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This document is the Campaign Bible for the Neverwinter Nights 2 Conclusion Campaign.  All design, plot elements, NPC interactions, creature information and area information is located in this file.
TO DO: 
- Add Index/Chapters to each section
- Add Barks
- Add Encouter types
- Add quest reward xp.
- Create list and names for each variable. 
- Stealth Mission in Kaiser Keep attack.
- On game load, take all versions of Sword of Gith, Replace with NX4 version.
- Super Gnolls escape after the fight, plague Ironfist Clanhold.
- Flag in final battle – if Khelgar’s quest not completed, clan dies, he leaves party.
- Update Teleporter Results, recruits.
- Add Kaelyn subquest where she must choose grey moralty – darken her wings some.
- Add Writer’s Notes for Journal Entries.  Make these ORANGE.
- Add Shar monologue at every chapter opening.
- Raines & Cobb’s Sneak attack on the Knight Captain in the final battle
- Add skirmish between the The Kaiser’s Greycloaks and the Flaming Fist near the beginning.  
- Explain how the Flaming Fist battle is intended to to isolate NW from its allies. 
- Grobnar’s Journal for activating the construct.
- More Monologues from Shar.
- Add several Ithefelle betrayals that look innocent.
- Sand complains of Kaji placing a large orders for cloth diapers.
- Charissa busts the KC’s chops, walks out of infirmary with Safiya.
- Uncus escourts a large wagon to Safiya’s lab, won’t allow the KC to see it. 
- Include lots of References around Neverwinter of The Kaiser’s sham charity.
- Add more references to Jerro and the rift as the story progresses.
- Create a “delta” personalty arctype rebuttal for each player to NPC interaction.  
- Rogues steal spell components from players if possible.  
- Resource points for gathering materials.
- Upgrade holy symbols with asterite bar.
- Quest for OOM to absorb a cleric for evil parties.

Title Discussion: 
A discussion of possible titles for the Campaign.

Plot Summary: The plot is driven by the Arc-Demon Graz'zt's attempt to steal Shar's divinity using an unsealed tear in the Shadow Weave.  (A hole created in Black Garius's attempt to usurp the King of Shadows, located in Crossroad Keep's basement).  To this end, the demon sent a powerful band of villains to seize control of Neverwinter and sow chaos along the Sword Coast.   The Knight Captain - freshly returned from his trials in Westgate and the Unapproachable East - is all that stands between the fiend and ultimate power.
Presented below are some possible titles:

Nightsinger's Bane
- A reference to The Kaiser and Graz'zt effectively killing Shar if their coup succeeds.
Thief of Shadows
- The narrative deals heavily with the power struggle between the Shadow Thieves of Amn and the Nightmasks. The title widens into a double reference when one considers Graz'zt and The Kaiser intend to steal Shar's divinity.
Voidreaver
- A Reference to Graz'zt's attempt at absorbing Shar's power through the rift in the Shadow Weave left by Black Garius.
 The Dark's Corsairs

DR: 1350 - A blackguard tiefling known only as "The Kaiser" appears for the first time, riding from Hellgate Keep with a small host of demons.


- 1353: Year of the Arch -
DR: 1353 - Alustriel Silverhand dispatches a company of her Knights in Silver and members of the Spellguard to investigate demonic incursions near Sundabar.


- 1356: Year of the Worm -
DR: 1356 - The Kaiser leads a host of demons and evil mercenaries against Sundabar - which is ultimately routed. 

DR: 1356 - The Blackguard flees southwest, pursued by the Knights in Silver Spellguard members who defeated his force at Sundabar. 


- 1357: Year of the Prince - 
DR: 1357 - The heroes catch up to the tiefling near the Luskan village of Ember - they never report back to Silverymoon.

DR: 1357 - Kistrel is polymorphed into a giant spider and flees into the caverns below Ember.  Her companions are all destroyed by The Kaiser.

DR: 1357 - The Kaiser secretly travels east, passing through Westgate, The Pirate isles, Bezentaur and eventually into Shou Lung.


- 1364: Year of the Wave - 
DR: 1364 - House Oroshi of Wa is destroyed by Isho Oroshi and The Kaiser. 

DR: 1364 - Terukawa Ukami vows vengance against Isho and The Kaiser, and eternally pledges himself to the Li lung dragon Hayate in exchange for the power to slay his enemies.  He begins following their trail westward.


- 1367: Year of the Shield - 
DR: 1367 - Isho and the Kaiser gather a mercenary force and travel west.  They operate near Bezantur in Thay for a year, where they gain a reputation for fearlessness, efficiency and cruelty.


- 1369: Year of the Gauntlet -
DR: 1369 - The Kaiser and Isho participate in a successful plot to Install Edwin Odesseiron as supreme Zulkir of Thay... for three days.

DR: 1369 - The Kaiser and Isho spring Edwin Odesseiron from his prison cell. 

DR: 1369 - Alongside Odesseiron and his followers, the Kaiser and Isho flee Thay following the Red Wizard's ouster.


- 1370: Year of the Tankard - 
DR: 1370 - Edwin, The Kaiser and Isho travel to Tethyr and revive an aspect of Sendai Ri'fialle, (using a statue overlooked by the Ward of Gorion and a small portion of The Kaiser’s near-divine essence).

DR: 1370 - The Kaiser and his force make a year-long journey to the Spine of the World, using long forgotten roads in the Underdark to avoid their many pursuers.


- 1371: Year of the Unstrung Harp -
DR: 1371 - The group clears and takes over the long abandoned Granite Hold Castle northeast of Mirabar.


- 1372: Year of Wild Magic - 
DR: 1372 - The company descends to the Underdark in search of plunder and to rally Sendai's scattered forces.

DR: 1372 - The Kaiser's group slays the Shadow Dragon Das'mag'Xallyion, claiming his extensive hoard of gold and magical items.


- 1373: Year of Rogue Dragons -
DR: 1373 - The Kaiser’s party journeys to cities of Ched Nasad and Menzoberranzan, recruiting a substantial army of Drow still loyal to Sendai’s house. 


- 1374: Year of Lightning Storms -
DR: 1374 - The Kaiser’s surrogates spread rumors throughout the Northlands of an impending invasion by the Uthgardt Thunderbeast tribe, raising fear and tensions in the area.  

DR: 1374 - Sendai's army, (while rallying to Granite Hold), attacks the Uthgardt Thunderbeast tribe to conceal evidence of their movement. The tribe is all but destroyed.

DR: 1374 - Bodvarr barely survives the scouring of his people and slowly recovers his strength for a year in the wilds near Mirabar.

DR: 1374 - The Kaiser and his forces take credit for the slaughter of the Uthgardt Thunderbeast tribe.  The governments and citizens of the Northlands rejoice and consider them heroes.  

DR: 1374 - Deep within the mountain fortress of Granite Hold, Sendai's force establishes itself as a Drow Colony, continuing to grow in strength.

DR: 1374 - Edwin, Sendai, Isho and The Kaiser hatch a plot to seize control of the Sword Coast.

DR: 1374 - The surviving followers of Edwin Odesseiron finally arrive at Granite Hold.

DR: 1374 - The Kaiser is summoned by his patron, the Abyssal Lord Graz'zt to report on his progress.

DR: 1374 - The events detailed in the Neverwinter Nights 2 Official Campaign begin.

DR: 1374 - During the war with the Knight of Shadows, The Kaiser’s force successfully repels an undead host besieging the Gates of Neverwinter.  Their heroics spare the city total destruction and the group is knighted by Lord Nasher in gratitude.


- NWN 2: Official Campaign -

DR: 1374 - The King of Shadows is destroyed and its lair collapses.

DR: 1374 - Zhjaeve plane-shits back to Limbo, her mission accomplished.  She continues to watch over and aid the KC from afar.

DR: 1374 - Elanee shoves the KC from under a falling column and is crushed by it in their place.

DR: 1374 - Casavir braces a collapsing doorway – he manages to hold it open long enough for the party to pass – his spine then shatters and he’s buried in rubble.


DR: 1374 - The KC is knocked unconscious by Nefris’s minions, who flee to Rashemen via the Plane of Shadow with their hostage.

DR: 1374 - Khelgar attempts to pursue the KC’s abductors, but is buried in falling debris.


DR: 1374 - Ammon Jerro pursues the KC’s abductors, and is overpowered by Nefris in the Plane of Shadow.


DR: 1374 - Grobnar dies shielding The Construct from tons of falling rocks. 


DR: 1374 - The Construct is damaged and disabled by rubble.


DR: 1374 - Neeshka nimbly dodges her way out of the collapsing ruin, escaping unscathed. (If she resisted Black Garus).

DR: 1374 - Neeshka surveys the ruins and helps Khelgar free himself from the collapsed structure.  (If she resisted Black Garus).

DR: 1374 - Luskan agents pull a crippled Casavir from the rubble and spirit him away.

DR: 1374 - Daeghun consults with Tarmas and the pair manages to divine some hints as to the KC’s location.


DR: 1374 - Daeghun and Bevil separately strike out in search of the KC when their pleas for Neverwiner’s aid are refused and ignored.


DR: 1374 - Khelgar remains at the CK, pressuring Nasher to launch a massive search, but his efforts are in vain.


DR: 1374 - Neeshka returns to The Black Cats, her former guild in Neverwinter, where she tries to use their contacts to locate the KC.  (If she resisted Black Garus).

DR: 1374 - The survivors of the war return to West Harbor and Highcliff to begin rebuilding their lives and homes.


DR: 1374 - Neverwinter and its territories descend into economic ruin from the war.


- NWN 2: Mask of the Betrayer -
(Run's Concurrently with SoZ)

DR: 1374 - The last shard of Gith’s Silver Sword is messily extracted from the KC by Nefris.

DR: 1374 - Ammon Jerro has his soul removed from his body, and is then left to die in The Academy of Shapers and Binders.

DR: 1374 - The dying KC is taken to the Bear King’s Barrow and restrained there.  He is possessed by Akachi the Betrayer, and contracts the Spirit Eater Curse.

DR: 1374 - Safiya rescues the KC from the Bear King’s Barrow, and the duo battle their way free.

DR: 1374 - The KC recruits Gann and Kaelyn.

DR: 1374 - The KC recruits either Okku or consumes him after a pitched battle.

DR: 1374 - The KC possibly creates One of Many using Okku’s husk.

DR: 1374 - The KC romances Gann, Safiya or neither.

DR: 1374 - The KC destroys or spares The Slumbering Coven.

DR: 1374 - Zhjaeve and her fellow Zerth conjure the Dream Weapon and pass it to the Knight Captain.

DR: 1374 - The KC ransacks the Academy of Shapers and Binders battling Araman and his forces.

DR: 1374 - The KC rescues Ammon Jerro, who then accompanies the KC to the Fugue Plane.

DR: 1374 - The KC meets The Founder, and she informs him of her plan and returns the Silver Sword of Gith to him.  The KC spares her despite her cruel treatment of them.

DR: 1374 - The KC commits to the crusade and leads his allies through the betrayer's gate.

DR: 1374 - The KC first aids Zoab, followed by Sey'ryu. 

DR: 1374 - Araman attacks the KC one final time and is defeated.

DR: 1374 - Ammon Jerro summons devils and helps the KC hold the gates to The City of Judgment.

DR: 1374 - The KC betrays Rammaq - then slays the enraged demilich in self-defense.

DR: 1374 - The KC ends The Spirt Eater Curse by uniting The Mask of the Betrayer and freeing Akachi.

DR: 1374 - Kelemvor returns the KC and companions to Thaymount. 

DR: 1374 - Safiya stays at the Academy for a time to tie up loose ends - agreeing to meet the KC in their homeland.

DR: 1374 - Gann takes his leave to "indulge" in the presence of grateful Rashemi spirits before heading to see the KC’s home.  

DR: 1374 - Kaelyn departs to continue her crusade on the wall with The Menagerie.

DR: 1374 - If the KC created One of Many, the creature accompanies them as they return home.

DR: 1374 - If the KC spared Okku, the Bear God returns to his barrow and sleeps.

DR: 1374 - Ammon Jerro journey's the planes for a time, contemplating the purpose of his existence and his many sins.

DR: 1374 - The KC departs for home by sea, with plans to meet Gann and Safiya at CK.  


- 1375: Year of Risen Elfkin -

DR: 1375 - The loss of the Spirit Eater Curse significantly weakens the KC.  A part of his own essence was surrendered to Akachi in the process of restoring the betrayer. (Thus explaining the level cap in MoW).

DR: 1375 - Rhea Corvianna is abducted from Waterdeep by Edwin Odesseiron and The Kaiser.  The mage is held hostage in Granite Hold, and forced to concoct an untraceable and incurable poison which slowly debilitates and kills its victim.

DR: 1375 - The remains of The Construct are located by salvagers scouring the rubble of The King of Shadows’ fortress.  After being examined by The Many Starred Cloaks, the creature is returned to Crossroad Keep, although it remains inactive.

