CATACLYSM: THE AWAKENING
The Pitch
In the dawn on the new millenium something reawakened, sending shockwaves through the entire world. Magic ripped itself from deep in the earth and changed life as we know it. Years later and the world is still in the grip of chaos as magic and technology fight for dominance of this new landscape.

As a denizen of this shattered land where will your loyalties lay?

How will you shape this new world?

Setting

The main basis for this setting is that magic used to exist in the world thousands of years ago but over time began to wane and magic faded to the creation of technology and mystical creatures either disappeared or changed into animals and humans over time leaving their legacies dormant. Sometime in the early 2000’s a rogue member of an ancient council of mages decided to unleash magic back into the world and before the others could stop him he tapped into the ancient flows of magic hiding deep throughout the world and ripped it free with cataclysmic results. Overnight magic and wizardry spilled back into the world. Forests became dark primeval jungles, men and women walking down the streets felt their ancient heritages stir and transformed into minotaurs, elves, ogres, and dragons. Old buildings became ancient castles and in come place technology stopped working altogether. For seemingly no reason cars would refuse to turn over and guns would refuse to fire.


In the resulting panic millions died, killed by sudden explosions of magic, failing technology, strange monsters, murdered by each other out of fear and confusion and even suicide. The remaining people were quick to segregate themselves into groups. Many of the magically touched and transformed retreated to the areas of magic to build their own civilizations and those who dreamed of the days of technological superiority sought out the places where it still functioned to rebuild their world. Others still tried to embrace the changes and form a new world amidst the ashes trying to take the best they could from both science and magic. 


The story takes place in the areas of what was once northern New Jersey and southern New York now vastly changed by the magical cataclysm. Most of northern New Jersey has been taken over by deep creeping swamps, primeval looking pine forests and enormous mountain ranges, forming a nearly impenetrable barrier between it and New York. The closer one gets to Manhattan the more obvious the differences become however as technology becomes more prominent and functional though the city has been largely razed by disasters, fighting and other problems. However Manhattan is slowly being rebuilt into something of a fortress city and has become a powerful melting pot of both magic and technology. Having access to one of the few functional ports and being a middle ground between magic and technology has lead to the city become a rather large trading post where people come from the south to trade all manner of magical trinkets and herbs in exchange for more modern medicines and the occasional weapon or machine. Meanwhile those up north come down to buy curious magical trinkets and trade what technology they’ve created.


There are several powerful factions making their home on the area, some of which are at war with each other and some of which could care less about the others. The engineer’s guild is something of an amalgamation of the old labor unions and engineers who survived the cataclysm. They’re rather content to ignore the political squabbling and focus on rebuilding the world and trying to find new ways to produce old technology. They have no hard feelings about magic and in fact have a small contingent whose sole purpose is to research the fusion of magic and technology though they don’t put too much stock in its reliability or success. The mages guild has formed out of the ancient order who once watched over the waning powers of magic. They’ve come out of the woodwork desperate to try and regain some control and failing that have set to training the sudden explosion of new mages popping up in the world. Not fond of technology they discourage students who tinker with it but sub sects of techno-magi still pop up from time to time. The Mercenaries guild is something of an outside party to everything recruiting anyone man or monster for all manner of jobs from simple border patrol to military maneuvers and paying in a variety of currencies. They stay outside of the power structure though there are whispers that certain members may be attempting to perpetuate conflicts to ensure profit.


The two other major factions are focused many on good old superstitions and racism. The Legion of Man is a human supremacist convinced that all of the strange creatures and humanoids popping up are to blame for the magical problems in the world and are convinced if they could all be wiped out then it would be a major step toward setting the world straight. Though vicious in the aftermath of the cataclysm the group’s ranks swelled with thousands who joined out of fear and confusion rallying around familiar human faces. The group has become so powerful that it is not uncommon to see sympathizers in major cities even if they have a high ratio of magical citizens. The other faction referring to themselves as The Heralds is a loose organization of magical creatures and beings uniting themselves in defense against the Legion of Man. The Heralds seek to make sure the new world is safe for their kind whether that means rallying, rioting or military maneuvers they’re willing to do what they need to do. They’re not as organized but they’ve powerful magic and creatures like minotaurs and dragons to aid them in their fight. The Heralds consider any magical being to be a member from birth and gladly accept human sympathizers into their cause.


