Chapter 1: The Dark

Ander is a Hunter in the Silvo Woods

He’s hunting a boar

Boar attacks; introduce the RTB12 battle system

After fight, Ander sees wolves

Intro visible encounters system

Ander goes south through the forest to the village of Silvo.

Short talking sequence with a guard; Ander goes to his home.

That night, Ander has a dream

Sees scenes from childhood (see Chapter 2…)

Dreams he’s about to be eaten by a Tiger…

Wakes up and needs to buy more healing herbs and candles

Ander goes into the village (south)

When Ander gets to the Market, he goes to the master hunter

After some words, Master Hunter gives you 500 Xua

Ander goes to the item shop

When Ander walks in, the village bell tolls

Cutscene: Dark Knights invading.

Ander runs out of the shop, and hides in the bushes near the woods.

Sees the Dark Knights slaughter the town

**Ander’s self-loathing begins!!!**

At dusk, Ander has a little thinking scene

Decides to start somewhere else.

As Ander gets up, he sees a dead DKn.

Decides to hide from the Empire under their own noses.

Go back north through the Silvo Woods; areas with items are opened.

When near edge of forest, sees Castle City Leva in the distance

Decides to go there, posing as the dead Dark Knight.

World Map->Castle City Leva

When Ander arrives, he’s greeted by your future Archer.

Can go through town; eventually must go to the Inn.

At the Inn, a soldier tells you to go to the house on the southwestern side of town

Ander goes there

In front of his house, he sees a young woman—she looks at him weirdly.

She walks off—Ander wonders if this is the right thing to do at all.

Ander goes in the house and goes to sleep.

That night, Ander has a new dream.

He’s in Silvo Village…but it’s not burnt down.

Dark Knights attack again, but this time the dying villagers curse Ander away, seeing him both as himself and as a Dark Knight.

Tries to apologize, but his armor chokes him…

Ander’s woken by a guard

Guard tells Ander to go to Leva Castle’s keep where he will be assigned a new mission.

Go out of the house; go to the keep.

When you enter, a guard shows you the way to the garrison commander’s office.

When you’ve entered, the GC tells you about how a group of Naesis soldiers have hunkered down in a cave to the east of the city.

Assigns a Medic, Shieldmage, and Archer to join your strike force.

Your mission is to go in and see what they’re up to, then report back.

Medic _________, Shieldmage Sara, and Archer Davis join you!

Castle City Leva->World Map->Gulch Cave

At the entrance of the cave, some Naesis soldiers see you. ::Battle::

Once they’re defeated, you go in (we’ll develop the map for it.)

At the bottom, in the Sword chamber, you’re ambushed;

Have to fight 10 Naesis Soldiers—this will make use of the battle system’s multiple enemy feature (there can be a max of 4 enemies on the field at any one time.  If there are more than 4 in the formation you’re fighting, one jumps out every time you defeat one until there are no more in reserve.)

After that a scholar tells you not to handle the sword; it’s already made several of their men disappear.

Ander and party go to the sword; Ander tries to take it, but a bright light appears, and they disappear.

Ander wakes on the beach…the Archer is nearby.

Archer tells Ander that the Shieldmage and Medic aren’t nearby…they could be in the nearby jungle.

World Map->Island Jungle

In the jungle (we’ll make map later), the Medic is fighting some jungle creatures (Medic join event, then battle)

Go through jungle: at certain point, Ander will hear a commotion, and the party will go towards it: Shieldmage is fighting off  4 Jungle Tigers at once (another join then battle event.)

Once she’s rescued, work on getting out of the forest.

World Map->Fishing Village Toaru

At the Fishing Village, the village sends a deputation to greet you and give you shelter for the night.

You can walk around the village and buy stuff like items; they have no weapons.

That night, in the inn, party does some small talk

Ander almost slips up; party starts thinking he might be a liar, and not imperial at all, but dismiss it quickly.

That night, the village council meets

Decide that the imperials must go so more forces don’t find their village!

Ander and party wake up out to sea in a small boat without any paddles.

………….Scroll ahead in time events……………

When party arrives on a shore, they see a Castle in the far distance; they decide to go there and see where the heck they are.

World Map->Castle City __________

At Castle City __________, Ander and party ask where they are, etc.

When one recognizes Ander’s Dark Sword, he’s told to go to the King of __________.

