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General Information

Who are they?

e a collective of herbivorous animals that viewsitself as the guardians of ancient magic and
keepers of the forest’slegacy called the Order of the Hearttree

o faction isgoverned by a Circle of Mystics, an assembly of seven representatives of the people with
the leader (currently L event) holding the title Chronicler of the Veil

 NOt everyoneis atrue magician, some just feel very deeply connected to the ancient culture and
want to help restore it

What is their goal?

« want to rediscover and preserve the knowledge of their ancient civilization

 seek to restore the forest’ s full magical potential to its former glory, envisioning a harmonious era
where magic, nature, and civilization are in perfect balance

 to maintain purity and stability in the forest by spreading their philosophy and protecting ancient
sites, which they believe are vital to the forest’s magic

Why do they have that goal?

« believe they are descendants of aforgotten civilization, deeply spiritual and mystically inclined,
dedicated to reawakening their forebears powerful knowledge

e Magic, for them, isnot just atool but an expression of their cultural and spiritual identity -->
rediscovering ancient spells and techniques would secure their place in the forest as rightful heirsto
its power and its guardians

o they fear their culture will weaken and that others will overtake their territory and diminish their
influence

What kind of animals are part of the
faction?

Deer
Foxes
Lynx
Ibexes

e Owls

e Tortoises



e Peafowls

What kind of culture do they have?

e Inspired by West-Asia (specifically Turkey, Iran and India)

« their society features ornate clothing, jewellery, and art that symbolizes their connection to ancient
magic and chakra energy

e Rituals are central, with animals gathering to perform ceremonies aimed at aligning chakra energies
(magic), particularly during celestial events

« live by principles of humility and respect, maintaining a cautious distance from other factions and
guarding their sacred sites with subtle defences

What kind of classes do they prefer?
(*WIP*)

e every kind of magical class
e some support classes

What kind of Quests/Events do they have?
(*WIP*)

e Shattered Relic: The player’s party discovers fragments of a powerful relic belonging to the
Magic Faction in one of the forest clearings. The relic is rumoured to boost chakra flow and
enhance magic skills, but its pieces are scattered across severa regions

o Echoes of the Ancients. The player’s party finds an ancient inscription detailing a forbidden spell
hidden in an underground ruin. Magic Faction members offer areward for returning it, while
another faction seeksit for their own ends.

o The Eclipse: During arare eclipse, the Magic Faction prepares for a powerful ritual that will

enhance their abilities for the coming season. The player isinvited to either protect the ritual or
disrupt it, with both choices carrying significant consequences.



Artist Guidelines

Animals by rarity:

e Deer (Common)

Tortoises (Common)
Ibexes (Common)

Foxes (Rare)

Lynx (Rare)

Owls (Rare)

Peafowls (Extremely Rare)

Is the culture based on or inspired by existing cultures or concepts?

e West Asia (e.g. Turkey, Iran and partially India)

General Style of Clothing:

e flowy cloth draped over them
e imagine sari, but less like a dress
o embroidered symbols

e very colourful
e more bright and intense colours


https://wiki.magyk.dev/uploads/images/gallery/2025-01/vision1.jpg
https://wiki.magyk.dev/uploads/images/gallery/2025-01/vision2.jpg

o blue/green
o yellow/gold
o purple/red/pink

Preferred classes (sorted by rarity):

e Generally, every animal class is welcome inside this faction as long as they see magic as
an expression of their cultural and spiritual identity
o Mages (Common)
o Healer (Common)
o Ranger (Common)
o Fighter (Rare)

Style of Architecture:

e Ornate palaces, domes and step-wells
e intricate carvings, geometric patterns
e vibrant mosaics with symbols
nature-based

sun/moon/star (constellations)
flowers

mosaic/geometric patterns

o

o

o

o

Main Biome (Biome that makes up the majority of their territory):

e fairly dry but warm climate (mediterranean climate - heavy rainfalls during winter, hot
during summer)

e pine forests

e mountainous

Naming Conventions:

e The name of their faction is "Order of the Hearttree" (their sanctuary is called the
Hearttree Sanctuary)


https://wiki.magyk.dev/uploads/images/gallery/2025-01/vision3.webp

e every important character has a name that's connected to their "purpose" (Leader’s
name is Levent - "the man from the East" or "the beautiful, clever and strong man", ...)



