CELDRANS CURSE

CHAPTER ONE: Innocence

Deals with the story of Zephyr and Dusk as they make their way through life with the disease. This chapter sets up some of the characters that will be major later on. Lutar, Sheyin, Pelmath, Primrose, Caelar, Gweria, the Prince and Princess, Nettle, Mount, Dusk and Zephyr, Grave and Quarrel will all play major roles in the tales to come.

CHAPTER TWO: Loss

The story of Lutar and Sheyin and their journey through losing all that they loved, until they join the Gyrfalcon Wings. This chapter will set the stage for the political drama and introduce a few new faces among the nobility. 

CHAPTER THREE: Goddess

A short chapter dealing with the drifter, searching for freedom from the curse of her ancestors. It deals with her homeland and how she came to pass on the curse, how she came to be with it and why she was found on the coast in the first place.

CHAPTER FOUR: Saviour

The future is in danger and only Gweria is able to change it. To do that, she will need to be freed from the curse of the ring. The search for her saviour begins. She is keeping a terrible secret, however, that may lead to the end of all life…

CHAPTER FIVE: Policies

It’s time to take on the King, but does something larger loom in the future?

BASIC CONCEPT

Monsters attack people because of a special gene or disease that attracts them. The main character is a child of someone important, taken hostage as a warning to a ruler of the country and infected with this disease. The character then has to deal with being attacked by monsters every time they go out of town.

The ‘bad guys’ are a group of people who are determined to fix the state of their country, but go about the wrong way to do it. They know that the ruler is corrupt, but have no evidence of this, save that one of their members witnessed an event that s/he took part in. This person is unable to testify, however because of a certain factor – race/criminal record/order member/unable to talk.

Thus the group make a plan to blackmail the ruler into abdicating. One of them is infected with the genetic disease that draws the attentions of the monsters and they kidnap the ruler’s children, telling him that if he does not abdicate they will be infected with the disease. Unfortunately they stole the wrong children, taking the ruler’s children’s companions, the adopted son and daughter of the Kings Guard – a group of men who guard the ruler. 

Thus the children have to learn to protect themselves and are removed from the Ruler’s home so that there will be no accidental infection and to keep the ruler’s children safe from monsters.

A plan is made to remove the girl to a reclusive convent to learn the skills of magery, while the boy is to live with a retired Kings Guard whose eyes were injured in battle. The boy wants to become a mage, however and the girl is a tomboy, so they swap places. She goes to learn to be a Knight, while he leaves for the convent.

BOY STORY 

However, on the way to the convent the journey makers are attacked and the boy is separated. He stumbles upon a band of slavers who put him up for auction. He is bought by an old man who teaches him the Way of the Dead. After five years, the boy is fast on his way to becoming a Necromancer, but when the man dies, he is passed to the daughter. She treats him as a slave for the next five years, while he keeps studying the Necromantic Arts. On his seventeenth birthday he creates the spell that enables him to see his soul, but a daemon is summoned by accident when the sister interrupts and destroys her.

He then becomes the property of her son, a young man who he has met only a few times. Unknown to him his new owner is host to a daemon conjured by the old man to take control of his rebellious grandson. By freeing him from the daemon he incurs the wrath of some of the denizens of the Shadow Realms. Thus, every time he uses his skill to conjure daemons he can call ones that are not beneficial to his allies.

He and the young man became fast friends. When he turned twenty he received a letter from one of the Kings Guard members asking him to return. He decided that the time had come to see his sister again, so with the aid of his new friend, left for the city of his birth. The journey was uneventful, but on his arrival an attempt was made on his life. Saved by the son of the KG, he was welcomed home from his long exile and told that his sister would be in town within the week.

Three weeks later she has still not arrived.

GIRL STORY

Meanwhile, the sister was taken to the home of an aged and near-blind KG who was to teach her brother the Way of the Sentinel. He did not realise that she was female for the first seven years of her youth. In her twelth year bandits murdered him and she managed to escape, only to fall into the hands of the dreaded Thief Grave. She grew up the rest of her years under his tutelage, learning the Way of the Wind and combining it with her previous training to make her own Way, that of the Zephyr Knight.

On her twentieth birthday she and Grave found the body of a King’s Runner and found the notice that she was to return to see her brother. She and Grave parted ways, though they promised to meet back at the Tree Top within two months’ time. 

