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1.00 - Introduction

This document will detail the main plot of A Line in The Sand and also describe important characters, places, political groups, etc that are important to that plot.

2.00 - Chapter 1

Nestled in a valley on the southern end of the Doriel continent lies Feld, the City of Mists. For nearly 300 years since the first settlements appeared on Doriel the farmers of Feld have provided a variety of agricultural needs, which cannot be grown elsewhere on the continent, to the other inhabitants of the land. In recent years Feld has also been host to Rift Energy collectors, massive machines which harness the residual Rift Energy in the Feldan mists. Due to its supplying of both food and energy Feld has always been a neutral player in the escalating war between the Kingdom of Boronia and the Nation of Anyndur. An ages old treaty discovered in Boronia’s vast archives is about to change all of this.

The Chief of Feld grows old and has contracted Rift Sickness due to overexposure to the Feldan mists in his youth whilst building the energy collectors. You are his only heir and will someday lead the people of Feld but for now you serve as the captain of the Feldan Militia. While the city of Feld is neutral it is not without its problems. The Feldan Militia are trouble shooters who deal all manner of problems in the valley ranging from simple police work to performing emergency services in the event of a disaster. The Militia’s main function however is as keeper of the valley’s border. While there hasn’t been a major disturbance beyond the usual desert creatures and nomads for over 100 years this is still seen as job of great importance to those who perform it. On this day you will get a chance to prove just how right this notion is as a task force from Boronia lands in the fields just north of the city.

You are returning from a minor emergency at one of the energy collectors when you see smoke coming from the north fields. You rush to see what is happening and find the Militia attempting to beat back Boronian soldiers. You hurry to their aid and after fending off several parties of attackers you come face to face with the Boronian Field Marshal, Vicks. After a brief struggle hostilities are halted and you take Marshal Vicks to see Sage Tuvarre in order to verify his supposed treaty.

On close inspection of the document there appears to be no way out of the agreement. Boronia thereby requests the Feldan Militia to aid in a military action against Anyndur. The circumstances are odd due to the fact that the need for Feldan aid is not exactly clear. Marshal Vicks is not about to answer any questions however and the Feldan militia reluctantly prepares to leave for Anyndur, capitol of the Nation of Anyndur located in the middle of the desert to the north. While it wouldn’t seem wise to send the only heir of the Chief on what could be a very dangerous mission, your father urges you to go along. He suspects Boronia is up to no good and as the future leader of Feld it is time you gained a first-hand familiarity with the forces encroaching upon your people’s freedom.

The journey to Anyndur would be treacherous by foot so you, along with Feldan militia are loaded onto Boronia’s airship and make the long journey across the sands by air. Upon arriving at Anyndur you are surprised to see that Boronia has just completed a successful siege of the city. Apparently about 2 months earlier Anyndur archaeologists made a startling discovery when they uncovered a large Rift Weapon which appeared to still be intact. Knowing that the weapon could turn the tide in the long-standing Boronia-Anyndur war all of Anyndur’s available resources were diverted to excavating the ancient weapon. Boronian spies caught wind of this endeavor and returned to their King with the information. With Anyndur’s forces concentrating on the Rift Weapon they would not be expecting a sneak attack and that’s exactly what Boronia had planned. Leading the assault with its new fleet of gun ships Boronia was quickly able to maneuver its forces for a siege of the capitol of Anyndur itself. What remained of Anyndur’s forces rallied in Tairun to the east and began preparing for an assault to retake the city. Boronia needed to strengthen its new eastern front while still dealing with the threat of revolt within the city of Anyndur itself. It was decided to call upon the Feldans as reserve troops to aid in occupying the city until the Rift Weapon was excavated and could be used against Anyndur. While this is a satisfying explanation you suspect that something else may be up. Until you can gather evidence to support this however all you can do is follow orders.
Marshal Vicks is quick to put you and the Feldan militia to work acting as district guards and troubleshooters dealing with the various hot spots of activity in the city. Vicks is somewhat taken by your abilities and singles you out for a special task: uncovering the resistance in Anyndur. Playing the role of the investigator you work with the occupying forces and bargain with the locals for information regarding the resistance and finally coming across their hideout. While exploring the resistance compound to gain more information about their inner workings you are surprised and captured by a group of rebels. Having no love for Boronia as such, especially seeing how they treat the people of Anyndur and your own comrades you are able to convince the rebels to let you help them. Apparently a group of rebels was recently captured by Boronian patrols and are scheduled to be executed soon. To prove your loyalty you sneak into the Boronia occupied prison and spring the rebels. Vicks has been on your trail all along however and appears with several Feldan militiamen in tow. He boasts that whether you had helped him or not Boronia would eventually crush Feld and that your “minor” act of insurrection changes nothing. Before you can react Daen a fellow Feldan Militia captain makes a move to distract Vicks and his men. You move the rebels and militiamen to safety but not before Vicks slays Daen. With a heavy heart you return to the resistance hideout. Your dislike of Boronia has turned to hatred and now that the resistance has accepted you and the other militiamen you will get the chance to strike Vicks where it counts.

