Adventure #12


(by John Taber, 1/11/96.)





Title: The Panaga Trilogy: The Lost City of Kiraz





Summary of the Story: In this part of the story the group must gather the Horns, Eyes, and Tongues of Ikarus.  These items refer to the evil god Ikarus who battled Harn to create the island where everyone lives.  (See the time line below for details.)


	First the party must deal with the attack on Noron’s Keep.  There are a large amount of Panaga’s forces attacking Noron’s Keep to destroy the Noron family.  The demons should succeed in killing three of the sons before the attack is repelled.  During the attack the party should notice that the demons will be driven to kill any non-Ilvarian religious icon.  The party should investigate the attack with Nolon and the remaining sons.  They will discover that the source of the attack is an abandon temple of Ilvar in the some hills about 2 days to the north.


	Another large prong of Panaga’s forces will move toward Marby.  It seems that the forces of Panaga can appear where there is a temple to Ilvar!  Marby has a large Ilvarian temple that was formerly controlled by the an evil priest.  The party saved Ragnar from the evil priest.Brynn.  (Brynn summoned gargoyle type shadow creatures.)  Maybe have the attack on Marby as a cut scene.


	After the attack is repelled the party must focus on finding the Horns, Eyes, and Tongue of Ikarus.  





Time Line:


In the battle to form the gods of the realm Harn and Ikarus battle on the planet.  Ikarus falls and forms the moutain ranges present in Orbaal.


Pradeyalkri created by Ilvar.


Demons and Aligned separate into factions and start fighting.


Panaga starts to gain power by killing other demons.


Fanon, Noron, and Ramon gain power.  Panaga sees threat and imprisons Ramon in a pocket dimension forever.  This weakens the trio.


Hadil captured by Fanon spills guts about Panaga’s weakness.  Panaga finds out that Hadil spilled his guts and imprisons Hadil in the pocket dimension with Ramon.


In titanic battle, Fanon banishes Panaga to his prison in the stars.  In the process Fanon is spent.  Fanon delivers staff to Noron’s keep and visits his friend Ramon before leaving.  During the trip Fanon visit Hadil but leaves him in Panaga’s cell.  (Read up to here for parties summary.)


Fanaon then delivers the Horns, Eyes, and Tongues of Ikarus to the dwarves at Kiraz to protect.  Grandson sees Fanon deliver items.  


Grandson sees fall of Kiraz to Lothrim the Foulspawner hordes at the Carnage of Kiraz.  Lothrim kills all female dwarves in city.  Grandson is spirited away by mother.


Dwarves return to Kiraz and capture it back.  Dwarves seal Kiraz because of the bloodshed.  It becomes a legendary tomb.  Grandson’s mother gives son a key to enter Kiaraz.


Panaga returns from stars.  Makes a hit on Noron’s Keep trying to initially slow down the forces that oppose him.  Panaga moves toward the staff, Noron, and Marby.  Targets that are known to him.  After the initial assault he sets in plan his long range goal to weaken the gods power by removing the churches.





Event List:


1) Battle At Noron’s Keep


2) Gahtering Info - In and Around Noron’s Keep


3) Trip to Visit Dwarf at Wethom


4) Cut Scene - Marby assaulted!


5) The Lost City





Detailed Event List: 


1) Battle At Noron’s Keep = The party emerges from the forest..  They casually head toward Noron’s Keep after visiting the strange parallel dimension created by Panaga.  As they party travels through the neighboring woodlands they summerize the story they have discovered so far.  (Read the timeline presented above.)


	Emerging from the woods the party is assaulted by a terrible vision.  Noron is in flames!  A huge cload of dust and smoke cover the city.  As the party quickly approaches they see a huge swarm of demons riding flying black panther creatures attacking the city.  There are over 50 creatures flying over the city!  Most of the creatures center around Noron’s fort.


	At this point start a fight scene at Noron’s keep.  As the party enters the scene the creatures will have just opened the gate to the fort.  Put the party outside, add several flyers, and some demon guys on the ground.  They are fanatical in furvor.  Use a griffon and spawn for each PC plus one ground demon per PC.  During the fight Noron and his sons will be battling creatures behind the gates.  Two of Noron’s sons will be dead when the party arrives.