This is an excellent setting for the characters I’ve created because it covers a wide variety of areas, settings and topics and every character has an interest in one or two of the groups present in the workings of the world. The setting also gives them a chance to experience the extremes of every viewpoint in the world and work accordingly to grow and change the area around them.

Major Characters
Protagonist

Lithe and a bit unassuming, the scrawny lizard man doesn’t exactly look to be the heroic type. Covered in a shiny coat of small green scales and wearing not much more than a harness, loincloth, and an assortment of tribal trinkets he doesn’t exactly look intimidating but according to the high shaman of his tribe he is the “Chosen One.” Accordingly he carries an old rifle covered in all manner of carvings and trinkets, a spear is shoved down the barrel and it is used as one rather than an actual gun. His head is topped with a bright red frill that rises when scared or angry and he is balanced by a tail reaching about as far as his legs do.


Extremely curious if cowardly, he has a great interest in technology even if he understand very little of it leading to most of his tribe dropping off assorted broken machinery for him to tinker with and attempt to determine what it is used for. As a result he is often carrying an assortment of interesting doodads and using them for entirely the wrong purpose. He is often broke as he will trade items of value for what is usually complete junk.


He is also like many of his tribe adept at minor magical spells and often uses them in conjunction with the random technological items in order to make them work. His curiosity and creativity lead to him creating lots of interesting if dangerous contraptions that sometimes even work. Being from a secluded tribe he has little understanding of the outside world beyond the cryptic stories and legends the shamans tell around the campfire at night and as a result is often at a loss when interacting with the outside world. His constant insistence that he is the “Chosen One” without an actual understanding of what that really means and his use of it as an excuse for any strange actions he takes and lack of general understanding of the rest of the world leads him into a lot of curious predicaments.


Despite all of this he is generally good at heart and legitimately feels obliged to follow the shaman’s vague prophecies believing there is truth to them and is glad that it gives him a chance to explore the rest of the world even if it is a strange and scary place.

Kiala

She is an averaged sized cat woman with a coat of tiger striped fur, and a generally clean if slightly singed crimson robe marking her as an apprentice fire Magus. Not particularly strong she lets her spells do the talking and often carries an assortment of pouches and packs containing necessary components for spells and rituals. Slightly clumsy she often gets her tail caught in doors and is usually one of the first people to set off a trap. However despite this she is well versed in etiquette and can be quite persuasive.


Meeting the protagonist early on, she originally is working against him as her village has recently been attacked and she thinks he may be a member of the enemy forces. However after several fights, a bit of explaining and an attack on the two of them by the real enemies she realizes her mistake and ends up tagging along and helping him learn a bit more about magic.

Joshua

A large and burly Ogre, he is wearing a heavy jumpsuit and thick leather workman’s gloves and boots. A pair of goggles and a ragged old modified gas mask hangs about his face which is covered in soot and grease. His head is shaved to keep any hair out of his face and he carries a large toolbox with him. His jumpsuit bears the symbol of the city engineers though he reeks of sewers and maintenance tunnels. He is generally cheery and enjoys a good joke though he can be incredibly dangerous when enraged.


A rather smart engineer he was forced into a position as a sewer worker maintaining the underground pipes and lines due to guild politics. He runs into the protagonist while he is making his way into the city via a drainage pipe and saves him from an attack by sewer slime. Embittered by his demotion and curious as to what the protagonist is doing down there he offers to guide him through the tunnels and ends up leaving with him as they reach the end.

Brendon

A muscular human wearing a suit of metal armor and wielding a two handed sword, he seems fairly average for his type and bears the crest of a mercenary guild on his shoulder. His hair is short and brown and his face is covered in a thin layer of stubble. He is very practical often pointing out whatever foolish thing others near him are doing in a rather sarcastic manner.