DR: 1375 - Daerred and company purchase an empty building in CK and establish an adventurer’s guild.
- NWN 2 : Mysteries of Westgate -
(Run's Concurrently with SoZ)
DR: 1375 - The KC acquires the Cursed Domino Mask on his journey home, and is drawn to Westgate in his attempt to be free of it.  (If One of Many is present, the powerful spirit possessing the mask nearly seizes control of “The Many” and damages One of Many’s husk in the struggle.  The abomination is cast into the Plane of Shadow while it regenerates.  The Cursed Domino Mask interferes with One of Many’s bond to the Knight Captain, making it impossible to locate or speak with its master).  

DR: 1375 - The KC allies with Mantides, Charissa and Rinara, and they help one another overcome personal demons and the dangers of Westgate.

DR: 1375 - The KC refuses the “gift” of vampirism from Orbakh.

DR: 1375 - The KC helps Mantides regain his faith in Lathander.

DR: 1375 - The KC and allies foil Orbakh’s plan to create enough clones to fed a vampire army.

DR: 1375 - The KC stops the devil Zymena from taking over Westgate’s underworld.

DR: 1375 - The KC breaks the domino mask's curse.

DR: 1375 - The following morning, the KC, Mantides, Charissa and Rinara flee Westgate.

DR: 1375 - Orbakh swears vengeance, and sends a large force of Night Masks after them.

DR: 1375 - Obid rises as a powerful vampire, controlled by Orbakh.

DR: 1375 - Tam Bakk and Tobias are dispatched to Neverwinter to rout the Shadow Thieves and establish a Night Masks branch in the city.


- NWN 2: Storm of Zehir - 
(Run's Concurrently with MotB & MoW)
DR: 1375 - Nevalle is given wide latitude by Lord Nasher to save The Sword Coast’s floundering economy.  

DR: 1375 - Edwin Odesseiron’s followers establish Thayan enclave in Neverwinter’s Black Lake District with Nevalle’s blessing.

DR: 1375 - Nevalle sponsors a campaign to promote Waukeen’s church throughout Neverwinter’s territory, in the hope of bringing wealth and prosperity to the struggling lands.

DR: 1375 - Khelgar is made temporary Commander of Crossroad Keep - over his objections.

DR: 1375 - Kana takes a leave of absence to perfect her combat arts.

DR: 1375 - Kistrel driven into the Crossroad Keep caverns by frightened merchants and traders.

DR: 1375 - Sa'Sani's cargo ship wrecks off the coast of Samarach.  Adventurers traveling aboard it rescue the crew and Volothamp Geddarn from a hungry goblin tribe.

DR: 1375 - Casavir is taken to the Luskan Host Tower, where he is repeatedly tortured for information.

DR: 1375 - Sa'Sani hires the mercenaries stranded by the shipwreck to track down the cause of the disaster.  She correctly suspects sabotage. 

DR: 1375 - The sell-swords gain Sa’Sani’s favor and quickly rise through the ranks of her organization.

DR: 1375 - One of Many, disoriented, separated from its Master and badly wounded, (by the Cursed Domino Mask), wanders Samarach in search of the KC. (Providing the player made the creature - if not, it is an unrelated monstrosity seeking nourishment).

DR: 1375 - Sa'Sani branches her organization into the sword coast as part of a gambit to thwart the interloper deity Zehir’s takeover of Samarach’s yuan-ti.

DR: 1375 - Desperate to generate revenue, Nevalle allows Sa'Sani to establish herself in Crossroad Keep, granting her run of the place.

DR: 1375 - Upon Nevalle’s orders, the Church of Tyr in CK dismantled in favor of a temple to Waukeen.

DR: 1375 - Sa’Sani’s mercenaries gather adventurers from all over the world, and grow her merchant house into the Sword Coast’s most powerful trading organization.

DR: 1375 - Sa'Sani reveals her true nature as a yuan-ti infiltrator, kills her second in command and explains the danger posed by Zehir to her employees.

DR: 1375 - The adventurers successfully convince Sa'Sani to cease some of her more mercenary ways.  Moving forward, she manages her organization without resorting to nefarious methods.

DR: 1375 - The adventurers return to Samarach and confront the yuan-ti, eventually destroying them and one of Zehir’s avatars.

DR: 1375 – Victorious, the mercenaries part company, and their story eventually becomes a popular novel by Volothamp Geddarm.
- Post Storm of Zehir -

DR: 1375 - Kana returns to the CK to help a flailing Khelgar manage the keep.

DR: 1375 - A cemetery is built near Crossroad keep, dedicated to those who fell battling the King of Shadows.

DR: 1375 - Neeshka attempts to kill Raines - the psychopathic leader of The Black Cats - by tricking him into raiding Khelben Blackstaff’s residence. (She surreptitiously tipped off the mage beforehand).  (If she resisted Black Garus).
DR: 1375 - The Kaiser sponsors the restoration of the Neverwinter Merchant District and the construction of a large orphanage for the many children left without parents after the war.

DR: 1375 - The Kaiser and his forces rout the Orcs of Old Owl as they attempt to rally under a new chieftain.  

DR: 1375 - Khelgar becomes suspicious of these new "champions," but his attempts to unmask them fail in an escalating series of embarrassments, costing him standing with Lord Nasher and the Neverwinter Court.

DR: 1375 - The Kaiser's agents hatch a plot with the Host Tower Mages to depose Nasher Alagondar, with the full intention of betraying the Arcane Botherhood.

DR: 1375 - The Kaiser and companions thwart the very assassination attempt they sponsored.  Vinara Omis of the Neverwinter Nine is killed by Luskans during the attack.  

DR: 1375 - The Black Dog Pirates and their fleets begin savaging shipping along the Sword Coast, laying waste to the economies of Luskan, Neverwinter, Waterdeep and Baldur’s Gate.  

DR: 1375 - The Kaiser is inducted into the Neverwinter Nine as a replacement for the presumed dead Knight Captain.  Neverwinter celebrates their new hero.

- 1376: Year of the Bent Blade -

DR: 1376 - Lord Nasher's health begins to fail, and steadily more of his administrative duties are handed to his trusted guardian - The Kaiser.

DR: 1376 - The Lord’s Alliance tasks a fleet of ten ships to track down and destroy The Black Dog Pirates.  They never return.

DR: 1376 - Isho Oroshi is inducted into the Neverwinter Nine to replace Vinara Omis.
DR: 1376 - Khelgar orders the temple of Waukeen to be cleared from the CK. He returns the building to the Church of Tyr.

DR: 1376 - One by one, Nasher's closest advisors are alienated, re-assigned or sent abroad on suicidal missions.  Their replacements are loyal to The Kaiser and his allies.

DR: 1376 - Sand relocates his business to Crossroad Keep, hoping to increase his profits and escape the growing instability in Neverwinter.  

DR: 1376 - Nevalle’s suspicions grow regarding The Kaiser and his allies.  He and Colonel Brelaina begin investigating the warlord’s affiliations, nearly uncovering Granite Hold in the process.

DR: 1376 - Tam Bakk arrives in Neverwinter, and, on behalf of Orbakh, gives The Kaiser compromising information regarding Sa’Sani’s Merchant House.  He then proposes an alliance between The Kaiser’s forces and The Night Masks.

DR: 1376 - Rhea’s poisons have begun to seriously impact Lord Nasher’s health and sanity.  The ruler is reduced to little more than The Kaiser’s puppet.
 
DR: 1376 - The Kaiser and his companions expose Sa’Sani as a yuan-ti before the entire Neverwinter Court.  When it is also revealed that Khelgar and Nevalle were aware of her true nature, Nevalle is expelled from the Nine and Khelgar loses any remaining favor he held with Lord Nasher.   

DR: 1376 - Nevalle is exiled to the Neverwinter Consulate, and made Neverwinter’s “ambassador” to Daggerford - punishment for “deceiving” Nasher and almost surrendering the Sword Coast’s economy to a yuan-ti infiltrator.  

DR: 1376 - Tam Bakk and Tobias deal a devastating blow to Neverwinter’s Shadow Thieves, driving them entirely from the Merchant District and reducing their presence in the Docks and Warrens to a fraction of its former strength.

DR: 1376 - In recognition of his service against the Shadow Thieves, Tam Bakk is appointed to the Neverwinter Nine, filling Callum’s empty post.

DR: 1376 - The Night Masks open their first branch in the Neverwinter Merchant District, and begin filling the void left by the Shadow Thieves.  Orbakh secretly arrives in Neverwinter, leaving Obid behind as “Acting Faceless” in Westgate.

DR: 1376 - Lord Nasher orders Sa’sani’s merchant warehouse expelled from CK, and has her headquarters demolished.  In an act of defiance, Khelgar secretly allows her to retain ownership of a small estate within the keep. 

DR: 1376 - Ammon Jerro returns to the CK and informs Nevalle, Khelgar and Kana of the Knight Captain’s survival – the group decides to conceal this information from Neverwinter, fearing the growing conspiracy within Nasher’s inner circle.

DR: 1376 - Ammon Jerro begins to study the “unusual summoning circle” in the basement, eventually discovering its nature as a rift into Shar’s Shadow Weave.

DR: 1376 - Ammon Jerro funds the construction of an elaborate tomb for Shandra, which also serves as a powerful planar gate.

DR: 1376 - Edwin Odesseiron is appointed to the Neverwinter Nine to fill the vacancy left after Nevalle’s ouster.

DR: 1376 - After his own attempts to seal the rift fail, Ammon Jerro hires a powerful priestess of Shar to seal the Rift in the CK’s basement.  The Drow fails and nearly dies in her attempt.

DR: 1376 - Quarrel returns to the CK in search of his "messiah."  Jerro is not impressed by the lad’s attentions, and mistreats him horribly.

DR: 1376 - At The Kaiser’s urging, Lord Nasher sends Sir Darmon and a large Greycloak force to slay the green dragon Haxarcanalon – the party is never seen or heard from again.

DR: 1376 - Sa’Sani’s merchant house begins to collapse.  Now that her heritage is known, few towns allow her caravans inside their borders, and Sa’Sani’s many warehouses are piled high with goods she cannot sell.  Unable to return to Samarach and unable to make a profit in The Sword Coast, her merchant house flounders.
DR: 1376 - Gann, Safiya and two of her students arrive at Crossroad Keep.  They panic upon discovering the Knight Captain has not returned.  They seek out Ammon Jerro and Khelgar.

DR: 1376 - Captain Lastri uses her share of the mercenary band’s earnings to commission the construction of a new ship – the Vigilant II.

DR: 1376 - Neeshka returns to CK, having discovered nothing of the KC’s location. (If she resisted Black Garus).
DR: 1376 - Daeghun rescues Bevil Starling and his men after they became hopelessly lost.  Following information obtained from Tarmas, the group heads east, arriving in Westgate several weeks after the Knight Captain departed west. 

DR: 1376 - A series of punitive taxes are levied on all lands protected by Neverwinter – the funds are secretly diverted to finance further pirate attacks along the Sword Coast.  The citizenry begin to stage tax revolts and angry protests against Lord Nasher.

DR: 1376 - Sendai Ri'fialle is appointed to the Neverwinter Nine, filling the vacancy left when Aaron Rathmar IV resigned his commission.  He was exposed to a mysterious poison, which left him permanently crippled.  

DR: 1376 - The Raven’s Allies, (a mercenary company run by the half-orc Granton Granholmn), is retained by The Kaiser to carry out orders Neverwinter’s Greycloaks might refuse.  The sell-swords roundly crush all opposition, from bandits to peasants chaffing under heavy taxation.  

DR: 1376 - The Lord’s Alliance condemns the manner in which the peasant uprisings in Neverwinter are quelled.  Nasher’s government is officially sanctioned, and relations with Silverymoon and Mirabar begin to sour.

DR: 1376 - On The Kaiser’s advice, tariffs are placed on goods shipped to Neverwinter from Waterdeep, Mirabar, Silverymoon and Baldur's gate, resulting in economic retaliation and further driving the region into ruin.

DR: 1376 - Ammon Jerro, Gann and Safiya begin to search for the missing Knight Captain.  The trio journeys to the Fugue Plane, and possibly recruits Kaelyn the Dove.  (If the KC created One of Many, Kaelyn will refuse her aid).

DR: 1376 - Luskan, Neverwinter, Baldur's Gate and Waterdeep enter a severe economic depression due to political instability and rampant piracy.
DR: 1376 - The Sunken Flagon falls onto hard times as Neverwinter’s merchant and sea trade falters. Duncan is forced to shutter his tavern and travel to Crossroad Keep, where, in a humiliating reversal, he tends bar for his former employee Sal. 

DR: 1376 - Granton Granholmn is appointed to the Neverwinter Nine to replace the presumed dead Sir Darmon.
- NWN 2: Nightsinger’s Bane -

DR: 1376 - A diplomatic escort mission from Baldur’s Gate goes horribly awry, and Duke Belt is nearly killed by The Kaiser and his Greycloaks.  The Lord’s Alliance is thrown into chaos, and there is talk in Waterdeep of expelling Neverwinter from the organization.  

DR: 1376 - Sendai Ri'fialle has now drawn a host of nearly 10,000 Drow to the colony below Granite Hold.

