Adventure #2

Title: Alegar’s 
Ascension
 Part #1 = The Island of Landro

 (by John Taber,  7/17/94.)



Summary of story: This adventure takes the party to the Kingdom of Arathel.  The ruler of Arathel is Tursi Cyeen.  Tursi is a partial supporter but he has not 
committed
 a wife or his treasury to Alegar.  Alegar feels that he will be the easiest to sway.  Alegar will send the party to Arathel to ask the lord how they may “assist” him.  Alegar will prompt the party by convincing them that the land must be settled or war will break out.

	Tursi Cyeen, the ruler of Arathel, will have the party help him settle one of his islands.  He has sent men to settle the island of Landro before but none have returned.  He will give the party a map and money to charter a boat to take them to the island.

	There should be an small side adventure on the ship.  Use one of the Ports o’ Call boats.

	The island is called Landro.  Landro is near the island of Athorland to the northeast of Arathel.  It is the home of a group of savages who are under a strange curse.  The curse causes any native to die if they attempt to leave the island!  There is also a powerful sea creature on the island.  The creature was summoned by the wizard to keep the population on the island in check.  It needs an exact amount of lives every year.  The party will unbalance the scales and the monster will appear.  A cave on the island holds a strange message from the wizard.  If entered and the traps are bypassed the group can remove the curse to allow the savages to leave.  But do the natives want to leave?



Event List: 

1) Cut scene with Alegar.

2) Gathering the party.

3) Finding a ship.  The meeting with the crew of the Narwhal.

4) Sailing to Arathel.  Entering the city.

5) Meeting with Tursi.  The party at the hall.

6) 
Traveling
 to Landro.  Landing at the island.

7) The natives on Landro.  Saving the jungle princess.

8) The story of the “beast”.

9) The beast comes that night.

10) The caves of the beast.

11) Settling the deal with Tursi.

12) Returning to Geldhiem.



Detailed Event List: 

1) Cut scene with Alegar. = The first scene opens in the main hall of Alegar II.  The room is filled with a light smoke from the open lanterns.  Alegar sits in a large chair at a large table.  To his left stands a short fat Ivinian with a small greasy beard.  “Lord.  The land tax must be levied!  Your funds grow small.  If you do not act several of the other lords will consider you weak..”  Alegar winces at that remark.  “I do not think that anyone will consider me weak, but you speak the truth Kalil.  A tax must be levied, but the time is not right.  I feel that those that do not support me will not pay.  Then what will happen?”  Kalil speaks again, “I feel that revolt and war will be the result.  If you had the aid from your father’s supporters you might be able to force the tax collection.  That way if there is a revolt then you will have plenty of warriors and ships.”  At that point Thrazda enters the scene.  He approaches Alegar and sits at the table.  Alegar continues to speak.  “Kalil, what lords followed my father?”  “There were five lords.  They included the lands of Arathel, Marby, Pled, Sherwyn, and Quimen.”  Arathel winces again, “Well Quimen is out of the question, but the other could be swayed to our side.  I obviously can’t go myself.  It would make me appear desperate and out of control.  I will need representatives to go to these sites.  Who can I send?”  Kalil merely shakes his head.  Thrazda looks up.  “Lord.  I know of a resourceful group that has shown me the ability to be noble to a Jarin farmer and fight with cunning and strength.  If you wish I can approach them?”  Alegar speaks strongly, “Why yes Thrazda.  Invite them to dinner tonight.  I will prepare a feast.  Kalil, please make arrangements for the feast.”

2) Gathering the party. = The party will be approached by Thrazda for dinner at the king’s hall.  The fare will be fine food and dining.  Thrazda will explain that a great mission awaits.  It could be very profitable, a noble quest, and a service to the lord.

	That night the king’s caer will be busy with activity.  There will be Jarin slaves carrying trays of food and dancing girls entertaining the guests.  Alegar II will be sitting in his chair.  Around him will be 4 of his wives.  
Their
 names and descriptions are listed on the table below.  The table is in the order of marriage.