Originally payed to guard a caravan belonging to a group of human supremacists he meets the protagonist and his group after they murder the caravan while he is busy taking a break. Suddenly out of a job and not having anything else to do he joins up with them for the prospect of treasure and action.

Supporting Characters
Thelandren: Thelandren is a wizened old man gray with age and the stress of his station. Despite his aging appearance he does not seem frail and wears and impeccably clean uniform. The leader of the Mages guild and also found there, he assists the player by helping to identify the latent magical powers of the meteor shard he carries.
Tankred: Tankred is a stout and grizzled looking dwarf, covered in soot and all manner of small scars he is the leader of the engineer's guild and spends time helping the player discover more about the meteor shard after they defeat the clockwork siege.
Commander Hadren: Commander Hadren is a prominent leader of the Legion of Man and is the leader of the assault on the player that takes them captive. He is a tall and balding human and his equipment is well repaired. He questions the player in captivity and also leads the forces at the showdown.
Skender: Skender is a prominent member of the technomages overseeing the operations at the statue. He is a scrawny somewhat short elf wearing a suit of black and dark blue leathers and often speaks rather fast. He is busy at the showdown trying to get the statue operational and enlisting the players aide.
Jaziri: Jaziri is a traveling merchant who moves along trade routes between the nearby settlements bringing one towns trade goods to the next. He is something of an odd creature being a shapeshifter he takes many different forms from goblin to elf to human depending on the settlement but he always goes by the same name. He appears at all the major areas in the game to buy and sell items from the player.
Major Events
The Meteor Shower

The meteor shower is the first major event in the game and takes place in the characters starting village. The players starting village is a small tribal village of lizardmen deep inside the jungles that has almost no contact with any outside areas. The main characters involved are the player, the chieftain, the high shaman, and the rest are simply other villagers. The meteor event begins with the player waking up strange sounds and lights while sleeping in his hut and grabbing his loincloth to see what is happening. The skies above are slight with a vibrant meteor shower and many of the other villagers are gathered in the center of the village watching the sky, curious, confused and afraid. The chieftain is attempting to calm the villagers while the high shaman is attempting to read the stars to find out what this means. The player starts marching toward the village but no sooner does he leave his house than a great blue flash streaks across the sky and comes crashing down on his hut destroying it and knocking him briefly unconscious as he is hit with a fragment of it. When the player awakens the high shaman is standing over him and he and his house are surrounded by a ring of frightened villagers. The high shaman is delighted that the player is still alive and begins to tell him with great seriousness that this is a mark of fate and he has been chosen by the gods. He informs the player that the nearby shimmering fragment of blue meteor that smacked him in the head is a sign of their favor and that he must keep it with him for it will keep him safe and will help him decide the fate of the world. Tying it around his neck with a strap of leather there is much rejoicing but the high shaman is insistent that he must leave tonight and the village quickly scrambles to provide him with supplies and farewell trinkets. The chieftain himself hands him a greatly prized weapon consisting of a spear rammed down an old long rifles barrel covered in a great many carvings and symbols and he and the high shaman shoo him out of the village lest they anger the gods. Reluctantly the player sets off into the jungle with hardly a clue where to go.


This is the setup for the main character and creates the beginning of the adventure. It gives us a brief idea of who the player is and intentionally leaves us just as confused as he is about what exactly he is supposed to be doing. The only thing the player has to go on is a vague prophecy, a head wound, and a mysterious meteor fragment, leaving him to wander out in search of others who may be able to help him figure out what makes the space rock some important and if they know of the prophecy. The mildly comedic setup also sets the general tone for the game and the dialogue giving the player an idea or what to expect.

