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Intro
RPG-Style Game?
Firstly, I’m not totally set even on doing an RPG game.  But I really do prefer to do something that at least has some depth - most action games do not.  (Probably including a system of mathematical balance as seen in any good RTS or RPG)
Diablo-style Action RPG?
We have one quarter to do this project.  A lot of the time is going to have to be spent on things like getting DirectX to work and finding/making graphics.  A simple “hack and slash” action game like Diablo with no RPG elements at all would probably be sufficient.
Adding RPG to such a game adds complexity to our project.  Making the game consist of multiple characters (such as “Forgotten Realms” “Baldur’s Gate” style games) would also complicate things.
I suggest the compromise of making something similar to “Diablo” (a one character RPG action game).  Of course, if you guys are really “hardcore”, we could probably make something more like “Icewind Dale 2”.
Programming Monsters to Fight Real-time = Difficult?
So uh hopefully that’s not really as difficult as it sounds to me?

Time-based 
And what about doing time-based things?  For example, a specific character with a specific weapon is allowed to attack every so many seconds.  Or: a damage over time spell must do a certain amount of damage each “tick”, not stack with certain other damage over time spells, and eventually run out.  Or: the hero heals so many HP and MP every so often.
All sorts of complicated time-based things arise in a real-time RPG.  To how much of it should we commit?
Yea that all isn’t so bad :-)

Spells
Firstly, these ideas are based on a single-character system.  Thus, they all either positively affect the character or negatively affect a monster.
Variations of all spells of course include cost (generally HP or MP) and benefit (such as amount of HP damaged or of HP healedl).  Another import variation will be those related to time, such as casting delays (here I’m assuming this game will be played real-time).
Also, I think making an actual list of spells (instead of letting the player make spells out of attributes as in “Morrowind” or “Asheron’s Call) would be easier to balance.  Such a system can be nicely organized in 
I suggest the following 5 preliminary spell categories (may be renamed or altered):
Life, Buff, Evocation, Debuff, Enchant
These are only preliminary ideas; I don’t want to start getting too specific on such things until we agree on general things.
Life: These spells deal directly with the sustaining of one’s life - the healing of one’s HP.
Self-Heal: 
-Heals HP

Vampire Weapon:
-Adds a lifesteal to one’s weapon

-Could 
HP Drain:
-Drains HP from a monster

Heal Save:
-Chance to cast after one is dead, when one is hit, or when one has certain % HP
-Most likely higher level spells

-variations on success rate and when the chance is given
Buff: These spells buff the character’s stats directly
Stat Buffs:
-Bonuses to stats that last for periods of time

Debuff: These spells debuff monsters

Stat DDs:
-Direct reduction of a stat (over a period of time).

Stat Drains:
-Direct reduction of stat and buff to self
Evocation: These spells use the elements to damage opponents in various ways.  Evocation spells come in the forms of the 4 elements: Water, Air, Fire, Earth.
 Direct Damage:
-Directly damages HP.
Weapon Proc:
-Damage bonus added to weapon

Damaging Shield:
-Damage taken by monster when attacking user.

-May include melee, range, and spell
Enchant: These spells temporarily affect equipment.  When an equipped item is under the effect of a bad enchantment (or a curse), it can not be removed until the enchantment wears out.
Enchant:
-Enchants a particular piece of equipment in a particular way for a period of time

Curse:
-Curses opponent’s equipment (similar to stat debuffs)

Drain:
-Temporarily drains power from a piece of equipment of one’s opponent to one’s own equipment

Morph: Turn into an animal.  Such spells radically change base stats in ways that fully stack with other buff effects.

Equipment
Most likely equipment consists of various pieces of armor/jewelry and a weapon or two.
Slots:
Armor/Jewelry:
-Torso
-Helmet

-Belt

-Pants/Greaves

-Boots/Shoes

-Gloves

-Wrists
-Necklace

-Fingers

Weapons:
-Shield & 1 melee weapon, 2-handed weapon, or Bare Hands

Character Attributes
Possible list of stats:
HP

MP

AC

Dex - affects melee hit rate
Agi - affects dodge rate

Str - affects damage

??? - stats that affect magic and levels/etc in specific spell areas
Also, characters have spells and equipment.  (ie - part of the state of a Character object).
Classes?
How does a character advance?  Is he/she one class?  Does he/she not have a D&D-style class at all, but instead advance through a system of skills?
What I think would be cool to do is focus the game on gaining skills through classes (Through a multi-classing system). This would probably include something vaguely like the following classes:
See Classes.doc
