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[bookmark: _Toc5100915]High Level Synopsis
After the defeat of Malthael and his destruction of the Worldstone to gain its power Tyrael urges the Nephalem to seek out the escaped souls of the Prime and Lesser Evils to once again contain them and protect the peace of sanctuary. The Nephalem begin their search to protect Sanctuary once again, but the balance of power in the Heavens Above and the Hells Below has been shaken. Perhaps some things were best left unchanged…
[bookmark: _Toc5100916]Story Setup
The defeat of the Prime Evils has left many things unaccounted for throughout the Hell Below. One such issue is the Torture of Inarius by Mephisto. After Mephisto’s defeat in the Events of Diablo 2 and Tyrael’s destruction of the Worldstone the powers holding Inarius captive have been slowly weakening over time. Especially with Mephisto’s defeat in Diablo 2 Inarius’ captors have been slowly dispersing or have been killed by the Azmodan during his attempt to take control over Sanctuary and the Burning Hells in Act 3 of Diablo 3. Inarius manages to escape around the same time that the Nephalem travel to Westmarch in Act 5. Inarius begins rampaging through the Burning Hells and eventually escapes through the Mount Arreat crater after Azmodan opened it to the burning Hells. Inarius, seemingly by chance, rampaged away from the Nephalem and through the Dreadlands and across the sea. Though his torment at the hands of Mephisto has left him forever changed. He can no longer be considered an Angel for his form was monstrously twisted into an abomination. Neither Angel, nor Demon he simply exists, though his madness has not left him. Inarius remembers little of his previous time as an Angel save his burning need to eliminate the Nephalem. Mephisto’s torture left him forever changed in dangerous ways though, for with every step his form breaks down further and further and the demonic energies leak out in the air around him. His rampage went largely unnoticed by the Angiris Council as they were too busy attempting to rebuild The High Heavens after its siege. Inarius’ rampage eventually leads him past Caldeum and through the Dry Steppes towards the forests of Scosglen. He is mindlessly searching for the Worldstone to regain the power that was taken from him by Uldyssian to once take claim over Sanctuary and end the Nephalem and Humans. Since the barbarians have been mostly eliminated the Druids are one of the last remaining connections to the Worldstone in Sanctuary. This draws Inarius mutated form to them. While all this is occurring Lilith, Inarius lover, is still trapped in the void but has been watching over Sanctuary ever since her banishment. She sees Inarius’ mutated form escaping and tries once again to spare her children and take control of Sanctuary, just as she had done before the Sin War. During her captivity she was the force that led Inarius away from Westmarch and towards the Scosglen forests. She flees from the void and begins to scheme in Sanctuary to stop Inarius and save Humanity. Though her long imprisonment in the Void has weakened her, Lilith manages to seduce and control a Druid from the Scosglen Forest. She forces him to leave the Scosglen forests and search for powerful Nephalem to stop Inarius’ rampage. During his travels he hears stories of the defeat of Azmodan at the hands of a group of Nephalem and begins to search for them, eventually leading himself towards Westmarch. When he finally meets the Nephalem he introduces himself as Druí-Nathair and tells them of the rampage of a great demon through the Scosglen forests and how his fellow Druids need their help. Tyrael urges the Nephalem to focus on the Prime Evils but is eventually swayed by Nathair. The Nephalem, Lorath Nahr, and Tyrael then travel to the Scosglen Forests to stop Inarius with Nathair.
[bookmark: _Toc5100917]Act VI Story Breakdown
This section details main story beats and important moments. Sidequests and side objectives and their respective stories are detailed in the Sidequests section of the Level Overview Document.
[bookmark: _Toc5100918]Part 1 – Entering the Forest
The Nephalem and Tyrael pass through the Dry Steppes uneventfully and arrive near the edge of the Scosglen Forests. Evidence of Inarius’ rampage can be seen all around as many trees lie burning in his wake and many animals lay slaughtered and uneaten by the roadsides and glens. Nathair offers to lead the way for the group through the forest to reach Túr Dúlra. A short time after entering the player character remarks of ‘bad feeling’ (described differently for each playable class) and Inarius bursts out of the trees. He takes the party by surprise and quickly swipes Tyrael and Nathair away. The Nephalem fight bravely but are slowly overwhelmed by Inarius and flee deeper into the forest. After managing to escape Inarius the Nephalem realize that they are well and hopelessly lost. However, they notice some markings on the trees and some shamanistic symbols and begin to follow. They eventually happen upon a camp of Khazra that have captured a human woman.  The Nephalem make quick work of the Khazra and the woman implores the Nephalem to save her. She introduces herself as Leannán-Síhd and tells the player that she can help lead them through the forest to safety if they save her. Leannán explains that the mutated Khazra have captured her to use as a sacrifice to their Demonic masters. She explains that the Shaman Leader will have her key and he is currently in their main camp. The Nephalem then travel through the eastern section of the Scosglen Forests to reach the Khazra’s main camp. After reaching the outskirts of the Khazra camp the Nephalem are greeted by a larger than average Khazra who begins bellowing. He then charges the Nephalem and a small Elite Encounter occurs. After defeating the Khazra one of four emblems on the gate begins to glow. The nephalem realize they must find the other three and begin to search around the area. After finding the other three kharza guardians and killing them the gate has opened and the Nephalem can enter the larger encampment. The Nephalem enter to see that the Khazra have been sacrificing humans to some sort of demon they believe to be a god. Many Khazra begin to swarm the central location to kill the Nephalem as the Shaman begins chanting a spell.  During the ensuing melee shadowy black tendrils begin to swarm around the Khazra shaman and appear to be taking on a demonic form. The Nephalem are quick though and manage to kill the Shaman before the ritual can be completed. As the Shaman breathes his last the tendrils slowly fade away into nothing, but wisps and a female sigh can be heard throughout the camp. The Nephalem take the key from the Khazra Shaman’s body and return Leannán. They free her and she thanks them before beginning to lead them through the forest to the next area.