Using a stolen Boronian uniform and clearance papers you are to make your way to the excavation site and sabotage the dig. Once you’ve cleared the way the Anyndur resistance comes to claim the weapon for their own. With news of the recently acquired Rift Weapon circulating throughout the sequestered population of Anyndur the resistance’s membership triples and word soon comes that the Nation of Anyndur’s main forces from Tairun have engaged Boronia in the desert beyond the city walls. There is no way that Anyndur’s army can defeat Boronia as long as they have the city under their power however and it becomes clear that the time for full scale rebellion is at hand.

The rebel leader Duval has organized a mass resistance to push Boronia out of Anyndur, allowing the army to enter the city and claim the Rift Weapon for use against their enemies. The key to this entire initiative is taking out Boronia’s leadership in the city of Anyndur, namely Field Marshal Vicks. This sensitive matter is left to you and while the rest of the resistance is taking on the Boronian occupying force you enter Vick’s stronghold and take care of the situation. With Vicks gone Boronia’s lines fail and the army of Anyndur is able to enter the city and claim the Rift Weapon thus allowing them to keep their enemy at bay for the time being. The battle is over but the war has just begun. You pledge Feld’s cooperation against Boronia and stay on with Duval to help rebuild Anyndur before returning home to rebuild the Feldan Militia and prepare for the coming battles.

2.01 - People

Chief Roulan: Ruler of Feld, the City of Mists. While Feld has never seen a war during his reign the Chief is nonetheless revered as a great warrior for his service in the Feldan militia. The Chief is getting old and is suffering from a disease believed to be related to exposure to residual Rift Energy and has less than 5 years to live.

Daen Forlan: Daen has been the Commander of the Feldan Militia since Chief Roulan resigned in order to rule the city 35 years earlier. He is a man of duty and honor who would do anything to protect his people.

Sage Tuvarre: Sage Tuvarre fills the position of Counselor in Feld, this is essentially a role of advisory and assistance to the Chief. When your mother died while you were still young Sage Tuvarre stepping in to help raise you while your father attended to his duties. She is the closest thing to a mother you have left in this world.

Marshal Vicks: Vicks is young and inexperienced but his persistence makes him seem much more competent. While his actions may seem cunning and calculated his tactics are flawed and when the chips are down Vicks is only half as courageous as he acts.

Duval Kehns: When Boronia attacked Anyndur Duval was a Captain in the Anyndur military. After being defeated he fled underground with what remaining troops he could gather and formed the resistance. Duval is a selfless individual possessed of solid military thinking and an indomitable will.

2.02 - Places

Feld: Feld was one of the earlier settlements on the Doriel continent and is located in a valley almost completely surrounded by the largest Rift Field in the area. This fertile place is known as the valley of mists due to a peculiar phenomenon which occurs when energy from the Rift Field comes into contact with waters in the delta which feeds the ocean on the southeast end of the valley. This phenomenon gives off a thick mist which blankets the valley when the wind is facing the correct direction. The mist itself contains residual Rift Energy which in large enough doses can cause a debilitating disease known as Rift Sickness. Most citizens of Feld do not need to worry about this however as long as they steer clear of the delta area. The immediate area around the city of Feld is surrounded by prime farmlands and further out by overgrown rural areas tapering off into desert badlands in the north and steep cliffs to the west and east.

Anyndur: The Desert Rose. It wouldn’t seem to make much sense to place the capital of a nation in the middle of one of the most inhospitable wastelands in the world but that’s exactly what the Nation of Anyndur did. Built on an oasis, Anyndur taps into one of the largest underground reservoirs of fresh water on the planet and uses this water to sustain its massive gardens and agricultural preserves. Anyndur is broken into 5 districts: The Gate, The Mercantile District, The Residential District, The Government District, and The Temple District. While Anyndur is well defended the main force of the Nation’s military does not reside there. Anyndur exist as a cultural center, as a beacon of hope, as a symbol of triumph over nature, and as challenge to the power of Boronia to the West.

