Adventure #6


(by John Taber, 1/21/95.)





Title: Alegar’s Ascension Part #4 = A Fractured Fairy Tale





Summary of story: At this point the parties main goal should be the return of Bryna to Geldhiem.  With the Elder Taareskeld in charge this will become an important mission.  The stakes have been raised to a new level.  


	The adventure opens with Jago’s  story.  Jago will explain that the Elder has taken control of Geldhiem.  Allegar has supposedly fled the city to the north.  Nobody appears to know his destination.  His trusted companion, the noble Thrazda, is also missing.  After that the party should meet with Elder Taareskeld.  He will inform the party of his wishes to return Bryna.  The Elder will not directly state the fact that he is the new leader but everyone in attendance will assume that he is the new lord.  If directly questioned about Alegar the Elder will state that he left on his own accord.  If provoked he will add that Alegar was “wallowing in his own tears and Kalil’s blood”.


	The bulk of the adventure will be the return to Quimen and the safe delivery of Bryna.  During the raid the party should uncover information about an evil plot to turn the land against Geldhiem.  When the revolt occurs Quimen plans to expand their power during the ensuing chaos by taking control of Utera and Hjael.


	The parties route will take them through Hjael.  There should be a small adventure in Hjael where the party can meet with former contacts and where they can discover several agents of the Crimson Dancer in the city.  Everywhere oppression reigns.  A contact should direct the party to try the mines.  The people know that evil is in the air.  Several monsters will attack the parties contacts after they leave.  They will have a black glow that is eerily familiar to the PC.


	The mountian road to Quimen is steep and dangerous.  Behind Quimen lies a huge Gargun settlement.  The black wizard has paid the Gargun to watch the road and report any troubles.  He has given them a black pearl to contact him.  It allows the wizard to read the mind of the person who owns the pearl.


	As the party approaches the castle they must find a way to sneak into the keep.  Behind the keep are a series of iron mines.  The party should try to enter the keep through the mines.  From the mines the party can enter the castle sewers then progress to the tower where her body can be found.


	After some time with Bryna’s “corpse” they will realize that she is in some type of deep sleep and can’t be awakened.  She has a curse that must be removed.  The party should grab Bryna and any books from the priest.  The books will require study.  This should lead the party on another mini quest to remove the curse.  Maybe leading the party to the godstones and natives of their lost friend from the first adventure?


	The last part of the story is the return to Geldhiem with a feel of unease in the air.  The party may feel uneasy with the Elder Taareskeld being in charge.  He is smart dictatorial and brutal.  The party loyalty should still be with Bryna for they gained her friendship in an earlier adventure.





Event List: 


1) Jago’s Story


2) Meeting with Elder Taareskeld


3) Trip to Hjael


4) Trouble Brewing in Hjael


5) Trip to Quimen = Gargun Road Trap


6) The Iron Mines of Quimen


7) The Curse on Bryna


8) Returning to Geldhiem





Detailed Event List: 


1) Jago’s Story = You meet with Jago as soon as you arrived from your quest for knowledge.  Jago said it was important so you stopped here first.  “My friends”, starts the fat salesman, “things have changed since you’ve been gone.  It seems our the noble ship buiders have dellusions of grandeur or something...you would almost think that they are uncivilized”, he wipes his mouth, “Anyway...it appears that our fabeled lord Alegar has taken to the hills.  He left about 2 days ago.  Nobody has seen him since he left to the northern slopes.  Some say they saw him leaving by foot with his strange captain of the guards.  Seems that the esteemed Elder has taken the loose reins of Geldhiem.  Silly how a country as poewrful as ours can pass the reins of power from one to another so easily and quickly.  Well, I can tell you one thing...I don’t like it.  It just doesn’t feel civil.”  With that he straightens his coat.  “Well my friends I assume business as usual?  Oh...by the way, Brick says that the Elder wants to hear from you as soon as you return.”  With that the party can ask him questions or just go to the caer.