Background

History, Culture and the foundations of Magic



Background

Myths and current state of
the Order

The legend of the past

The ancestors of the Magic Faction were not a single unified empire but rather a collection of tribes
bound together by their shared mastery of magic and their reverence for the forest. Each tribe had
its own philosophies about the role of magic, its potential, and its limits. Among them, three figures
stand out in the legends, remembered for their brilliance, their conflicts, and their ultimate roles in
the fall of their civilization.

The first is Shivani the Rootbinder, a lynx who is said to have unlocked the secrets of the
forest’s life force. Shivani believed that magic was a gift meant to protect the natural order and
saw herself as the guardian of balance. She developed techniques for weaving chakra energy
directly into the living fabric of the forest, creating immense groves that thrived even in the
harshest conditions. Her mastery of life magic was unparalleled, and many considered her the
heart of the civilization. Yet her commitment to preservation made her wary of progress; she
resisted the experiments of her peers, fearing that their pursuit of power would one day unravel
the harmony she worked so tirelessly to maintain.

The second is Xezal the Shaper, a deer whose vision was as bold as it was controversial. Xezal
believed magic was not merely a tool but the key to transcending the forest’s natural boundaries.
Her tribe constructed towering spires and enchanted mechanisms, harnessing the power of chakra
to reshape the environment itself. Xezal saw the forest not as a fixed entity to be preserved but as
clay to be molded. Her creations were awe-inspiring - floating bridges, glowing waterways, and
structures that seemed to breathe with the energy of the earth. Yet her ambition brought her into
direct conflict with Alvarya, who saw her works as reckless and hubristic. Their feud became a
central rift among the tribes, one that would deepen over time.

The final figure is Danyal the Veilkeeper, a peafowl shrouded in mystery. Danyal’s role in the
civilization was not one of creation but preservation. They were the keeper of the ancients’ deepest
secrets, safeguarding knowledge that even their peers feared to wield. It is said that Danyal
possessed the ability to peer into the flows of magic itself, glimpsing the futures it could shape.
They warned of a coming darkness, a moment when the tribes’ unchecked experiments would tip
the balance of the forest and unleash forces beyond their control. Danyal s cryptic warnings were



dismissed by many, but their visions lingered in the minds of those who trusted them. Some say
they created the first sanctuaries deep within the forest, hiding away fragments of magic too
dangerous to use.

The fall of their civilization, according to legend, was not the result of one great calamity but the
culmination of these internal conflicts. Shivani, desperate to halt what she saw as the growing
corruption of magic, led her followers to dismantle Xezal s creations, sparking a schism that
fractured the tribes. Xezal, angered by what she perceived as an assault on progress, turned her
focus to unlocking the power of an artefact. The artefact was meant to unite the tribes under a
single, infinite source of magic. Yet when Xezal activated the artefact, its power surged
uncontrollably, disrupting the delicate balance of the forest and driving its magic into chaos.

Danyal, witnessing the devastation, made the ultimate sacrifice. They shattered the prism into
fragments, scattering its pieces across the forest and binding its power to the land itself. After their
sacrifice, the shattering of the prism did more than scatter its fragments - it altered the very
essence of how magic could be perceived and understood. The ancient tribes, once united by their
mastery of chakra and magic, found themselves inexplicably severed from the intuitive connection
they had always known. Where once their minds and bodies had resonated with the forest’s
energy, they now felt an emptiness, as though the language of magic itself had been rewritten into
something indecipherable.

