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1.00 - Introduction

This document will describe the quest mechanics as well as characters, objects, and other special items required.

2.00 - Background

Rain pounds the roofs of the city of Rhyvian while beneath them a murder has taken place. In the government district an Upper House aid has been found dead in his bed. While the authorities have ruled out suicide, the crime scene is clean leaving the cause of death an unanswered question. Your contact in the Lower House has requested that you look into this matter. It may be nothing but with everything else that’s been going on it may also be a vital piece of the puzzle.

3.00 - Quest Mechanics

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

· The player may receive this quest from a variety of sources depending on his position in the game. The means by which the player may initiate the quest are as follows:

· If the player has completed any other of the main quests then Joran, the Lower House contact will list the dead aid as a possible lead in discovering the cause of the city’s recent disturbances.

· If the player has completed any other of the main quests he may read about the murder and the stalled investigation in the papers.

· If the player enters the Government District he may come into contact with someone possessing information about the murder and initiate the quest in that way.

· The player will go to the house in order to search the crime scene but the city guard has already been through the place with a fine toothed comb. A servant alerts the player to the fact that any evidence they found is now locked up at the central barracks, the body will have been taken to the morgue.

· The player can go to morgue and examine the body, the higher their lore the more likely they are to stumble onto a useable clue. There are 2 levels of clue:

· The lowest level of clue is some flakes of rust under the fingernails of the body

· The highest level of clue is being able to identify that a wound on the body comes from an exotic weapon and there is only one exotic weapons store in Rhyvian. This highest level should not be able to be discerned by normal characters using a Lore potion. 

· The rust isn’t going to do much except let the player know that the aid was somewhere rusty like a sewer or industrial center. By tracking down the correct weapons dealer the player may be able to find out who the weapons were sold to recently…the only buyer being a local assassin by the name of Senric.

· Tracking down Senric isn’t easy and will require visiting seedy taverns, former employers, and other assassins, but after visiting enough of his haunts and greasing enough palms the player will locate Senric at a safe house outside of the city.

· Senric’s safe house isn’t as safe for the player as it is for him. After getting past his defenses the only way the player can “convince” Senric to reveal the location of his employer for the contract on the aid is by defeating him in battle. The player will be led to a warehouse in East Rhyvian…

· If the player goes to the central barracks he can either persuade his way to the evidence or else he will have to prove himself to the Captain of the Guard by shutting down a local, illegal casino. After returning from the casino the player will be allowed to view the evidence gathered from the crime scene.

· Among the evidence the player will find a notebook containing the aid’s schedule over the past week and from that schedule will glean a list of names and addresses. 

· By speaking with the people on the list the player will gain the information he needs to track down the aid’s killer. The contacts are as follows:

· A cargo hauler who was paid to deliver undisclosed items to a warehouse in East Rhyvian by cover of darkness.

· A locksmith hired to change the locks at the East Rhyvian warehouse on a weekly basis.

· A Barmaid who had been in contact with a mysterious man who often spoke of hauling cargo and a “blasted” locksmith.

· With the necessary information in hand the player may proceed to the East Rhyvian warehouse…

· Once the player accesses the warehouse he must navigate its halls to find the secret entrance to the hidden underground. If the player hasn’t fought Senric yet he will do so here. 

· After finding the hidden underground the player will come to an abandoned lab where they must fight off golems to retrieve documents dealing with the purpose of the lab and which will be of use to your Lower House contact. 

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: Rhyvian – Government District

Tag: RhyvianGov

Tileset: City Exterior

Size: 16x16

Comments: 

Special:

Name: Rhyvian – Adir’s House

Tag: RhyvianAdir

Tileset: City Interior

Size: 

Comments: This is the home of the Upper House aide. 

Special:

Name: Rhyvian – The Greedy Goblin Tavern

Tag: RhyvianGobTavern

Tileset: City Interior

Size: 

Comments: This is the tavern where Leeta the barmaid can be found. 

Special:

Name: Rhyvian – Sun Crest Cargo Company

Tag: RhyvianSunCrest

Tileset: City Interior

Size: 

Comments: Dustin the cargo hauler can be found here. 

Special: 

Name: Rhyvian – The Gilded Lock

Tag: RhyvianLock

Tileset: City Interior

Size: 

Comments: The locksmith can be found here. 

Special:

Name: Rhyvian – Abandoned Warehouse

Tag: RhyvianWare

Tileset: Castle Interior

Size: 

Comments: This is the warehouse which leads to the abandoned underground lab. 

Special: There should be a trigger at the entrance which will run a script to determine if the player has faced the assassin Senric yet. If the player has not faced Senric then Senric will be generated in front of the entrance to the secret lab.

Name: Underground Passage

Tag: UnderPass

Tileset: Caves and Mines

Size: 

Comments: This is a series of caves leading to the abandoned lab. 