There, the King tells that he’s an ally of the Empire, and that a caravan has gone missing in the mountains to the north.  Some survivors came back, but they lost nearly everything.

Ander decides to go to the Torval Mountains and see where the caravan was lost, and reconnoiter some information about the caravan.

If you go back to the city, you are introduced to the Shimotaki strategy game.

(You’ll be using a variation of it in the next mission.)

World Map->Torval Mountains

Ascend the mountains; a merchant followed you and guides the way.

At a spot, the Merchant refuses to go any farther.  He says there are goblins down there, and that’s where his fellow merchants are.

The only way to get to them is neutralize the guards of the Goblin City, and get to them after that.

This is just like the Shimotaki minigame: your party divides into two pieces, and you have to try to use a bait and switch approach to getting to the merchants.  Also, you have to defend your guide, otherwise, your mission is in vain.

Once you get to the merchants, you sneak out of the Goblin city, and when you’re clear, an event takes you back to Castle ___________.

The King thanks you greatly for your services.  He gives the Shieldmage a scroll containing Hope Wall; the Medic gets a larger item sack; the Archer gets an aim-increasing accessory; and Ander gets the most powerful Dark Sword and the skill that comes with it (Shadow Wave); the party gets 10000 Xua for the trip back to the Empire (you need that to buy a boat.)

King also tells you that there’s a port to the north, but one hostile to the Empire; if you go there, you may can get passage back to the Empire so you can make your report.

World Map->Torval Mountains->Port City Armeth

In Port City Armeth, the Naesis are in force—no way you can go through the gate.

A sympathizer with the Empire around the walls shows you a ‘backdoor’ into the city

Find a dock with a boat that’s up for charter, and pay 10000 Xua to go to the Port City __________.

World Map->Port City ___________  (Ship voyage event, think Final Fantasy)

During the voyage, more party small talk

Ander finally slips up!

Party considers killing him, but Ander tells them the full truth: he’s not against the Empire, the Silvo Village wasn’t a traitor state, he’s just trying to keep on living

Party dosen’t like his cowardice, but does like him; decide to help him keep it up.

At Port City ___________, another Dark Knight recognizes Ander’s armor and sword, knows the knight it belonged to, and attacks the party (fight this Dark Knight and his henchmen)

You and party hightail it out of the city; you’re now rebels.

Decide to go back to Castle City Leva to regroup and decide their next move

World Map->Castle City Leva

The town and caslte have already heard that Ander is not an imperial.

Ander sees the woman who was near his house; he sees her cry

Ander finally breaks.

Tells them the truth, his feelings—and throws his Dark gear away.  No more lies!

Chapter 2: The Masquerade

The town is in wonder—usually, a Dark Swordsman can’t bring himself to throw his sword away!

The woman, Ana, tells Ander about the dead Dark Knight whose armor and weapon he took. (He was her husband)

No love scene here—Ander tells her he’s never been in love yet, he just wants to leave his cowardly past in the past.

The ex-Imperials tell the garrison commander about the cave; they already knew, they were always secretly allied with the Naesis, and Ander was known not to be a real Dark Knight from the second he stepped foot outside of the forest.

Ander finally goes to the party; now that he’s no longer imperial, and it’s been some weeks since they put their heads down, he wants a second look at that sword.

They agree—time for a camping trip!

Castle City Leva->World Map->Gulch Cave (again.)

This time, there are Naesis soldiers there again, but they take you down to the sword chamber themselves—you’ll never have to fight a Naesis soldier again.

When Ander tries to take the sword this time, he passes out, and begins to relive parts of his past.

Ander, even as a child, was a competent mage, thus why he can use Sword Skills.

Ander, when he lived in a village to the north of Leva, was attacked by some kids jealous of him and his intellectual prowess.  He used a magic attack on them—it wasn’t powerful, but kid’s can’t take a large amount of mana, they were in a coma for several months.

Ander was exiled from the village even by his mother and father, who knew of his skill, but feared his power at such a young age.

Ander eventually made his way to Silvo, relying on the skills he’d learned on the way to eat and survive.  The village accepted him as a hunter and guide, and he was accepted

He never got over the guilt of alienating his mother and father, though.

A few years later, a hunter came to the village—it was one of the kids who attacked Ander when he was young.

Ander agreed to escort the hunter out, knowing it was one of them, and stranded him in the most dangerous part of the woods.