	After the battle Noron will be kneeling over the bodies of two of his sons.  He is slowly sobbing, “My sons...Panaga will pay for this.  He will pay for this death with his own life.”  With that Noron will start a funeral pyre for the people of his city.  He will sacrifice his sons on the top of the pyre.  Others in the city will start to emerge from their homes.  Women are sobbing.  Men are frowning, holding their wives.


	After the burning Noron will tell the party what happened.  He will explain that the beast came out of the north west.  They striked with blinding speed!  They were obviously after Noron and his sons.  They wanted to quickly weaken his power.





2) Gathering Info - In and Around Noron’s Keep = There are two big questions that need to be answered:


How did demons get here so quickly? = This will require following the path to the north where the demons emerged.  The path is easy to follow as many of the demons attacked on foot.  The path leads to a small rocky outcropping.  At the top of the mound is a rock placed at an odd angle it is not natural.  In fact the rock is a Hru.  The Hru are giant rock Ivanshu.  The Hru’s name is Pug.  Pug will awaken when evening begins to fall.  This will be when the party is examining the camp.  Pug speaks slowly and in a very deep voice.  Pug does not use personal pronouns.  He often says, “Pug is name.”  Pug is about 15’ tall and weighs about 4 tons!  His eyes are just slits between strata of the rock.  As night falls he will awaken, rise, and speak to the party, “Why did you wreck log?”  He looks very upset.  The party should answer his questions or else he will start attacking.  Pug did not “see” the spawn but he does know that the dwarven stone is still present.  He will show the party the stone and say he was given the stone by one of the fair folk.  The stone is an anchient smooth stone.  It is dwarven granite and very anchient.  With it Eneye can find the dwarven grandson.


	Behind the small outscropping is a small circle of stones and a broken petrified log.  There is a huge scorch mark and ask around the stump.  If the PC carefully examine the scene they will get concealment rolls.  If they make the roll they find a small piece of wook with a symbol of a two headed snake.  This is the symbol if Ilvar.  It appears that they can emerge at holy areas.  Also in the ash is the huge imprint of a foot.  It looks like Panaga was here...


Where are the pieces of Ikarus? = Eneye will be the key here.  After the fight he will begin to awaken.  He wil slowly regain his senses.  Eneye act a bit odd.  He often carves when thinking.  He always wears a carvers apron and twirls his curly hair.  He will often appear distracted and to not be paying attention.  Characters with religion or meditation will be able to tell that he is actually meditating while listening!  Eneye is actually still healing his mind.  It is a strange technique!  If asked about the peices Eneye will say that he has heard about them but needs some intimate knowledge about the items to find them.  Maybe something holy from them?  Maybe some item belonging to someone who has touched them?  The party could venture the staff as his item.  With these items and the rock he can cast his spell.  


		After about a day the of preparation the spell goes off.  Eneye will be linked with the other priests.  They will see what he sees.  They will see a small cave.  The cave is decorated in furs and fine tapestries.  With that the image rises, getting up and moving towards a small door.  Eneye is inside a man!  It is evening when the man pulls up worn hands and lights an anchient pipe carved like a dwarven head.  The terrain ouside is mountainous.  In the distance there is a coastal city surrounded by a low stone wall.  The city has quiant houses and busy docks.  Blue and white checkered flags fly over the city (Wethom).  With that the man returns slowly to his chair.  As he sits there is pain in his joints.  He smoothes a longs gray beard.  He must be a dwarf!





3) Trip to Visit Dwarf at Wethom = Now the party should travel to Wethom to find this old dwarf.  The party will enter the city to find that it is mostly a mining city.  To the south of the city are silver and copper mines.  The mines have made the city rich but the people are dependent on exterior trade for their lives.  They are used to paying for their goods.  The buildings are nicely upkept and the small hamburg is actually circled with a small stone wall.  Prety impressive for a little homlet.  The place is run by Ydraan Kyrodwe, the second cousin of Tursi Cyeen, the Lord of Arathel.  (Cyeen was the land monger who had the party investigate the island near his country.)  Kyrodwe is an architect.  Similar to Cyeen he is in this for the value.  A fair portion of dwarves also live in the little town.  Most of the dwarves work in the mines.  The nearby hills are covered in small mines and tunnels.