DR: 1376 - Early Spring - NX4 Campaign begins.  The Knight Captain and his companions from Westgate return to the Sword Coast, pursued by a vast force of vampire Night Masks.  They approach the ruins of Dragon Spear Castle, exhausted, wounded and very nearly out of options…
______________________________________________________________________


Neverwinter Nights 2 Path Assumptions: 
Plot Points Considered Canon for Expansion Development.

While the players have a great deal of latitude in determining the course of the NWN 2 franchise, there are several paths considered canonical with regards to both the game series and the campaign setting.  For example, a quick perusal of the official history presented in the Forgotten Realms Wiki proves that regardless of how evil or heroic the Knight Captain is, they never side with The King of Shadows.  For evidence of this, we can plainly see that following NWN2: OC, The Sword Coast was not plunged into an eternal night under the thumb of an eldritch abomination.  

Continuing this logic, we’ve made several assumptions about the “true” decisions made in the OC, MotB, SoZ and MoW, and adjusted the setting accordingly.  We take into account:

1: What is the logical outcome.
2: What is a thematically satisfying outcome.
3: What happened in The Forgotten Realms Campaign setting during this time.
4: What has been revealed in the following games.
5: What is possible to include given the development budget.
6: What fits the narrative we want to tell.

Listed below are the assumptions we’ve made with regards to The Knight Captain’s choices over the course of the series and leading up to NX4.  While these might differ slightly from some of the possible outcomes, they mesh well with how “modern” Faerun ends up.  Additionally, these elements still offer concessions to the more important, character defining events of the preceding titles, while still working within the scope of our development resources.
OC Assumptions:
This is the assumed path taken by the KC in the OC. The sequels and published campaign lore help fill in the blanks as to how events played out in canon.
- Amie Fern is dead, killed by the Githyanki.

- Shandra Jerro dies in Ammon Jerro's Haven.

- Neeshka successfully robbed the collector and killed Leldon with the KC.

- Khelgar claimed the belt, hammer and gauntlets of Ironfist, and became the leader of the clan.

- Elanee does not depart after her circle is destroyed.

- West Harbor's known survivors are Tarmas, Bevil Starling, Orlen, the KC, The Lannon Family, Lazlo Buckman and Daeghun Farlong.

- The KC was given command of Crossroad Keep.

- The KC rebuilt the Church of Tyr and the Wizard’s Tower.

- The Construct is restored to working order.

- Jailboun of the Two-Blades is recruited.

- Bevil Starling is recruited.

- Light of Heavens is recruited.

- Katriona is recruited.

- Deekin is recruited.

- Jacoby is recruited.

- Edario is recruited.
- Axle Devrie survives.

- Koraboros is defeated at Shandra Jerro’s farm.

- Ammon Jerro shows some signs of remorse.

- Daerred's adventuring company is sent on missions by the KC.

- Daerred's adventuring company survives the war.
- Qara allies with the Black Gairus and is killed.

- Bishop dies.

- Grobnar gives The Construct free-will.
- The Construct choses Grobnar and the KC over Bishop and Black Gairus.

- The KC fought and destroyed the King of Shadows.

- The Illefarn ruins collapsed on the party.

- The Construct is badly damaged in the cave-in.

- Elanee and Grobnar die in the collapse.

- Sand polymorphs into an Iron Golem and survives the falling rubble.

- Neeshka dodges her way clear of the collapse. (If she resisted Black Garus).
- Khelgar is buried in debris trying to rescue the KC, but survives.

- The KC is taken by Nefris’s servants.

- Ammon Jerro pursues the kidnappers and is overpowered in the Plane of Shadow.

- Zhjaeve plane-shifts to Limbo shortly after the final battle.

- Casavir survives the collapse with a shattered spine and is captured by Luskan.

- The KC either moves on to Gann or Safiya, or gives up on personal attachments if they romanced Casavir or Elanee.

MotB Assumptions:
This may or may not be assumed, depending on development resources and time - ideally, the MotB assumptions will be variable, and player selectable. At a Minimum, the player will be able to choose between Gann, Safiya or neither for relationships, and whether they created One of Many. 
- Bishop is consumed by the wall of the faithless.

- The Knight Captain does not kill The Founder.

- Ammon Jerro is rescued from the Academy of Shapers and Binders.

- Myrkul is not consumed or put to rest by the KC.

- The KC retains the Sword of Gith.

- The KC retains the Dream Weapon.

- The KC sides with the Crusade.

- The KC betrays and then destroys Rammaq in self-defense. 

- The KC fights and defeats Araman.

- The Spirit Eater Curse is forever ended by completing the Mask of the Betrayer.

- The KC does not battle their companions after ending the curse.
MoW Assumptions:
Currently, having the player "become" a vampire is simply not feasible, as the restrictions (daylight, running water), and changes necessary to the campaign plot would be monumental in scope.  
- Mantides is fully redeemed.

- Rinara returned to help the KC after leaving the party.

- Orbakh's offer of vampirism is rejected.

- Obid is slain by the Night Mask vampires.
- Orbakh's human cattle facility is destroyed.

- Tobias is outed as a vampire, but survives the battle.
- The Domino Mask Curse is lifted.

- The Ebon-Claw wererats are destroyed.

- Zymena is unmasked and banished back to the hells.

- The KC flees Westgate to avoid the retribution of Orbakh and his Night Masks.

SoZ Assumptions:
As with MotB, we plan to vary the plot/story based on player input, to better keep in line with their experience, but we also recognize that we are not Bioware.  At a minimum we'd like to account for some of the larger events and decisions the PC could make.
- Tarmas survives the black dragon attack on West Harbor.

- Lazlo Buckman survives the black dragon attack on West Harbor.

- The Lannon Family survives the black dragon attack on West Harbor.

- Khelgar’s stolen Ironfist relics are recovered by the PC.

- Port Llast is saved from Luskan control.

- Port Llast is saved from the undead army.
- Sa'Sani's Merchant House becomes powerful and wealthy thanks to the PC.

- Chir is saved from the Mind Flayers and accompanies the party.

- Most of Captain Lastri’s crew is rescued by the PC.  
- Umoja is recruited and accompanies the PC to The Sword Coast.

- Ribsmasher is recruited and accompanies the PC in their adventures.
- Finch has his name cleared, and accompanies the PC in their adventures.
- Sa'Sani's more vicious tendencies are curtailed thanks to arguments made by the PC.
- Zehir's avatar is destroyed, and the plot to take over The Sword Coast thwarted.  

______________________________________________________________________

NX4 Companion Descriptions & Biographies: 
Bio and Physical Description of the Player Controlled NPC’s.

This section is dedicated to descriptions and history of the various NPC’s.  New companion info is presented here for the first time, while returning allies have had their original information updated to reflect the passing of time between NX1 and NX4.
Ammon Jerro:
Description: This old man's eyes glow with a gold-red luminescence, as does the latticework of tattoos covering his forehead and face. Bald and weathered by the years, Ammon Jerro's booming voice is commanding and determined, one comfortable giving orders to captains, generals, kings… and demons. While he occasionally displays a wry smile or frustrated sneer, his face is never relaxed and his brow often furrowed in thought. Power radiates from Ammon's body, and when he's angered, (a common occurrence), the air around him smells of smoke and blood.

Biography: A peerless Warlock, Jerro bargained his soul to the devil Levistus, in exchange for the might to challenge the god-like entity known as The King of Shadows.   Yet, despite this, he found some measure of redemption through the death of his granddaughter Shandra Jerro.  Over time, Ammon came to regret some of his more mercenary actions, and his personality has softened noticeably since he first joined The Knight Captain’s inner circle.

Ammon was instrumental in helping Neverwinter destroy the King of Shadows, with his knowledge and power turning the tide of battle repeatedly.  Amid the collapse of the creature's lair, a pack of gargoyles attacked and abducted The Knight Captain.  Jerro pursued them through a portal and found himself on the Plane of Shadow.  Weakened from his previous combat, he was ambushed and overwhelmed by the Red Wizard Nefris, who extracted his spirit, and left him to languish at The Academy of Shapers and Binders.  Fortunately, the Knight Captain’s company rescued the Warlock, and Ammon aided them in the battles that followed.

He wandered the planes for a time after his adventures on the Fugue Plane, but Ammon Jerro eventually returned to Crossroad Keep, where is a constant fixture in the fortress - a man haunted by his past and uncertain of his place in a world no longer Threatened by The King of Shadows.

___________________________________

Khelgar Ironfist:
Description: This powerfully built dwarf is a few inches shy of five feet but walks and talks with the clamor and subtlety of a hill giant. A shield dwarf of the Ironfist clan, Khelgar is a talented warrior who delights in the intimacy of a tavern brawl. Smiling when threatened and downright ecstatic when punched, Khelgar is most at home in a storm of fists and insults. Khelgar's weathered face, long dark beard and massive upper body would likely give him muscular good looks had he not built a collection of cuts, bruises and missing teeth on his face from countless brawls.

Biography: The Knight Captain's first and fiercest companion, Khelgar was an inseparable friend in the latter's quest to destroy The King of Shadows.  Over the course of their journey, Khelgar recovered the sacred relics of his clan, and in doing so, both mended his bonds with them and became their leader.  

In the final battle against The King of Shadows, Khelgar was unable to save his friend from a pack of gargoyles, who spirited the Knight Captain away - leaving Khelgar crushed. (Somewhat literally in reference to the tons of rubble he was buried under).  

Ironfist was made acting commander of Crossroad Keep, (a role he did not relish), and refused the title of Knight Captain, claiming he was “just keeping the chair warm” until its real owner returned.  He has difficulty maintaining order in the keep, and by his own admission, is more comfortable in a barroom brawl than occupying a commander’s desk.

The dwarf begged Lord Nasher to fund an expedition to locate the Knight Captain, but the ravages of the war had left Neverwinter economically ruined, and his requests were repeatedly denied. Frustrated by the lack of assistance, Khelgar allowed Bevil Starling to secretly lead “The Captain’s Company” on an expedition to locate the keep’s missing commander.

With the rise of The Kaiser to prominence, Ironfist has faced repeated humiliations and embarrassments in his various attempts to undermine and expose the man - which has cost the dwarf much of his standing with Nasher and the Nobles alike.  He knows it’s only a matter of time before he’s replaced as the commander of Crossroad Keep.
___________________________________

Neeshka:
Description: Tiny horns and spotted skin mark this woman as a tiefling, a half-human with the blood of devils or demons. Lithe and liquid in her actions, Neeshka moves with a cat's grace - even when walking at a brisk pace, her footsteps are nearly silent. Given to outbursts of words and action, her impulsive nature is as visible as her otherworldly heritage.

Biography: Rescued from certain death at the hands of corrupt Greycloaks, Neeshka is one of the Knight Captain's most stalwart allies.  Though mischievous and prone to "acquiring" other people's belongings, the tiefling is ultimately good natured, and can be counted on to stand by her friend in a pinch.  

In their quest to topple The King of Shadows, Neeshka's comrades helped her overcome her nemesis Leldon and gain a reputation as one of world's greatest burglars.  (She was more interested in the title than the actual loot).  In the climactic battle, Black Garius attempted to bind Neeshka and turn her against her allies, but through sheer force of will, she managed to break the creature's enchantment, and helped her friends destroy the fiend.

In the cave-in that followed the King of Shadow's destruction, Neeshka was unable to reach the Knight Captain, who was abducted by gargoyles. Dodging collapsing pillars and crumbling debris, the tiefling barely escaped with her life.  Saddened by the loss of so many friends, she traveled the realms tirelessly, using her contacts to hunt down any trace of her kidnapped friend - one of the few people to ever treat her with dignity.

___________________________________

Gann of Dreams:
Description: Tall and ruggedly handsome, Gann wears a sarcastic half-smile and affects an air of casual indifference. His skin has a faintly blue or violet cast... a legacy of the night hag who was his mother. Unlike other hagspawn - men born of a human father and a hag mother - Gann's face is neither brutish nor ill-favored... but the Rashemi still treat him with a good deal of suspicion.

Biography: Gann stood alongside the Knight Captain as the warrior embarked on the quest to be rid of The Spirit-Eater's.  In the process, the hagspawn suffered a mournful reunion with his mother, and made amends for much of his prior lecherous behavior.  

After many adventures and trials, the hagspawn stood side-by-side with the Knight Captainand shook the very pillars of the heavens - unraveling the will of a dead god and ending the Akachi's The Betrayer’s curse forever.  

For a time, Gann indulged himself in the adulation of the spirit-world, but his heart longed for adventure and excitement.  Compelled to once more journey alongside the Knight Captain, he bid farewell to the spirts of Rashemen and rendezvoused with Safiya in Mulsantir. The duo began their long journey west - following the cold trail of their leader.

___________________________________

Kaelyn the Dove:
Description: Kaelyn possesses a strange, otherworldly grace... her hair is silver-white, her eyes dark - almost black, like those of a dove. Her wings mark her as a half-celestial, a mortal with one parent who was an angel, from the higher planes. Kaelyn has an unmistakable intensity about her...  and a quiet sadness that lurks behind her dark eyes.