2.03 - Groups

Nation of Anyndur: What is now Tairun was once known as Anyndur before the city was officially rededicated in the great desert. This was one of the first stable settlements on the continent of Doriel and in its early years the leaders of the settlement began searching for other such settlements across the continent; this is when they first came into contact with Boronia, a warlike country then led by the king Dorok Boronin. Since that time Anyndur has always strived to create a republic on the continent of Doriel and has fought many battles for the rights of those peoples under its protection.

Kingdom of Boronia: Formed when explorers from eastern Lanoi (before the Empire had taken the entire continent) arrived on Doriel, the Kingdom of Boronia quickly spread across the northeast of the continent. Believing their kings to be of the line which ruled the Doriel Kingdom before the Rift War, Boronia sees itself as the rightful ruler of the Doriel continent and seeks to bring the old ways to her people.

3.00 - Chapter 2

It has been 2 years since the Battle of Anyndur and with your aid has come into its own as a power on the continent of Doriel. Anyndur has relocated its capitol to the city of Tairun in the east and has set up a solid border just to the west of Anyndur itself. In desperation Boronia has been engaging you in battle, knowing that if they can defeat you and take the Rift Collectors they can replenish the power of their own Rift Weapon and stand toe to toe against Anyndur. You engage them in limited skirmishes while solidifying your own resources in the south. At each confrontation Boronia seems to be allocating fewer troops until finally after being defeated one last time they pull back to their original borders.

It would seem that the time to finish Boronia may be at hand but Anyndur spies have discovered the reasoning behind their lackluster battle performance in recent months. It has been known for some time now that Lanoi, the massive and powerful Empire which occupies the entire continent of the same name to the west of Doriel, has been patrolling the northern shores in sea-going vessels. What has not been known until now is that for several weeks Lanoi has been forcing Boronia to fight a war on 2 fronts after landing an invasion force at the city of Sustan. A messenger from Anyndur arrives requesting your presence as the leader of the Feldan Military at Tairun. With the threat of Boronia currently beaten back you leave the army in the hands of your lieutenants and head to Tairun. The Anyndur council of elders (a governing body of representatives from the towns under Anyndur’s protection) has decided that this may be a good time to reach out to Boronia with the olive branch instead of the sword and perhaps form a union against the forces of Lanoi as they will not doubt come after Anyndur and Feld once Boronia falls. This is a dangerous task but given the circumstances some kind of union between the 2 states would make sense and the elders hope that Boronia will see this as well. As one of the land’s most skilled soldiers and the personal friend of Anyndur’s elected leader Duval you have been asked to escort a Telain diplomat to Boronia. You will be flown to Anyndur at which point you will meet up with the diplomat and then make your way to Boronia undercover as part of caravan of nomadic desert peoples. Once within the city walls you will gauge the political climate and (for better or worse) make your presence known in order to gain an audience for your diplomat with Boronia’s king. 

The plan works and to your surprise Boronia seems to take to the idea of a union with Anyndur without hesitation. Desperation makes strange bedfellows, or so it would seem but trusting in the diplomat’s ability and the sincerity of Boronia’s word you board a Boronian transport and head back to Tairun with yours and their diplomat by your side. A tentative treaty is drafted and Boronia reveals a secret which could triple the power and accuracy of both their and Anyndur’s Rift Weapons. There are apparently several artifacts scattered about the continent that Boronian scientists have recently been able to detect but could not retrieve due to the fact that they resided in Anyndur’s territory. Through the art of the Ancient’s technology these artifacts would augment existing Rift Weaponry to achieve the aforementioned effects and possibly turn the tide of the conflict against Lanoi’s encroaching forces. With this new union still in its infancy it is decided that a group of both Boronian and Anyndur specialists be dispatched to find these artifacts together. You volunteer for a position on the team and the elders are more than happy to oblige.

You travel to the various locales of Doriel and work with the indigenous people to discover the locations of the needed artifacts and after assembling them head back to Tairun to present them to the elders and the Boronian diplomat. Once the artifact’s secrets have been unlocked and tested using the Anyndur Rift Weapon it is decided to bring both the artifacts and Anyndur’s weapon to Boronia so that they can be combined with Boronia’s own weapon to beat back Lanoi’s forces. You arrive in Boronia to find that Lanoi has penetrated as far south as High Hold, the mountain fortress where the bulk of Boronia’s military forces are trained and garrisoned. The troops there are fighting a losing battle and the situation for Boronia looks dire indeed. With the combined efforts of the Boronian and Anyndur military the Rift Weapons and artifacts are assembled and brought into battle against the stunned Lanoi troops. 