	When the party arrives in the Windsword they are greated by the townsfolk.  The town has heard the legends that speak of the party.  They will be warmly greated.  While walking through town the town the party will see a group of large Ivinian youth (use FH Thug sheets) harassing an elderly dwarven begger.  The old dwarf has a peg leg and a bum back thus he can’t work the mines.  The thugs will start punching him and asking for silver.  Several party members should teach the party a lesson.  After saving the dwarf, he will say that his name is Zabin.  He will thank the party.  If they ask them about the old dwarf the man will tell them of Klest Kircagar.  An anchient dwarf of renown in the area.  He still rests in his families mine in the nearby hills.  His family is rumored to actually be the ones who discovered the mines at Wethom.  Klest is rumored to be thousands of years old.


	With that the party will need to buy a map of the mines then find the caves.  The party should visit the clain center at Kyrodwe’s house and make a few navigation rolls to find the caves.  Ydraan will be very considerate as he knows the reputation of the party.  His cousin also speaks very highly of them.  He will basically offer his house to the party and give them a copy of the map from his claim office.


	The party should then venure into the frozen mountains to find Klest.  They must use ropes, pitons, and skill to climbs the mountains in this vicious terrain.  Have the party make several climbing rolls for various areas.  The party should also make navigation rolls at -2.  The weather is pretty ugly.  


	At the cave the party will see a sunken in log palisade.  Built into the wall is a small door.  The door is iron bound and looks durable.  The party will pound on the door.  Eventually he will answer, “What do you want?”  He will eventually let the party enter.  He will lead the party into his lavish cave.  It is warm and friendly.  Klest is anchient.  He bends over at the waist.  His eyes are recessed and his nose is bent.  His skin is weathered from the years of age and cold.  He wears a white fur cape and light skins.  Under the skins is a light blue silken shirt with white pearl buttons.  He carries a small pouch with a ivory smoking pipe.  The pipe is carved with the face of a dwarf.  Klest sits and straightens his shirt and cape.  He waits for the party to speak.  Klest then starts to tell the story of his mother and father and the attack at Kiraz.  Now start reading and relaying more of the info in the time line related to grandson.  After the story the dwarf will hand Lothar a stone rod.  The rod is about a foot long.  The last 4 inches on one end is etched with dwarven runes and the symbol if a mining pick.  The symbols are in a certain pattern.  Klest will exaplin that the rod is a key to the gates of Kiraz and the vault of Kiraz.  Kiraz is legndary as a locked city.  It is known to be extremely dangerous.  He will also give Lothar an anchient map of the area that leads to the door at Kiraz.





4) Cut Scene - Marby assaulted! = The map fades as the scene changes to that of a banging shutter.  The wind whips the old temple of Ilvar at Marby.  Since the gargoyles have been banished the temple has stood empty.  The priest is long since dead.  Leaves move slowly along the floor.  A rat scurries quickly along the cracked marble alter.  Cracked intentionally by the priests as a sign of duality.  The rat looks up to see a flashing light he jumps from the alter hiding in the shadows.  In front or him a strange portal opens.  From the portal comes an evil booming laugh, “They know not what they have released...HA HA HA!” 





5) The Lost City = The road to the lost city is long and cold.  Once it was paved not it lies rocky and ice covered.  It is very hard to follow.  Give the players the players map.  Show them the game pictures.  Note that the party starts on the map on page Kiraz 8.


	At this point the party has really only one goal.  The goal is to find the peices of Ikarus.  The pieces are in the Royal Bedroom on the top floor of the complex.  In the bedroom is a stone desk.  The desk contains a hole for the key to the city.  Inside the drawer is an intricately carved box and a leather bound book.  


	The box has no lock but has a latch.  Inside the box is a black covered book and three smaller boxes made of silver and sealed with lead.  The book is written in anchient Harnese.  It details a complicated spell that can banish a Panaga to a stary prison.  The book will take a few hours to read and analyze.  The book details a strange spell that requires some really powerful components.  The components include a the eyes, horn, and tongue of Ikarus, the sacrifice of a pradeyalkri, Panaga’s true name, and a Godstone!  All of these things can be achieved it will just take some thought.  Let the PC be creative and plan on stuff for next game.


	The book is written in Khuzdal runes.  It describes the workings of the Godstones.  It details how they can be used to travel from one site to another.  The books speaks of a stone at the bottom of the city.  Charts detail how the book can be used to travel to the Gostones at Gedan and Azadmere from Kiraz.


	During the game there will be several items that can be discovered.  The axe will be in the tomb with the Crown Prince.  When the party enters the Khuzdal will feel the power coming from behind the wall.  The axe is cal