Wife�Description��Tesla, clan Geldestaar�40 years old, 
blond
 with wisps of gray.  Has only spawned 2 children and is in disfavor with Alegar.  She is 
feisty
 and hot.��Sanlise, clan Hurnal�36 years old, brunette with short 
hair
 and dark eyes.  She has spawned 3 children.  She is sullen and is often home sick.��Venea, clan Saargax�39 years old, red head with blue eyes.  She is Alegar’s most productive wife.  She has born 5 children includi
ng the latest.  Venea is Alegar
’
s current favorite wife.��Bryna, clan Telthaal�15 years old, blond with a small 
elf-like
 features.  She is Alegar’s latest wife and has not given him a child yet.  She is playful and more beautiful than the other wives.  Bryna is often resented by the other wives.��To Alegar’s right will be Kalil.  At the front door the party will met by Thrazda.  He will tell the party that the lord awaits their arrival.  Thrazda will also warn the party to be straight forward and honest with the king.  Like most Ivinians he does not 
appreciate
 those that lie to him.  As the guests approach the king will speak, “So who do we have here?!  Kalil, have you ever seen such fine men?”  He has already had some ale and is ready to party.  Kalil will muse from a drunken slumber, “Yes my lord...”  Thrazda will attempt to introduce the party, “My lord, I would-”.  Alegar will cut him off and say, “Why don’t they each introduce themselves to their lord?!  You first...”  He will point at a random PC.  Have the PC give introductions.  After the introductions the feast will start.  Thrazda will not drink, but be standing on guard.  The king will respect the party members who drink, sing, or yell.  High society rolls will automatically gain his respect and should be rolled once at the introduction and once at the party.

	As the party reaches the late night the king will call off the dancing girls and let Kalil tell the party of the current political climate.  Here is his summary:

Alegar is seen as 
political
 weak by many of the clans.  Even clans that once supported Alegar I do not fully support Alegar II.

Alegar II has not yet leveled a tax on the land of Orbaal.  There has not been a tax in the last 6 years.  Collecting the tax is both a sign of power and wealth.

Many of the clans oppose Geldhiem.  If a tax was leveled it would invoke a revolt and war with several clans.

During the 
explanation
, Kalil will often shake the king to keep him awake.  The scene is almost comical in nature.  Kalil often pats his fat belly when he speaks.  Kalil will offer the party riches and wealth if they are 
successful
.  Kalil will 
explain
 that there are 5 lands that were once loyal to Alegar I.  If some of these support Alegar II it will make collecting the tax easier.  Kalil says that Tursi Cyeen, the lord of Arathel, is a good place to go first.  Tursi was a good friend of Alegar I.  Tursi’s support has wavered because of the loss of several settlers in his land.  Arathel is best reached by boat.  Kalil will give the party 300d to charter a boat to take them to Arathel and a letter that Alegar drafted to introduce themselves to Tursi.

3) Finding a ship.  The meeting with the crew of the Narwhal. = The next morning the party will journey down to the docks.  There they will see a place that is alive with action.  People hustle and bustle around the area in a mad frenzy.  Merchants haggle with buyers and dock workers unload cargo.  There appears to be 4 ships in port.

Ship Name�Description��The Battle Cry�Huge war dragoon of Alegar II.  Hold a crew of 120 men.  Three sails that are said to be magically enhanced to harness the power of the winds.  There is a huge catapult mounted on the foredeck in a swivel mount.  it is said to hurl balls of fire that wail as they fly.  The mast head is a screaming barbarian with his head back and arms out.��The Golden Princess�One of the largest merchant galleys in Harn.  Uses three masts and is rumored to have 5 decks.  The captain is a legendary army leader.  ��The Sweet Lady�A small quick merchant ship that can be used for fishing.  The boat is rumored to hunt legendary sea 
serpents
.  The figurehead is that of a dark 
hared
 woman wearing a gown.��The Narwhal�A small longboat designed with a single mast.  The boat looks fast and sea worthy.  A Narwhal is painted on the side of the ship.��  The party should be attracted to the Narwhal.  It appears to be the only ship in their price range.

