A Visit to Black Marsh
Project Outline

A Visit to Black Marsh is a plug-in/mod for The Elder Scrolls IV: Oblivion where players with stealth-oriented characters can take on a new Dark Brotherhood contract in the Argonian homeland of Black Marsh, south-east of Cyrodil.  Players must make their way to the city of Gideon, where they must investigate a cult called the Followers of Seth, and assassinate their leader.

· Story
· Plot Summary – 

After the Player Character has become the Listener for the Dark Brotherhood, a Messenger appears in the Cheydinhal Sanctuary with a special request from the Argonian Black Hand, asking for the player’s assistance in Gideon.  The Black Hand believes that source of their recent recruitment troubles lies in Gideon, and, fearful of leaks within their ranks, have used their ties to the Imperial government to have the city put into lock-down.  In order to get into Gideon, the player must be smuggled in with some cargo brought into the city by an Imperial official, whom the player meets just outside of Blankenmarch.  
Upon arriving in Gideon, the player is filled in by a J’Kvirra, a Dark Brotherhood Executioner, who acts as the player’s contact in Gideon.  J’Kvirra tells the player that a cult known as the Followers of Seth has been growing in popularity, and has even drawn away some of the Dark Brotherhood faithful.  Seth has long been thought of as just another name for the Dark Brotherhood’s Dread Father Sithis, but a new leader in the cult has apparently begun to twist Sithis’ teachings, over-emphasizing the Dread Fathers links to necromancy, and claiming that she has spoken with Seth himself.  The player is told that they must try to infiltrate the group and assassinate the leader, Nakuma. In order to accepted by the group, the player fetch a Ceremonial Dagger from a nearby tomb, Soulwretch Cave, and bring it back to Tul-Neel.  Soulwretch is filled with undead enemies and even some other NPCs, who are also trying to join the Followers.  Upon returning to Tul-Neel with the Dagger, the player officially becomes a Follower of Seth.  Tul-Neel also recognizes almost immediately that the player is an able assassin and, if the player is interest, mentions that he might have some special assignments for the player.  
These special assignments are all basically meant to help Tul-Neel gain more power within the organization, by killing off some his immediate superiors.  Helping Tul-Neel will allow the player to move safely through the Outer Sanctum and Green Huntsman basement without alerting other Followers, whereas if the player choose not to help Tul-Neel, they would have to sneak through these areas to get close to Nakuma.  As the player helps Tul-Neel climb the ranks within the organization, they also get progressively closer to their target, Nakuma.  After the 2nd side quest, the player is technically close enough to sneak off and kill Nakuma on their own, but Tul-Neel offers the player one last (optional) contract, which has the potential to put the player in the same room as the target.   This turns out to be a trap set by Tul-Neel, who believes the player has grown too powerful to be properly controlled, and the player must kill Tul-Neel in order to escape.  Afterwards the player has to make his or her way back the Inner Sanctum, and finally confront and kill Nakuma.  After killing Nakuma, the player reports back to J’Kvirra and receives their reward, a set of Midnight Armor, and the eternal thanks of the Argonian Black Hand.
· Through Lines
· Only through-line is the objective “Assassinate Nakuma.”  Assisting Tul-Neel could be considered a through-line, but it only starts when player meets Tul-Neel and continues only if they choose to assist him.

· Characters (in order of appearance) ( Brackets indicate as-of-yet-unnamed characters, groups, or secondary characters)
· [Player Character] – The Player’s in-game character; must be Listener in Dark Brotherhood and have Sneak skill of 75, Blade skill of 50  

· [Dark Brotherhood Messenger] – Argonian, Male, Young, Assassin, dressed in Shrouded Armor (typical DB armor set).  Delivers message to Player in Cheydinhal Sanctuary, perhaps has some standard set of dialog (lore for those who care) describing Black Marsh, Gideon, whatever, beyond that, is removed once Player leaves Sanctuary.  Speaks respectfully to the Player, who is of a higher rank.
· [Imperial Legion Contact] – Imperial, Male, Balding, Middle-aged, Merchant/Trader, dressed in expensive clothing.  Provides initial transportation for the Player from Blankenmarch to Gideon. Speaks to player in hurried tones, like he’s nervous (not sure how to show this without voices, maybe facial features? Is this possible?).
· [Citizens of Gideon] – Mixed group of species: 75% Argonian, 15% Human (Imperial/Breton/Redguard/Nord), 10% Khajit. Few to no Elven species (Dark/Wood/High).  Most (but not all) of the Argonians in the town have a gray-tint to their skin, and vary in status, with the Lower Class making up the vast majority of the Argonian population.  Almost all of the Humans are Upper Class, usually Imperial officials.  Khajits are few and far between, tend to stay in the more mixed areas (ie Upper class areas).

