Adventure #5


Title: Alegar’s Ascension Part #4 = The Only Gaurantees in Life: Death and Taxes


(by John Taber, 12/3/94.)





Summary of story: This adventure is actually the start of a long three part adventure involving the collection of the years taxes.  The story will be full of villains and heroes.  The first part of the story is contained in this adventure.  


	Alegar will levy the taxes.  The taxes require ships and men to leave the city to venture to the neighoring lands.  The tax collectors will be proceeded by messengers.  When the ships leave there will be a huge Jarin uprising.  The Jarin will breach the caer walls but be repelled by the strong Ivinian guard.  Kalil will die in the attack.  The Taareskeld family will set out on the parties ship.  As the crew gets prepared Taareskeld will use the ship to attack the shoreline.  They will repel the invaders using the timely arrival of the ship.


	After the attack the castle will be in an uproar.  It appears that Bryna will be missing!  Alegar II will be broken.  He will be useless.  Nobody is there to advise the king.  Taareskeld will enter the scene he will punch the king to calm him.  He will then bark orders.  Elder Taareskeld will tell the party that they must recover his daughter while he puts down the rebellion.  He will tell them of a legend.  A story of Garsen’s Tower.  Garsen’s ruins are rumored to provide the location of “lost loves”.  This will be the goal of the party in this adventure.  (Adventure #6 will be the parties rescue of Bryna from the evil priests at Quimen.)


	When the party returns to Caer Geldhiem, on thier way to Quimen, the castle will be taken over by the Taareskeld family.  Alegar II is there but he has been striped of his dignity and locked in his room.  It will be obvious to all that the new leader of Geldhiem will be Taareskeld.





Event List: 


1) Alegar Gathers the City and Levies a Tax


2) Time Passes as the Ships Leave to Collect the Tax


3) Caer Geldhiem is Attacked


4) Party Repels Invaders


5) Aftermath of Caer Raid / Bryna is Missing


6) Party Goes to Garsen Tower Ruins


7) Party Returns to Geldhiem





Detailed Event List: 


1) Alegar Gathers the City and Levies a Tax = A strong cold wind is blowing over the land.  The icy mountains stand tall agianst the powerful wind.  In the center of the swirling wind a group of people await an important announcement.  From the long dirt road a procession of horses approach.  [Role-play the party comming to view the commontion.]  The lead rider wears a set of intricately carved heavy plate armor and sports a brightly colored tunic.  The design is that a green and white cross with a large hog in the forefront.  As the lead horse approaches the second horse in the line rides ahead.  The small rider is dressed in black and gray silk.  His hair is neatly combed back along the sides of his head.  Kalil dismounts and takes the riens of the lead horse.  He speaks, “People of the mighty land of Geldhiem.  Your Lord, Alegar the Second, wishes to personally address you.”  With that the tall man of the lead horse dismounts and appraoches the crowd.  He removes his helmet and hands it to the smaller Ivinian assistant.  His long hair is catch ing the wind.  Alegar looks powerful in his armor and colors.  “People of Geldhiem.  Our sacred land has grown powerful under my father’s rule.  Today I start a process that will make our land even more dominating.  Today I will advance the glory of Geldhiem.  For today I levy a tax on Orbaal.  A tax that will fill our coffers and give Geldhiem the backing to build a larger army and ocean going presense.  This presense on the sea and land will strengthen our trade and economy.  It will increase the size of our domain.  As my father once told me...the land and sea are worth more than any treasure.  For land will not only enlarge your domain but it will increase your resources.  The land will give back what it takes.  Father your presense live on!”  With that the Alegar lifts his sword to the sky.  Kalil steps forward.  “The tax will be leveled by Algear’s ships.  The tax will include a head tax, a pilot tax, and a warfage tax.  The head tax will be leveled for every person over the age of  seven.  Persons caught trying to hide from this tax will be executed.  The tax will be 12d for each Jarin and 8d for each Ivinian.  Pilot tax will be from 20d to 80d based on the size of the ship.  Warfage tax will be 4d per foot.”  With that Kalil and Alegar mount their horses and turn toward the caer.  Both wear proud smiles. 