In the generations that followed, the loss of this connection to magic fundamentally changed the
course of their civilization. Without the ability to harness chakra, the tribes turned to other means
of survival, relying more on their physical skills, ingenuity, and cooperation with the forest’s natural
rhythms. The few artefacts and tools of magic that remained slowly became enigmatic relics, their
original purposes forgotten

Rise Through Rediscovery

For centuries, these legends were dismissed as mere folktales until a fateful discovery changed
their course. A group of wandering scholars stumbled upon a ruin in the forest's heart. The animals
of the Magic Faction were ordinary inhabitants of the forest, guided by legends of ancestors who
communed with the spirit of the woods. Led by a visionary deer named Levent, they unearthed a
crystalline piece of a shattered central prism that glowed faintly when touched. When Levent
touched the crystal, he felt a surge of energy awaken within him - a connection to something far
greater than himself. He felt in control of all his senses and a sudden yet unexplainable connection
with his surroundings. His companions witnessed his newfound abilities: plants responded to his
will, minor wounds healed in seconds, and an unexplainable warmth seemed to radiate from his
presence.

Word of this discovery spread, and others joined Levent in his search for ruins and relics.
Together, they began piecing together fragments of the past, uncovering instructions on
harnessing "chakra" and crafting staffs. This rediscovery marked the beginning of the Magic
Faction.



Formation of the Faction

The rediscovery of magic transformed the scattered communities into a unified group. Under
Levent s leadership with seven other comrades, the Magic Faction began to explore ruins, gather
relics, and reconstruct the practices of their supposed ancestors. They built their sanctuary around
the shard, naming it the Hearttree Sanctuary, and forged a community dedicated to rediscovering
the magic of their ancestors. Thus, the Order of the Hearttree was born.

In the decades since its founding, the Hearttree Sanctuary became a flourishing city, a centre of
learning and devotion. The Order of the Hearttree is governed by the Circle of Mystics, a council
of seven representatives who embody the diverse perspectives of their society. Among these
seven is the Chronicler of the Veil, a non-biased mediator tasked with maintaining balance
within the council. While all roles within the Circle are democratically voted upon, leadership is
rarely questioned due to the representatives' dedication to hard, peaceful work. Most
representatives serve for life, reflecting the community's contentment with their leadership.
However, the democratic structure ensures that any leader can be challenged if their decisions no
longer align with the Order's values. The Circle is divided into three ideological sects:

e Elderguardians: two preservers who honour the shard as a sacred relic and believe it must
remain untouched

e Pathfinders: two seekers who view the shard as a key to unlocking new magical potential
and advocate for experimentation

e Veilweavers: two representatives of the general population, particularly non-magic users,
ensuring the needs of all citizens are considered

They built rituals around the concept of "chakra" and developed disciplined methods to focus it
through crafted staves, essential tools for wielding magic. Levent’s vision of their organisation
was one of unity and humility. He preached that magic was a gift meant to serve the forest, not
dominate it. Decades have passed since the shard’s discovery, and Levent is now a figure of
legend, remembered as the first Chronicler of the Veil. His teachings and vision remain the
foundation of the Order, which continues to thrive as a deeply spiritual society. Under numerous
different leaderships, the Order of the Hearttree grew into a tightly-knit community, deeply
spiritual and fiercely protective of the knowledge they uncovered. Moreover, the order’s dedication
to their cause granted them some influence over the forest, as they guarded sacred sites and
offered their healing magic to those in need.

Conflict and Isolation

As their influence grew, so did the challenges they faced. Other forest animals, especially from the
kingdom, viewed with suspicion, accusing them of arrogance and secrecy. The artefacts they guard
are seen as sources of immense power, and many want to claim them for their own purposes. The
faction’s refusal to openly share their discoveries only deepened the divide, leading to skirmishes
over control of sacred sites.



Internally, tensions also began to rise. Some members questioned the wisdom of uncovering lost
knowledge, fearing that the civilization’s downfall was a direct result of its reliance on magic.
Others see magic as a tool of power that could elevate the faction above all others. These
ideological divides threatened to fracture the group, but the current leadership under Ghazal keeps

them united - at least for now...



