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1.00 - Introduction

This is a major quest in chapter 1 of A Line in The Sand. This document will describe the quest mechanics as well as characters, objects, and other special items required.

2.00 - Background

Having been caught by the resistance fighters of Anyndur, the player finds himself in a rather peculiar predicament. Wishing to thwart Boronia’s plans just as much as the resistance, the player agrees to a test of his loyalty as proposed by resistance leader Duval Kehns. 

3.00 - Quest Mechanics

This is the step by step of how the quest is meant to work.

· The player is told by Duval that there are several resistance members being held in the Anyndur prison, now occupied by Boronia. If the player can free these people than he will be free to join along with the Feldan militia and help drive Boronia out of the city.

· Using the dangerous Anyndur catacombs as an underground railroad the player must break into the prison and free the prisoners.

· Once freed the fun isn’t over yet. Marshal Vicks appears with several Feldan militiamen including Daen Forlan and threatens to kill them on the spot if the player persists in freeing the prisoners. Before a decision can be made Daen breaks free of his bonds and distracts the Marshal’s guards while the other militia men flee into the catacombs with the prisoners. This unfortunate move costs him his life however as Vicks cuts him down where he stands. Leaving the player to run retreat without the brave warrior.

· The player returns to Duval and is allowed to become part of the resistance as are the other Feldan militia. Duval begins to speak of Boronia’s real plans which have been kept secret until now and that involve the excavation of a Rift Weapon recently discovered beneath Anyndur. Duval tells the player he has another dangerous mission for him and to come back and talk to him when ready.

· The player has the full run of the resistance hideout but nothing else. 

4.00 - Journal

The following are the journal entries for this quest and their triggers.

Category: 

Tag: 

Priority: 

XP: 

[0001] -  

5.00 - Areas

This section will list and describe the specific areas in use during this quest.

Name:

Tag: 

Tileset: 

Size: 

Comments: 

Special: 

6.00 - NPC’s

The following are the NPCs who give specific instructions or otherwise serve a purpose specific to this quest:

Name: 

Class/Level: 

Tag: 

Race/Gender: 

Alignment/Faction: 

Location: 

Special Scripts: 

Special Equipment: 

Special Stats/Skills/etc.: 

Description: 

Conversation: 

7.00 - Monsters

The following are monsters created specifically for this quest.

Name: 

Class/Level: 

Tag: 

Race/Gender: 

Alignment/Faction: 

Location: 

Special Scripts: 

Special Equipment: 

Special Stats/Skills/etc.: 

Description: 

Conversation:

8.00 - Items

These are items specifically designed for and found/given during this quest.

Name: 

Base Type: 

ResRef: 

Properties: 

Description: 

Special: 
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