	When the party approaches the gang plank to the Narwhal they notice that there is a large man talking with a smaller merchant.  The larger man is a grizzled Ivinian.  He has a graying beard and mustache.  He wears a throwing axe at his side.  The smaller man is dressed in a red tunic with a blue sash.  The smaller man speaks as you board the ship.  “...those terms are steep my northern friend.  Your boat is small.  It may take several trips to get all of my furs from Arathel to Geldhiem.”  The larger man laughs in a booming voice.  “Huh, huh, huh.  But my rates are fair Jalk.  I’m sure you know as well as I that the Princess is sailing east.  Thus I am your only option.  My rates are set.”  The smaller man rubs his chin.  “Ok...Torvald.  I will pay your fee.”  The smaller man hand the Ivinian a pouch and a scroll case.  Torvald strikes the man on the back.  “I like you Jalk.  You bargain well.”  Again he lets out a howl.  “Huh, huh, huh!”  Torvald looks like this:

�

	The party should now approach and make their way to the captain.  They should make a deal with Torvald to go to Arathel and back.  The barbarian will start at 400d, but will quickly drop to 250d if the fact that he already is going to Arathel is mentioned.  The price will drop to 200d on a 
successful
 trading vs. trading roll.  (Torvald’s trading roll is a 13 or less.)

	As the party closes the deal two men will come running down the dock.  The men will jump up the gang plank in a dead run.  One man is blond, small, and 
wiry
.  The other man is a large red 
hared
 barbarian.  Torvald will yell as they push back the plank.  “What is going on!?”  The large man will reply with, “A mage did not like Nils comment about his parrot and his new mistress.  We have to leave now!”  Torvald will turn to the party.  “Let me introduce my crew.  The thin guy is Nils.  The big man is Balder the Red.  Well if you want to charter my boat you will have to leave now.  Hang on!”  The crew busily raise the sail and throw out the ropes.  They are obviously good at quick departures.  Big grins rest on Nils and Balder’s faces.  As the boat leaves dock a man with dark hair, a blue robe, and a white parrot approach.  He yells a curse at the ship, “I’ll get you for that Nils!  You and your stalwart friend!”  The boat quickly sails off.  Nils will ask for introductions as soon as the ship is well off to sea.  
Role-play
 this scene.  Nils is a joker and likes to enjoy life.  He is a free spirit.  Balder is he best friend and protector.  Without Balder, Nils would have been hanged by now.

4) Sailing to Arathel.  Entering the city. = As the boat starts to sail things quiet down.  The voyage should last about 4 days.  The journey goes well until the second day.  Winds are a little high, but nothing the crew doesn’t seem to be able to handle.  Things start to happen when a small white parrot lands on the ship.  Nils will see the parrot and be 
stunned
!  Out of the parrots mouth will come arcane 
speech
.  Then the ship will start to rock.  In from of the ship a woman composed entirely of water will appear.  Her eyes smoke with a wispy fog.  Her hair is made of white surf.  She is beautiful and awesome to behold.  The figure raise it’s arms and a wave of water crashes to the deck.  She is a water elemental!  I guess the mage was really upset!

�

	As the party approaches the city of Arathel everything appears peaceful.  From the ocean there appears to be only one small ship in port.  it is about the same size as the Narwhal.  As you get closer nets on the bow suggest the boat is for fishing.  About 20 building are present in the main square.  Several smaller residencies are scattered around them.  On a hill behind the buildings is Caer Arathel.  It appears to be about 3 stories tall and made of wood.  Around a 
section
 of the town is a low wooden wall.  It appears to be some sort of palisade.  To the east of town is a round stone wall.  It appears to be a temple.  As the party approaches they should make area knowledge rolls.  if they make the rolls then they can gain more information.  Arathel is famous for its sea otter pelts, jade, cod, and halibut.  These items can be purchased at considerable discounts.

5) Meeting with Tursi.  The party at the hall. = Caer Arathel will more than likely be the first place that the party will want to visit.  The other members of the Narwhal will be busy talking to merchants and stowing the ship.  

	As the party approaches the caer they will be stopped by the guard.  They should ask to see Tursi Cyeen.  As the party approaches allow them to make any 
appropriate
 knowledge skill rolls.  If they make the roll they will know that Tursi is the elder of the clan Cyeen.  The character will also know that Tursi is an avid explorer.  Tursi believes that land is power.  