2) Meeting with Elder Taareskeld = Caer Geldhiem appears to be almost back in order.  The gates have been replaced and the timbers strengthened.  Outside the caer walls worker hurry doing repairs and rebuilding old constructions.  As the party enters the Caer the Elder is talking with his son, the ship designer, “Go to the docks and get the taxes from the ship.  If the captain won’t give you the tax then threaten him.  Take the money that belongs to the land.”  The son nods obviously a little perturbed by the order.  The Elder addresses the party, “Well tell me new of my Bryna?  Did you talk to the oracle at Tower Garsen?  Please explain.”  At this point the party can do a recap.  Read the windows from adventure #5 again.  When the tale is finished women appears with food for about 10 people.  The Elder barks orders to the party as soon as the story is finished, “Now leave...find and return my Bryna.  My family should be together now of all times.”  if the party complains about a reward he will mumble something like, “So you want to be treated like mercinaries then you will be treated like dogs...not like noble men.  Is my favor not enough reward?!”  With that the party is ushered out of the keep.  Well...he’ll owe the party and Bryna was a very kind and noble lady.





3) Trip to Hjael = With that the party should gather their supplies and go to Quimen.  The longer they wait the more chance theyu have of moving her or killing her for some evil ceremony.


	The ride to Hjael goes uneventfully.  The trip take about 1/2 day shorter then planned.  Jennings still doesn’t have the sails down yet.  Weather is getting a little rough.  A storm might be comming.





4) Trouble Brewing in Hjael = At this point the party has reached the coastal settlement of Hjael and should be ready to move toward Quimen.  They should come up with a cover story of some type.  They will need to dock at Hjael to get resupplied for the trip home.  Hjael should be common to anyone from Quimen.  Let the experienced party members relate this info to the party:


Quimen and Hjael are trading partners because of there relative proximity to eachother.  Hjael is a small coastal village that speciailzes in shipping metals from the mountains north of Quimen.  Often large mounds of iron ore fill several warehouses in the shipping district.  Scores of men, women, and often Gargun from the neighboring settlement of Quorone work for little wages packing the dirt into boxes for later transport.


The leader of the town is an old, but active, Ivinian named Swyen Erlanger.  Swyen is 62 but often travels about the town with his warband.  Swyen is probably in league with the Crimson Dancer because he surely would have been dead or removed from office if he resisted.


Hjael is also the home of a **** brewery known as the Droplets of Golden Sun.  It is high class and very well run.  The family are Ivinian warriors from the clan Belar.  They hold the strongest resistance to the Crison Dancer.


Quimen is a castle stronghold built to defend iron miners from Gargun bands at Quorone.  The castle is nearly impossible to siege.  The walls are heavily fortified and the warriors are well trained.


Quimen is thought by many to be cursed.  The once proud towers are now tarnished and gray.  The battlements are lined with the women of the Crimson Dancers.  They are not merciful in any way shape or form.


Probably all the party will know of the crimson dancer is that they are an all female offshoot of the church of Akrik.  They are believed to be the most devout priests of the god.  Quimen is controlled by a power woman sorceress known as Baliela Shernath.  She is thought to be extremely powerfull politically and magically.


	As the party lands at Hjael they see a busy warehouse district.  Groups of workers pack earth into crates and boxes for later transport on shipboard.  The workers are young, old, male, female, and gargun.  Even though they are culturally diverse they are obviously overworked and underpaid.


	As the party approaches the city to investigate they are stopped by a trio of young women.  They are all dressed in studded leather armor.  They carry shiny straight bladed cutlasses and shields.  The shield have the symbol of a red castle on a black shield.  They are members of the Crimson Dancer.  One of the woman will approach the party.  Her compatriots will wait slightly behind.  The compatriots look nervously to the sides.  Have the mages in the party make perseption rolls at -5 AND magic rolls at -8.  If they make the rolls they will notice that the lead woman has a slight black glow around hero body that is vaguely familiar looking.  (The glow is the Str spell cast by Acima, the evil priest of Navah.  He has developed a 1d6 Str aid that lasts for several days.  Use the standard Crimson Dancer warrior and add the Str.)  She will accost the party and ask them why they are visiting Hjael.  If she is questioned she will report the party to her commander and respond with, “It is in the best interest of Quimen that Hjael be properly guarded against those that would do it harm.”  After investigating it is obvious that the Crimson Dancer have strengthened their hold in Hjael.  Armored women patrol the streets accosting citizens and doing no work for the city.


