather than their job description.  

• Flexible Spell system:  Another way we hope to support different styles of play 
is through the spell system.  It is flexible in that it can support a wide range of 
spell types.  The spells available for the player to learn will include simple 
damage dealing spells, protective spells, walls, fields of effect, traps, healing, 
disabling spells, teleportation, ability enhancements, summoning, and a lot 
more.  All spells are implemented through scripts, so if a scenario designer 
needs to implement a special spell that isn't included in the base package, then 
he can roll up his sleeves and make his own spells.  Since different monsters 
have different levels of resistance to certain spell types and only some of the 
total number of spells might appear in any given scenario, the player will have to 
adjust his approach accordingly. 

• Character Based stories: Many RPGs suffer from plots that basically boil down 
to FedEx quests (get item X, deliver it to NPC Y), or Kill The Foozle.  Although 
FedEx and Foozle quests will also be present in Deliverance From The Dark, we 
also plan to introduce quests with deeper stories that revolve around the 
characters in them.  Some problems cannot be solved by killing everything in 
sight.  Other quests will require the player to figure out exactly what is going on 
and which NPCs can be trusted before the solution to the quest can be 



found.  Most obstacles the player runs across will have multiple solutions so the 
player can try to sneak, bribe, avoid, or talk his or her way out of the 
situation.  Then again, sometimes picking up a battle axe and smacking the snot 
out of everything around you is the best approach. 

• Editor: Deliverance From The Dark will ship with the tools used to make the 
game itself.  These editors will allow users to create new maps, items, stories, 
dialogs, characters, and scripts.  The editors will also allow new graphics and 
sounds to be added to the game, though creation of the graphics for importing 
may not be for the feint of heart.  These user designed scenarios can be 
distributed in much the same way that user designed levels are shared among 
players of first person shooters.  The goal is to create a game system that will 
continue to grow and expand even after release. 

• Random Scenario Generator: And last but not least is the Random Scenario 
Generator, the cornerstone of replayability. Random dungeon generators were 
made popular in games like Rogue and Angband, and expanded upon in games 
like Diablo.  We hope to take this technique one step further.  Rather than just 
creating new layouts to levels in a known dungeon, the Random Scenario 
Generator will create an entire area for the characters to adventure in.  This 
includes the overland map as well as all the towns, dungeons, ruins, castles, 
guilds, farms, camps, and caves that dot the world.  Quests will be randomly 
chosen and woven into the world.  Some quests will be central to the main 
storyline while others are optional and add to the atmosphere of the world.  The 
Random Scenario Generator will be able to utilize both user created quests as 
well as the quests that ship with the game in order to build the world, so the user 
community can expand the world they explore and adventure in.  This will also 
allow possible expansion packs to integrate seamlessly into the game and 
expand upon it.  When creating a new scenario the user will be able to specify 
how large a world to create, so the player can create an adventure that can be 
completed in a night's worth of gaming or one that will take several days worth of 
play to complete.  

 
With Deliverance From The Dark we aim to deliver not just a fun game, but an 
expandable RPG system that will be able to provide entertainment for a long time to 
come. 
  

NEWS FROM WEBSITE: 

October 29th, 1999 



Well, I had every intention of updating the web site at the first of this month.  Really!  I 
was holding it off until I could do a more complete site update, but once again 
programming is taking precedence over web site updating and I never got a chance to 
put together the site-wide update I was planning.  Too much to do, too few hands..... 

So I'm going to try to do more frequent but smaller scale updates, such as 
tonight's.  This will allow information on our game to begin to trickle out, but a trickle is 
better than the complete lack of new information as has been the case for most of this 
year. 

So let's start this update off with something I've been promising for a long time: new 
screenshots.  The thumbnail images below link to full size versions of the images.  The 
four most significant changes over previous screenshots are that the graphics have 
been scaled down so you can see more of your surroundings on the screen, the 
interface has changed considerably, there are now objects the characters can actually 
interact with, and dynamic lighting is finally in the engine!  WooHoo!  Programming the 
dynamic lighting set out schedule back quite a bit, but in the long run it was worth 
it.  The reprogramming of the graphic engine resulted in more stunning visual effects as 
well as a greatly improved framerate believe it or not.  
  