	They will be led to Cyeen who is having breakfast.  Tursi is 46 and appears to be in 
excellent
 health.  His skin is tan and his hair is long black and curly.  Tursi looks like this:

�

Tursi will offer them a meal when they show him the letter.  He is being served by a Jarin woman.  “Sit.  You look weary from your travels.  So you are here to gain my “support”.  Whatever that means?  What has Alegar got in mind?”  Tursi thanks the servant as she leaves.  The woman smiles.  This is actually unusual.  Jarin slaves are usually not given any attention.  Tursi has some Jarin in his blood and respects it.  “Well I have an idea.  I am a man who believes that true power in Orbaal can only be gained through the acquisition of land.  Well there is a piece of land that I have not been able to settle.  It is the only piece of land in my reach 
that
 has not been settled.  The aforementioned land is actually an island known as Landro.  It is about 1 days trip to the north west.  I have tried twice to settle the island.  Both times the parties were never heard from again.”  He will pause and wipe his mouth.  The players may note that it is interesting to talk with Tursi.  He appears much wiser than Alegar.  His experience is evident in his educated 
speech
.  “Well are there any questions?”  Tursi will offer all of the equipment that is required.  He will also offer to pay for the ship.  Tursi is not obliged to pay for travel but he will pay 200d for travel expenses.  While the party is there Tursi will offer to rest the party at his brother’s house.

6) 
Traveling
 to Landro.  Landing at the island. = At this point the choice is obvious...convince Torvald to go to Landro.  This can be done with the 200d.  Landro is not that long of a trip.  He will ask if there is danger, but he will not raise the fee or flinch.  Torvald feels that he is in debt for the party 
protecting
 his ship on the water elemental attack.  Torvald will comment that Nils might not be too happy.  On the way out of port Nils will start to complain.  “Were going where?”  Torvald will answer, “We sail for Landro.”  Nils will just shake his head, “If I die, I’ll spit on you in the final resting ground.”

	As the ship approaches the island of Landro Torvald relaxes the sails.  The island appears to be about 6 miles long.  it is shaped in a roughly spherical shape.  There is a small inlet on one side.  The island appears to be volcanic in nature.  Tropical 
vegetation
 is prevalent on the island.  Tropical 
vegetation
 is strange on an island this far to the north.  A small ridge makes a lip like a small volcano.  Torvald will speak, “Well looks volcanic.  We can approach that inlet if we are 
careful
...the Narwhal has a shallow draft.”  Balder nods his head.  The island looks like this.  The party approaches from the south.

�

7) The natives on Landro.  Saving the jungle princess. = As the Narwhal approaches the shore jungle birds can be heard making a variety of strange calls.

The Island of Landro  

1= Jungle princess = To the east the sound of rushing water can be heard.  As the party approaches the sound of the running water they hear laughter.  The laughter is from a young woman.  The woman is bathing in a pool of crystal clear water.  She has dark skin and black hair.  A wreath of flower are around her neck.  She is very beautiful.  Her small tunic rests on some rocks near the pool.  As you approach to get a closer look, you see a black panther stalking her at the top of the waterfall.  It is 
starting
 to leap!

�

After saving the woman she will seem very scared.  She will speak in old Jarin.  “You must go...Daka will be angry...Daka will be angry...”  At that moment the party will hear a shift in the brush.  In only seconds the party will be surrounded by a group of spear carrying natives.  It is obvious that any movement will bring an attack.  The party should not resist.  It is the easiest way to get information about the island.  The parties weapons will not be take from them.

8) The story of the “beast”. = The party will be lead into the jungle by the natives.  They will be led to the natives base camp at location 2.

2 = The base camp is really just a grouping of huts.  The huts are constructed of wood and palm leaves.  In the center of the camp is a small lit fire.  The camp appears to house a group of 20 men and woman.

	The party will be led into one of the huts.  Inside the hut an older woman is chanting.  She will turn to face the party.  She will speak in old Jarinese, “Sit down and I will tell you of the death that your trip to this island will cause.  It is a story of a beast that we call Daka.”  The woman will tell the story of Daka.