On her way to the meeting she stopped in at a town that was ambushed by the same bandits that killed her old master. Though she fought bravely and killed the leader of the band, the same man who so callously murdered her teacher, she was defeated and gravely wounded. The bandits’ new leader, Shard, ordered that in the morning she be killed for the death of his father, the previous leader. Unfortunately his second, the crazy murderess Nettle, took a liking to the girl and decided that she would prefer to keep her. 

Nettle took her to her old haunt – a cave system in the mountains, and nursed her back to health. There she intended to become her lover, but things did not work out that way.

Weeks passed by in which she became feverish and almost died twice. In a weakened state she became aware that the damage done to her body might be permanent – she may never employ her Way of the Zephyr Knight again. Striving to get her body back under control, three months passed before she was able to walk and run without a limp. During those months she began to understand Nettle’s madness a bit more and began to feel pity for her.

After the three weeks he decided that he would search for his lost sister. His friend joined him in his search, which led to backtracking her journey from the town, which they rid of bandits, to the cove where she and Grave did their last job, to Grave’s Hideout, Tree Top. There they met Grave, who joined them in their search for her. He knew of the area where Nettle was last seen and they went there to find her. 

At that area they fell into a mine, where his friend got injured badly. They traversed the mines and eventually found the caves where she had been kept. As they were reunited Nettle charged in and tried to kill him. She jumped in the way, allowing her training to take over and killed Nettle. 

After burying the body of her friend, the four of them travelled back to Tree Top, where they were met by one of Grave’s gyrfalcon messengers, relaying news that the Ruler had been assassinated and that the culprit was a young man and his friend who had been visiting at the time, but who had taken off two weeks hence. 

Thus begins the adventure to prove his innocence, find a cure to the disease they carry and find the truth of who they truly are. 

SCENES

Intro starts at the end where they introduce themselves to each other, Zephyr is the girl and Dusk is the boy. Dusk’s friend, Quarrel, asks why they wouldn’t know each other’s names, seeing as they are twins. The reply starts the game at the beginning.

A scene shows an old woman walking in the snow, talking to a bundle in her arms. She tells it that she can no longer look after them, so is taking them to a place where they will be taken care of and loved. She hands them to a guard, telling him that they are a delivery to Jasper. 

A scene shows the same guard giving the bundle to the Head of the Kings Guard, relaying the message. Mount takes the children and opens the bundle. The rest of the KG watch in awe as two babies are shown. One begins to cry, so Thorn takes it and explains how he has three younger sisters. Gin finds the note and reads it, telling how the mother, Ruby, has died and the grandmother can no longer take care of them, as she is deathly ill. Thorn talks the others into taking care of them until their father returns.

A scene shows a messenger coming out of the Kings Chambers, followed by Mount. 

A scene shows the KG off watch playing with the babies. Mount walks in and tells them the unfortunate news about Jasper’s death. They begin to debate what will happen with the children. The King walks in, wondering why the replacement KG didn’t show up. When told about the babies he declares that they should be allowed to stay. That the KG will parent them and teach them to fight, so that they may be personal friends and guards for his own children, who are only a month and a half old.

A scene shows four children playing in a courtyard while two KG watch, Lance and Ford. Ford walks over to Lance and asked how his new job as a KG is going. He replies that it is going well, then stabs Lance. The children begin to scream and the prince and princess run for cover, while the two ‘cubs’ cry over Lance’s death. Ford grabs the children and knocks them unconscious.

A scene shows Gyrfalcon, Eagle and Crane awaiting the news of successful capture. A guard tells them that Ford has arrived, and he then comes in with the children. 

A scene shows the Throne Room and Brace listening to a falconer who reports a threat made to the children. If Brace abdicates the children go free, otherwise they will be infected with the virus. He will not abdicate and tells the Falconer to send no messages.

A scene shows the children being injected with the disease. The woman who is infected with it tries to talk them out of doing so, but they are. Gyrfalcon says to send them back.

A scene shows the children back in their beds, asleep. Mount and Thorn talk about how the King is going to send them away to protect the safety of the capital and his children.

A scene shows both children talking and deciding to swap clothes so that they can go to the others’ designated place. She to be a Knight and him to study Magery. 

A choice is to be made by the player as to whose story they would like to take part in first – Dusk’s or Zephyr’s.