· J’Kvirra – Khajit, Female, Young, Executioner, dressed in plain clothes (ie NOT Shrouded Armor).  The Player’s main source of information from the Dark Brotherhood whilst in Gideon, gives Player mission to investigate Followers of Seth and assassinate Nakuma.  Also might provide transportation out of the city of Gideon, depending on whether or not Fast Travel is allowed to and from Gideon once you reach the city.  Works in Laughing Dragon Tavern, the more integrated of the two taverns in town (most of the clientele are humans working for the Empire, and upper class citizens of Gideon).
· Tul-Neel – Argonian, Male, Young, Necromancer, Non-gray tinted skin tone (indicates that he is not from the region around Gideon) – Tul-Neel is one of the younger members of the Followers of Seth, but he has shown incredible potential, and is on track to become one of the strongest necromancers in the group’s long, dark history.  Once a lower-class commoner, Tul-Neel was drawn to the teachings of Seth by promises of infinite power. He quickly ascended the ranks to become a Gatekeeper for the organization, overseeing the recruitment of new members and taking care of any unwelcome visitors that might come poking around.  Being the most visible face for an organization that wishes to remain invisible, Tul-Neel is naturally suspicious of anyone that comes to him asking about the Followers of Seth.  His incredible lust for power sometimes overshadows his dedication to the teachings of Seth and the elders, and this often proves to be his only weakness.  Player meets Tul-Neel in the Green Huntsman Tavern.
· [Followers of Seth, Lower Ranks] – Mostly young Argonians, occasional Human in the mix. For the most part, the lower ranking members of the Followers of Seth are simply commoners that work among the common citizens of Gideon, except at night, they all tend to gather at the Green Huntsman Tavern.

· Necris Keeper Galien – Tul-Neel’s immediate superior within the Followers of Seth.  Old, seemingly weak Breton Necromancer, disgusts Tul-Neel for the most part.  (Optionally) Assassinated by the Player if they choose to help Tul-Neel with his “problems.”

· Grand Necris Pale-Fin – Tul-Neel’s second target for the Player. Argonian, Male, Young, Necromancer.  Once a close personal friend to Tul-Neel, he now only acts as a roadblock.  (Optionally) Assassinated by the Player if they choose to continue to help Tul-Neel
· Tanusei – Non-existent target, meant to lead the player into a trap set by Tul-Neel.

· [Followers of Seth, Misc Upper Ranks] – Argonians, Mixed skintones, Older, Powerful Necromancers, Devouts, reside in the Inner Sanctum, practicing their dark arts and waiting for Seth to once again speak to Nakuma, and attempting to contact Seth on their own (consuming a lot of Hist Sap).

· Nakuma - Argonian, Female, Middle-aged, Necromancer, gray-tinted skin tone – Leader of the Followers of Seth, claims to have spoken with Seth directly.  Driven insane after years of repeatedly abusing Hist Sap, Nakuma spends most of her time studying the dark arts and trying to contact Seth through bloody rituals involving human sacrifice.  Only the select few with the ranks have seen Nakuma, and even fewer still are allowed to speak with her.
· Seth – Unknown Race (Never seen in game), Male, God – Not much is known about the one Argonians call Seth.  Long associated with the city of Gideon, most references to Seth have revolved around the dark arts and necromancy.  Everything beyond that are considered rumors and conjecture.  Some say Seth is a God, others say he is merely an incredibly powerful necromancer.  Some pieces of lore have equated him with the Dark Brotherhood’s patron, Sithis, calling Seth the Argonian equivalent to the Dread Father. (Soon after the quest starts, it is revealed that Seth and Sithis are the same god/person).

· Character Triangles
· Player(Tul-Neel(Nakuma (Player, Means to reach Target, Target)
· Player(Tul-Neel(Dark Brotherhood Contact (possibilities of shifting allegiances)
· Story Matrix

	Story Element
	 Get Assignment (Act 1)
	Meet the Followers (Act 2)
	Join the Followers (Act 2)
	Sub-Contracts (Act 2)
	Sub-Contracts (Act 2)
	Sub-Contracts (Act 2)
	Sub-Contracts (Act 2)
	Sub-Contracts (Act 2)
	Sub-Contracts (Act 2)
	The Confrontation (Act 3) 