The Story of Daka

(as told by the native shaman)

	Many years ago our ancestors came to this island.  They were a small group that wanted to live together in harmony with nature.  They lived in peace for several generation before they were visited by the human form of Daka.  Daka lived for years with our people.  Daka cursed our ancestors by forcing his control over them.  He caused the seas to burn with fire, the land to open with thunder.  It took a year before my ancestors decide to act.  They captured him and tied him to the beach.  They let the ocean decide his fate.  The ocean decided that our people should suffer.  The ocean changed Daka into a powerful sea creature.  The creature only arises when the number of spirits on the island number over 20.  For hundreds of years we have sacrificed the elderly for the new born.  Your people have unbalanced the scales.  Tonight Daka will arrive and take his toll.  The total must not exceed 20.

	Thus on the next sunrise you will sacrificed to Daka!



The party will then be led to a hut that is guarded by two men with spears.

9) The beast comes that night. = Later that night the group will be visited by the jungle princess.  She will sneak near the prison hut and whisper to the party member who saved her.  “The shaman did not tell you about the cave.  There is a cave where Daka lived while on the island.  The cave is very dangerous but may contain a way to save your lives.”  She will then split the hut with a stone knife, “Go quickly!  On the eastern side of the ridge is a cave.  It is marked with a spear and the skull of a baboon.”  The cave is at location 3.

	The party should then head toward the cave.  On the way to the cave they will pass an 
area
 of open land.  As the party passes this area the water will surge forward.  From the dark sea will emerge a huge creature.  It is as big as a small fort.  The upper part of the body is that of a fish.  The lower part of the body is that of a dragon.  The creature is dark blue in color.  It will surge after the party, smashing trees to a splinters, as it marches forward.  The group should duck in the cave for safety.

10) The cave of the beast. = The cave is a huge deathtrap.  Daka has set magical traps to protect his lair.  Daka did not expect trained adventurers to enter the lair.  Thus the traps are more scare than death.    There are a total of 4 trapped areas.  The traps get more powerful as the players get closer to the center of the cave.  A map of the cap is included below:

�

The Caves of Daka

1 = The first cave contains a warning and a simple trap.  At the lower 
entrance
 is a magically trapped area.  When triggered an image will appear.  The image is that of a middle aged man with gray hair and bright red eyes.  A black glow surrounds his body.  He speaks in a low booming voice, “Leave the den of Daka or you will suffer his wraith.”  The figure will then raise his hands and a dark 
cloud
 will cover the party.  The 
cloud
 is a darkness spell.  The 
cloud
 covers the entire area of room 1.  The 
cloud
 is a 90 point active spell (3” 
radius
 darkness, impervious to sight group, with a trigger).  In the shaded area of the map is a pool of stagnant water.  The water is salty to the taste and is about 2 feet deep at the lowest point.  About 1’ into the water is a thin trip wire.  The trip wire is laid under the surface of the water.  Thus the wire is very hard to detect.  If carefully feeling the player must make a perception or concealment roll at -5 to the roll.  If the wire is tripped a wave of flame will cover the water.  The flame does 6d6 EB over the surface of the water.  The attack is continuous at a 4 speed and is bought with 6x continuing charge that lasts for 1 turn each.  The active points of the flame spell is 97 points.

2 = The tunnel turns to reveal a widening passage.  In the passage are strange carvings of animal like creatures.  The carvings cover the left and right walls.  There are reliefs of fish, birds, and monkeys.  The carvings are very detailed.  There is a magical trap here that will animate the reliefs if more than one person enters the passage.  Daka always 
traveled
 to his home alone.  The creatures are 
automatons
.  (See the Stone Animals character sheets.)  There should be at least 2 monkeys, 2 birds, and 2 fish.

3 = In this area is a strange cave painting.  The painting depicts a huge fish headed dragon entering a violent whirlpool.  The center of the whirlpool seems to glint with a slight glow.  In the center of the picture is a medium sized pearl.  The pearl is the focus of a light beam spell.  The spell will blast anyone that enter the room or attempts to cross the passage.  The gem shoots anything that moves.  The blast is a 3d6 RKA blast!  It is a 67 point spell and runs from 32x charges.  The blast will shoot anything including small pebbles.  The beam can only shoot one time every segment.  So the trick is to time the blast then run across quickly.

