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1.00 - Introduction

This is a minor 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

The player is aboard the Boronian airship on route to Anyndur. A saboteur on board has caused mechanical problems with the craft by reprogramming the engine room golems. The player must go into the bowels of the ship to fix the damage and reprogram the golems.

3.00 - Quest Mechanics

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

· During the player’s time aboard the Boronian airship the craft will begin to experience difficulties. A saboteur is discovered and his plot revealed. Not wanting to send his own troops into the dangerous areas of the ship the Field Marshal volunteers the player.

· The player must go through the engineering areas of the ship, disable the rogue golems and reprogram the lot of them once reaching the control station.

· Once the task is complete the player has earned a good nights sleep and must retire to their quarters on the airship in order to awaken in Anyndur the next day.

4.00 - Journal

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

Category: Terror in The Sky

Tag: jt_SkyTerror

Priority: High

XP: tbd

[0001] – A Saboteur aboard the Boronian airship has reprogrammed the golems in the ship’s engineering section. 

Marshal Vicks has volunteered you to fix the problem by resetting the golems via the control room in the engineering section.

[0002] - A Saboteur aboard the Boronian airship has reprogrammed the golems in the ship’s engineering section.

You have reset the golems and averted a crisis. There is still quite a while before you land in Anyndur. Head to your quarters and take a rest. 

5.00 - Areas

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

Name: Boronian Airship – Main Decks (see: Towns – Chapter1.doc)

Name: Boronian Airship – Engineering Section

Tag: at_AirshipEng

Tileset: tbd

Size: medium

Comments: An average dungeon-style area. Control room area has a switch that reactivates the deactivated golems and changes their faction .

Special: N/A

6.00 - NPC’s

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

Name: Marshal Vicks
7.00 - Monsters

The following are monsters created specifically for this quest.

Name: Engineering Golem

Class/Level: Construct/6

Tag: mt_EngGolem

Race/Gender: Construct/none

Alignment/Faction: True Neutral/Variable

Location: Boronian Airship – Engineering Section

Special Scripts: Golems deactivate at 10% HP. Reactivate and change faction after player completes quest.

Special Equipment: N/A

Special Stats/Skills/etc.: N/A

Description: These golems are specifically designed to perform engineering tasks in hazardous areas.

Conversation: N/A 
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