The hunter survived, but no one looked at Ander the same way.

Ander wakes up with the light sword in hand—he’s amazed at it, but dosen’t feel drawn to it, like he did with the Dark Sword.

The scholar suggests that he go back to the East Continent, to the Magic Academy in Castle City ___________, so he can find out more about this.  The Naesis didn’t because a) Castle City _________ is an imperial ally, and b) up to this point, no one could transport the Light Sword.

Problem for you: the only port is in Port City ____________, and showing up there is nothing less than suicide.

Some Naesis soldiers go with you, and agree to help you get into the city.

World Map->Port City ________________

At the Port City, you sneak in by swimming through the aqueduct, but the city is patrolled by imperial troops

Have to sneak past them when their backs are turned.

At the Port, a soldier who accompanied you guides you to a ship that will take you to the East Continent.

World Map->Sea Event Point (Ship event)

At sea, everything stops

Kimaru, the Tide Dragon attacks the ship, and a geyser kills or spreads the crew and contents…

Ander wakes up on a foreign shore…his party is gone, nowhere near.

Decides to find a village or something before nightfall.

World Map->Castle Eigantsu

In Castle Eigantsu, his Light Sword is recognized—the Knight body of Eigantsu is mainly Light Knights.

Ander’s sent to Lord ___________ of Eigantsu.  The Lord tells him about the Light Sword in the Nodolan Wood to the west of Eigantsu, and tells him to buy Light Armor and Equipment from the shops in the city, that they will increase his power with the Light Sword.

An apprentice Wizard, ____________, is assigned to accompany Ander to the Sword Sanctum—even for Light Knights, it’s a very dangerous place.

Castle Eigantsu->World Map->Nodolan Wood

This forest is a linear puzzle.  You have to collect 4 Heartwood Shards and bring them to an altar in the forest.  Each time you bring a Shard to the altar, another path opens up.

Once Ander and _____________ get through, the Light Sword Ander’s wearing and the Forest Sword start glowing…Ander again passes out.

This time, he sees the Forest Sword’s memory.

About 1500 years ago…something similar to the current set of conflicts was happening.

Daemons (what demons are called in this world) has made a manifestation of evil, the original Dark Sword, and people who used it were becoming real flesh-and-blood daemons.

The Light Sword was made to reveal the evil beings and slay them quickly, and banish the dark influence from humans who weren’t yet daemons.

A unnamed knight has a 1-on-1 fight against a Daemon and wins…the Daemon’s name is Kashuna.

Ander awakes, and asks ______________ about the formation of the Church of  __________ and the Light Sword’s origin

Wizard ____________ wonders why Ander dosen’t know; everyone does as the Church of ______________ replaced the Church of Asvarduil 1500 years ago.

Ander tells ______________ what the Sword told and showed him; ____________ bows to Ander as a lord because the Sword spoke to him, and the sword only speaks to the next ruler of Eigantsu.

Ander gets PO’d…Ander decides to take the Forest Sword, and go back to Eigantsu

World Map->Castle Eigantsu

Ander goes back to the King, but as he finishes telling him what happened in the forest, a guard comes and tells that a man has been found on the northern beach, he’s carrying a bow and weird arrows.

Ander: That’s Davis!!!

World Map->Prearranged Spot on the North Shore of the Green Continent

It’s Davis alright.

Ander, Davis, and ___________ go to the Lord of Eigantsu, and ask if there are any ports that they could get a ship so they can search for their friends.

There’s no port, but the Lord of Eigantsu orders a ship built for Ander, Davis, and ____________.

On the East Continent, a Thief, ____________ and Sara have been evading Imperial patrols

They decide to make a break for Castle City _____________ to see if Ander and/or Davis have already gotten there, and maybe see if they can’t find out about the Light Sword for Ander.

World Map->Caslte City ______________

At Castle City ____________, they’re under siege because they helped Ander when he was still posing as a Dark Knight.

The King asks Sara to help

Shieldmage minigame: You control which unit Sara uses enchantments on.  The goal is to hold out until the enemy runs away.

When you win, depending on how many units were defeated, you get a different reward from a good Shieldmagic to a crappy item.

Sara asks the King if Ander’s been there yet; no.

The Medic comes in to report on the treatment of the wounded; Sara greets him

The King asks them all to stay until Ander arrives and help defend ____________ against further siege.