Biography: The half-celestial leader of the menagerie, Kaelyn The Dove spent many decades battling to tear down the Wall of the Faithless. (The final destination of those who rebuking the gods).  Believing it a cruel abomination, she turned all of her considerable might towards ending the injustice it represented.

Her opportunity to act against the Wall in earnest arrived on the heels of The Knight Captain, who sought freedom from The Betrayer Akachi's Curse.  Allying in Myrkul's Vault, Kaelyn stood alongside her allies and traveled the breadth of the Unapproachable East, eventually launching the third crusade - in the process facing down her former master, the God of Death Kelemvor, on the Fugue Plane.  

Although they failed to destroy the accursed wall, Kaelyn was inspired by the courage and success of her companions, fully intending to recruit a new host and launch a fourth crusade.  After the battle, she left The Knight Captain’s company and returned to her Menagerie, filled with a renewed sense of determination.

___________________________________

Safiya:
Description: By almost any standard, Safiya would be considered beautiful - golden-skinned, her features delicate, with dark, almond-shaped eyes. Yet her bald head and graceful tattoos mark her as a Red Wizard of Thay, and for this, most outside her homeland would regard her with fear. Her smiles are shy, when they appear, as if she is unused to them - but you sense a resilience beneath, born of an unforgiving land.

Biography: Serving many years as an instructor at the Academy of Shapers and Binders, Safiya was a powerful and talented Red Wizard.  Unbeknownst to her, she was also an aspect of The Founder, and an unwitting pawn in her creator's plot to end the torment of Akachi The Betrayer.  

On her mother's orders, Safiya rescued the Knight Captain from the Bear God's Barrow, and together, they adventured across every corner of Rashemen - seeking an end to The Spirit-Eater's Curse.  Over the course of their Journey, they made many unbreakable friendships and battled successfully against impossible odds.

Eventually, the company returned to the Academy of Shapers and Binders, and the truth of Safiya's existence was exposed - she was one fourth of a soul - a sliver of the Red Wizard known as "The Founder."  The ancient woman had rent her essence into fragments in a gambit to free her lover Akachi, and it was her machinations which pulled the Knight Captain into harm's way.  

Safiya stood alongside her companions as they battled their way to the Fugue Plane, where they finally brought an end to the Spirit-Eater forever.  Pledging undying loyalty to the Knight Captain, Safiya took leave to conclude her affairs at the Academy, and then rallied with Gann in Mulsantir to make the arduous journey west.

___________________________________

Charissa Maernos:
Description: Tall, powerfully built, and radiating an aura of divine power, Charissa Maernos is the very image of a battle-priestess of Tyr. Yet her stunning blue eyes hint at callousness, and her mouth too easily forms a sneer to allow you to be too comfortable in her presence.

Biography: Stubborn to a fault, Charissa was stationed for some time in the city of Westgate, where she found herself hampered by bureaucratic red tape and her own pigheadedness.  Maernos found herself in the company of several other adventurers, and grew over the course of their shared quest to understand Faerun was not so black and white as she imagined.  While still pushy, with the constant prodding of her companions Charissa has learned the value of putting aside differences to strive towards a greater good… to a point that is…

After foiling the plots of the Night Masks and their leader Orbakh, Charissa and her companions were forced to flee Westgate to avoid certain death.  She now travels the continent with her friends, spreading the glory of Tyr and cracking skulls wherever she goes.

___________________________________

Mantides of Westgate:
Description: The long blond hair of this muscular man hangs like strands of gold silk over his handsome face. He has a tall, athletic frame and his beautiful armor marks him as a paladin of Lathander - one of the Morninglord's greatest champions.

Biography: After falling from grace, Mantides spent months drinking and wallowing in the seediest taverns Westgate had to offer - until he joined with several companions and saved the city - and the process, his soul.  Redeemed in Lathander's eyes, Mantides reclaimed his mighty Holy Avenger, and went on to thwart the machinations of a powerful devil and the evil Night Masks as they warred over the city.

Though victorious, Mantides and his allied had no choice but to flee Westgate, as the full wrath of Orbakh and his Night Mask’s fell upon the company.  Forced to choose between remaining and perishing, the company fled towards The Sword Coast.

___________________________________
One of Many: 
Description: This horrifying abomination is a billowing cloud of darkness, draped in moldering burial cloth.  Its ghastly eyes gleam with a wicked intelligence, mostly obscured beneath a flowing veil.  One of Many's only visible feature are its gnarled hands, protruding from tattered robes and terminating in vicious, hooked claws.  The creature remains ethereal most of the time - materializing only to feed or when doing your bidding.  

Biography: One of Many is uncountable evils in one - its consciousness composed of a multitude of murderers, lunatics, and other human detritus, all driven to insanity by imprisonment in Death God's Vault in life, (and then decades of disembodied misery in the Vault's crematorium). As such, One of Many is malice personified, and wishes to either feed on or do violence to all sentient beings - all except for you. You are the creator of this undead aberration, and so, for better or worse, it is bound to you, and you to it.

One of Many dutifully followed in your wake, relishing the ensuing destruction and chaos as you rampaged across the Unapproachable East.  As its loyalty grew, you helped the monstrosity unleash The Brute, and allowed it to consume The Sleeper while you were both imprisoned below Coveya Kurg'annis.  As the monster's power grew, so did its attachment to you.

On your return voyage, you were afflicted with a powerful cursed mask, which disrupted your bond with One of Many and nearly destroyed the creature.  The malignant entity possessing the Domino Mask tried to seize control of the whirling madness that constituted "The Many" - and in ensuing struggle, One of Many's spiritual husk was partially destroyed.  Fleeing into The Plane of Shadow, the aberration was rendered little more than a flickering shadow, barely clinging to its un-life.

It took a considerable amount of time for One of Many to regenerate its torn shell, but the moment it could materialize, the creature set out to find its creator.  Though the cursed mask had burned away the beast's link to The Spirit Eater, One of Many began pursuing strands of fate intersecting with its master's.  Following the threads of those who had once - or one day would - cross paths with its sire, One of Many journeyed from Samarach to The Sword Coast and then across the very planes themselves.

Despite its exertions, the abomination's search was futile.  Hungry, weak and alone, One of Many resigned itself to oblivion, and slowly began to fade into nothingness.   
However, as the void pulled the monstrosity into its cold embrace, a voice cut through the roar of the many, like a scream piercing the chaos of a raging hurricane.  A thousand voices shrieked in unison, "It is the master!  The Spirit Eater has thrown off the curse!  They are in danger!  Their enemies come!"  Clawing itself from the brink of destruction, One of Many tore through the barriers separating the planes, and charged towards the only creature it ever bonded with.  The voices cried out in unison, "Soon we shall feed again... soon we shall gorge on the essence of your foes!  Soon... we bask in your presence... we come for you master!  Persist just a short time more!  We come!"
___________________________________

Rinara:
Description: Despite her attempts to blend in, this striking half-elf commands a second look from most who glance in her direction. Those who dare to speak with her are likely to note her emerald eyes, which are much too lively for her carefully constructed appearance.

Biography: Rinara was once a member of the Night Masks - a fiendish thieves' guild based in the city of Westgate. Internecine fighting forced her to flee the city for a time, but she returned, and joined with several heroes to foil her former guild's plots - and in the process, she learned the value of true comradery.  

Their victory celebration was to short lived however, as the Night Masks were quick to exact bloody vengeance.  The party had no choice but to flee Westgate, with The Faceless’s legion of vampiric rogues in pursuit.  Wandering the westward with her allies, Rinara fancies herself the "brains" of the operation – a role hotly contested by Charissa, her vitriolic “best frienemy.” 

___________________________________

Finch:
Description: This half-elf always seems to unleash a charming smile just as you're looking at him, his expression as gallant and mischievous as if he's sharing a secret with an adoring crowd.  Finch is unbelievably handsome, and the bard knows how to leverage it, gaining audience with powerful nobles... and the affection of their wives...

Biography: Finch worked alongside a group of adventurers who ultimately saved all of Faerun from the plans of the vile interloper god Zehir.  Acclaimed as one of the Sword Coast's greatest heroes, the bard was more than happy to bask in the fame - becoming something of a traveling celebrity along the length of the Sword Coast.

Always up for an adventure, Finch is, in his own words, "roosting" in the famous Crossroad Keep, eyes peeled for any quests in need of questing.

___________________________________

Ribsmasher:
Description: Everything about Ribsmasher screams "barbarian" - his wild garb, the manic gleam in his eyes, and his tendency to laugh hysterically as he charges into battle. In reality, he does fight like a disciplined warrior-monk, utilizing the same series of powerful kicks and punches in a deadly, efficient manner.  It's unclear whether Ribsmasher's apparent insanity is merely an act to catch enemies off guard or the result of one too many blows to his head.

Biography: The crazed pugilist fought alongside a large group of adventurers against the Yuan-ti god Zehir, and ultimately saved Chult and the Sword Coast from falling under the creature's sway.  In victory, Ribsmasher was offered a share of the merchant house he nurtured, but the monk had no interest in trade bars or gold.  Before the celebrations and pageantry could even begin earnest, he took his leave, wandering the countryside in search of things looking to get SMASHED!  

An occasional face in the Phoenix Tail Inn, Ribshasher can usually be talked into a quest if he feels it will yield opportunities to break bones with his bare hands.  Nothing makes the monk smile like popping knuckles on a foe's staved in helmet.

___________________________________

Umoja:
Description: This strange man seems to have a cryptic manner about him, smiling confidently at everyone around him, every now and then giving his dinosaur companion a gentle pat on the head.  He is very obviously a foreigner from the southern lands, his dark complexion and thick wooly hair an oddity among humans of The Sword Coast.

Biography: A Druid in service of Ubtao, Umoja was commanded to unravel the plot of the wicked deity Zehir.  Together with allies from all corners of Faerun - and his deinonychus Yushai - he successfully ended the Yuan-ti god's plans to conquer Chult and the Sword Coast.  

Fascinated by alien flora and fauna of the northern lands, Umoja elected to investigate the unfamiliar region for a time, and embarked on a journey of exploration, Yushai ever at his side.  From time to time, the Druid visits his former companions - eternal friends forged by battle and shared sacrifice.  He is especially fond of Finch, and the two still share many adventures.

___________________________________

Kistrel:

Description: Kistrel is usually cheery and optimistic, her bubbly personality often times annoying her companions.  Her bright blue eyes contrast with her dark hair, and she's quick to crack a beaming grin - especially when catching the gaze of those who rescued her.  She harbors somewhat simplistic notions of the world, and takes most people at their word – which may or may not be a good thing.  Whether this is her natural personality or a result of her transfiguration into a spider is unknown.

Biography: When asked about her history, Kistrel furrows her brow and stutters a bit.  After her many long decades imprisoned in arachnid form, much of her past is little more than a misty, half remembered dream.

The sorceress vaguely recalls refining her magical prowess serving with the Spellguard of Silverymoon, and thinks she participated in the Battle of Keepers Dale alongside the defenders of Mithral Hall.  Or perhaps not.  Like so much of Kistrel's past, the specifics are foggy at best.

While most of the faces and the names behind them have long since faded, one remains - and it's recollection brings equal measures of revulsion and terror - "Kaiser."  Kistrel has long lost the why or the how of it, but this title has been indelibly burned into her memory.

Despite the difficulty recalling her past, she fights like a seasoned veteran, hurling destructive magics in all directions with precision.  What Kistrel has lost in refined spellcraft, she more than compensates for with instinctual brilliance.

___________________________________
Bodvarr Falgeirrson:

Description: This bear of a man stands well north of six feet, and his red, unkempt hair visibly bristles when he becomes agitated.  Bodvarr is always tense - a mountain of muscle and gristle held together by scar tissue – and ready to pounce.  

Biography: Bodvarr was born among the Uthgardt Thunderbeast tribe, son of Falgeirr and Astrid.  His clan had long clung to a tenuous foothold in the frozen tundra near Bryn Shander. (Having been driven north by their ancestral enemies, the Grey Wolves).  

Life was harsh, but despite this - or perhaps because of it - Bodvarr grew into a strong and powerful warrior, honoring the traditions of his people.  His tribe survived by raiding caravans, hunting and trading the ivory of the Knucklehead trout to the inhabitants of the Ten Towns.  It was a difficult but rewarding life... until the day the dark ones came.  

The creatures looked like elves to Bodvarr's eyes, but their skin was the color of ebony and their number beyond counting. Although the Thunderbeast tribe slew ten of the invaders for every one of their proud warriors, they were gradually but surely overwhelmed.  Bodvarr himself was struck down by their leader - a vicious woman wielding a morning star and the perverse magic of her dark goddess.

Three days following the massacre, Bodvarr awoke, and pulled himself from beneath a half burned pile of corpses. Though a breath away from dying, the barbarian was filled with a terrible new resolve - he would track these monsters across this world, (and into the next if necessary). He would know no rest until they had tasted vengeance for the slaughter of his kin.

Recovering his axes, he rose from the ashes and began his journey south, following the cold trail of his foes...