2) Time Passes as the Ships Leave to Collect the Tax = In the next few days the taxes are levied in Geldhiem.  Everything goes smoothly.  No citizens are killed in the process.  After the taxes are collected locally, three of Alegar’s ships set out of port.  They are preceeded by smaller messanger vessels.  Kalil seems to be organizing most of the ships.  He has a great command over people.


	Nine days have passed since the ships left port.  The city is bustling with activity.  Several ships have arrived in port and are loaded with goods.  Traders expect the tax to bring money into Geldhiem.  In the middle of the bustle you stand looking at your new ship.  Elder Tareskeld summoned you all to examine the finished craft.  The middle Taareskeld brother did a masterful job on the design.  The lines are clean and slick.  The masts and deck are polished to a mirror finish.  On the fore deck Jennings and Brooks are examining the swivel mounted harpoon balista.  Brooks is pulling on one of the wenched lines, “This weapon is awesome.  The range is short but the effect is awesome.  With a ship this manueverable and a effective fighting crew it will be a devistating combination.”  Jennings nods in agreement.  The smaller man is oblivious to the ships fighting prowess he seems fascinated by the new sails that several men are delivering., “Look the sails are here!”  The men unfurl the sails and attach them to the rigging.  They raise the sails.  They are a shimmering white and immediatly fill with wind.  In the sunlight a slight blue glow can be seen around the edges of the sails.  Brooks looks down the ramp, “Come aboard!  Well friends what do we call our new weapon?”  Jennings stares at the magical Sails of Sarajin...stunned, “Their beautiful...”  [Role-play comming up with a name for the new ship.]  After the decision the elder Taareskeld will approach.  He will be with his middle son Lanksford.  As they approach the elder speaks aloud, “Lanksford you have outdone yourself.  It is a masterpiece!”  With tha he boards the ship.  “Let’s set sail and test her in the wind!”  Lanksford looks a little surprised, “Are you sure father.  This is not usual for you to sail?”  “Lanksford push back!”  With that the party should board the ship.  Jennings is very excited and very proud.  The ship handles very well.  The sails immediatly fill even against the wind!  The ship surges forward.  The masts creak behind the full sails.  This ship has speed!  As the ship approaches the middle of the harbor Jennings turns the sails full with the wind.  The ship bounces over the waves.  Cutting the water quickly.  Water splashes on the deck in sheets.  He quickly turns the ship.  There is a strange resistance then the ship jumps forward again.  Jennings comments, “We hit that turn quickly and sharply, but we lost speed what happened?”  The middle brother speaks, “I put a large fin on the draft.  It will keep the ship more stable when using the harpoon and when emerging from turns, but it will slow you down on the emerging stroke.  It will also limit you on shallow drafts.  Even though she is small craft treat her like a gallion for draft purposes.”  Jennings nods in agreement.  At this point have the party make perception rolls.  Those who make the roll by at least 3 will see a great deal of flashing steel and smoke coming from Geldhiem proper.  Jennigns immediatly turns the ship towards the city.    


3) Caer Geldhiem is Attacked = The scene changes to a dark room.  Only sunlight streams through the small tower window.  The light falls softly on a beautiful young woman.  Her blond hair glints in the dim light.  A crash echoes in the backround!  Wood and stone tearing!  The woman stands and peers out of the window.  A quilt in her lap drops to the floor.  Below in the castle courtyard a massive fight ensues.  The woman grabs a wooden plank and moves to board the door.  As she turns she sees a dark man approach.  He must have used magic to appear in her room without using the door!  He wears a black helmet with wields a black sword.  His armor glow with an unnatural black light.  She screams, “Alegar!  Help!”  The board crashes to the ground...


