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Items are categorized by their rarity and type. They will procedurally generate whenever they spawn into the world. The procedural elements will determine the Name, Type, Rarity, Stat bonus, Textures, Colours and Cost to buy from in game vendors.
The rarities of each item are Uncommon, Common, Rare, Legendary. Each tier of these will upgrade stats and appearance of the item. Uncommon being the weakest and legendary being the strongest flashiest of the items.
The statistics of these items can change Damage and Health of the character you are playing for this game. 
The player can acquire these items through Vendors, Quests, killing enemies or looting chests found in the level. None of these will change the characters appearance in anyway. 
If the item is on the floor, the name will display over the item along with a glowing colour linked with the rarity of the item. So that the player can see from the get 
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