	The party will find after investigating that most of their former contacts have left the city.  Fearing for their lives.  Only the Belar clan remains.  This should prompt the party to return to The Droplets of Golden Sun brewery.  As they approach nightfall is coming.  At the door step an older man with a band or 5 warriors are talking with Axel Belar, the eldest of the Belar clan.  Belar is speaking loudly to the men, “Swyen...your too old to and too wise for this.  You know I will not leave my family home for you or those evil witches that pull your strings.  They will have to fight to pull me out!  Now leave....”  With that he brushes his hand and the men turn, “But Axel the Dancers are tired of waiting...I see what I can do?”  The elder Belar will be happy to see some of the party members but he will tell them that it is dangerous to be in town.  Hjael is taken and will soon be plundered.  Only his men and family remain.  He will invite the party in for a bite and quick summary of the events at Quimen.


Quimen is ruled by the evil Crimson Dancer.  They are fierce warriors and are often magically enhanced by their evil faith.  There are 3 very poewrful wizards or magicians in the area that he knows of.  The leader of the Crimson Dancer, Baliela Shernath, a priest of Navah, Acima Hoary, and a old wizard thought to be born from the devil, he is known only as Bonewretch.  Rumors are that they are VERY powerful.  Baliela is a mage of black mind thoughts, Acima is a evil knight of sorts with his spells, and Bonewretch has been know to make people bodies turn inside out in the blink of an eye.  Baliela is believed to somehow be incontact with the troops at Hjael.  Nobody knows how this is accomplished.


There are many catacombs and mines beneath that cave.  Rumors are that there is a secret enterance to the castle from one of the tunnels on the southern fork of the mines.  The enterance at South Bend, a small mining camp, is the enterance to the southern fork.


A direct assault on the castle is not only foolish it is certain to cause the death of all concerned.


	Axel will then bid the party farewell and a safe journey.  As the party leaves they will hear a scream coming from the house common ground.  As they approach the area is littered with bodies.  Doors are busted and bodies lay on the floor.  Inside the party will find 3 dog-like creatures and one blood covered naked man attacking the party.  They are destroying the place and killing people.  The man is pulling the heart from the elders chest when the party arrives.  He places the heart in his mouh and forms into a dog-like creature to match the other 3.  The monsters are Wolven Men (wolfmen.cha).  Run the fight.


	The dog with the heart will grab the heart then run through an open window.  The others attack the party to guard his escape.





5) Trip to Quimen = Gargun Road Trap = After a day on the road to Quimen, the party will be passed by a group of gargun.  There are six brown gargun.  They wear grungy cloaks and only daggers as visiable weapons.  They all secretly have slings under their cloaks.  The gargun will pretend to be travelling along the road in the opposite direction.  If questioned they will not speak and just grunt as they pass the party.  As the party passes the gargun have them make Int rolls at -6.  If they make a roll, then tell the character that they are lightly encumbered for still being a day out of Hjael.  The party will then hear bird calls.  Any character with animal KS or similar can make a roll at -3.  If the roll is made then they can establish that the calls are not from birds in this area of Harn.  The gargun are signaling their fellow up the road as to the number and strength of the party.  Lastly make any danger sense rolls, as the road hits a fork the gargun attack from behind rocks with slings and boulders.  The garguns ploy is to attack the party from 3 sides and push them up the road to a tree limb trap.  There are 6 gargun behind the party, and 5 gargun on each slope of the road.  Each side is led by a black (Khanu) gargun.  (This is a total of 6 + 5 + 5 + 1 + 1 = 18 gargun.)  Gargun on the hills have slings and Mangs (scimitar like long daggers).  Down both roads the gargun have setup tree traps that swing forward.  They have pungi sticks on the limbs.  The branch is OCV 5 and this should surprise the party.  The branches can hit up to 2 lead characters each and does 2d6 RKA on a hit because of the force of the branch.  Hit characters must make dex rolls or they will also fall to the ground after struck.  Each gargun has 20 copper pennies.  One of the black guards also has a black pearl.  The pearl is clutched in his hand when he died.  This is unusual.  The pearl is magical (Magic Rolls at -10 to detect).  It is a focus for Baliela’s long distance telepathy spell.  If a party member hold the gem in his palm they will get a nasty surprise as Baliela asks for a report!  When the party responds she will be upset!