	The door slams into the ground, “Kalil get behind me they are breaching the gatehouse.”  The small gatehouse barely holds the two men.  Alegar in his armor stands to the side.  Through the door men pour in.  Kalil draws a dirk and stabs at the first man cutting open his throat.  Alegar spins and slams his fist against the first man sending him sprawling.  With a back handed slash another mans chest erupts in red.  “Alegar we must return to the caer!”  With that Kalil pushes open the back door and starts to sprint across the courtyard.  Alegar moves toward the door then realizes the folly of this move, “Kalil get back there might be archers.!”  Kalil looks over his shoulder.  He is about half way across the yard when arrows pierce his leg and shoulder.  Alegar screams in anguish, “Yaarr!!!!”  Kalil falls dead silently on the field.  Alegar turns rage in his eyes.  “Pay you Jarin slime!”


4) Party Repels Invaders = As the ship approaches the city it appears that there is an attack occuring in Geldhiem.  Dust and smoke rise from the town center.  A loud clash of steel can be heard in the courtyard.  The ship is quickly approaching the docks.  On the docks a large group of men are moving to attack one of Alegar’s ships that has returned from collecting the tax.  There are probably 20 men at arms attacking the Sky Limit.  The Sky Limit is a small craft and probably hold a crew of 10 men.  The men will quickly be killed unless they get some help.  As the ship approaches the dock it can either go on the other side of the dock, opposite the Sky Limit, or behind the Sky Limit.  Jennings looks over the scene, corrects his course, then addresses Brooks, “What’s the plan Brooks?”  The eldest Taareskeld speaks, “We must help those men but we have to be careful...where are the weapons?”  Brooks motions towards the hull, then speaks calmly and in control, “Jennings...take us near the Limit then spin the tail towards her bow.  We’ll fire the harpoon and pull ourselves in.  Keep the sails out at full spread.”  Jennings says, “Tough job captain but I’ll put you in there.”  Brooks turns towards the party and the Taareskeld family members, “Get ready with your swords.  When the ships get close jump over to the Limit and cut the ties.  With these sails we should be able to pull the Limit free of the dock.  It will cut the forces and save the cargo.  Let’s go...”  He looks at the party.  “Someone handle the harpoon.  Aim above the waterline, but don’t miss high.”  Play out the fight scene.  Use the generic FH thug stata for the enemy soldiers.  Use at least 4 thugs per PC and NPC.  Brooks, the younger Taareskeld architect, and the elder Taareskeld will fight.  Jennings will be manning the helm.  Make this scene tense and dangerous.  After the ropes are cut the ships will quickly pull apart.  The masts creak under the pull of the sails.  Several men should be left on board that will need to be handled.


	After pulling out to the cove the situation can be assessed.  Jennings will suggest docking up the coast then exploring by foot.  In any case the party can gather data that will suggest that the fight is ending.  The caer attack appears to be almost entirely repelled.  Thus the party can safely approach Geldhiem.


5) Aftermath of Caer Raid / Bryna is Missing = As the party approaches the city thy will find that it is littered with bodies.  Both Ivinian guards and Jarin soldiers.  


	When the party enters the caer Alegar will be sitting on his throne.  His armor is covered in blood.  His sword sits on the ground near the throne.  No longer does he appear to be regal, no longer does he appear to be powerful.  His head hangs on is chest.  When he sees the group approach he will mutter under his breath, “Kalil has been killed and Bryna has been taken.”  The elder Taareskeld will approach Alegar and knock over his chair, “My daughter is gone and all you do is sit.  We must act and act now!”  The elder barks orders to Alegar’s men, “Get the gate secured and gather the men.  We must asses our loses then gather the troups.”  He turns to you, “You must find my daughter.  Bring Bryna back.  Legends talk of a mystical island tower known as Garsen’s Tower.  The tower is believed to be able to locate ‘lost loves’.  Use the tower to find my daughter.  Before you ask I do not know the location of Garsen’s Tower.  Please go quickly.”  With that the elder turns and continues to bark orders.


6) Party Goes to Garsen Tower Ruins = At this point the party should start to gather info about Garsen Tower.  The obvious and best way to get information about Garsen’s Tower is to ask the magical letter opener with the spirit of Narin from adventure #1.  The Captn’ can also be used to gain information about the legend of Garsen’s Tower.  If asked they will relate a story about Garsen’s Tower.  Read the story presented on page 106 of Citybook II.  Both will know the location of the island.  The location is about 4 days away by ship.