[bookmark: _Toc5100919]Part 2 – Traversing Through the Forest and Repairing Iomall
Leannán asks the Nephalem why they are here as visitors have not been seen in The Scosglen for many years. The nephalem explain that they are here to defeat the monstrous creature that separated their party after the defeat of the Prime Evils and their sealing in the Black Soulstone. Leannán is surprised to hear of this and mentions that they should inform the elders at Túr Dúlra as soon as possible, and if another Druid is with Tyrael they will likely be headed there anyway. Meeting at Túr Dúlra is the safest place to try and find Tyrael and Nathair. Leannán mentions that heading to the nearby village of Iomall on the border of the forest is the place to regroup and head to Túr Dúlra by following the roads as the forest can be quite treacherous. The party fight their way through the forest and eventually reach the village of Iomall. The village is not in good shape though as it appears that Inarius has rampaged through here. People can be seen from over the top of a partially destroyed wall and hail the party asking their purpose here. Leannán shouts back that she was rescued by these adventurers from some strange Khazra and they need to meet with the Elders in Túr Dúlra as they bring important news of the state of the world. The guards welcome them in but explain that the monster had rampaged through the area recently and not only destroyed the bridge over the river blocking the village from the road to Túr Dúlra but also agitated much of the wildlife in the area and prevented the villagers from getting the necessary materials to repair it. The guards are also now more worried when hearing about the strange and dangerous Khazra in the area. The nephalem remark that they must reach Túr Dúlra as soon as possible. The head guard, Mathan, explains that if the Nephalem wish to head to Túr Dúlra quickly then the bridge must be repaired and they will need a guide as Leannán does not know the way. Mathan asks the Nephalem for assistance in repairing the bridge and helping to protect the town in exchange guiding them to Túr Dúlra. The Nephalem agree and are given 3 tasks to complete:
1. Securing more wood to rebuild the walls, homes, and bridge.
a. The lumber yard for the village has not contacted Mathan since the attack and he cannot spare any guards to go and check on them.
2. Clearing out the farmland.
a. The town’s farmers managed to escape the farm as it was being overrun by Ialtags
b. Mathan also warns that the Beó Cranns that used to guard the orchards have become extremely agitated as well and must be calmed down.
3. Searching for the missing villagers.
a. A group of villagers went missing in the attack. They have likely been captured by the strange mutated Khazra.
Mathan requests that the Nephalem try to save the missing villagers as soon as possible as there is a chance that the Khazra have not killed the villagers yet. The Nephalem agree and set out to search for the missing villagers. Leannán decides to stay behind as she likely cannot fight the mutated Khazra and is still weak from her capture. The Nephalem set off to search for the missing villagers.
[bookmark: _Toc5100920]Part 3 – Saving the surviving villager and liberating the farm
The nephalem travel through the forest and after dealing with monsters and demons along the way they manage to track the mutated Khazra into another altar where a Shaman is praying to a feminine demonic form. The Nephalem can see the corpses of the villagers everywhere with one final living villager being raised towards an altar to be sacrificed. The Nephalem rush and in kill the remaining Khazra. The demonic form is banished into the same wisps of smoke that were at the previous Khazra camp. The villager is freed by the Khazra and introduces himself as Fior-Astar. The nephalem bring Astar back to the main camp and explain to Mathan that he was the only survivor. Mathan’s expression becomes grim and he thanks the Nehpalem for saving at least one life. Astar is introduced to Leannán and is incredulous as the name Leannán-Síhd is unknown to him. During the conversation he seems to be little light-headed and Leannán offers to take him to the infirm tent for treatment for his injuries. 

[bookmark: _Toc5100921]Translations
These are fairly loose translations and likely not 100% correct.
Druí – Druid (Old Irish)
Nathair – Snake (Old Irish)
Leannán- Síhd – A type of fairy known for taking a human lover. Lovers of these fairies lead brief but highly inspired lives. (Celtic/Scottish Gaelic mythology)
Ialtag – Bat (Scottish Gaelic)
Iomall – Border (Scottish Gaelic)
Beó Crann – (in order) Living Tree
Mathan – Bear (Scottish Gaelic)
Fior Astar – True Sight (Scottish/Gaelic, in order)