___________________________________
Terukawa Urakami:
Description: Terukawa is well muscled and agile, and he carries himself with an air of professional detachment.  He is nearly always calm, and he speaks slowly, carefully considering every word – rarely, (if ever), raising his voice.  His strange garb, accent and broken command of common reveal his foreign origins, and his customs seem strange to those unfamiliar with the Far East.  Terukawa is meticulous in his personal grooming, and his weapons, clothing and equipment are kept in pristine order.

Biography: Terukawa Urakami's life is a tale of loss and rewards denied.  Heralding from the distant island of Wa, this former samurai spent many years fighting loyally for his empire, earning prestige and the respect of his peers.  Unfortunately, his canniness in the arena of warfare translated poorly into the peace which followed.  Underhanded political maneuverings quickly saw the Samurai stripped of fiefdom and title.  In the government's eyes, Urakami was a relic - an outmoded instrument of little utility to a shogunate transitioning to a lasting peace.  

Branded a ronin, Terukawa Urakami wandered the islands of Wa for years, trying his hand at mercenary work, fishing and even farming.  Whatever the vocation, he found no enlightenment, contentment or joy in his labors.  Despairing, he sought escape in sake and opium dens, until at last he was reduced to a penniless vagrant, sleeping in alleys and clothed in filthy rags.

Out of options and nearing the point of starvation, he hid aboard a merchant vessel and returned to the mainland of Tsukishima. Urakami was seeking the Sakurayu Dojo - home of his beloved sensei, the Kensai Inshin Oroshi.  Perhaps in the school of his youth, he might quell his many demons and regain some measure of his lost honor.

Oroshi was a stern but kindly man, and took no pleasure in his cherished student's disgrace. Inshin refused the ronin's request to instruct students - however, Terukawa was allowed to stay as a gardener - and at night, was granted free reign of the Dojo's facilities. Urakami gratefully accepted.  Finding a measure of peace in this simple existence, Terukawa began to regain his sense of self, while his body slowly recovered from its many slights.  But such contentment was not to last.

Isho Oroshi, Inshin's eldest son, was the master's finest - and most arrogant student.  By all accounting, he stood among the greatest duelists of the age.  Yet, the boy knew nothing of patience or humility, and despite his prowess, was the least favored of the Kensai's children.  When the aging master revealed the dojo was passing to his younger brother, Isho flew into a rage, and drew steel upon his sire.  Even at the age of fifteen, the lad battled his father to a standstill, pressing him dearly.  But as is so often the case, experience triumphed over youthful passion - badly wounded and disgraced, Isho was banished from his home.

At Sakurayu Dojo life was peaceful and quiet for some time - until one fall evening, as Terukawa was preparing to train, Isho Oroshi returned, alongside wicked allies from the western continent.  The group slaughtered many of the students and set the school aflame with dark sorcery.  Inshin ran to Urakami and ordered the ronin to escape with the youngest students, while the he took the battle to his despised son.  

Fleeing with the children into the darkness, Terukawa witnessed from afar the final defeat of his master, and Isho's triumphant claiming of the Oroshi family blade.  Upon reaching safety, he pledged himself to Inshin's surviving son - the three year old Harada.  Bowing before his new master, Terukawa Urakami swore upon life and honor that he would recover the sword and avenge their mutual father-figure.  

Once again finding purpose in duty, Urakami sent Harada into hiding, and began the long journey west...

___________________________________
Eirinn Mac Cathmhaoil:

Description: This beautiful woman's skin has a greenish tinge, and her hair is the color of burnished platinum.  Her voice is silken, and Eirinn is nearly always softly humming a haunting melody. Her violet eyes are mournful and distant, and while she certainly has a many sad tales to tell, she is unwilling to share more of her background.

Biography: You freed her from eternal bondage in Acererak's labyrinth, and the grateful sirine has sworn to aid in your adventures - heedless of danger or your motivations.  She is now a life-long companion, and she will follow you to her death - and beyond - if necessary.

As a sirine, Eirinn is naturally resistant to weapons unless they are magical or forged from cold-iron, (a lethal substance to fey).  If forced into unarmed combat, her attacks drain 1d4 points of intelligence with every blow - another gift of her fey heritage.

___________________________________
Ithefelle of Hellgate Keep:

Description: Ithefelle’s pale skin is stretched so tightly across his gaunt frame that it threatens to tear if he so much as sneers.  His brittle and matted hair is the color of decaying bone, shot through with vanishing strands of deep midnight.  The man’s presence is always heralded by the sickly sweet perfumes of funeral oils and embalming herbs - and in poor lighting, one could be forgiven mistaking Ithefelle for undead.

Biography: The Necromancer has no interest in sharing his past when questioned, although, given his temperament, (and habits), it's easy to imagine it wasn't pretty.  When asked as to why he dared Acererak's Labrynth, Ithefelle's craggy face splits into a vicious grin, exposing his rotten and gnarled teeth.

"Why... I came here for the same reasons as you.... there is power to he had in this place... and like yourself... I mean to possess it!"
______________________________________________________________________
Campaign Plot Overview DR 1376: 
Chapter 1 - Return to the Sword Coast

Chapter 1 ties Mysteries of Westgate to the main tale, returns the Knight Captain to his/her homeland, and introduces the players to the new game mechanics while the party makes their way back to Crossroad Keep.

______________________________________________________________________

- Area Title: Lobby
- Required Characters: None
- Points of interest: Dungeon Master, Basic supply merchant
When the player joins the module, they are required to speak with the Dungeon Master before being allowed to enter the Campaign.  The impish fellow will provide a brief overview of the game mechanics, the background story and then ask a series of questions, which will determine many aspects of the campaign.  (How do we resolve this for multiplayer?):
1: Did the Knight Captain (KC) Take “Arvoreen's Amulet of Aid” from Daeghun?
(If no, places the Avoreen’s Amulet of Virtue in the chest in Daeghun’s Home).

2: Did Khelgar Ironfist become a monk?
(Swaps Fighter Khelgar for Monk Khelgar if yes).
3: Did the KC befriend Kistrel?
(Spider Kistrel removed beneath Crossroad Keep in the Escape Tunnels if no).
(Kistrel NPC and all associated quests disabled if no).
(Disables teleport to Silverymoon option in act 4 if no).
4a: Did the KC romance Casavir? - Only Appears if KC is Female
(Adds a sad moment when they player interacts with Casavir’s grave).
(Adds a wistful dialog scene if the KC rescues Casavir from Luskan if yes).

4b: Did the KC romance Elanee? - Only Appears if KC is Male
(Adds a sad moment when they player interacts with Elanee’s grave).
5: Did Neeshka fail to resist Black Garius?
(Removes Neeshka from the roster if yes).
(Removes Neeshka from the Pheonix Tail Inn in the CK if yes).
(Removes Neeshka from the bar in Daggerford).
(Removes Khelgar-Neeshka enchange after resquing Kistrel).
(Removes Neeshka as a mandatory party-member in the Granit Hold quests).
(Adds Neeshka's Grave to the Crossroad Keep Cemetery if yes).
(Disables teleport to Athkalta option in act 4 if yes).
(Removes Neeshka’s dialog in the optional cut-scene if the KC resurrects the dead OC companions as thralls).
 6: Did the KC create One of Many?
(Removes Kaelyn the Dove from the roster if yes).
(Removes Gan reference to Old father Bear in a bark if yes).
(Adds One of Many to the Roster if yes).
(One of Many accompanies the Bevil and Daeghun in the opening battle if yes).
(Removes Kaelyn from the bar in Daggerford).
(Adds One of Many to the Bar in Daggerford).
(Kaelyn does not join the party during Ivarr the Blessed’s Quest).
(Removes Kaelyn from the Temple of Ilmater in the CK if yes).
(Adds One of Many to the graveyard outside the CK if yes).
(Disables teleport to Myrkul’s Soul Furnace in act 4 if no).
(Disables teleport to the Fugue Plane in act 4 if yes).
(Dialog bark from Gann in the final battle about Okku just being a dream if yes).
 7: Did the KC and Grobnar steal the Glowstone from the Goblin Mines?
(Disables teleport to the Caves below Ember  in act 4 if yes).
 8: Did the KC destroy Slaan and the Lizardfolk near Highcliff?
(Disables teleport to the Lizard Folk Caves in act 4 if yes).
9: Did the KC ally with the Orc Tribe at Riverguard Keep against the bugbears and Ogre Magi?
(Enables the teleport option to ally with the Orc Tribe if yes).
(Enables the teleport option to ally with the Ogre Magi and Bugbear minions if no).
10: Did the KC destroy the Fire Giant Village?
(Disables teleport to the Fire Giant Encampment in act 4 if yes).
11: Did the KC save Cormick's life?
(Removes Cormick Great Hall from the Keep if yes).
(Removes Cormick from the final battle if yes).
(Removes Cormick from the quest to save Lord Nasher).

12: Did the KC side with the (0) City Watch or (1) The Shadow Thieves?
(If 0, the Shadow Thieves will smuggle the KC into Neverwinter).
(if 1, the City Watch will help the KC into Neverwinter).
(Removes the option of opening the Thieves Guild if 0).
(Removes the option of recruiting the Shadow Thieves if 0).
(Removes the option of recruiting the City Watch if 1).
(If 0, 3 Hostile City Watch encounters will be set to active in the Night Mask Lair).
(if 1, 3 Hostile Shadow Thief encounters will be set to active in the Night Mask Lair).
 13: Did the KC have Torio Clavin Executed?
(Removes Torio from the Keep if yes).
(Removes Torio from the final battle if yes).
(Adds the quest to save Casavir from Luskan – Part 1 requirement).
14: Did the Heroes in SoZ resurrect Kravler?
(Removes Kravler from the Keep if yes).
(Removes Kravler from the final battle if yes).
(Adds the quest to save Casavir from Luskan – Part 2 Requirement).
16: Did the KC destroy the Slumbering Coven?
(Disables the teleport to the Slumbering Coven if yes).

15: Did the KC consume or release Myrkul's Soul in MotB?
(In the finale, Graz'zt will refer to the KC as "God-Killer - a kindred spirit you and I!" if yes).
 17: Game checks for Safiya's or Gann's love feat.
(Enables Safiya or Gann's affectionate dialog when present).
(Enables Safiya or Gann proposal scene). 
(Enables Safiya or Gann’s accompaniment in the final battle/stage).
(Enables Safiya’s pregnancy dialogs).
(Enables optional Safiya or Gan marriage finale). 
 18: Game checks for Safiya's or Gann's Love Feat + One of Many Creation
(Adds tragic Gan or Safiya stinger to ending sequence if yes).
(Adds a final battle against One of Many after the end of the game if yes).
19: Game checks for "Guilty of Ember Massacre Feat."
(Nevalle and Nasher will treat the player far worse in dialog options).
(Nasher will bring up the slaughter when the KC is initially exposed in Chapter 2).

Upon completion of the survey to set plot elements, the players will be able to enter the portal into the game world.
Coders Note: All quests which force members into the group will need to set a flag preventing the party from accepting new quests until the current quest-line is completed, to prevent possible game breaking bugs if party members are force-rearranged for a new quest while In the middle of an old one.  Perhaps a general “on quest” flag that is checked during all quest conversations?

Coders Note: As per discussions with Injate and kevL, the variables above should be located in the Save folder.  This will allow future expansions.
______________________________________________________________________

Introduction Cut-scene: (Plays on each player entering portal).
Narration (Aloof Female Voice):  
You’ve worn many masks in your journeys.  Kalach-Cha.  Knight Captain.  Spirit Eater.  No matter the title, you’ve been the harbinger of both salvation and disaster - heaven’s pillars tremor in your wake.  


(Screen shows the Sword of Gith, over Neverwinter Banner).

From nothing you came, driven by destiny into the arms of greatness…

(Screen shows West Harbor).

…by your hand, you’ve tamed wilds and conquered foes, seizing land and title...  

(Screen shows Crossroad Keep).

…amassed powerful allies and mighty companions…

(Collage of party members from OC, MotB, MoW).

…brought abominations powerful beyond reckoning to heel....  

(Collage of KoS, Akachi, Demon from MoW).

…thwarted the divine will of the very gods…

(Kelemvore & Myrkul Collage).

…and gifted ruin to the plots of your foes.

(Close-up of Black Garius Pacing & Orbakh plotting on his throne).

Are you prepared for your story’s conclusion?  Come then… let us close the final chapter of your tale…


(Black Screen).
STORY POINT - The Truth of the Matter:  
The narrator of this game is the goddess Shar, recounting the story long after the fact.  The voice actress needs a European accent and slightly aloof demeanor, with a very subtle – but not overt – hint of malice in her voice.  There will be numerous “clues” to the narrator’s identity in the way she describes events and surroundings. (Nothing too striking – if written and performed properly, it will only become obvious to the player in hindsight that our tale was recounted by a black-hearted evil bitch).  Shar’s point of view will color everything transpiring, but in an extremely nuanced manner.  

Once the Cut-scene ends - or is click-canceled, the introduction movie begins.