4 = In the last cave is a painting of a lava whirlpool.  (The design is similar to the one presented in room 3.)  When the room is entered the temperature will rise dramatically.  Armor will start to steam, hands will swelter.  The lava pool will actually seem to spin in a slow rotation.  The entire room is a huge mental illusion.  The illusion only affect those that are viewing the lava pool.  By closing your eyes the room can be passed safely.  The illusion is always on and 
persistent
.  The illusion is 10d6 in the area of the room.  It is 100 active points.  

5 = This room is the nerve center of the island.

	The floor is covered with 
strange
 runes.  The runes are very old and are 
engraved
 in the stone floor.  The runes are focused at four distinct points.  Those with navigation can make a roll.  The points are the locations of the four compass points.

	In the center of the room is a large cylindrical cylinder.  The tube is metal and glows with an red light.  Near the center of front face is a distinct impression of a hand.  Runes surround the hand print.  If the print is touched and a magic roll is made at -10 the lava flow will be stopped.  A huge roar will be heard when the lava stops.  Daka has been released.  (He can be used at a later date as a villain or opponent for the party.)  If the roll is missed the character will be flung from the tube and take a 2d6 RKA from heat.  If the lava is stopped the island will cool and the fish attacks will stop.  This will have a severe effect on the natives who do not know how to survive in cold climates.  The natives will die in 1 month without food and supplies.  
Their
 lives will be forever changed.

6 = This is the main room of Daka.  When entered it will feel very pleasant and cool.  The room is perfectly clean and there is no duct.  There is a 
persistent
 change environment spell.  There are several main areas of the room that can be explored.  There is his trunk, his bookshelf, and his fish tank workbench.

	Daka’s trunk contains some old robes and boots.  There is also a standard adventurer’s pack.  In the bottom of the trunk is a pouch with coins.  There are 500d and a detailed map of the island in the bag.

	The bookshelf has some information about elemental magic and literature.  On the desk is a black journal.  The important journal information is listed below.

The Real Story of Daka

(what can be learned from his journal)

	Daka created the tropical conditions on the island by 
harnessing
 the power of the lava.  He did this using several powerful elemental spells.  The magic in play were so powerful that the elements themselves demanded a balance.  Daka contacted them and explained the plan.  Daka would be allowed to harness the power of fire and create the tropical conditions.  In exchange he would create a powerful fish creature that would demand sacrifices to the water spirits.  The elementals agreed.

	In his notes Daka surmises that the spell might also mean his downfall for elemental spells are very dangerous.  He may even have to enter the lava flow to complete the spell.  Daka also surmises that removing the lava flow would force the elements to 
dispel
 the fish creature.  This would obviously also return the island to its original frozen condition.

	The party will now have to decide whether to leave the island as they found it or stop the lava flow.  It should not be an easy decision.  There are plenty of ramifications.  If they stop the lava then the natives will die.  If they leave the island then the mission will be a failure.

	The workbench has a dried up fish tank.  in the bottom of the tank is the skeleton of a small fish.  The back portion of the skeleton is that of a lizard.  This is obviously a prototype for the large fish creature.

1
1) Settling the deal with Tursi and Alegar. = At this point the group can either go toward Geldhiem or Arathel.  Either way the sce
ne should be role-played.  Their g
eneral reactions will be as follows:
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12) Returning to Geldhiem.
 = 


Alegar:

A) Mission a 
success
. = He will be very happy.  Alegar now has more 
political 
support.
  He will offer the party 
his
 
share in a shipping company
.
  The company is floundering but could 
be saved.  It is called The Silver Seal Shipping Company.



B) Mission a failure. = This can only happen if the party does not go back to talk with 
Tursi before visiting Alegar AND
 the party decided to just leave the island
 with the natives alive
.
  Alegar will be ups
et.  He will let them leave without any payment!  Alegar will now be in even a weaker political shape.




Conclusion: 
The party should have several goals accomplished.


They
 are a real party now.  Some trust 
and respect 
has formed.



Tursi respects the party and Alegar.

Alegar respects the 
PC
s 
and wants their help.


The party owns a partial stake in a shipping company.  This will provide transportation and future adventures.