Background

Culture, People,
Environment

Culture Inspiration

West Asian Influence (e.g. Turkey, Iran and India)

flourishing art forms

ornate palaces with intricate carvings or mosaics with symbols
celebrations tied to celestial events

colourful

Society

Renowned centers of learning and trade, with libraries, bazaars, and caravans serving as
hubs of knowledge and cultural exchange
rich tapestry of rituals, symbols, and artefacts that reflect reverence for the “chakra”
energy within each individual
features ornate clothing, jewellery, and art that symbolize their connection to ancient
magic and chakra energy
Clothing:

o flowy cloth draped over them

o imagine sari, but less like a dress

o embroidered symbols

Symbols/Colour Scheme

e nature-based

sun/moon/star (constellations)
flowers

mosaic/geometric patterns
blue/green, yellow, purple/red

Architecture



e Ornate palaces, domes and step-wells
e intricate carvings, geometric patterns
e vibrant mosaics with symbols

Rituals

o (*WIP*)

Biome

o (*WIP*)

Members (Animals/Classes)

Classes (*WIP*)

Generally, every animal is welcome inside this faction as long as they see magic as an expression
of their cultural and spiritual identity

Mages
Healer
Ranger
Fighter (Rare)

Animals

e Deer (Common): They are seen as natural leaders within the Magic Faction, embodying
grace, wisdom, and a deep connection to the forest’'s rhythm. They often hold higher
positions, guiding rituals and teaching others to harness chakra energy. With their calm
demeanour and agility, they represent spiritual guardianship, reminding others of their
responsibility to protect and preserve ancient wisdom.

o Tortoises (Common): Slow, deliberate, and wise, tortoises are the faction’s elders,
symbolizing endurance and patience. They are responsible for protecting sacred sites,
relics, and ancient knowledge. Due to their long lifespans, tortoises serve as living
archives, holding oral histories and ensuring that younger generations respect tradition.
Their cautious and grounded approach makes them natural guardians, often consulted for
significant decisions.

e Ibexes (Common): Known for their agility and sharp awareness, ibexes serve as scouts
and messengers. They traverse long distances quickly, carrying important messages
between settlements. Their ability to navigate difficult terrain makes them invaluable for
monitoring faction territories, especially sacred sites.



e Foxes (Rare): They are intelligent and adaptable, filling roles as strategists, diplomats,
and scholars. They bring a level of cunning and wisdom to the faction, often advising on
political matters or negotiations with outsiders. Foxes may also oversee the preservation
of ancient texts or relics. Their role symbolizes the faction’s ability to navigate complex
situations and its sometimes subtle approach to conflict.

e Lynx (Rare): Though carnivorous, the lynx is welcomed in this faction as a protector of
the forest. Known for their keen senses and solitary nature, lynxes represent silent
vigilance and are often found patrolling the faction’s borders. They are stealthy and
mystical, often called upon for scouting and guarding sacred sites.

e Owls (Rare): They serve as spiritual guides, historians, and teachers, preserving the
faction’s rich cultural lore and ensuring that ancient rituals are followed precisely. Known
for their wisdom and nocturnal insight, they perform ceremonial duties, often leading
important rituals during the night. Owls are deeply respected for their connection to the
mystical and their ability to perceive beyond the physical, helping to maintain the
faction’s spiritual focus.

e Peafowls (Extremely Rare): Known for their beautiful plumage and vibrant presence,
peafowl add artistry to the faction, often performing rituals, dances, and ceremonies. They
symbolize beauty and mysticism, enhancing the faction’s cultural depth through their
displays, which represent the forest’s spiritual vitality. Peafowl are respected as artists
and ceremonial figures, embodying the aesthetic and celebratory side of the faction.