The Village Raid

The village raid is another major event in the game and takes place in the first town the player comes in contact with aside from his own and after meeting one of the other major supporting characters. The village is actually more of the half burned remains of one that was recently raided and only barely managed to fight off the attackers. The raid is the culmination of what happens in the area as the player has recently met the cat girl Mage Kiala and over the course of this event she becomes a companion. The raid begins as a fight with Kiala ends the raiders have returned to finish off the village and attack the both of them thinking they are all that is left of the defenses. Seeing that the raiders are attacking the player as well as her she realizes her mistake in assuming that he was a raider scout and quickly turns to ask for his help in fighting off the raiders. Having little choice they band together and fight off the first few waves of raiders until they see and opening to attack their leader who has come to the front of the battle. After a hard and suitably epic fight with the leader defeated and the raiders now run off, the two realize there is little left for them to do here anymore as the village is now completely burned down and the survivors have fled to other places. The player informs her that he is the chosen one and informs her of his quest, showing her the meteor shard. Not knowing much about it she mentions that the Mages guild may be able to help him but he's going to need to know a mage to get in so she agrees to accompany him at least that far.


This event is the players first look at the outside world and is designed to set up the chaotic feel of the setting. The outside world is a scary and dangerous place and the players first encounters with it are an initially hostile mage and a band of raiders. It also creates an interesting relationship between the player and their first party member rather than simply wandering up and finding someone who wants to adventure with them they first find an adversary who only later becomes a friend. It's also the players first big fight, giving them a taste of larger combat and a boss.

The Clockwork Siege

The Clockwork Siege is another major event of the game, and takes place in the Manhattan underworks. The underworks is a vast combination of sewers, maintenance shafts, basements, and subway tunnels that contain all the piping, wiring, and tubes that keep most of the city running and supplied with water and power. It occurs after the player and Kiala sneak into the city through the sewers and run into Joshua the Ogre. As they near the end of their path through the underworks, a great rumbling begins to fill the tunnels and strange robotic constructs begin to spill out from the tunnels and side passages, assaulting the workers and trying to climb topside to attack the city. The player and his party are stuck in the tunnels and must help to save as many workers as they can and find a way to break the siege. The fighting slowly brings the player down deeper into the network of tunnels where they find a vast manufacturing plant being operated by more of the strange robots. Joshua seems to be amazed at their ability to self replicate and tries to get the player to help him disable their assembly lines and stop the attacks. After disabling most of the machinery and finding their way into the back rooms they find the charred remains of a technomage and a strange machine that appears to be powered by a fragment of blue meteor. Joshua is very curious but it is decided it is for the best that the machine be stopped and they try to remove the shard causing it to shatter into pieces, deactivating the robots. The party is unclear what all of this means and whether or not the technomage was working alone but it is now clear there is something special about the shard.


The event coincides with the players introduction to technology in the game world giving them a glimpse of how society is managing with and without it as well as what is capable using magic and technology. It also serves to give the player a bit of insight into the nature of the meteor fragment and lets the player know that there is indeed something special about it. It also creates a suspicion that there may be something strange going on, perhaps that there is a greater plot to take over the city.

Escape from the Legion

The escape from the Legion is the fourth major event in the game, taking place after the players departure from Manhattan and being set mostly in a Legion fortress. The fortress is a rather large building constructed after the great cataclysm as a base for the Legion and it is close to the city. The player and party have been captured during a Legion ambush and even their new acquaintance Brendon the human mercenary is locked up for being a sympathizer. They are all questioned repeatedly as to what they were doing and what they know about the meteor shard the player is carrying. It seems like they may be doomed with no way to escape when there is a great crash and a large catapult stone crashes through the roof and breaks down the bars to the cage. The Legion fort is under attack by a Herald military contingent seeking to free prisoners and remove the Legions hold on the area by taking the fort. The player must escape in the confusion of the attack along with the party through fighting and attempts at subterfuge with Brendon stealing a uniform and posing as one of the guards. They fight their way through disabling most of the Legions defenses along the way but are quickly brought into trouble when the Heralds spot Brendons uniform and open fire thinking they are trying to lead prisoners away or may be spies, forcing them to flee the scene of the battle and find shelter. It is only once they make it back to the city again that they are safe.