Coder’s Note: It must be possible to click-cancel the opening scenes.
______________________________________________________________________

Intro Movie: As the song “Dragon Rider” plays, a worn map of the Sword Coast leisurely scrolls by the viewer, areas of interest by title highlighting and appearing on the map in a flowing script - complete with small icons – as it scrolls from South to North.  As soon as the map reaches Crossroad Keep, the Icon and title grows in size and moves toward the viewer, until it fills most of the screen, then quickly wipe-fades.
For the rest of the intro, the background appears to be made of battered parchment.  In order of appearance, the movie goes through the companion roster, character by character, their name and title burning into the upper left hand corner, while their close-up art appears in the left hand corner.  A screen capture of their in-game appearance, an action pose drawing, or credits will appear in the lower left. 

Khelgar Ironfist
“The Drunken Shield.”
Neeshka
“Bane of Lledon.”

Ammon Jerro
“Hellmaster of Faerun”

Safiya
“Heiress of the Founder.”
Gann 
“…of Dreams.”
Kaelyn
“…the Dove.”
One of Many
“Atrocity Given Voice.”
Umoja
“Guardian of Mysteries.”
Ribsmasher
“Fist of Icewind Dale.”
Finch
“Songbird of Cormyr.”
Rinara
“Lady of Shivs.”
Mantides
“Morning’s Glory.”
Charissa XXXXXX
“The Obstinate Hammer of Tyr.”
Bodvarr
“Cutting North Wind.”
Kistrel
“The Silver Spider.”
Terukawa
“Oath-bound Avenger.”

______________________________________________________________________
Mandatory Cut-Scene: Fleeing the Night Masks.
Companion Dialog: Charissa, Rinara
(Creative framing of the shots will be necessary here, to make it LOOK like they are carrying an unconscious Mantides, while still coping with the limitations of the game engine).
Rinara: Move faster, they’re closing.  Less than a mile now, if they catch us in the open again, we’re done.  Will you two HURRY IT UP!!

Charissa: Maybe toss us a hand here throat-slitter?  (HUFF)… Easy to bark orders when you’re not lugging 240 pounds of (GASP)… comatose Lathanderite.  
Rinara: Don’t blame me - I told you to leave Mantides behind as a distraction.  Orbakh’s little pets would’ve stopped to feed - bought us five or ten minutes.
Charissa: Why you… despicable… little… blood-sucking (PUFF)… sturg!   Or do I need to REMIND YOU that (GRUNT)… he stepped in front of that dart SHIELDING you.  True to form, you’d dump him on the ground as a (HUFF)… snack for your old Night Mask buddies.

Rinara: Give the preechin’ a rest, I’m just being practical.  You’ve got ol’Tyr’s ear - we could just cut off some of his fingers… or a few toes… and use’em to “magic” him back to life later…
Charissa: (GRUNT)… R-reprehensible… 

Player Dialog Options:

- 1: We abandon nobody on the field of battle....  that’s a horrible idea (HUFF)… Rinara.  Even for you.  We’re lucky that was paralyzing toxin, and not something… (GASP)… worse.

Charissa: Well… that settles that… you selfish little back-stabber.

Rinara: Sleep with one eye open you stodgy prude.

________________________________
- 2: Calm down Charissa, she’s speaking in jest.  Your (PUFF)… comedic timing Rinara, as always (GRUNT)… stinks.  Uh…you ARE only joking… right?
Rinara:  Uh… yes?  I mean… yeah… sure it was… just a joke.  I guess.  Heh.
Charissa: Oh for the love of…

________________________________
- 3: If (HUFF)… we’re leaving anybody behind, it’s BOTH of you!  I’ll carry Mantides by myself.  Can we stuff the bickering long enough to flee for our blasted lives?  
Rinara: Pfffwa!  Good one, you’d prance right into a Night Mask pit-trap without me in the lead...  
Charissa:  …and I don’t know how you (GRUNT)… expect to continue fighting without me to tend-your boo-boos!  “Ohhh Charissa… I’ve taken an arrow to my knee…. Oh it hurts… please cast your sparkly magic and make my owies better!”
________________________________
- 4: It’s a good thing (UUUGGGH)… I’m too exhausted, beat up and (GASP)… hungry to have a headache.  Oh… wait.  That’s not true at all.  I now have a headache on TOP of those things.  Thanks ladies.  

Rinara: That silence ya hear is the sound of me not caring.
Charissa: Oh, now the great leader’s back at the whining.  (HUFF) Whine whine whine… I know a cantrip for dealing with PMS – really takes the edge off.  Want me to cast it on you when we finish fleeing for our lives?

Rinara: (SNICKER) Not bad… I mean… for a snotty stuck-up cleric...
________________________________
- 5: Silence you nattering shrews!  (GRUNT)…While the Lady of Shiv’s plan is sound, we’ll need Mantides’s sword-arm.  I’ll not cast aside a powerful asset needlessly (GROWL)… not unless my hand is forced.  
Charissa: You (PUFF)… realize the only reason I tolerate your company is because there are actually WORSE things out there than you.  For the moment at least.  Barely.

Rinara: Speak for yourself… it’s damn  refreshin’ to have a bit of pragmatism for a change. 

________________________________
Charissa: If we can (PUFF)… dodge these creatures till daybreak, they’ll have to break off… (GASP)… just need… somewhere we can hold’em for a couple of hours.  A good strong wall at our backs…

Rinara: Up the road a bit is Dragonspear Castle… or its rubble at any rate.  Better than being surrounded in the open.  What‘ya say boss?

Player Dialog Options:

- 1: I’ll take a ruined keep over open ground any day of the week.
- 2: Perfect, we can maybe hold them off till dawn.
- 3: Sound thinking.  I may just have to keep you around.

Narration (Aloof Female Voice):  
With a miserable dawn nipping at night’s embrace, the party reaches Dragonspear Castle. The ruined fortress stands on a high ridge, overlooking the roads and plain below.  Crumbled walls and ruined battlements offer testament to countless battles - and shall shortly chronical another.  The question unasked… will these monoliths commemorate a victory… or memorialize a tomb?

______________________________________________________________________

- Area Title: The Ruins of Dragonspear Castle
- Required Characters: Charissa, Rinara
- Points of interest: One tower is intact, and contains various odds’n ends.  There are several skeletons in the courtyard, the players will find pouches of spell components, ropes, waterskins and other new system items on them.
Coders Note: As soon as the players load into this area for the first time, they are a given (if appropriate), a stack of 10 of their class’s spell components, a traveling spell book and/or a holy symbol befitting their alignment.

The castle ruins are on a high bluff overlooking the roads.  There are holes in the walls, and piles of rubble everywhere.  One of the towers is intact enough to explore, and the players can find some loot. 

When the player first reaches the fortress, they find the main gate blocked by a pile of rubble.  They will need to use ropes to scale the walls and enter the courtyard.  Rinara will provide some exposition on how the rope system works.  The climb check will be easy, and the Knight Captain should be able to make it over the wall on the first try.  
(For this part of the game, Charissa, Rinara and Mantides will be outside the party.   Rinara will be perched on the wall after climbing up, Charissa is  resting on a boulder next to Mantides, who is unconscious on the ground).  
Once the player successfully scales the wall, the scene will shift to the courtyard.  Charissa will recommend the party take a short breather while Rinara sets a small campfire in the background.  The cleric will then distribute an Iron Ration and Waterflask to the Knight Captain, and briefly describe their mechanics without breaking immersion.  Next, the ladies will join the party and Rinara will instruct the player to customize them and suggest spells to memorize (This will probably have to break the 4th wall to adequately explain what needs to happen).  Once this is completed, Charissa will advise the Knight Captain to rest the party, in preparation of the coming battle. 

After the party rests, they will be attacked by a large number of Night Mask Rogues, Night Mask Assassins and Night Mask Vampires.  There will be a wave of 3, 6 and finally 9.  After the third wave, we move to the next cut-scene.

______________________________________________________________________

Mandatory Cut-Scene: The Battle in the Rubble
Companion Dialog: Charissa, Rinara, Bevil, Daeghun
The party is battered to the point of collapse, surrounded by scores of Night Masks, all closing in for the kill.
Charissa: And so it ends.  My only regret is that I didn’t get to see the half-elf murderess tried and stretched from a gibbet.  
Rinara: Oh, how sweet is that… I love you too Charissa. You’re my favorite thing ever… right after canker sores, pox and ass-boils. 

Player Dialog Options:

- 1: Comrades, it has been an honor.  Before we fall, let’s send a few more screaming to the hells.
- 2: Well ladies, your company has been… interesting.  Never a dull moment – that’s for certain.  

- 3: Don’t be so fatalistic… maybe we can… uh… bribe them? (GULP)… never mind…

- 4: This wait bores me, you creatures think yourselves my better?  Come, let us test that notion!

Bevil: “FOR WEST HARBOR!”

The camera pans out as Bevil Starling and a large troop of Greycloaks smash into the Night Masks from behind.  Taking up the rear is a pack of Greycloak archers, lead by Daeghun Farlong, who mercilessly pepper the creatures with flaming arrows.  

In moments the creatures are destroyed and the camera pans close to the Knight Captain, Charissa and Rinara, who are shortly approached by Bevil and Daeghun.
Bevil: You sure didn’t make yourself easy to find.  We turned over half of Faerun looking – but I knew… 
Daeghun: Ahem.
Bevil: …WE knew… that you had to be alive.  Out there.  Somehow.  
Player Dialog Options:

- 1: Bevil!  Father!?  I thought we were dead… I don’t know what to… thank you.  Both of you.

- 2: I’ll be damned, Bevil…  quite an improvement in your sword-arm.  You’d pull the mohawk right off XXXXXX now I’d wager. Thanks for the rescue.  

- 3: Looks like you grew up Bevil.  Not the runt-of-the-Starling litter anymore, that’s for sure.  

- 4: Bevil Starling.  It seems I underestimated your value.  Your appearance here was useful to me, I shall note this for later.  

Daeghun: It warms my heart to see you whole - or reasonably so at least.  I was… worried for you.
Player Dialog Options:

- 1: Father, I am sorry if I caused you worry.  It was as though fate itself conspired to prevent my return.  I hope you’ve not placed yourself in danger in seeking me.

- 2: It’s good to see you too Daeghun.  No… that’s wrong.  “Father.”  It’s good to see you “Father.”  How long have you been tailing us?

- 3: Hello Daeghun.  All is well?  I hope you’ve not inconvenienced yourself too much following me.

- 4: Well well… if it’s not my childhood taskmaster.  Here to gloat?  Savor the opportunity elf, I’ll not provide you with more.  How long have you been chasing my wake?
Daeghun: After the battle in the Mere, Khelgar returned with stories of your abduction.  Your comrades demanded an immediate response, but as days drew into weeks, it became obvious Neverwinter was unable - or unwilling - to mount a proper rescue.  

Bevil: Unwilling is more the flavor of it.  Neverwinter and their new “thugs” in The Nine have been acting like tyrants ever since the battle.  Your friends had to be tossed out of Nasher’s chamber at sword-point more than once.  They outright ordered Khelgar to stand down and mind the keep instead of trying to track your down.  

Daeghun: In this instance, I have to agree with Bevil’s assessment.  It was as though Neverwinter didn’t WANT to find you.
Bevil: Abandon a fellow Harborman?  No chance of that… myself and these men resigned on the spot - and Khelgar was more than happy to grant the request.  Sand was able to do some scrying - enough to get us pointed towards Thaymount anyway.  Then we ran into a bit of trouble.

Daeghun:  He means “became lost in the wilderness, wandered in circles for weeks and nearly perished.”  
Bevil: You’ll never let me live that down will you…  So yes, we got a bit… sidetracked.  Fortunately, Daeghun had been trailing us, and with his help, we made it as far as Westgate – only to find you’d already left.  Quite a ruckus you raised though!  Practically knocked the whole city on its ear!  Oh… what old XXXXX would say if he could see you now.

Daeghun:  We’ve been tracking you since.  It was fortunate you encamped here - had your foes caught you somewhere less… defensible, I fear we’d have been too late.

Bevil: I already sent a runner to Crossroad, with instructions to meet us in Daggerford.  On the way you can introduce us to your latest “strays.”

Charissa: Strays indeed!  The situation’s closer to the reverse of that.

Rinara: Have ta agree with miss Prissy - fer once.
Daeghun:  There will be time for chatter later - with enemies such as these, daylight is precious.
Player Dialog Options:

- 1: Yes, let’s be off, the quicker the better.
- 2: Hold just a moment, there are some things I need to do before we break camp.

________________________________
Bevil: Make it fast, whoever you crossed in Westgate has any army in everything but name after you.  
(The Player can inspect the Dragonspear Ruins – incidental dialog follows if the player talks with the NPC’s.)
Daeghun:  Hurry - this was only a small fraction of the host pursuing you.

Rinara: Probably not the best time for idle chit-chat.
Charissa: You have companions of good character.  Your friend… the one called Bevil.  He’s rather handsome.  Tell me more of him once we are safely away.  But enough with the dilly-dallying.   
Mantides:…

Greycloak 1: It’s good to see you again sir!
Greycloak 2: Captain!
Greycloak 3: Sir!
Bevil: Are you ready to go yet?  