Background

How to Magic

What is their source? What is chakra?

e Magic in this world is not an inherent ability but a channelling process that draws from an
external, natural source

e This source - believed to be the forest’s spiritual essence - is accessible only to those who
can attune their energy, or “chakra” to it

e Chakra is the life energy within everyone, allowing them to align with the magic flowing
around them

Types of Magic? (*WIP*)

e healing

Why a staff?

e is essential for focusing chakra and drawing in the external magic of the forest

e acts as an extension of the animal’s chakra, allowing them to harness and control magic
without the energy dissipating

e Without a staff, chakra energy is unfocused and cannot resonate with the forest’s magic

e Creating a staff: Each species crafts unique staves reflective of their skills and purpose (a
deer’s staff might be adorned with leaves and vines, representing growth and balance,
while a tortoise’s staff may have symbols that reinforce healing and protection)

Do they have limitations?

Using magic drains chakra, and overuse can lead to exhaustion or even illness

chakra does not regenerate quickly and keeps faction members cautious, as pushing too
hard could incapacitate them for extended periods

Without a staff, chakra energy is unfocused and cannot resonate with the forest’s magic
can also result in misfires or unintended consequences, like not attacking properly or not
being able to heal someone



Quests



Quests

Main Quest - Shard of
Resonance

Connection to the artefacts/fragments

The Magic Faction holds a fragment of the central artefact, likely within a heavily protected sacred
site or shrine deep in their territory. To them, the fragment is a relic of their ancestors and a vital
link to the past. They see the fragment as a gift of enlightenment, allowing them to restore their
lost civilization’s knowledge. However, they may be unaware of its dangerous instability. The
fragment subtly amplifies the faction’s magic while destabilizing their surroundings, such as:

e Altering plant growth unpredictably, causing overgrowths or magical flora
e Creating areas where chakra alignment becomes chaotic, affecting rituals or battles

To obtain the fragment, players must navigate the faction’s strongholds and ideological barriers.
This could involve gaining their trust through diplomacy, infiltration to steal the fragment, or even
challenging their beliefs about its use.

e Healing Glades: Areas where injured players or NPCs can recover faster

e Elemental Surges: Zones where natural elements like wind, water, or vines react
unpredictably, creating tactical challenges during battles

e Wildlife Transformation: normal creatures develop magical traits (e.g., better agility, more
battle strength, ...) and get aggressive due to the fragment's unpredictable influence

e Faction-Controlled Pathways: The faction uses the fragment’s power to subtly control
routes within its territory. Certain paths may become impassable due to dense overgrowth
or magical storms unless the player aligns with the faction (player completed many magic
faction quests successfully) or finds a way to counter the magic themselves (high-ranking
mage in the player's group)

Key Interactions

Discovering the fragment:

e the players learn about the magic factions fragment through their recurring visions



e might show glimpses of the fragment’s effects -> lush, enchanted landscapes marred by
moments of instability (something like overgrowth of weird glowing plants?)
e players can talk to NCPs and they will tell them about some weird sightings
o A forester NPC describes dense overgrowth cutting of roads leading into the
Magic Faction’s territory
o “You’ll want to turn back if you’'re heading [...]. The roads are gone,
swallowed by roots. I've never seen trees grow so fast. There’s magic at
work, I’'d bet my axe on it.”
o A traveller claims to have seen "creatures glowing like stars" attacking anyone
near some ruin
o “I saw them, | swear! Deer with eyes of fire, vines that moved like snakes.
The forest’s alive, and something’s making it angry.”
o A traveller speaks of having weird visions/nightmares
o "You dreamt of the glowing trees, didn’t you? I’'ve heard others speak of
that forest - alive with light, but cursed with chaos. They say it’s the
Magic Faction’s doing. Something they guard deep in their sanctuary." -
"You don 't know the way? Here, follow this path and soon you will see the
trees and thorns of the Hearttree Sanctuary."