  

There is still a remnant of the old interface in the bottom right hand corner of a couple of 
the screenshots.  That is the EndTurn control, and we haven't had time to rework it 
yet.  I'll be replacing it as soon as I find time, but it isn't really high on the priority list. 

Since these screenshots were taken (and since the Oct. 4th update below) I've added 
better line of sight determination as well as a "Fog of War" which prevents display of 
everything behind walls.  In the screenshots above you can still see the floor of the next 
room; that's been fixed.  I also fixed up a few other graphic glitches in the 
process.  Characters can also have shadows now, and they no longer run up the side of 
the wall at an odd angle.  

And just so you don't think I spend all my time on graphics programming, the past week 
and a half has been spent working on hideously tedious restructuring of the combat and 
scripting code.  I've been trying to simplify the way things work internally so that it will be 
easier to write scripts that control the AI and the objects.  As I gain experience with the 
script system I learn new ways to improve it as well as learning exactly what the scripts 
will be controlling.  It will be interesting once we release a beta to scenario developers 
because then I will be able to get good feedback on whether this scripting system is 
actually useable by someone other than myself.  For the scripting system, I've opted to 
go with power over ease-of-use.  Sure I'm trying to make scripting as easy as possible, 
but not at the cost of functionality.  C language programmers should feel right at home, 



but non programmers.... well.... they may just need to pick up a Learning C book before 
trying to write a script from scratch. 

That isn't to say that only programmers will be able to develop scenarios for Deliverance 
From The Dark.  The map and object editors are point, click, and drag affairs.  It will be 
easy to use existing scripts in new scenarios.  But those that want to really get their 
hands dirty and change functionality at a deeper level will have to get their hands dirty in 
a little C.  

Anyways, right now I'm just ironing out the bugs and glitches that were introduced by the 
above mentioned restructuring.  I figure I should fix little things like... oh I don't know... 
the fact that when you cast a Healing spell it deletes all the items in your 
inventory!  How in the world did that glitch get in there?  (^_^)  I'm also finishing up 
projectiles that can hit multiple targets, so finally we will be able to put together some 
spells that hit multiple opponents at once.  

This weekend I'm beginning work on the Skill Groups.  Skill Groups are the basis of the 
skill system by which you advance your character.  I'll be implementing the interface 
and infrastructure by which new skills are selected and learned as you gain 
experience.  Spells are already implemented, so I just need to add the code that 
requires you to invest experience points before certain spells or abilities become 
available.  Next week I'll be doing a lot of interface work.  Some of this work will show up 
in the opening screens and some will show up in the Map and Object Editors.  I'm going 
to be making it easier to update objects on a global scale, so that if you decide all 
Monsters Under The Bed need to hit harder you can update them all at once.  When we 
put together the sample level for the demo, we learned a lot about what changes we 
needed to make to make scenario and map creation easier. 

The week after next I hope to implement the Component Inventory System so that the 
items you wear and weapons you wield will be shown on your in-game 
character.  Coding this will be a little icky, and creating all the graphics to support it will 
be a lot icky.  Once we get it into the engine though it should be really cool. (^_^)  The 
week after that we will be working on lots of little changes, and once they are in we can 
turn our concentration more towards play balancing and data generation in order to 
make the game really fun.  

The good news is that I can actually see the light at the end of the tunnel!  Well, I can see 
it at the end of the programming tunnel.  I figure it will take me about 4-5 more months 
at the end of which about 95% of the programming work will be complete.  After that we 
just have tons of graphics, data, maps, sounds, and other content to create! (^_^)  Of 
course while I'm plinking away at the code in here, Steve is pulling long hours working on 
the art and creating monsters, objects, and spell effects that will populate the world.  



I've also been spending WAY too much time playing Age of Empires 2 these past couple 
weeks.  Ack!  

I need to get back to coding now.  There are a few more glitches to smooth over before I 
can start on the skill system... 

Later, 
Michael Duffy 
  
  
  

October 4th, 1999 

Where do I even begin?  It has been around 8 months since our last web page 
update.  EIGHT MONTHS?!?!?!?!?!!  Where in blazes did all that time go?  Darned if I 
know.  