The Seaship is finished for Ander!

World Map->Castle City ______________

The 2 parties are reunited!

Go to the Church.

The full myth of the Light Sword is told in the church; Ander shows the Forest Sword and tells what the Forest Sword showed him.

The various party members are really split in opinion; Ander’s seen what the sword shown him, but just wants to start over again.  Davis, Sara, and ___________ (Medic) want to help their friend and be at peace.  ___________ (Wizard) wants to bring glory to Eigantsu, and ___________ (Thief) wants to make a buttload of money really quickly.

Ander decides that like it as he dosen’t, he’s ran from everything his entire life.  He’s been a coward, hurt others and ran from the responsibility…if he can defeat the daemons using the Light Sword, he can’t fix what he’s messed up, but he can maybe redeem himself in some measure.

Decides to go back to Leva—if they’ve found out about Caslte City ___________ by now, then they’ve definently found out about Leva!

Introduce the party member swap system

World Map->Castle City Leva

The city’s under siege!

Attack the rear of the army; fight 10 groups of Imperial soldiers

When you find the commander, he turns into a daemon (yes, from being human…)

Daemon fight #1…

Both armies have quit fighting—they’ve seen the masquerade unveiled, and realized what’s at stake.

Chapter 3: The Redemption

The Imperial army surrendered, and the Dark Knights with them were purged by Ander’s Light Sword.

The Imperial soldiers are burying the dead and rebuilding the city

Ander decides that it’s time to get the full help from the Naesis resistance movement if they’re going to defeat the emperor who’s in all likelihood a daemon him/her-self.

The Thief tells them that the Naesis HQ is to the west in the _____________ Mountains.

World Map->_____________ Mountains

They barely step foot into the mountains than they’re intercepted by Naesis defense teams.

Your party gets interrogated; telling the truth affects the character you get afterward (lie the most, and you get a Ninja.  Telling the truth gets a Sage.  Middle ground is a Lance Knight.)

Regardless, the Naesis figure out your plan, and decide to help you (just how willingly and how much help you get depends on how much of the truth you told.)

You’re told that the Empire has erected a magi-shield around their capital city, ____________, and the only way to get in is to destroy the 3 shield generator bases scattered all over the world.  (There’s one known in Port City ____________, one known near Castle Eigantsu, and the final one is unknown.)

Decide to tackle the one in Port City _____________.

World Map->Port City _____________

This time, the town’s nearly unguarded.

The Medic helps you get into the Shield base, says he’s been there before.

Party changes into imperial uniforms, and goes in.

The way in is easy; just avoid talking to people except when you must.

When you get to the reactor, it’s Attack and Defense pods activate (Generator Fight 1).

5 minutes to evac from the base ‘till it blows! (We’ll decide on the time when we design it.)

When it blows, it takes most of Port City ______________ with it; this opens up the Town Donation subevent. (I’ll attach the subevents/minigames later.)

Mourn for the town; many innocents were killed.

Next, decide to go to Eigantsu and down that generator.

World Map->Prearranged region on the Green Continent.

The Imperial army decided that Kimaru, the Tide Dragon attacked; Kimaru’s fighting an army.

Attack the rear; more small imperial formations, then another Daemon fight.

The imperials do kill Kimaru, but this blows up the Shield Base

This allows you to go through the mini-dungeon once the 3rd base is blown up and try to get Adamantine for armor forging once the Smithy in Port City _____________ is rebuilt.

One shield generator to go…

World Map->Prearranged region on the East Continent

Party tries to walk forward; nothing.

Wizard _____________ uses a [Electric Spell name here] spell, and downs the mini-shield.

This time, the base knows you’re coming.

This generator fight: the 5th hardest in the game.

Once this shield’s down, more minigames become available, and you can enter Imperial Castle City ______________.

World Map->(Eventually, must go to Imperial Castle City _____________)

The whole Imperial City is lifeless; no one’s there.

When go to the Castle, Demon Dark Knights pour in from every pore; second hardest fight in the game (~20 Daemons)

Go through the last dungeon (Yay, yet so depressing!!!)

Final boss fight (the hardest in the game…)

User control ends here; final sequences go here, but I’m not positive on the ending, whether they should all die, or whether they should live to see the fruits of their labors, or what.  We’ll decide this too.