With Lanoi in retreat Boronia reveals its true colors and with both Rift Weapons in hand are poised to take the rest of the continent if not by force than by intimidation. Being behind enemy lines now with only a small detachment of troops you have no option but to surrender in order to stay the loss of lives as long as possible. You and the others from Anyndur are placed in prison while Boronia continues to beat back Lanoi’s forces before turning its attention to the clueless Nation of Anyndur.

As the leader of Anyndur’s forces in Boronia you are thrown into solitary confinement and with no concept of how much time is passing or what is occurring outside you remain there for a week, only occasionally given food and water. After a week has passed your cell door opens and you are greeted by an Anyndur soldier. Perhaps Duval and the elders got wind of the betrayal that Boronia had handed you and your men and sent reinforcements but you soon dismiss this as you realize your liberator is one of the other captured soldiers from your group. You come to find out that Boronia’s declaration of victory over Lanoi was premature as the Empire from the west was merely regrouping behind their latest weapons of war, the Rift Golems. These Rift powered creations ripped through Boronia in a matter of days and currently what’s left of the Kingdom’s army is scattered in camps outside the city walls while Lanoi secures its occupation. The prison had been neglected for the past 2 days and during that time some Anyndur soldiers were able to escape and are freeing the others including yourself. Back in charge of things your first job is to get your men out of the prison and Boronia itself. Once accomplished you set about giving Boronia one last chance for survival.

With their King killed and their city occupied the remaining Boronian troops have all but lost their morale though their generals refuse to give up the fight. You send a messenger to Anyndur with news of what has happened and then turn your attention to convincing the Boronian generals to help you in making one final push against Lanoi. With the number of Golems being used you figure Lanoi must be keeping inactivated reserves nearby and have it in mind to capture this facility with Boronia’s help. You are able to convince the generals to make one last assault on Boronia while you slip behind the lines to discover the location of Lanoi’s Golem reserves. After taking the camp reinforcements from Anyndur arrive just in time and utilizing the greatest minds on the continent a Rift Golem is altered in order to utilize the artifacts you had uncovered earlier. With this new Golem and the existing Rift Weapons the joint Boronia/Anyndur forces are able to beat back Lanoi and retake the city. Lanoi retreats back to their camps to lick their wounds while Anyndur and Boronia begin producing their own Rift Golem army to stand in the battles to come. The war with Boronia is over but the war with Lanoi has just begun.

4.00 - Chapter 3

Over the past year Boronia has become completely absorbed by Anyndur while Lanoi has redoubled their bloody campaign across the Doriel continent. The city of Boronia was the first to fall just 3 months after it was retaken and Anyndur followed 6 months later. With the exception of the secluded valley of Feld and Tairun itself all the peoples of Doriel now find themselves under the rule of the tyrannical Empire of Lanoi. 

After spending much of the past year in Tairun aiding with the unification of Boronia and Anyndur you have returned to the disheartened land of Feld where your father the Chief has finally succumbed to his age and his illness. The fate of Feld rests in your hands, and you are not about to let the city fall to Lanoi. You rally the troops and wage a short campaign that is able to recover some of your lost resources but it becomes obvious that Lanoi is too difficult to defeat, even with the aid of Anyndur. Sage Tuvarre has been scouring the archives for some hope of freeing the land of Doriel but to no avail. When your return from your campaign however she has apparently found something, though she will not tell you. She claims that you will need the aid of Anyndur in order to perform the task she has found for you and together you brave the mountains in order to bypass Lanoi’s army and make it safely to Tairun.

Upon reaching the city you go before the council of elders and Sage Tuvarre pleads her case. The plan calls for her to be used as a means to get you undercover behind enemy lines that you may gain the trust of Lanoi and book passage to the western continent in search of the Rift Riders. Legend tells that while the Rift Riders keep to themselves they have come out on the side of outsiders before. Their power is unrivalled and the only way to gain their favor would be to travel to the center of the Lanoi Rift Field and speak with their leader. You ardently object to this plan but the council and even Duval himself are in agreement that it is the last hope for the freedom of the people of Doriel. With Sage Tuvarre’s life on the line you see no choice but to go along with it all. 

Lanoi has hired dozens of bounty hunters to seek out important figures in Anyndur’s military and political structure and bring them in dead or alive for a fitting reward. Each of these officially sanctioned hunters was issued special papers by the Empire and upon capturing one of these hunters Anyndur came into possession of these important documents. Using the papers you will be posing as one of these hunters and bring Sage Tuvarre to Lanoi’s base camp in what used to be the city of Anyndur. You are to turn her into the authorities there after which her fate is in their hands. It is not certain whether or not they will kill her but that is not to be your concern. Once you have gained the trust of the Lanoi government by bringing them Sage Tuvarre you should have the complete run of their territory and enough of their money to book passage to the mainland in the west, though you will have to travel to Sustan to find a ship since Boronia and its once great harbors now lie in ruins.