	It will take about 3 days for the party to get there by boat.  The Sail of Sarajin will take a day off of the trip.  Garsen’s Tower is a small rocky island.  Only moss and seaweed cover the remains of the stone walls.  Play this out as detailed on page 107 of Citybook II.  Room details are listed below:


A. The gate should be normal and rusted.


B. Looks like building is four floors.  The last two floors are under water.  The door is 25 feet under water.


E. No magical items are in the room.


F. The second floor will be only 5 feet underwater.


G. Covering part of the stairway will be a large turtle shell.  Trapped in the room is a hungry shark.  He has not eaten in days and will attack the party as food.  The shark is a great white shark (as per page 166 of The Hero Bestiary).


H. The cells will not be magical.  They will be made of regular steel bars.  They will be rusted and decayed.  Only cage 2 is not rusted.  Inside the cage will be a black mound (page 83 of the Hero Bestiary).  The slime will look like a black ink cloud in the water.


I. The statue is a stone golem from Hero Bestiary page 67 except that it does not have the suppress, darkness, or end reserve power.  As detailed in the module the “statue” will only attack if the male characters move towards room L.


L. There are 10 pieces of jewelry that can be salvaged for about 1200d total.  Most everything else is in a state of rot.


M. Garsen will be on the bed but he will not do damage if touched.  His body will be mummified and non-corporeal.


N. The books in this room are non-corporeal except for a detailed book about magical mummification.  Garsen figured that a magician in the future could bring him back if they knew the details of his spell.  The book is protected by a non-rot aura.  After heavy examination of the book a non-rot stasis spell can be reconstructed.  The spell will take lots of time and examination to rebuild.  The spell looks like this:


Real�
Active�
Description�
�
4�
(25)�
Time Stasis Spell - 2 Body per Turn Regeneration - Usable on Others - Power is lost By PC when in use (+1/4), Only to prevent bleeding and the body lost from the effects of bleeding (-1 1/2), Concentrate (-1/4), Extra Time - Full Phase (-1/2), OAF - Carefully prepared mummy bandages that are expended (-1 1/2), Gestures (-1/4), Requires a skill roll (-1/2), Incantations (-1/4), Costs 5 End to Cast (-1/4).�
�
O. This room contains the second trap.  The trap inolves a detailed illusion and shifting tiles on the floor.  As the party enters the room the forest creatures depicted in the tapestries will begin to dance and frolic in the air around the party.  They will throw leaves and create a terrible noise.  To all those in the room it will make concentrating and perceiving almost impossible.  Treat the effect as a darkness field, a 4d6 Dex drain, and a 4d6 Int drain.  By closing ones eyes and ears the character will be able to move in the room with no effects from the Int drain or Dex drain.  As a party member reaces half of the distance across the room the tiles in the floor will slide in and out in rows.  The sliding is as much as three feet and the movement is quick.  The tiles will take a Dex roll at -5 or an acrobatics roll at -3 to cross.  If a character can see the moving floor then the rolls are a -3 Dex roll or a acrobatics roll.  When the door is opened the illusions will stop but the floor will remain moving.   