The purpose of this event is to interrupt the players quest and introduce another major faction into the game as well as provide the knowledge that there may in fact be more people out there who know about the meteors and what they are capable of in the right hands. It also establishes the party as an outside group with little ties to anyone and sets them up to be hunter by several people for any number of reasons.

The Showdown

The showdown is a massive battle that takes place on what used to be Liberty Island between the technomages, the Legion, and the Heralds. Liberty island is much like it was though now more overgrown and the Statue of Liberty is not the same, having partially collapsed and the great monument appears to be under re-construction, with great networks of cables, runes and scaffolding around it. The technomages plan to create an enormous robot golem from the thing and are working to get the final functions online so they can use it to secure the city and take over the area. The Legion and the Heralds don't particularly care for this notion but don't want to stop the technomages so much as take the creation over for themselves. During the showdown the player and party will need to fight their way through both sides of the conflict, being attacked by the Legion and the Heralds as they attempt to get close. Once the commander of both sides have fallen, the battle will come to a halt as both sides briefly attempt to regroup and decide what to do before resuming their attack.


The purpose of this event is to create a setup for the end of the game and show the player the culmination of what the technomages were attempting to achieve. It also allows the player to see the true faces of each of the two political parties and shows you that no matter what they are preaching they've both got bigger plans.

The Ending

The ending of the game comes just after the showdown when the player has fought their way through the battle and made it to the base of the statue. The player and the party must climb to the top of the statue while consulting the technomages within to find out what is going on and what the issue is. We find out that the machine is nearly active but it requires a power source like the one from the machine in the underworks. Everyone at once realizes that the player has the meteor fragment on him and that it may be used to power the machine. Joshua begins working on the machine with the others to get it ready while Kiala helps weave the spells together. Brendon stays down near the base to help coordinate defenses as the enemies return. Reaching the top and holding it in his hands the player places the fragment into the machine and activates it, causing it to rise up and attack the assaulting forces, driving them back away from the city. After the battle the player is declared a hero and has a statue erected in his honor but despite this he feels unfulfilled and returns to his home to gather his people and bring them to the city where they establish a new home in the shadow of the statue. Kiala returns to her village to help rebuild the area and establish a mages guild outpost to protect the area from raiders. Joshua becomes a leading engineer in the guild a helps to expand the city and it's defenses as well as sending aid to Kiala and the player to help them design and build their new homes. Brendon stay on retainer as a guard captain for the city and is payed quite well.


The ending is designed to be a suitably epic culmination to everything. We see the typical fantasy rise from nobody to hero and the storybook ending to give satisfaction. It is meant to tie together all the story arcs and validate the prophecy and the mysterious fragment as important things to the story. I had thought of multiple endings but they did not fit with the story since the players are never malicious nor racist it wouldn't make sense giving control to anyone but the city. 

Appendix
1. Main Document: The Main document contains all of the overview material and summaries as well as holding the information on which other documents contain what information.

2. Setting Bible: The Setting bible is a collection of all world and lore information decided on for the game. It houses important information such as geography, races, cities and more.

3. Character Bible: The Character bible contains all relevenat information about characters and personalities that appear in the game including descriptions and backstories as well as where their dialogue is kept in the dialogue document.

4. Story Bible: The story bible contains an overview and details for all the major plot points in the game. It also houses relevant into for all minor and side quests.

5. Art Bible: The art bible contains all of the art and descriptions for said art involved in the game. It keep track of what assets are needed for which objects or characters and their status as well as comments and required changes.

6. Sound and Music Bible: Sound and music bible is a document dealing with the information required for any sound effects, music or atmospheric noises required in game and where and when they are needed.

7. Dialogue Document: The Dialogue document is much like a script, keeping track of what the characters in the game say as well as who will voice them, when they will be played, and any appropriate effects.

8. Patching and Change Log: Patching and change log is used to record and log any and all changes made to the game through various versions and patches as well as to document noted bugs and issues.

9. Feedback: The feedback document is a collection of suggestion and feedback made by team members and testers while they work and play through the game as well as any suggestions made in reference to other assets.

