Adventure #10


(by John Taber, 8/30/95.)





Title: Alegar’s Ascension Part #8 = The Baor’s Head War





Summary of story: This adventure is the climax to the Alegar’s Ascension story.  It should be full of action, suspense, and surprises.  There are several scenes that must be played in detail.  See the event list for details.


	At this point the party needs to visit Arathel.  Arathel was not finished from the last adventure.  This should be a minor side trip scenario.  Tie up the lose ends.  During the trip have the info gathering party members discover more information about the rebellion and the dark ladies of the Crimson Dancers.  Tiem tables should be shifted and any complications should be accounted.  The info gatherers should inform and get the party invited to a rebel gathering.


	At the gathering the party should asses their strengths and weaknesses.  Numbers should be discussed as well as any newly found information.  A plan of attack should then be formulated.  The plan should included capturing Acima, taking the Battle Cry, and the attack at Geldheim.  These plans of course will be altered by the hands of fate.  


	The assault on Caer Geldheim will be the climax of this section.  Action scenes should be shortened to the final fight of the party against the heavy powered mages.  Have the fight involve both skill and cunning.


	Baliela’s beheading and the return of Alegar to the throne will be the final closing scene.  It should be played to the hilt and full of grandiose speaches.  





Event List:


1) Tie Up Loose Ends / More Info Gathering


2) The Meeting with the Rebels


3) Kidnapping Acima


4) Assault on the Battle Cry


5) Assault on Caer Geldheim


6) The Return of the King





Detailed Event List: 


1) Tie Up Loose Ends / More Info Gathering = At this point the party will need to make a trip to Arathel.  This is detailed in Adventure #9.  See that adventure for more details.


	During the trip the info gathering party meembers will try to integrate themseles into the normal activities of Geldheim.  During one morning they will see a cart pulled by two horse approach the town center.  This is very unusual as horses are rare and valuable.  There are 6 men all are heavily armed and look very powerful.  It the center is an older man with only decorative armor.  They are flying a flag with colors of a red dragonette on a yellow field.  It is one of the neighboring lords from Ebein.  The problem is that they have arrived early.  The lords should not be arriving for at least a month.  If the party makes a KS roll they can determine that the lord appears to be Lord Myrvolde Gydasael.  If the party makes a great roll or has an approprite skill they would be able to remember that Myrvolde’s daughter, Rulyne, has always desired entry into the Crimson Dancer!  The cart enter the courtyard and Jackel approaches.  She speaks to the older lord, “Lord...the Grandmistress awaits you at the Caer.  Please approach with my personnal guard.”  The old man waits with his men.  The Dancers slowly move on.  Still he waits.  Eventually the Dancers stop.  Jackel turns, “Please?”  He speaks slowly, “I do not appretiate being threatened or rushed and you have done both.  Ebein moves when I say it does.”  With that his men tense.  He speaks again, “Follow the women.”


	Sarduk will be able to gather some info from Acima’s spell book and research papers.  Acima’s strength aid spell has all of the old side effects.  Unfortunatly the new spell is much more powerful.  Only Acima can remove the spell.  If he dies the spell will not drop.  This is a big improvement.  The notes also describes a very large area effect.  Sarduk can gain info about Acima’s death spell.  It teleports him up a mile away or so when he nears death.  Sarduk will feel that capturing Acima without killing him may be the only way to remove the spell.	


	The info gatherers will also be approached by Jeremy in the orchard.  He will inform them that when the King returns they want to hold a meeting to gather the forces.  The time for action is near.  


 


2) The Meeting with the Rebels = When the king returns he will be eager for the meeting.  He will tell the info gathering PC to inform the rebels.  The meeting will be held at Jeremy’s farm in the valley to the north.  The meeting will be held in the orange orchard.  As everyone starts to arrive the party looks over the other guests.  The guest include able bodied town leaders from all walks of life.  Lords and street ruffians are represented.  Jeremy, Capt., Jago, and Chian are in attendance.  The party is also in attendance.  Alegar is cloaked when the party approaches.  When he removes his cloak and the light falls on his grotesque face the other people in the meeting flinch.  Most are held in fear or awe.  Alegar speaks with a powerful tone, “It is I Lord Alegar the second, Son of Alegar the first, the rightful ruler of Geldeim.  Tonight I meet with men I would have shunned mere a year ago.  I have learned a lot since my fall.  Enough to know how to correct my mistakes.  Enough to seek and welcome help.  I ask your help.”  With that the people begin to mumur.  He continues after the brief pause, “We must fight for our land and our honor.  Many have died helping me regain my throne.  Many more will die in the battle.  We must plan carefully.  Surprise may be our greatest ally.  Our actions must be swift and decisive.  We should push our strength and recognize our weaknesses.  What say you!?”  With that the group cheers, “Aye!  For Geldheim!”  He speaks slowly now, “Let us talk of our stength.”  He will lead the group through discussions about the groups numbers, strengthes, weaknesses, new info, and the beginning of a plan.  Have the party participate and decide on most of the important issues.  Make the info session lengthy.  Let it play out and develop.  When the party has finished have them make tactics rolls (or approprite other skills) and throw in complications.  See below for details.