Entering the Hearttree Sanctuary:

e The faction’s territory is a mix of serene clearings and treacherous magical zones

e Approaching the fragment’s location involves overcoming guardians and environmental
hazards (see elemental surges/wildlife transformation)

e player can choose to negotiate access by allying with the faction, or gain the faction's
trust

e Upon reaching the sanctuary, players encounter Ghazal, the current Chronicler of the Veil
, and other key NPCs. The tone of these interactions depends on the player’s past actions
and current approach

o Ghazal (if you're neutral/unknown): "You come to the Hearttree, yet your soul carries
no song of alignment with the forest. Speak, wanderers. Why should we trust you
with our most sacred relic?"

o Ghazal (if you're allied): “The Hearttree senses your alignment, and so do I. You’ve
shown respect for the forest’s will. Tell me, what purpose brings you here?”

o Other NPCs: “You tread on sacred ground. Turn back, outsider, unless you come
bearing gifts or purpose worthy of our trust.” - “Few outsiders earn the right to tread
these grounds. If your intent is true, the Hearttree’s light may guide you and bring
you peace as it has given us. Otherwise, it will repel you, as it has all who seek to
harm it.”

o diplomatic route: completing quests for the faction to prove the player’s
worthiness/interest in their overall goals

o gain trust route: (WIP)

o none of the above: The player can also choose to be hostile against them



Internal Conflict and Long-Term Effect

Internal Conflict

Their deeply rooted ideology shapes the response to the main quest. Even though they promote a
high sense of community and tradition, they have deep-rooted conflicts about the artefacts.

e Elderguardians (also called Preservers): Argue the fragment should remain untouched, as
they believe it embodies their ancestors’ wisdom and provides spiritual guidance. They
fear any interference could anger the forest's spirits

o When talking to an elder, they say: “The shard is a sacred song of our ancestors, its
resonance harmonizing with the forest’s breath. To disturb it is to disturb the
balance. Do not mistake its power for yours to control. Leave it be, or you will face
the wrath of the land itself!”

e Pathfinders (also called Seekers): Advocate for actively studying and harnessing the
fragment’s power to advance their understanding of magic. They see it as their duty to
unlock its full potential, even if it involves risk

o When talking to a leader, they say: “We’ve spent too long fearing what we don’t
understand. Blind faith will bury us in ignorance. The shard holds answers to
questions we’ve been too timid to ask. We should unlock its full potential, for the
forest and ourselves.”

The player can exploit these divisions by supporting one faction over the other, swaying the
outcome of the fragment’s use:

e Supporting Preservers might delay the player’s access but preserve the fragment’s
stability, ensuring it remains intact for future runs

e Aligning with Seekers may give the player access to advanced magical resources or
insights but could destabilize the region further

Long-Term Effects

e Future runs:

o

e Shifts in dynamics:
o Strong magic faction: If their fragment is stabilized or enhanced, their influence
grows, potentially leading to greater magical control over the forest
o Weak magic faction: losing the fragment could diminish their power, allowing
rival factions like the Coven or Anti-Magic Faction to encroach on their territory
e Final confrontation with the Covens:
o if allied, they might provide resources or additional characters to aid the player
in the showdown



o if opposed, they could join forces with the Coven or launch independent attacks
to reclaim what was lost
o Ghazal will say: "You tore apart what was sacred. Do you hear it now? The
shard’s cry will outlast us all..."

The Artefact

What kind of artefact does the faction possess?

The fragment possessed by the Magic Faction is a Shard of Resonance, a crystalline piece of the
shattered central prism that amplifies and harmonizes magic within a certain range. The shard
radiates an ambient energy that naturally aligns with the forest’s life force, creating an aura of
vitality and heightened magical potential.

What are they doing with the artefact?

The Magic Faction uses the shard primarily as a spiritual and magical focus. They believe it is a
relic of their ancestors, meant to guide them toward reclaiming the lost harmony of their
civilization. Rituals performed near the shard are said to amplify their effectiveness, allowing for
faster healing, the growth of protective flora, and heightened awareness of the forest’s spiritual
currents.