6) The Iron Mines of Quimen = The party will come apon the road leading to Quimen.  A side trail leads. to South Bend.  While on the South Bend the party can view Caer Quimen from afar.  The castle is impressive.  It has triangular walls set into a cliff.  At the front of the castle a huge waterfall cascades into a clear pool.  The white waterfall forms an image of white teeth.  The castle is entered from a unprotected walkway that rings the left side of the cliff face.  The entire road can easily be defended by war machines from the tower walls.  The left tower on the back wall is very tall.  it is probably where they will be keeping Bryna.The castle is heavily guarded.  Warriors wait on the batlements and at the gates. If the party appraoches the castle then a haze covers the caslte.  There is a  triggered darkness in the air around the towers.  On sign of this the mages will be active and ready.  Warn the party member that he is in grave danger!  See the picture for more details.


� EMBED Word.Picture.6  ���


	The enterance to the mines at South Bend is boarded up.  It appears that this vien was dry.  As the party enters the tunnel they begin to feel trod apon.  The very air is heavy.  It clings to their bodies.  The enterance is at least 1 mile from the min enterance.  At this point the party will venture into the maze.  After about 30 minutes of exploration the party hears a river.  The river runs underground and serves as a transport for the mine!  On the coast will be two small boats.  Just enough for the party.  It will make the journey much more direct but probably more dangerous.  The water is very calm.  Poles are used to move the boats along the tunnels.  About 3/4 of a mile down the river the party sees a movement in the water.  The river is ending.  It is feeding under the castle to the waterfall.  When the party starts to react with the poles the river quickly picks up the pace!  It is obvious that the party must get out of the boats.  The tunnel opens at the gratings that form the teeth to the castle.  The ceiling has holes used for dumping trash into the river.  Now the party must jump to the grating and climb up through the garbage holes into the castle.  On each boat roll 1d6.  The higher roll means that the boat is getting sucked into the current.  Everyone on this boat must just free (see below for details).  The boat is splintered when it hits the grating leaving little for the guards to see as the boat is consumed in the falls.  To jump to the grating have the party make Dex rolls.  If a character slips then they must make a Str roll to grab the grating bars.  This is painfull as the water is really rushing.  Roll a 6d6 normal attack on general hit locations.  Nothing will be in the garbage tunnels.  The other boat can be used to escape.


	Inside the castle proper the party must act stealthfully.  The idea is to get in, get Bryna, and get out quickly.  The castle is easy to navigate as the party know the interior of the place.  There are two levels inside the main caslte walls and two levels inside the larger tower.  Use the Arathel map on pages 4, 5, and 6 for details.  Just move the doorway from the northern wall to the middle of the towers eastern wall.  The party will come up in floor 1 room 1.  This is a storage room.  There are food material wood and old cloaks.  From here they can go to the kitchen at room 2.  In the kitchen will be 6 woman talking.  One is old and worn, about 55 years old, but she stands very tall and look matronly.  She had silver hair that is tied with a black ribbon.  She is not wearing armor but carries a silver and black inlaid wand on her dies.  She is wearing several silver rings with onyx sets.  Her clothing is silk.  On her robe is the red shiloutte of a woman with her head forward and blood dripping from her mouth to a red silk border.  She must be the Grandmistress of the Crimson Dancer!  One of the other woman is in wearing plated aromor that looks personal.  It has breast pieces and glow a faint black.  She wields an axe.  Her hair long and blond tied behind her back.  She is in her forties.  Three of the others are young woman in standard Crimson Dancer garb.  The last is a worn Jarin woman who is cooking food.  Her head is shaved and her ears appear to be missing.  They are tied around her neck like a necklace!  The party should listen to the story of the old woman.  The armored lady speaks first “...too bad our wolven friends did not totally succeed.  Three were killed in the process.  I would not have thought that that wine maker could fight.”  The elder woman speaks, “They were a favor from the priest of Ilvar anyway...a useful cult to manipulate the Ilvarian’s.  Useful... by the way, that naft priest of Navah may be a bungler, but with “parlor tricks” we should be able to strengthen our troops.  Too bad he feels such pain on the use of that spell...Acima is weak willed.  How dare him question our strategy with the fair lady of Geldhiem?  These Ivinian and Jarin are too tied up in their own politics to even grasp our goals.  Before they blink we will have Hjael,  Utera, and a weak Geldhiem.  The glory of Quimen will once again triumph over the weak land of Orbaal.  These barbarians are such fun!”  The other woman laughs, grabs her tankard, and heads toward the door, “Come my grandmistress I have come up with a new attack plan for Hjael.”  With that they leave.  That leaves only 4 woman.  If they can be taken quickly and quitely their uniforms can make good disguises.  Use generic Crimson Dancer stats.