Raw Numbers


Friendly Forces


Arathel is giving 3 merchant ships and 1 war ship.  


Pled is giving 4 large whaling ships, a small company (20) of elite warriors, and 130 other men at arms.


Marby can give 2 war ships, 3 large fishing ships, and 120 men at arms.


Th city has approximatly 30 great warriors and 100 peasants that are ready to fight. 





Enemy Forces


There are about 30 Crimson Dancer guards in the city, only about 10 on ship board during the day, and about 20 in the caer during the day.  All are enhanced by Acima’s spell.


There are about 60 men at arms from Sherwyn.  They are mostly on ships.  Some are in the city or on the road blocks.


There are a total of 6 Dancer ships.  Fortunately only the Battle Cry is always manned.  Only the men from Sherwyn can sail at all.  Even though the ships are all fairly well armed the crew are not well staffed.  The ships are not filled with Dancers at night.





Strengthes


The party has the information about the enemy forces and their locations at late night hours.


The party has the element of surprise.


People want to see Alegar.  The city needs his presence.  They want a savior.


Alegar’s force has more experienced sailors and more ships, unfortunalty most are cargo ships.


There is a curfew of midnight.  They are very adamant amount the curfew.  The castle actually empties for a few hours while the guards enforce the curfew.


Acima and Bonewretch are not necessarily with the Dancers.


Acima’s spell must be refreshed every night.  Maybe that is why they have the curfew?





Weaknesses


Alegar’s forces have less warships.  They must get the Battle Cry, get it under way, which will take time, and surprise the other warships.  Brooks and Jenning think that just getting the King’s ship out of the port will take all of the effort.  They must use the supplied war ships to do the damage.  Maybe using the Windsword and Bloodsword somehow.  Let the party make tactics rolls to get this info.


The city is easy to defend from land or sea.  From land the city can be easily blocked by baracading a small pass outside the city.  From the sea the gulf that enters the cove is narrow.  It makes it not only easy to defend, but it makes is easy to spot other ships.





New Info


The Dancers timetable to gather the surrounding lords has advanced.  They are arriving within the next week.


Acima’s spell has advanced.  Sarduk feels that only Acima can shut off the spell that enhances the Dancers.  According to the research papers it also appears that turning off the spell wll cause the Dancers pain as it did to Acima’s priests in the past.  Sarduk will also reveal that Acima’s death spell actually teleports him to a safe location if he dies.  To be sure he will recommend that Acima be taken and interrogated definitely not killed. 





Plan


The plan should contain the following events:  


Kidnapping Acima and getting him to shutdown the spell.  


The assault to gain sea access.  This involves taking the Battle Cry and a pitched sea fight.


The assault on Caer Geldheim.





3) Kidnapping Acima = The parties first move will most likely be to grab Acima.  This takes them down a mage and effectively gives the party a weapon to use against the Dancers.  If they plan it right then they can get Acima after his spell is cast on the Dancers.  He will be in a very tired condition at this point.  Using the bird balls they should be able to grab the priest while he sleeps.


	The party waits until the eerie lights in the tower have died.  Then they can use the bird balls to quiety enter the keep and grab Acima.  Drell has a total of (party members + (party members / 2) bird balls).  One will have to be given to Acima after he is subdued.  When the party flies around the caer they find that Acima now sleeps in the queens room.  Kind of sick and perverted actually...Acima was the one who kidnapped Bryna!  The wind is light but cold.  No lights are in Acima’s room.  A small light shines under the door to Acima’s room.  The party should be allowed to enter the room and start to approach the body.  As soon as one of them changes then touches his body a ghastly form will be seen hovering over the body!  The form will glow when it see the party.  The figure is that of the young man wearing a white cloak and a crown of leaves.  His face is that of Acima’s!  When the figure sees the party member it enters the body then disappears through the wall.  Acima’s eyes open.  His armor spell flying up immediatly!  Start combat now.  The PC should be surprised by this action.  