There is also a growing faction within the group, the Seekers, who argue for actively studying the
shard to unlock its full potential. They’ve begun to experiment secretly, seeking ways to harness its
energy for broader magical advancements.

When and how did the artefact get to the faction?

After the prism was shattered, fragments were scattered across the land, and the shard that would
later become the Hearttree Sanctuary was swept away in a magical surge that deposited it in a
remote glade. Over time, the shard’s energy influenced the surrounding environment, causing
rapid growth and creating the unique flora and fauna now present in the region. Legends within the
faction suggest that the forest itself “chose” to protect the shard, guiding its placement to ensure it
would remain hidden until it was needed again.

When did the faction discover the artefact?

The shard was discovered by the faction during its earliest exploration before the order was
established under Levent’s leadership. While charting unexplored regions of the forest in their
search for ancestral ruins, they stumbled upon the glade where the shard had lain dormant for
centuries. Levent was the first to sense the shard’s power, describing it as a "song" resonating
through the forest. Upon closer examination, they found the shard partially embedded in the
ground, its crystalline structure glimmering faintly. The faction quickly established the site as
sacred, building the Hearttree Sanctuary around the shard to protect and honour it.

How much does the Faction know about the artefact?

The Magic Faction knows the shard is a relic of their ancestors and a source of immense magical
energy, but their understanding of its origins and potential remains incomplete. They revere the
artefact as a divine gift, interpreting its effects as the will of the forest or guidance from the
ancestors. However, they are unaware of the shard’s true nature as a fragment of a larger artefact,



nor do they fully comprehend its instability.



Quests

Echoes of the Ancients

Objective

The player’s party finds an ancient inscription detailing some history about the downfall of magic
itself. This is merely theoretical since the inscription is not written in their language.

Starting Point

e (WIP) Trigger
o The player’s party enters a clearing rumoured to be home to ancient ruins. Upon
searching, they discover a partially buried stone tablet, weathered but glowing
faintly with magical energy.

o "The stone tablet is cracked, with swirling rune-like symbols carved into its
surface. Faint pulses of energy emanate from the carvings, causing the
surrounding air to shimmer. The script is unlike anything the party has seen,
and the meaning of the text is entirely obscured."

e Problem
o The inscription is written in an unknown language, but it hums faintly with
resonance when approached, suggesting magical importance. Players can
investigate the tablet and surrounding ruins to gather hints.

o SKkill Check: Certain characters (mages?) might sense lingering magical
energy in the inscription, unlocking flavour text or minor clues.

o The party encounters AKkil, an eccentric Magic Faction historian, scavenging
the ruins for artefacts.

o Akil“s Role: He recognizes the tablet’s significance and offers to help
decipher it but warns that doing so requires the use of a resonance
crystal (*WIP*) - a rare item that can channel the shard’s power to
“translate” ancient magic.

o “Ah, the tablet hums with history. It holds the whispers of a bygone
age, one of magic’s rise and fall. But these whispers are locked to
your ears. Only the crystal can unshackle their meaning, but the
forest does not give such treasures freely.” - “There is a risk, of
course. To awaken knowledge is to awaken danger.”

e Aquiring the resonance crystal

o Akil send the party to a nearby grove where the Resonance Crystal is rumoured
to lie, guarded by hostile wildlife warped by the forest’s leaking magic.

o “The forest protects what is sacred. Tread lightly, or you may find yourself
among its roots.”



o The Resonance Crystal is hidden in the grove’s heart, requiring players to
navigate battles
e Deciphering the tablet
o Setting: Returning with the Resonance Crystal, Akil performs a ritual to activate the
tablet. The runes glow brightly, and faint holographic-like images appear, illustrating
moments from the ancient past.
o The images and inscription suggest the ancient civilization’s downfall stemmed from:
o Overuse of Magic: Depictions of massive constructs and rituals overwhelming
the land’s natural balance
o The Collapse: A cataclysmic event shatters the artefact and devastates the
civilization
e Final Objective
o The tablet’s meaning remains open to interpretation, and the party must decide
what to do with the knowledge:
o Preserve it: The party can allow Akil to take the tablet to the Magic Faction for
safekeeping, deepening their relationship with the faction.