First of all let me assure everyone that we are still alive.  I don't know yet if the project 
will kill all of us in the end though.  It is too early to tell.  We've been cranking on the 
game every day and we've made some definite progress. 

The biggest news recently is that we're shipping off a demo of our game to 
publishers!  WooHoo!  Several copies went out this weekend, and I'm in the process of 
contacting a few other publishers regarding their submission policies.  I just hope and 
pray that one of them thinks the game has promise and decides they want to publish 
us.  Well, I really hope they ALL love the game and get into a huge bidding war over 
wanting to work with us so that we get a really nice contract.  I can dream, can't I? 

So what progress have we made over the past eight months?  Dang, that's a tough 
question.  The most visually impressive changes to the engine are the additions of 
shadows, anti-aliased sprites, and dynamic lights.  After seeing Diablo II at E3 I knew we 
had to have dynamic lighting in order to compete.  We won't have colored lights or 3D 
card support for our lighting, but overall we will be a lot closer to Diablo II's lighting level 
than I originally thought.  Adding in that lighting adds soooooooo much to the 
atmosphere of the game.  

We've also implemented most of the interface screens and streamlined the overall 
interface a bit.  It was really cool once we got the inventory screen working and could 
graphically equip and use items.  We also implemented a new Character Statistics 
window, as well as adding the Lore and Skills windows.  The Lore window will give you 
information on inventory items, creatures you encounter, etc.  The Skills window will 
display the skill tree where you determine what skills your character has and where to 
invest skill points earned through experience.  The skill system is partially implemented, 



but still requires a lot of work.  Later this month we will be finalizing its design and 
finishing it's implementation. 

We also added containers and breakable objects a few months back.  Although it 
seems like a little thing, it is amazing when you finally get objects into the game that you 
can interact with.  So we have barrels that break, vases that shatter, and chests that 
open and close.  Stock them full of swords, gold, and magic items, and you have 
everything you need for an afternoon of plundering the dungeon!  This of course is just 
the tip of the iceberg for the type of object interaction that will be in the final game, but 
we were still psyched when we finally got this into the engine. 

When we added dynamic lighting we had to rewrite a good portion of the display engine 
and completely change how our maps were stored.  This set us back a while both in 
coding and in art (previous background art had to be trashed) but the result was an 
engine with more features, simplified design, and a much faster framerate.  This change 
finalized our map format so we won't have to throw out background graphics again.  

The other changes we've made over the past eight months are just too numerous to 
mention.  We've made major progress on the game editors, interface, combat, visuals, 
scripting, etc.  A couple of months ago I looked at the list of "things to do" and for the 
first time since we started I could actually see a light at the end of the tunnel.  It's still 
reaaaaaaaaaaly far away, but it is there.  (^_^) 

This month we will be concentrating on graphics for the most part.  We will be adding a 
few new monsters to the game to replace the ones that are already in there.  The 
animation and appearance of these new graphics will be much better than what is in the 
game now.  We will also begin modeling on the new characters for the game, and we will 
be adding new terrain graphics.  We are really tired of our current wall graphics, and look 
forward to adding a more graphically rich one to the engine. 

On a programming front, this month we will be improving the lighting algorithm some, 
improving shadows, making the graphic encoder easier and faster to use, greatly 
enhancing the line of site algorithm, enhancing spells so they can hit multiple targets 
(area of effect spells... yea!), and implementing the Skill system.  In November we will 
be adding the component inventory manager (your armor and weapons will appear on 
your in-game character), improving the game editors, fixing display bugs, and improving 
the AI code so that creatures will be able to wander around on their own.  

Once we sign with a publisher and get better funding we will be able to hire on more 
staff and our progress should speed up significantly.  Maybe then I can update the web 
page as often as once every SIX months! (^_^)  We are still at least a year away from 
release though, for those of you who are wondering.  Still, for the first time since we 
began the project is actually feeling like a _game_ instead of just an engine 
demo.  Coolness!!!!!!!!!!!! (^o^) 



The Projects page has been updated with more recent info about just what kind of game 
we are working on.  The Gallery page has several more screenshots that were taken this 
past week.  As always, we appreciate any feedback on what we are doing.  

Take Care, 
Mike Duffy 
Studio Blue 

 