Posing as an agent of the Empire may have some benefits but as a lone traveler in an occupied land you may find your journey north to Sustan hampered by your own countrymen. Your journey is getting you nowhere fast and by the time you get to Lanoi Anyndur and Feld will have already fallen in your absence. A story told at the local tavern by a raving madman catches your ear. He spins a fantastic yarn about a shipwreck at sea where a whirlpool sucked him down beneath the waves and spat him out in a subterranean cavern. He goes on to say that the cavern eventually led out into the Lanoi Rift Field. The whole thing seems too good to be true but you don’t have the time to argue and beg the man to take you to the whirlpool. Alas, he does not have a ship at this time but were you to procure one he would be willing to sail it for you. Using your ingenuity you are able appropriate a ship and set sail into the gaping maw of the whirlpool.

You lose consciousness during the ordeal and when you awaken you find yourself in a subterranean cavern by a pool of water and surrounded by wreckage from the ship. Doing the only thing that makes sense you begin to wander away from the pool of water in the hopes of finding an exit to this subterranean sanctuary. After what seems like days of wandering through twisting caverns you come to the surface in the middle of a Rift Field. Carefully you make your way through this alien landscape searching either for a way out or some sign of Rift Riders, though Rift Riders rarely are seen unless they wish to be. Lost and alone you make camp for the night and awake to find spears pointed at your neck; you’ve found the Rift Riders, or rather the Rift Riders have found you.

The Riders are gentle enough and lead you into their main settlement. You request an audience with their leader and being that they don’t get many visitors they oblige you this. You explain to Schulein the leader of the Rift Riders the reason you have come here and relate to her the tale of the shipwreck and the mysterious cavern which it turns out was a dormant Rift conduit, a subterranean passage where Rift energy flows from the center of the planet. While she would like to help you by rallying the Rift Riders of Doriel to your side she cannot abide by the use of Rift Weapons of Golems. She leaves you with a message to bring to your people which claims that the Riders of Doriel will be watching them and if they lock away their Rift Weapons and deactivate their golems then the Riders will come to their aid. Schulein gives you leave to stay in the Rift Rider settlement as long as you like and should your days of war end she beckons you to return and live among them and learn their ways. When you are ready to return to Doriel you have only to ask and the Riders will use their mastery of the Rift to send you there.

The Rift Riders are able to displace you to a spot just on the fringe of the Rift Field south of Tairun and you quickly make your way towards the city only to find it surrounded by Lanoi’s troops. While the troops are occupied on the other side of the city you are able to slip through a secret and entrance and head to the council of elder’s with Schulein’s message. The news does not greet them well and even with the fall of Tairun so imminent they are unwilling to shut down the Golems. In hopes that compliance with part of the agreement may be enough they do lock up their Rift Weapons. The fighting rages on and there’s no sign of the Rift Riders. The situation is at the breaking point and unless you do something all will be lost. Going against your own aalies you break into the Rift Golem control tower and sabotage the controls so as to deactivate them. You aren’t able to make it out without being caught however and you are brought before the extremely disappointed council of elders. It is with great sadness that they schedule you for immediate execution due to treason however on the way to the gallows fate intervenes as Lanoi’s forces begin to pull back from the city. Your execution is put off for the moment as messengers begin to come in from around Doriel. The Rift Riders have come!

With the Riders now here you are freed and may return to your own armies waiting for you to the west. In these last great battles of the war you will lead your army in the name of good or evil to defeat Lanoi, surrounding Anyndur along with her own army from Tairun and leading the final charge into the city to claim the lives of Lanoi’s generals. The battle is a long a bloody one but in the end you are able to make your way into the base camp and slay the Lanoi general. The Empire’s soldiers retreat to Sustan in the north and the few that remain board their boats as the Anyndur army closes in on the town, reclaiming the last bit of Doriel for her people. What happens next depends on the path you have chosen, those who are good will join with the new Tairun Protectorate and rule on the council of elders. Those who are neutral will leave the matters of politics to Duval and others in order that you may join the Rift Riders and learn their ways as Shulein offered. Those who are evil shall claim Anyndur for themselves and taking the place of Boronia, will make Feld a power to contend with on the continent of Doriel. The final choice is yours, this story is over but the greater story of Doriel and the world of Keldana is just beginning. 
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