o Consequence: Unlocking an assumption on what happened to magic (as
seen in the history of the magic faction). The faction may use the
knowledge to justify their actions, shaping future interactions.

o Akil: “Wise travellers, you understand that the past is not a warning
- it is a guide. The song of magic may have faltered, but with care,
we may yet find its harmony again.”
o Destroy It: The player can destroy the tablet, fearing the knowledge could
trigger a repeat of a catastrophe.

o Consequence: Akil condemns this choice, and the tablet’s destruction
could weaken the party’s connection to the Magic Faction.

o “You would silence the voices of the past? Fools! Knowledge
forgotten is a blade turned inward. Without it, we are doomed to
stumble blindly into the same abyss!”

o Keep It: The party can take the tablet, hoping to use the knowledge
themselves.

o Consequence: This can either have no effect on anything or can boost the
players mage skills by X% but risks angering the Magic Faction.

Additional Infos nach Meeting am 17.12.:

o steintafel ist an einem festen Ort (kein Item)
o recruitable character (druid) --> octopath traveller klassen als inspo mal
anschauen



Quests

(*outvoted*) Shattered Relic

Objective

The player’s party discovers fragments of a powerful relic belonging to the Magic Faction in one of
the forest clearings.

Choices and Consequences

e Rebuild the Relic: The player can gather all the pieces and return them to the Magic
Faction. This enhances their power in the world.

e Use the Relic’s Power/don’t return it: (f the playerkeeps-the relic for-theirparty;
they-gain-temporary-boosts-in-battles:} However, this strains their relationship with the

Magic Faction, potentially leading to aggressive encounters with faction members on
future paths.

Chain Effect

If rebuilt and returned, the relic’'s power might create new magic-based encounters or barriers
along certain paths, making future runs more challenging for players less attuned to magic.



Quests

(*WIP*) The Eclipse

Objective

The eclipse ritual has inadvertently caused a powerful magical anomaly - a tear in the forest’s
energy caused by the Shard of Resonance interacting with the eclipse. The anomaly disrupts
chakra flow, creating chaos in the region.

The player’s party must investigate the anomaly

Starting Point

e The Magic Faction invites the player to witness the rare eclipse ritual at a ceremonial site
deep within their territory, known as the Moonwell Glade
e Upon arrival, strange disturbances begin to manifest

o “The eclipse amplifies the shard’s song, yet the forest trembles. Something has gone
wrong. Will you help us mend the balance, or leave us to face this calamity alone?”

e The player must explore nearby zones affected by the tear. Each zone provides clues as
to what’s destabilizing the ritual. (WIP)

e The Magic Faction requires Essence Roots

e During exploration, players might uncover signs that Progressive faction members
attempted to amplify the ritual’s power by channeling extra energy into the shard. Their
experiments may have triggered the anomaly

e Decision:

o The player aids the Traditionalists in performing a purification ritual using the
gathered Essence Roots --> resolves anomaly

o A traditionalist elder: “Balance is fragile, outsider. Power must be tempered, or
it consumes all. Help us restore the harmony, for the forest’s sake.”

o The player sides with the Progressives and uses the shard to absorb the anomaly’s
energy, making the ritual succeed—but at the cost of further destabilizing the area --
> factions power increases

o A progressive Mage: “You see instability; | see untapped potential. With this
power, we could remake the forest. Why let fear hold us back?”

o The player decides that the shard is too dangerous and works to suppress its energy,
halting the ritual entirely

o Flavour text: “The forest breathes once more—or does it groan under the
weight of what we've done? Only time will tell.”
e Difference from the Covens: Players engage in exploration, resource gathering, and
faction-aligned decision-making.