Player Dialog Options:

- 1: Yes, let’s be off, the quicker the better.
- 2: Not just yet.

________________________________

Bevil: Well Hurry up!  The more distance we get between us and Westgate, the more likely we survive the night.  

Bevil: It’s about time - I’m not interested in meeting more of your fan club.  Hah… I swear, what is it with you that makes everyone want to kill you so badly?

Scene Fades as the whole party exits The Dragon Spear Ruins.

______________________________________________________________________
- Area Title: Dragonback Inn, Daggerford
- Required Characters: None
- Points of interest: Bartender sells food, drinks, and rooms for the night to rest the party.
Khelgar, Neeshka, Ammon Jerro, Daeghun, Bevil, Gann, Safiya, Kaelyn, Mantides, Rinara and Charissa occupy the establishment, with several humorous character interactions taking place.  (Depending on player choices in the lobby, Kaelyn or One of Many will also be present).  The area opens with a cut scene of the Knight Captain sitting at a table, surrounded by comrades. Introductions amongst all the various companions are made and a brief discussion about current activities occurs.  

Once the cuts-cene finishes, the NPC’s will scatter about the tavern and the player(s) will be able to speak with them to gather more details of everyone’s adventures since parting company.  

Nevalle arrives last, offering the player the option to discuss grim matters or continue to catch up for a bit with friends.  If a player chooses to speak with him about “grim matters” a cut-scene begins, and Nevalle explains the dire situation in Neverwinter.  Khelgar, Rinara, Gann and Safiya are present for this conversation.  It is decided the Knight Captain shall disguise his identity and work to discover who is behind the chaos - and thwart whatever plans they have for the Sword Coast.  
The player is allowed to walk around and speak with the various companions and buy some food and drink from the bartender.  When they leave the Inn's door, the Knight Captain selects three party members to accompany him/her, who begin at level 1, and are given the experience to instantly hit level 20.  Khelgar adamantly refuses all attempts to force him out of the party, and is a mandatory companion until you reach Crossroad Keep.  Additionally, if the player has the Gann or Safiya’s Love feat, their paramour will force themselves into the party.

As the Knight Captain prepares to leave, Daeghun approaches him and has a short conversation.

Daeghun: “If you ever have cause to return to West Harbor, go to our home.  In my room you will find a chest that once belonged to your mother.  I have… lacked the heart to open it for many years.  Inside, you should find a locket – it was hers, and you are the rightful owner.  Be safe!”  
______________________________________________________________________

Mandatory Cut-Scene: Grim Omens Over Neverwinter
Companion Dialog: Khelgar, Rinara, Safiya, Gann
Nevalle: Hearing the details of your travels makes me regret casting a cloud over your homecoming.  But you are first a foremost a Knight of Neverwinter, and celebrations must yield to duty.

Khelgar:  Typical.

Nevalle: The entire Sword Coast is dancing around open war.  Luskan plots and aggression to the north have strangled the overland routs from Mirabar, and a roving pirate fleet has all but ground coastal trade to a halt.  The economic impact has the region ready to boil over.

Player Dialog Options:

- 1: So… business as usual then.
- 2: Luskan.  I HATE Luskan.
- 3: Mighty Neverwinter, brought to heel by simple banditry - such weakness.  Pathetic.
- 4:  Whatever the threat to Neverwinter, we stand ready to confront it.
- 5: I assume we’ll be… well compensated? This will no doubt be far more dangerous than it appears.

Nevalle (if 5): Your “compensation” is your land and title.  You’d do well to remember that.
________________________________

Gann: Dispatching pirates might prove… amusing.  I’ve always found the ocean fascinating.  

Nevalle: In better times, Neverwinter and the Lord’s Alliance would easily rout these corsairs, but of late, there’s been a great deal of tension between the various members.  Diplomatic disagreements, border disputes, and sadly, even several armed confrontations.  They’ve been contained - for now, 

Player Dialog Options:

- 1: Wait... alliance members… fighting with one another?
- 2: The weak are eaten by the strong.  We must be the wolves in this field of sheep.  I sense opportunity in this…  I would hear more.
- 3: Fifty gold says there is some too-smart-by-half puppet-master orchestrating this.  Tell me more.
- 4:  Yup, this definitely sounds like another opportunity for fortune and glory... I mean… uh… carrying out our “duty to Neverwinter.”  Give me the details Nevalle.
- 5: We’re apparently The Sword Coast’s trash-men.  Point us toward the garbage and lay out the details.  
________________________________
Nevalle: The troubles began not long after your abduction.  The war with the King of Shadows plunged the entire region into economic crisis.  Sensing opportunity, Luskan surged south and annexed Port Llast.  In a gambit to bolster the remaining trade routes, we granted several merchant guilds enormous leeway and influence.  Our desperation was such that we even allowed a Thayian enclave within the city.

Safiya: Ahem… not that such would be considered an ill omen…

Nevalle: As you say.

Khelgar: At the risk of bein’ blunt here… yer, well… uh… sorta the exception that proves the rule.  Red Wizards are nuthin but trouble... generally speakin’.  Sorta like thieving, selfish tieflings… an’ hair-trigger red-headed spell-chuckers - who strut ‘round torching perfectly good taverns!

Neeshka (If alive): And pig-headed, ale-swilling dwarves with anger management issues.

Khelgar: Heh… “…tail-fer-brains.”  Ya have to admit, ol’Quora had a way with words… hah…

Neeshka (If alive): You’re so right… “Knee-high.”

Khelgar: (Stops chuckling).

Player Dialog Options:

- 1: Are we done children?
- 2: Please allow Nevalle to speak.
- 3: If you value your tongues, you will all be silent.
- 4:  …anyways… as you were saying Nevalle?
- 5 (Requires the Safiya or Gann Love Feat): …yes… it’s true… I defeated an eldritch abomination alongside these people...

If Safiya: Safiya: At “the risk of being blunt…” I find that assertion nearly unbelievable.   

If Gann: Gann: It would seem you count animal husbandry amongst your many talents.
________________________________
Nevalle: One of the merchant guilds, backed by a small band of adventurers, rose above the others, and at first seemed they to be our saviors.  I was… overeager in my support of them.  Perhaps my experiences with you blinded me to the possibility of infiltration…
Khelgar: I’ve told ya a hundred times, they were good folk!  And Sa’Sani ain’t like that neither... you’re being…

Nevalle: Enough Khelgar.  We were BOTH blind.  
Player Dialog Options:

- 1: You drug Khelgar into one of your palace intrigues Nevalle?  
- 2: Infiltration?  What do you mean?
- 3: Cease the bickering and continue.
- 4: What happened exactly?
________________________________
Nevalle: In my haste - with the assistance of bad council from the “acting” commander of Crossroad Keep…

Khelgar: (Grumbles angrily under his breath)…

Nevalle: …I nearly installed a Yuan-ti as the Sword Coast’s preeminent merchant head.  That “creature” was a hair’s breadth from power enough to bring ruin to the entire region. When the newest members of The Neverwinter Nine uncovered Sa’Sani’s plotting, my fate was sealed.  I was expelled.  I… forfeited much of my standing with Nasher and the court.  Only past service saved me from the dungeons - and remaining in Neverwinter was a political impossibility.  I have since been “assigned” to the consulate at Crossroad Keep, and deservingly so, given the magnitude of my failing.  

Khelgar: Politicians...  Bah.  An’ people call me “narrow-minded.”  I need another drink.

Nevalle: Since my exile, Neverwinter’s has become strikingly antagonistic to its allies and neighbors.  Several encounters with Greycloaks and The Flaming Fist have even delved into bloodshed. Compounding matters, my “sources” tell me Nasher’s health is rapidly deteriorating – and his edicts are progressively more erratic and incomprehensible.  I fear he is being manipulated or controlled somehow, but I have no proof of this - and lacking that…

Safiya: …you’d appear as nothing more than a shamed partisan, attempting to recapture lost station.    

Nevalle: Exactly.  But one thing is QUITE certain – the entire region is being destabilized, and I am not fool enough to think it mere happenstance.  When word came you’d returned, I saw opportunity to perhaps avert this disaster.  For now though, we need to keep your presence secret.  Until we can learn more of who – or what – is behind all of this, you MUST remain invisible.  

Gann: We are to be unobtrusive then?  How dull.  
Nevalle: Please… I believe you’re the key to reversing this - before the entire West goes to war with itself.  But if we reveal our hand too soon, our foes will act to destroy or discredit you before they’ve been unmasked.  

 Player Dialog Options:

- 1: They’ll never see us coming.
- 2: I will humor you in this. The advantage of surprise is not to be discounted.
- 3: Fine… but when this is all over you owe me a full-blown parade.  With confetti...
- 4: Not the homecoming I had in mind Nevalle. Doesn’t seem like I have much choice though.

(If 3) - Khelgar: (From across the room) – …and ALE!
________________________________
Nevalle: I’m glad we agree on this – tomorrow morning, take some of your allies and make for Crossroad Keep as briskly – and QUIETLY – as you can manage.  From there we can plan our next move.  Now if you will excuse me, I have a “diplomatic” meeting to attend here in Daggerford.  May Lady Timora light your path Knight Captain.  

(Nevalle Exits)

STORY POINT - The Truth of the Matter:  
In the turmoil surrounding the war with the King of Shadows, several members of The Neverwinter Nine were slain, (some by Ammon Jerro and others during the battle proper).  The Kaiser and Isho Oroshi, through a long chain of contrived heroic acts and self-serving charity, managed to gain admittance to the group during the upheaval.  They immediately set about undermining Lord Nasher’s most trusted advisors, focusing particularly upon Nevalle.  

Over many months, the duo engineered a long chain of public embarrassments, rumors of impropriety and set-ups designed to make Nevalle appear incompetent.  Nasher and the other nobles stubbornly overlooked everything – citing past service - until Sa’Sani was exposed by The Kiser and Isho at a banquet in her honor.  The backlash from nearly placing the Yuan-ti Pureblood Infiltrator in charge of The Sword Coast’s mercantile exchange came from every corner – Baldur’s Gate, Waterdeep, Silverymoon, Mirabar Luskan - and even much of the Neverwinter Court demanded Nevalle’s immediate removal for gross incompetence.   

Lord Nasher had no choice in the matter – Nevalle was expelled from the Neverwinter Nine and posted to the consulate in Crossroad Keep.  For his part, Nevalle blames himself for failing to detect Sa’Sani’s true nature, and accepted his punishment without protest.  He views the entire situation as his greatest personal failing, and also shoulders the burden for Neverwinter’s current state, (though undeservedly).  Like most people, Nevalle is unaware that Sa’Sani had “became the mask” over the course of SoZ, and he harbors an enormous amount of resentment and distrust towards her.  
With Nasher’s best advisor and most stalwart defender ousted, the antagonist immediately set about subverting, blackmailing, destroying and even assassinating the Lord’s inner circle - replacing them with his own hand-picked cronies and minions.  Neverwinter is, for all intents and purposes, being administered by The Kiser and his flunkies.  

Now firmly entrenched, The Kiser has begun slowly poisoning Lord Nasher, with the intent of usurping his position once he expires.  Fortunately, Nevalle still has eyes and ears in Neverwinter, and is working through them to thwart the antagonist.  The Knight Captain’s return has given him hope he can unravel The Kaiser’s machinations before it’s too late.

______________________________________________________________________
- Area Title: Daggerford
- Required Characters: Khelgar Ironfist, Love Interest (Gann or Safiya).
- Points of interest: Several normal houses, a tavern/inn, a noble's estate, a general store, a hedge wizard’s shop, a fishmonger in a merchant wagon, a temple of Waukeen and a blacksmith/armorer/fletcher.  

The first stop after the reunion party, the Knight Captain will be able to gather supplies, and several NPC's will remind the player of the need for ropes, water, food and spell components.  
Upon entering the general store for the first time, the party will be approached by a large half-orc named Lt. Narblox.  He will make backhanded compliments about you looking “almost tough enough,” and tell you his patron has a job - if the player is interested in work.  

If the Knight Captain accepts, (they will have the option of acting incredulous at such a lowly request – “Do you know who I am?”), Narblox will provide directions to the Noble's Estate. (The door to the mansion will unlock upon accepting the quest).  Inside they will meet Lady Hamblock, who spins a sad yarn about her poor niece wandering off into the Lizard Marsh five days prior, and not returning.  She fears the worst, and offers to pay you handsomely to locate the girl.  Accepting her quest unlocks the Lizard Marsh area.
Outside a fishmonger will sell two types of fish, food, and a Mullet Roe, which is a quest item for Rhea, who can use it to create powerful magical foot.

