
1. Main Concept 
Setting: A technomagic world where a leading industrial nation was obliterated by a magical 
cataclysm during a global war. What is left of this event is now an unstable, distorted 
wasteland known as The Residue.  

Core Conflict: A high-stakes struggle for territory, ancient technology, and volatile 
resources. External factions and internal survivors compete to exploit the Residue’s 
anomalies while facing the reality of a collapsing magic zone. 

 

2. Narrative Pillars 
●​ The Fog of Isolation: The Isolation is an impermeable shroud around the borders of 

The Lost Nation. Those who cross the threshold are often trapped for months or 
years, forming unique, isolated groups who must build a new life among the ruins. 

●​ The Scarcity Paradox: Basic life-support resources (clean water, food, medicine) 
are critically limited. However, the most dangerous anomalies and ruins contain 
magic-altered technologies and artifacts capable of shifting the global balance of 
power. 

●​ Planar Instability: The cataclysm tore the fabric of reality. The Residue is riddled 
with Planar Rifts - unstable portals to other dimensions. This causes environmental 
shifts (e.g., a village ruins turning into a permafrost wasteland) and allows alien 
energies to leak into the world. 

●​ The Static: Magic radiation around is transformative at best, deadly at worst. 
Survived flora and fauna have been reshaped by arcane leakage into apex predators 
and bizarre hybrids - and some of the mutated humans are still walking through those 
lands.  

 

3. Factions 
●​ The Iron Bones (Necro-Militarist): An expeditionary force utilizing necromancy to 

reanimate fallen soldiers. They treat the Residue as a military warehouse and seek to 
extract ancient weapon caches at any cost. 

●​ The Amber Disciples (Cult/Evolution): A commune of survivors heavily altered by 
the Residue’s Static. They worship a mutated apex predator - the Amber Wyrm - and 
believe that only he is capable of bringing back their humanity. 

●​ The Scavengers (Trade/Neutral): A decentralized network of smugglers and 
pathfinders. They hold the monopoly on safe-route maps and anti-static gear, 
prioritizing profit and individual autonomy over politics. 

●​ The Remnant Legion (Restorationist/Constructs): Battalions of sentient 
technomagic constructs that survived the cataclysm. As the only legal heirs to the 



fallen nation, they struggle to restore their homeland despite their own mechanical 
degradation. 

 

4. Narrative-Gameplay Integration 
●​ Miracle Artifacts: High-value, single-use relics. Each artifact can trigger a one-time 

"Miracle" (e.g., instant resurrection or portal creation) before shattering, forcing 
high-stakes tactical decisions. 

●​ The Burn: A progressive degradation system. Long-term exposure to the Residue 
and its dangers is terminal; characters eventually "burn out" - bleeding, scarred, lost 
and indifferent. 

●​ Dynamic Factions: The Residue is a living ecosystem. While characters rest or 
delay, factions actively advance their agendas, seize territories, and trigger world 
events independently of player action. 

 

5. Environmental Storytelling 
Location: The Ruined Village Square 

An entire settlement square is flash-frozen in a perfect, crystalline sphere of 
planar ice that radiates outward from the center. At its heart, a chaotic battle is 
preserved in chilling details: 

●​ Several Iron Bones Undead, their rusted weapons visible through ice, 
frozen mid-lunge. 

●​ Two Remnant Legion Constructs, their metal plating cracked, trying to 
defend the artifact. 

●​ An Iron Bones Officer in black uniform, their expression a mix of 
triumph and terror, lunging toward the center. 

Floating motionlessly in the exact center is a pulsating Hild's Eye. The officer’s 
fingertips are just millimeters away from it, forever frozen at the moment a fatal 
rift was triggered. 

6. Quotes and Descriptions 

Log Entry: Field Medic, The Iron Bones 

●​ Quote: "Officer Mire isn't responding to communicaions anymore. The frost from the 
Rift got into the implants. I can’t tell if the soldier is still screaming or if it's just the 
Static in the wires." 

Dialogue Bark (Remnant Legion Sentinel) 



●​ Quote: "You seek to *restore* this place? Look at my hands - they are rusted to the 
bones. We are the land now. You are just a guest who stayed too long." 

Scavenger’s Warning (Graffiti near an old ruin with regenerating mutant) 

●​ Quote: "NO BLINKING! AIM IT'S LEGS!" 

Radio Intercept (Intercepted Faction Signal) 

●​ Quote: "The Iron Bones moved their front line while we were sleeping. They don't 
need rest, and they don't wait for us to be ready. Move. Now." 

Item: Faded Elven Cloak 

●​ Description: Shimmering fabric stained by Residue's soot. It still hums with a faint 
displacement field, though the weave is fraying from Static. 
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