	Assassinate Nakuma (Through Line)
	Player gets initial assignment, heads to Gideon, meets J’Kvirra, gets contract to kill Nakuma
	Player meets Tul-Neel, gets “The Test” quest, must complete it to get closer to Nakuma.
	Player now officially a member of the Followers of Seth, can learn more about Nakuma and the Inner Sanctum.
	Depending on whether player chooses to help Tul-Neel or go on their own to try and reach Nakuma, Player could either skip ahead to The Confrontation
	Depending on player’s actions, they could either gained access to the Green Huntsman basement (and one step closer to Nakuma) via Sneak or by helping Tul-Neel
	If player helped Tul-Neel, they can get another contract here or try to sneak through to The Confrontation
	Depending on player’s actions, they could either gained access to the Outer Sanctum (and one step closer to Nakuma) via Sneak or by helping Tul-Neel
	If player helped Tul-Neel, they can get another contract here or try to sneak through to The Confrontation
	Depending on player’s actions, they could either gained access to the Inner Sanctum (and one step closer to Nakuma) via Sneak or by killing Tul-Neel.  Player will be attacked if seen in Inner Sanctum. 
	Player confronts Nakuma, kills her, and either sneaks out to the previous safe area (dependant on whether player helped Tul-Neel) or kills everyone on the way out.  Player reports back to J’Kvirra for Midnight Armor and Hood (Quest Completed)

	The Test
	
	Quest Received
	Player returns to Tul-Neel with Ceremonial Dagger
	
	
	
	
	
	
	

	Side Quest 1 Assassinate  Galien
	
	 
	
	Quest Available
	Player Completes Quest
	
	
	
	
	

	Side Quest 2  Assassinate  Pale-Fin
	
	
	
	
	
	Quest Available
	Player completes Quest
	
	
	 

	Side Quest 3 Assassinate Tanusei (Kill Tul-Neel)
	
	
	
	
	 
	
	
	Quest Available
	Player returns to Outer Sanctum with Tul-Neel’s key to Inner Sanctum
	 


· Back-Story
· The Dark Brotherhood has long-standing ties with the Argonian homeland of Black Marsh: Argonians born under the sign of the Shadow, also known as Shadowscales, are given to the Dark Brotherhood at birth to be trained in the arts of stealth and death.  Their extraordinary skills and strong ties to their homeland have proved to be beneficial to both the Dark Brotherhood and the ruling body of Black Marsh. Recently however, there has been a significant drop off in the number of Argonian recruits, both Shadowscale and non-Shadowscale.  The most noticeable drop off occurred in the area around Gideon.  The Black Hand of Argonia has decided that it is time for action, and in order to be as discrete as possible, they need to have an outsider look into the matter: the new Listener of the Cyrodil Black Hand.
· Quests

· Main Quest
· Player begins in Cheydinhal, inside the Dark Brotherhood Sanctuary (Required: Completed Dark Brotherhood Quest Line, Sneak skill of at least 75, Blade skill of at least 50)

· A new NPC named “Dark Brotherhood Messenger” approaches the player and begins conversation.

· NPC gives tells the Player of the quest and tells player to head to meet their contact just outside of Blankenmarch (Quest Entry Added - “A Visit To Black Marsh”, Map Marker Added – Blankenmarch)

· Player meets contact south of Blankenmarch, contact agrees to smuggle player into Gideon, tells Player to find J’Kvirra at the Laughing Dragon Tavern once in town. (Quest Entry Updated – “A Visit To Black Marsh”)

· Player arrives in Gideon, heads to Laughing Dragon

· Player meets J’Kvirra, gets quest to Assassinate Nakuma, suggests best way to get close is to earn the trust of Tul-Neel and infiltrate the organization. (Quest Entry Completed – “A Visit To Black Marsh”, Quest Entry Added – “Assassinate Nakuma”)

· Player heads to see Tul-Neel at the Green Huntsman Tavern, learns that in order to be accepted into the cult, they need to survive the Soulwretch Caves, and bring back a ceremonial dagger that rests there. (Quest Entry Added – “The Test”)
· Player heads to Soulwretch Caves, fights through mostly undead enemies (perhaps some competing NPCs?), gets the dagger, comes back, accepted into the Followers of Seth (Quest Entry Updated/Completed - “The Test”)

· At this point player can choose to either complete any number of the side quests or simply attempt to sneak their way to the Inner Sanctum and the target. (Completing more of the side quests allows the player to safely get closer to Nakuma, by gradually allowing the player to enter areas without pissing off the NPCs in those areas.)