	After 12 seconds the door will burst open.  Jackel will enter the room flanked by 4 regular Dancers.  The fight should move quickly.  The women are fully armed and ready for combat.  They were recently involved in a Agrik ritual.  The party should be in flight mode at this point.  Note that the bird balls take a full phase and gestures to use.  Make the bird balls hard to use at this point.  Have a moving fight scene.  Play this out.


	After the party has returned Acima to the camp, thy can dispell the bird ball then talk with him.  Acima is actually a reasonable man.  He can be bargained with.  His two main goals are to cause more death and to gain more worshippers.  He needs to be alive to achieve the second goal.  The first might be used to sway him.  Acima will be confident but not overconfident.  He will be shaken at first.  He will talk with a shallow low tones in well thought out sentences.  He will often mumble and the end of sentences.  Acima will mumble things like, “Master Death” or “Lord of the Long Sleep” or “Prince of Shadows”.  He appears crazy and distraught but he is obiously calculating and scheming.  He will hide his fascination with death except for the comments at the end of his sentences.  Threatening Acima will not scare him.  Acima has a high presense and can’t be scared by death threats.  He must be bargained with.  If the PC promise more death then he will agree.  Acima will also ask for protection against the Dancers.  The party will probably refuse this request.  Drell will offer to watch Acima when the party is away.





4) Assault on the Battle Cry = Either that night or the next day the party will want to stage the attack.  The right action is to stage the attack the day of the kidnapping.  Probably right after capturing Acima.  The boat will described in detail below.  Men at arms are marked with “x”.  They will be able warriors but they are under a superior force.  The trcik is to take them with little warning.  Approaching the ship by sea will be difficult.  Threre is a wind and the seas are choppy in the inlet.  Make several close calls.  Put at least 2 guys in bird’s nests.


	As a complication to the plot the Lord of Sherwyn, Lord Venril Sherwyn, in on the Battle Cry.  He has a small group of elite men at arms on board.  Lord Sherwyn is a violent and brutish man.  He takes no flak from anyone.  There are (characters) elite men at arms (use advanced FH thug stats).  The Lord should be considered an advanced thug.  A cabin boy will be on deck.  This should also cause some problem as he is an innicent in this battle.  See the map below for more details:


�





	After the attack, the party needs to activate whatever plan they have devised.  There is a good chance that it may involve a running sea battle.  Use rough figures for the ships and play this out on the battle map.  Let sailors make rolls and PC casts spells or use other effects to change the tide of the battle.  When the battle comes to a fever pitch 2 warships approach.  They are flying a flag with a white baracade, a red sky, and a tilted crescent moon.  The flags are those of Zynholm.  Zynholm is rules by the Saargax clan (Venea’s father’s homeland)!  They will enter the fray when the battle looks questionable.


	The battle should lead to the raid on the city.  Alegar’s ships will flood into the city docks.  Men from Sherwyn will fight at first then give up when they see the larger numbers of attacking forces.  Several Dancers will be killed in the city when they investigate the trouble.  When the trouble is relayed the other will baracade themselves into the caer.  





5) Assault on Caer Geldheim = When the party finishes attacking the ship the attack on the caer will begin.  The attack should begin with a rally the forces gathering in the town center.  Minor battles errupting all over as Sherwyn men at arms are captured or killed.


	The assault at the castle should climax with a fight with the mages.  Special care must be taken with the battle as Bonewretch and Baliela are very powerful.  Make the scene take place in the main chamber of the king.  Use the first floor map provided in the Orbaal module (page Geldheim 5).  Notice that the room has a balcony.  Play this up by placing the mages on the upper balcony and Dancers on the lower floor and area.  Use elite guard and regular Dancers.  There should be one regular Dancer per PC and (characters / 4 elite guard).  Jackel, Bonewretch, and Baliela will be in the castle.  The PC really need to plan on the Acima surprise attack.  The other elders should also be at the attack.  They will fighting with their lives.  Let this take place in the backround.


	After Acima turn off the spell he will smile and look down.  He will mumor something like, “Souls for the God That Ends All Dreams”  With that he will take out a hidden shiv and slit his own throat.  His blood will be gurgeling through the hideous laughter that follows....





6) The Return of the King = Hopefully after the attack the party will be victorious.  They should then decide what to do with any living mages.  Several party members may want her death but Alegar do