P. After the dog is trapped in the genie bottle the ghost of Garsen will appear.  He will speak again in a deep voice, “Good you have trapped my pet!  Now tell me of the one you seek.”  Let the PCs describe the situation to Garsen’s ghost.  Garsen will think then speak again, “The one you seek was taken to Quimen.  Please watch.”  With that he waves his hand.  In the air a black window appears.  Around the edges of the window there is a yellow glow.  The center of the window will slowly fade from black to gray...the gray will slowly change to stone walls.  It is Bryna’s room.  She is working on a quilt.  She turns and looks at the window.  Behind her a man in black armor appears.  His armor glows wth a black light.  [Have the PC make an Int roll.  The man is the Naveh master priest that the party fought and apperantly “ashed” in adventure #1.]  The man grabs Bryna and slams his mailed fist into her head.  She instantly falls unconcious.  In a flash of black light his armor vanishes to reveal and old and disheveld wizard.  He turns towards the window and begins to chant.  He holds Bryna up to the window.  In a flash of black smoke they vanish.  The window grows dark then again lightens.  Garsen speaks as the window lightens, “This is where your love now rests...”  The window clears and displays a large castle.  The castle has two large towers and high stone walls.  The vision zooms in on a one of the tower windows.  In the window the scene is full of twisted metal spikes and black smoke.  The old wizard that captured Bryna looks at her prone form lying on a flat wooden table.  He gently touches her face, his bony hand caresses her face and neck.  On his finger rests a strange signet ring.  A symbol of a black kris imposed on a silver skull with no lower jaw on a black octagonal field.  [Have the priests in the group make an int roll and a religion knowledge skill roll if they have the skill.  If they make the roll they will know that the kris and the skull are symbols of Naveh, but the black octagonal field is the symbol of Akrik.]  He slowly raise the hand from his face and touches his lips.  A smile forms.  He throws his head bak in a fit of laughter, “Ha!  Ha!  Ha!  Ha!  Ha!”  With that the windows fades to black then vanishes from view.  The figure of Gasen whispers one last thing as he disappears from view, “I pray you find the love you seek...”  The Pcs should be able to deduce with area knowledge and th clues available that they have taken Bryna to Quimen. 


Q. In this room an image of Garsen will appear.  It will speak in an erie tone, “Hello...I am Garsen.  As I have promised I can tell you about your lost love.  I can give you the information that you seek, but first you must prove yourself worthy for every goal must include the quest.  Through the next two doors is my study.  On the table in the study is a brass jar.  This jar is now the goal of your quest.  The jar used to contain the spirit of a timeless genie but now it is empty.  The jar has the power to hold a powerful summoned creature.  Just open the bottle to devour the spirit.  Only open the bottle once for the otherwise the spirit will be allowed to escape.  Please do not kee the bottle for others may need it to complete their quest.  To complete your mission you must place this demon in the bottle.  May the spirit of love quide you.”  With that last word the pentagram begins to glow with a bright silver gleam.  From the center of the circle a huge beast emerges.  The beast is in the vague shape of a dog.  The creatures body is made of a grey material.  The material is slick and appears difficult to penetrate.  Along its spine a grey smoke emerges.  Large claws, teeth, and red eyes complete the creature.  See the attached Demon Dog sheet.  This creature is very powerful and the intent of the party should be to quickly get the creature returned to the jar.  Fighters should endever to block and pus back the dog while mages and other PC disarm and pass the traps.


	On the map there is a hallway leading to the door.  The first trap will be here.  The second trap will be in room O.  The hallway is trapped with tiles on the floor and a cracked mirror at the far side of the room.  When passing over the wrong tile the target will get dragged toward the floor and if skin touches the ground there will be a 1d6 Str drain and a 1d6 Stun drain.  If the person goes to negative total Stun then they will take Body and Stun dammage from the tiles.  The tiles are arranged in a strange pattern.  The pattern can be decifered if the patterns are reflected in a mirror.  The pattern shows numbers for the rows to walk on.  See the picture below for more details.





7) Party Returns to Geldhiem = After Garsen’s Tower it appears that there will have to be a rescue mission to bring Bryna back from Quimen.  That will be no simple feat.  Quimen is controlled by a fanatical group of female Akrikan priestesses known as the Crimson Dancer.  Not only that but the priests of Akrik appear to also be in league with at least one priest of Naveh.  Quimen is an inland castle situated near the port of Hjael.  Jenning’s plots a course to Geldhiem then on to Hjael and Quimen.  Geldhiem is actuallly on a course between Garsen’s Tower and Hjael.


	The first leg of the trip went uneventfully.  Geldhiem seems almost at peace as you dock the ship at port.  People are bustling around town going about their business.  Even though everything appears at ease there is a hidden air of tension.  Something is different.  From your portside warehouse Henry Gordon Jago emerges.  He is smoking a pipe and wearing his usual tailored vest.  “Friends, why don’t you come i