· Side Quest 1 – 
· After completing the Soulwretch Caves part of the Main Quest, Tul-Neel mentions some “special duties” that he has in mind for someone of the Player’s talents. Asking about special duties will open this side quest up. (Quest Entry Added – “Moving Up In The World, Pt 1”)
· Tul-Neel asks player to assassinate his immediate superior, Necris Keeper Galien, who has a house in town.  Making it look like an “accident” will yield the player a custom enchanted ring. For a bonus, the player can secretly place a cursed totem in his basement and have the ghouls will take care of the rest.
· If the player kills the target or places the totem in the correct place without being seen, this quest is completed, and the player is granted access to the Green Huntsman’s Basement. (Quest Entry Completed – “Moving Up In The World, Pt 1”)

· Side Quest 2 – 
· Player must have completed “Moving Up In The World, Pt 1” in order to get access to this quest.

· Tul Neel wants the player to assassinate an old friend of his, Pale-Fin. Now a Grand Necris in the Followers, Pale-Fin’s knowledge of Tul-Neel’s past could prove to be an embarrassment to him, and could hurt his chances of moving up within the organization.  Tul-Neel wants to send a message, so he wants the player to make it so Pale-Fin kills his entire family with his own hands before the player kills Pale-Fin.  Tul-Neel gives you a couple spell scrolls that will cast a frenzy spell strong enough to send Pale-Fin into a murderous rampage. 

· Upon completion of this quest, the player is granted access to Outer Sanctum, and if they completed it using the frenzy scrolls, an enchanted dagger is given as a bonus. 
· Side Quest 3 – 
· Player must have completed the previous two side quests in order to get access to this one

· Tul-Neel has one last contract for the player; the target was supposed to be someone named Tanusei, but it turned out to be a trap set by Tul-Neel.  

· Upon killing Tul-Neel, the player can search his body to find a key to the Inner Sanctum & some enchanted armor.
· Lore Notes
· Followers of Seth Mini-Faction Rank Structure

· Observer (Player becomes this after completing “The Test”)
· Follower

· Worshipper

· Gatekeeper (Tul-Neel starts here)

· Necris Keeper (Target 1, Tul-Neel becomes this following assassination)

· Grand Necris (Target 2, Tul-Neel becomes this following assassination)

· Devout

· Seth’s Chosen (Nakuma)

· Technical Details
· World Size: ~6x6 Cells (New Worldspace), ~20 interior cells (building interiors, caverns, Sanctum, etc)
· Modified and New Locations:
· City of Gideon – Uses Leyawiin style architecture/buildings, city appearance will be similar to that of Leyawiin but with more swamps.
· Green Huntsman Tavern – Gathering point of lower-class Followers of Seth members, meet Tul-Neel here.  Located in lower-class area (hovels)

· Laughing Dragon Tavern – Upper class/”Human” Tavern, meet DB contact here.  Located near Imperial Legion buildings and upper class buildings.  Bed available

· Pawn Shop/Generic Item Store

· Root Caverns – Hollowed out caverns underneath Gideon that act as a sort of sewer system; connects to Soulwretch Cave, and Outer Sanctum.
· Soulwretch Cave – Main Quest Dungeon, accessible via the Root Caverns.

· Outer Sanctum – Area where members of Followers of Seth are trained in the dark arts.

· Inner Sanctum – Area where higher level members of the Followers of Seth reside and attempt to contact Seth.

· Blankenmarch – Add Imperial Contact to this village/settlement

· Cheydinhal, DB Sanctuary – Set DB Messenger to spawn here.

· Custom Weapons and Items (1st item is what it will be based off of):
· Dagger of Banes (Daedric Dagger)
· Reward Item for 2nd Subquest; scaled Shock, Fire, and Frost Damage on strike.

· Ring of Night (Ebony Ring)
· Reward Item for 1st Subquest; will have buffs to Intelligence and Willpower, possibly Turn Undead.
· Soulwretch Dagger (Ceremonial Dagger/Mehrunes Razor)
· Ceremonial Dagger player has to find in Soulwretch Cave (unenchanted at first; once player returns to Tul-Neel, it’ll get a paralysis and soul trap enchantment)
· Staff of Worms (Staff of Worms)
· No changes will be made, but this semi-rare weapon will probably appear a lot since it’s a necromancer-specific weapon

· Blade of Midnight (Thornblade or Blackwater Blade or Umbra (like em all)
· Weakness to Normal Weapons Enchantment, found in Inner Sanctum

· Coldwave (same as above)
· Weakness to Frost Damage, 25 Frost Damage on strike, found in Outer Sanctum

· Midnight Armor/Hood (Shrouded Armor/Hood)
· Custom Armor that acts as the final reward for the main quest; similar to original Shrouded Armor, just with better buffs and higher Armor class so its useful in combat

· Ghost Amulet (Gold Amulet)
· Custom accessory sold in the pawn shop in Gideon, has a 75% Chameleon enchantment
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