Gathering Your Party with Project Eternity
Josh Sawyer, Project Director, Obsi Entertainment
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Transmitting a
thank you to 1
backers now...

The zany chaﬂgngl es of making a Kickstarter-
funded late 903 -Style fantasy PC CRPG in 2013.



Y ¢ ,;.' , ‘. 4 \
An Isometrlc 2D+3D party basx(ifahtasy RPG
for Wlndows OS X, and Linux...

R




- [pntopeny |
Ralour's

(-ate

T ales

of tho
Sworo (Coast

/

1ORITENTZS

=5

-l
b
Y

I

Ralours
. Gacte]]

’ "'._'; by 7 1

!
1!

Bl | CEWIN)

RN /
N -V
b - ’ ¢

h .
-

Teamoe

SR
I TER.

i







73,986

backers

$3,986,929

pledged of $1,100,000 goal

1 0

seconds to go




Who am 1?

 Josh Sawyer, Project Director and Lead Designer at
Obsidian Entertainment.

 Started at Black Isle Studios in 1999.

» Obsidian Entertainment since 2005.

* V\Vorked on several bungeons & Dragons titles:
— ICewIna Dale, Heart ot VVinter, Irials of the Luremaster
— Icewind Daie 11
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Project Eternity’s Three Things

Beautiful environments to explore (a lot of them).

— traditional

* Reactive story with great characters and mature themes.
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HD Solutions

» Half-res diffuse, spec, and normal

e DXT compression







So we need a Iot of areas...







Solutions for Scope

A lot of planning — Standardized 3D blockouts
before 2D.

Careful about “truly” unique assets.
Wilderness areas: the greatest.
Outsourcing asset creation for levels.
Smart material and rendering guidelines.






Praising AD&D while moving past it.

Friends, Romans,
countrymen, lend
me your d20s...

Classic RPG system feel witn variable, Tun aitriculty??
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Difficulty: More than just numbers
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Difficulty: Also more than just combat

Combat Options: Non-Combat Options:
Tactical difficulty (types of enemies)  Displaying unqualified conversation
Game modes (Trial of Iron, Path of Interactions
the Damned, Expert) Showing skill check thresholds
Death vs. Maiming Displaying earned reputation
Area of Effect Highlighting modifiers
* Brief vs. Verbose system feedback * Quest objectives: explicit or implicit
* Derense ana Accuracy tooltips goals
* AUTO-Fause criteria * and more..
* ana more.



feel... of classic AD&D CRPGs.

The touch, the




Questy

QUEST
Ulterior Motives G’»’ A Fa[c WTﬁi[rtgcnk in BIOOd ‘J?

“: ™ A Fate Written in Blood

The psolated town of Dyrford hides 3 dark mystery, as Lady Aelys Harond, the daughter of an
influential noble bloodline, ts about to realize
TASKS

- Find Information about Aclys' Disappearance Day 1, Hour 8 (18 Mid Spring [Majprimal, 2823 Al)
An Alchemist's Dream

A Farmer's Plight It appears that a youny lady, Aslys, has gone missing undeér strange circumstances. ['ve decided 10

find out mare about thi situation, Lord Harond, father of Aclys, haxn't been able to get much
information our of Dyrford's locals - | should check with them myself



Traditional Storytelling, Updated

Okay, enough already.
You get +2 on your next
Perform check.
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Eternity iIs written for readers.




Interaction
with,
EXPression
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Scripted interactions: illustrations + text + your imagination
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ol el he calm pool here is fed by rivulets ')
g&% from a waterfall that §teadily flows
es)

down the cliff face. Though shallow,

the water appears to be deep enough to conceal
bottom-feeding fish thar occasionally dart out ZZ

for morsels of food. Behind the waterfall, a 2
flooded tunnel flows off into the darkness...

1. Dive in and confidently swim down the
tunnel. [Athletics|

. Use your natural endurance to pull yourself
along the entire length of the tunnel wall.
|Conétitution)

3. Poke around the pool with a §tick.

4. Wait for a few hours to see what happens.

5. Leaye.
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Our choices are your choices... so who benefits?
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A Challenge Yet To Solve:

CPart 11:

Dynamism is Tricky

Return of the Curse of Scooby-Doo



Potential 2D/3D Rendering Solutions

L_evel-specific environment maps.

Little to no reliance on ambient lighting for
objects.

Use of light probes to simulate lighting.
Shadow map sampling.
Point light-generated dynamic shadow solution.



Conclusion

* Project Eternity is only possible because of
our backers.

» \VVve owe them an EXPErience Nat ‘eCaptures

[N€ ZeItgelst or 1ate YUS DaeD-Style FREFGS



Thanks

Our backers!

Dimitri Berman

Hector Espinoza and the Environment
Krewe

Brandon Adler and Adam Brennecke
—Veryone on tne Froject £ternity team
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—-mail:



http://eternity.obsidian.net/
mailto:jsawyer@obsidian.net