	At this point the party should try to sneak to the door and up the stairs.  On the way up the stairs they can see about 30 women going over complex battle plans on a wall map.  The entire map is hand drawn in detail.  The old wizard is also in this room.  He is looking at the map with interest.


	At the top of the stairs are 2 more guards.  They will yell if there is any problem.  As the party nabs the women Acima will be leaving his room!  He is in room star 2.  When he sees the party he will quickly jump in the romm and bar the door.  The party should open the door by either removing the bar or breaking the door.  To move the bar roll a lock picking roll or a Dex roll at -5.  The sturdy wooden door and bar are Def 6 Bod 4.  At this point Acima will raise his shields and cast a strength spell.  In his room are 2 more guards who will get full benefit of the added strength.  In the room is Bryna and several evil tomes.  The party should grab all such items.  Acima will fight until he is stunned then he will try to stab a party member.  He wants to be negative body so he can T-port.  The priests of Agrik do not know of this spell thus he will have escaped their wrath!  Acima has a magic item that will be left behind when he teleports.  He removed it because he knows that he wants to die!  It is a stone Necklace of the Statue.


Cost�
Powers�
END�
�
20 (140)�
Necklace of the Staute - Turns the wearer into a statue for a given length of time up to 5 hours once a day.


+20 PD/ED Armor - (60 active points)


Full Life Support - (30 active points) 


10 points Flash Defense - (10 points) 


10 points Power Defense - (10 points)


5 points Knockback Resistance (10 points)


10 points Lack of Weakness (10 points)


10 points Mental Defense (10 points)


(These limitations apply to all powers:  1 time per 24 hours lasts for 5 hours -1/4, Concentrate - 0 DCV -1/2, Extra Time - Full Phase -1/2, OAF - Necklace -1, Gestures - Must grab in both hands over chest -1/4, Incantation -1/4, Cost End to Activate Power -1/4, Independent -2, Side Effect - Character becomes a frozen statue like creature with skin like gray smooth stone.  Works like a large mind control to stand still - Always effects user -2) (-6 limitations total)�
28�
�
	Now things should get messy.  Have the party get chased by Crimson Dancers wons the tunnel to the boats.  As they escape down the river they must head through the forrest at breakneck speeds.  In town they will get to the docks to find a group of Crimson Dancers and the boat out in the canal!  Jennings moored the boat for safety when he saw the woman gathering in town.  Even though the waves are rough he got paranoid.  Sometimes safety first really pays off!  Luckily the party can steal a small boat and sail away with the sail of the winds.  No other boat can follow in these rough waves.





7) The Curse on Bryna = As the party examines the body they will discover that Bryna is in a deep sleep.  She has a spell casts by the death priest.  The priests evil notes reveal that the spell can be removed by the tough of a life restoring god stone.  There are only 2 known godstones in Harn!  One is at Gedan in Orbaal and the other is at the home of Ilvar at Araka Kali.  Thus a trip to Geldhiem (or right to Gedan?) is in order. 





8) Returning to Geldhiem = The party is returning the body in the rough storm to Geldhiem.  The sails and Jennings cunning as a sailor are probably the only reasons the party survived.


	The Elder will be happy to see the party but he will be crushed when the party tells him of the curse.  He will beg the party to remove the curse.  The Elder will offer money, land, or ship designs in exchange for the parties help.  The Elder obviously feels different about the land then Alegar II.  He will get angry and insensed.  The Elder will decide to spend all the taxes on warships and weapons so that he can gather up all of Orbaal under his protection.  He is a loon!


	There will also be a messanger boy with a message from Thrazda.  It says, “Noble friends of the Silver Seal:  I have left Geldhiem with Alegar, the rightful ruler.  I have gone back to my homeland at Gedan where Alegar can be protected as he protected me in my time of need.  I do not believe others when they talk of Alegar’s weaknesses.  I know him to be a brave noble warrior.  Do not come for me.  Brave travels my compatriots, Thrazda, King’s Champions and Captain of the Geldhiem Guard.”





Conclusion:  At this point the party should have the next adventure spelled out.  Go to Gedan and remove the curse on Bryna.  Maybe the return of Alegar?  The dethroning of Elder Taareskeld?  Gain the aid of Thrazda’s people?  Free the nomads from an evil cult of Ilvarian priests?  Rally around a once helped country?  Could be!