Special:      

Name: Abandoned Lab

Tag: AbandonedLab

Tileset: Sewer or Crypt

Size: 

Comments: Something went wrong at this backup facility a while back and it was abandoned. Inside the player will find evidence linking the Archmage to this facility.

Special: 

Name: Rhyvian – City Morgue

Tag: RhyvianMorgue

Tileset: Castle Interior

Size: 

Comments: The player can examine the body of Adir here.

Special:  

Name: Rhyvian – The Salty Dog Tavern

Tag: RhyvianDogTavern

Tileset: City Interior

Size: 

Comments: One of Senric’s haunts, a very seedy bar. Also home of an illegal casino.

Special:

Name: Rhyvian – Thief’s Den

Tag: RhyvianThief

Tileset: City Interior

Size: 

Comments: One of Senric’s haunts.

Special:

Name: Rhyvian – Lord Constantine’s Manor

Tag: RhyvianConstant

Tileset: Castle Interior

Size: 

Comments: Home of a wealthy and eccentric former employer of Senric.

Special:

Name: Rhyvian - Wayland’s Unusual Arms

Tag: RhyvianWayland

Tileset: City Interior

Size: 

Comments: Sells exotic weapons like the one used to kill Adir.

Special:

Name: Senric’s House

Tag: SenricHouse

Tileset: City Interior

Size: 

Comments: Senric’s house seems normal enough but he’s rigged his basement with loads of traps and defenses.

Special:

6.00 - NPC’s

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

Name: Adir Tain

Class/Level: Bard/5

Tag: ct_AdirJafan

Race/Gender: Telain/Male

Alignment/Faction: NA

Location: Rhyvian – City Morgue

Journal: 2

Description: Once the aide to a member of the Upper House of Rhyvian, Adir Tain now lies dead in the city morgue.

Name: Servant

Class/Level: Commoner/1

Tag: ct_AdirServant

Race/Gender: Human/Female

Alignment/Faction: Lawful Neutral

Location: Rhyvian – Adir’s House

Journal: Entry 1

Description: A servant of Adir Jafan, provided to him by the Upper House member he serves.

Name: Leeta Dumon

Class/Level: Commoner/1

Tag: ct_Leeta

Race/Gender: Human/Female

Alignment/Faction: NA

Location: Rhyvian – The Greedy Goblin Tavern

Journal: entry 11

Description: She looks overworked and underpaid, and though she’d be better off ignoring your presence she manages to crack a smile as she passes you by.

Name: Dustin Teele

Class/Level: Commoner/1

Tag: ct_Dustin

Race/Gender: Keth/Male

Alignment/Faction: NA

Location: Rhyvian – Sun Crest Cargo Company

Journal: entry 12

Description: Like all Keth Dustin’s presence commands respect. He is a man who works hard doing hard work and never complains.

Name: Gideon Gaines

Class/Level: Commoner/1

Tag: ct_Gaines

Race/Gender: Khendi/Male

Alignment/Faction: NA

Location: Rhyvian – Locksmith

Journal: entry 14

Description: This Khendi has used his knack for figuring out locking mechanisms to his benefit as Rhyvian’s only sanctioned locksmith.

Name: Chief Medical Examiner

Class/Level: Commoner/1

Tag: ct_MedExam

Race/Gender: Human/Female

Alignment/Faction: NA

Location: Rhyvian – City Morgue

Name: Lord Constantine

Class/Level: Commoner/1

Tag: ct_Constantine

Race/Gender: Human/Male

Alignment/Faction: NA

Location: Rhyvian – Lord Constantine’s Manor

Journal: 6

Name: Wayland Byrne

Class/Level: Commoner/1

Tag: ct_Wayland

Race/Gender: Human/Male

Alignment/Faction: NA

Location: Rhyvian – Wayland’s Unusual Arms

Journal: 3

Name: Captain of The Guard

Class/Level: Commoner/1

Tag: ct_Captain

Race/Gender: Human/Male

Alignment/Faction: NA

Location: Rhyvian – City Guard HQ

Journal: 8, 13, 17

Name: Lead Thief

Class/Level: Commoner/1

Tag: ct_MainThief

Race/Gender: Human/Male

Alignment/Faction: NA

Location: Rhyvian – Thief’s Den

Journal: 5

Name: Damon Vale

Class/Level: Commoner/1

Tag: ct_Damon

Race/Gender: Human/Male

Alignment/Faction: NA

Location: Rhyvian – The Greedy Goblin Tavern

Journal: 4

7.00 - Monsters

The following are monsters created specifically for this quest.

Name: Senric Urundil

Class/Level: Rogue/4

Tag: ct_Senric

Race/Gender: Human/Male

Alignment/Faction: Neutral Evil

Location: Warehouse or Senric’s House

Journal: 7

Special Scripts: tbd

Special Stats/Skills/etc.: Invisibility (need to test to see how often if at all a rogue uses stealth in battle.

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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