______________________________________________________________________
- Area Title: Lizard Marsh
- Required Characters: Khelgar Ironfist, Love Interest (Gann or Safiya).
- Points of interest: Lizardfolk Caverns, a Black Dragon Lair, A Halfling Ranger’s Cabin, the owner of which will sell some medicinal items, a wizard being attacked by a trio of trolls. 
The Knight Captain will have the option of saving a noble's niece - who wandered into the swamp near Daggerford.  While exploring the swamp, the party will eventually locate the creature's cave, and they can charge in, guns blazing, and easily slaughter the tribe.  Alternately, if the Knight Captain has a high enough Diplomacy (35), Bluff (35) or Intimidate (35), he will discover the child was in fact rescued by the Lizardfolk after being deliberately abandoned in the swamp by smarmy Lady Hamblock's goons.  If the player chooses to resolve the stand-off violently, the child is killed in the crossfire, resulting in an alignment hit towards evil, and the party being blamed for the child’s death.  If the Knight Captain resolves the fight peacefully, he/she learns the truth of the matter:

It turns out little Niomie is the proper heiress to the family estate, and her Aunt wanted the child disposed of before she came of age.  Hiring the party was a stunt to deflect blame, and Lady Hamblock expected a corpse returned - at best.  Bringing the child to the estate alive will result in the woman siccing her bodyguard on the party.  Once the soldiers are killed off, the player can remand the woman to the city council for punishment, demand a huge bribe to keep quiet or dispense bloody justice on the spot.

While walking the paths of the Marsh, the players will encounter an old wizard under attack by a troop trolls.   After saving him, he will thank the party, and explain he ran out of spell components, and was thus unable to cast spells.  This is an opportunity early game for a bit of exposition on the necessity of having the Spell Component Pouches to cast magic spells.   

______________________________________________________________________
- Area Title: The Red Cliffs
- Required Characters: Khelgar Ironfist, Love Interest (Gann or Safiya).
- Points of interest: Red Rock Bridge, Gnoll Encampment, Multiple Climb Points
The zone is craggy and difficult to traverse. The road winds through numerous cliffs and passes, with ample opportunities to use ropes.   Deep chasm divides the entire zone, cut into the stone by centuries of erosion.  A small stream trickles through the middle of it the canyon far below.  

The area is currently over-run by a band of “experimental” gnolls, who recently mutinied against their Thayan masters.  The Red Wizards in question spent a fortune imbuing these creatures with powerful magic, turning them into living weapons.  Their incantations worked a little too well however, and the enhanced gnolls used their new-found might to break-free of their captors.  As the party moves through the zone, they will be harried by groups of these “Super Gnolls,” who are not only powerful in melee, but capable wielders of magic.  

Coder’s Note: While the gnolls are melee powerhouses, capable sorcerors and extremely resistant to elemental damage, the creatures have massive penalties to enchantment and charm spells, and it’s quite easy to inflict these status ailments upon them. They should only make successful saving throws against these sorts of magic on a natural 20.  See the lore section below.

In order to pass to the northern section of the zone, the players will need to cross the Red Rock Bridge, which is currently occupied by the Trio of Red Wizards who lost control of the warband.  The Thayan’s will demand the KC’s party assist them in recapturing their thralls.  

Coder’s Note: Safiya will have some additional lore here if she is present.
At first the wizard’s try to intimidate the party, and failing that, they attempt to “appeal” to the player’s “good nature” arguing that these rogue gnolls will become a scourge if not stopped, (of course this argument, while technically true,  is both cynical and self-serving on their part).  If the group is STILL unmoved, the trio offers to bribe the party’s help.  If the group is insistent on not helping the Thayans, (or becomes aggressive), the casters threaten to destroy the bridge, which would cost the party weeks in hard travel to reach another pass.

- If the party allows itself to be intimidated, the wizards boss them around and offer no reward for recapturing the gnolls.

- Same result if the party agrees as an act of goodness.

- If the party holds out and accepts the bribe, the Red Wizards will pay them 25,000 gold now, and 25,000 gold upon completion on the mission.

Quest Requirements: The Red Wizards order the players to locate the gnoll village, and kill the tribe’s leader.  At the same time however, they do not want their “property” unnecessarily damaged.  They demand the players use Non-lethal means to restrain, immobilize or otherwise detain as many Gnolls as possible.  If the players kill more than 30 gnolls once the quest is accepted, the quest fails and the three Thayans attack the party upon their return to the bridge.  

Coder’s Note: Upon accepting the quest, several large stones blocking the path to the gnoll encampment vanish.  

The party is harried by “super-gnolls” as they make their way towards the encampment, and battle their way inside.  When they reach the chieftain, there is a brief dialog, (where the beast savors the destruction he plans to bring upon the Sword Coast), and he charges into battle - with 15 of his minions.  The party will need to crowd control the adds while killing the leader before they are overwhelmed.  
Once the leader falls, all aggressive gnolls will become non-hostile, the Red Wizards teleport into the camp and then re-enslave the creatures with magical spells.   At this point, if the player is strongly lawful good or very evil and/or greedy, they can pick a fight with the three wizards,– AND the gnoll tribe.
If the party was shrewd, the Thayans will pay the agreed upon money and depart with the gnolls.  
If she’s present, Safiya will opine on how their coup is utterly doomed.

STORY POINT - The Truth of the Matter:  
The Red Wizards spent several fortunes enchanting these slaves, and now, their task completed, are returning to Thay, with the intention of supplanting some of the rulers.  

The Gnolls are devastating in melee and powerful arcane spell-casters - the result of a horrible process involving the splicing souls and pacts made with the unspeakable gnoll diety.  Realizing they had created minions who could potentially supplant them, the Red Wizard’s equipped each gnoll with a “collar” rending them extremely vulnerable to enchantment and charm spells.  This was successful until the gnoll’s leader – secretly a spirit shaman – figured out how to disable his collar, thus allowing the entire band to revolt.  Over time, (if not stopped), the Warchief will eventually free his entire clan, and, given their immense power, they will become a very real threat to the Sword Coast.

______________________________________________________________________
- Area Title: The High Road
- Required Characters: Khelgar Ironfist, Love Interest (Gann or Safiya).
- Points of interest: Bodvarr/Drow battle, farmer stockade.

Coder’s Note: On the first time entering the area, set the time to night.
As the party travels the high road that night, they encounter a drow war party battling an Uthgardt barbarian.  They can chose to intervene on behalf of the savage or pass unseen in the darkness.  If they leave, Bodvarr will never be added to the roster and is killed.  

If Bodvarr is saved, he will gratefully join your party and explain that he has been harassing and trailing a large drow force for many months.  They killed his tribe, and he seeks their leader's heart in retribution.
Stolen Ledgers and Merchant Manifests:
“These documents and scrolls appear to have been stolen from various merchant houses and trade organizations. They detail the damages and losses incurred over the past year due to corsairs – and from the look of things, it’s considerable.” 

“You suspect this Drow war-party is somehow connected to the troubles plaguing The Sword Coast - probably spies, reporting back to their leaders.  It’s almost a pity none of them survived the battle.”

Bodvarr is quiet and stoic until the moment battle starts.  At that point, his eyes light up with a manic and frenzied energy that is every bit as unnerving to his comrades as it is to his foes.  In normal interactions, he's likely to simply nod - or stare intently at the speaker.  He rarely talks, so when he does, it's usually fairly profound.  He will take an immediate dislike to Gann and Ribsmasher, who he considers obnoxious buffoons, but will treat Finch, Umoja and Kaeyln with a great deal of respect.  While Bodvarr's axes do the majority of his speaking, his rough exterior hides a poet's heart.  If given a choice, the barbarian would be content spearing Knuckleheaded Trout back in his homelands.
The zone itself is lightly forested, mostly open space and road, with a small farm/stockade in the eastern portion.  Random Encounters are large bands of brigands and thieves attempting to waylay road travelers.  (Killing bandits yields their scalps).

The farmer’s wife grows/harvests of the material components necessary to craft the new classes of throwing weapon, and she will trade five bandit scalps for one of the components.  They player can sarcastically ask where a farmer’s wife gets some of these exotic things if they have a high enough wisdom score (CHECK 35).  She simply smiles says “that’s my little secret.”
Coder’s Note: The Brigand encounters reset each time the zone is entered so players may farm their scalps.
STORY POINT - The Truth of the Matter:  
The drow are actually spies, returning to Granite Hold with information on how effectively The Black Dog Pirates have been at damaging the various economies. The Knight Captain discovers this information in documents they are carrying if the player chooses to help Bodvarr. 

The farmer’s wife (Sonya), was actually a great adventurer in her youth, and made a name for herself in the catacombs below Waterdeep.  Tiring of the lifestyle, she settled down, fell in love with a handsome land-owner and started a family.  The player can investigate her home and find various baubles, letters and books that hint of her past heroics.  The bandits have learned – through costly encounters - to leave the homestead, (and its residents), be.  That said, Sonya still considers the rovers a threat to her family, and happily rewards travelers who reduce the local brigand population.

______________________________________________________________________
- Area Title: West Harbor
- Required Characters: Khelgar Ironfist, Love Interest (Gann or Safiya).
- Points of interest: Tarmas’ House, Priest’s Church, Lanning Household/Brewary, Druid Shrine, Daegun’s House, Sword Scar
 Upon returning to their home, the player will be struck by how much west harbor has changed.  Once a somewhat sleepy swamp village, it is now surrounded by a large stockade wall, with armed militia members constantly on patrol.  

The town is now run by Mayor Lanning, and it’s chief export are his blends of fine spirits – most of the village works for him, and he is by all accounts a benevolent employer, and loved by the people.  

The Knight Captain will have a dialog with Safiya, Gann or Khelgar (depending on relationship status), and the NPC will ask various questions about the town. The Knight Captain is free to answer in ways that helps reflect the nature of each individual player’s rout through the game.  Regardless of the player’s answers, the NPC in question thinks rather highly of the town, and considers it charming.  

Safiya: “A quiet place to settle down and allow the world to pass unseen.  I could learn to love such a home.  Heh, there I go again… waxing poetic like a doe-eyed teenager.  Come my Love, show me more of your mere.”

Gann: “There are multitudes of powerful spirits in this place.  I can sense them peering from beyond the veil.  One might live seven lifetimes here and never experience them all.  It is… idyllic.  My lovely… if you’d indulge me, I would see more.”

Khelgar: “Some hardy stock ya came from!  Strong, hardworkin’ – rough folk carving a livin’ on the frontier.  I respect that!  And between you and me… the lasses ain’t hard on the eyes neither – for.. uh… heh… humans of course.  So… where’s the tavern… I want to see if those “legendary” Lanning Spirits are up to an Ironfist’s gullet!”
When the Knight Captain Passes the Sword Scar, he will be given another dialog opportunity, and exposit some to Gann, Safiya or Khelgar regarding the sword that’s traveled with him for so long now.  His discussion to Gann and Safiya will be focused on the events of the OC, Khelgar will be told some of what happened during MotB.

______________________________________________________________________

- Area Title: Tarmas’ House
- Required Characters: Khelgar Ironfist, Love Interest (Gann or Safiya).
- Points of interest: Tarmas, Timothy the Mouse 

Tarmas will initially find the disruption irritating, but his continence will change when he sees Knight Captain appears alive and well.  The mage then happily invites the party inside. Off-handedly Tarmas will introduce the players to his new apprentice Timothy the Mouse - the first he’s taken since Amy’s death.  (Safiya has the opportunity to “tease” the Captain about his first childhood crush – attracted to magical women?  Gann on the other hand inquires if Amy was as beautiful as a female KC - to deliberately instigate. Khelgar just grumbles about magic “…bein’ more trouble than it’s worth…”).
After the exchanges, Tarmas’s mood darkens considerably, and he warns the Knight Captain that it might not be safe to openly announce his presence.  He has no proof to back it up, but he believes Neverwinter is being governed from the shadows by antagonistic forces, and they would see the KC’s return as a threat.  

Tarmas explains how he witnessed the cave-in at the conclusion of the OC, (through his crystal ball), and over several months of magical research, deduced the Captain’s location and the kidnapper’s identities.  
The wizard first took his information to Neverwinter’s government, but he was intercepted in Nasher’s audience hall by two members of the Nine.  The duo expelled Tarmas from the castle and barred his reentry.  

Frustrated, the mage sought out Daeghun, but the elf was nowhere to be found.  After the battle with the King of Shadows, he simply vanished into the Mere.  (“Probably looking for you – or your remains.”)
Tarmas next tried to contact Bevil, but the youth had already departed the CK on his own search for the missing Knight Captain.  
At his wit’s end, the caster tried to deliver his information to Sand, but the haughty elf was especially condescending, and “had zero interest in the no-doubt faulty divinations of a swamp-dwelling hedge-wizard.”  
Insulted and off-put, Tarmas returned to the wreckage of West Harbor to sulk - and was promptly kidnapped and ransomed by a pair of Black Dragons.  Fortunately, he was rescued by the Heroes from SoZ, and safely returned to his home.

Not long after the wizard’s escape, Daeghun returned from his many months searching the ruins, and Tarmas explained everything to the ranger.  Daeghun immediately struck out for Thay, (and tracked down Bevil’s company in the process).
Tarmas tells the KC about the more antagonistic behavior of Neverwinter towards its neighbors, and suggests caution – he suspects Nasher has been reduced to little more than a puppet.  Rumors swirl of his deteriorating health and mental state.

The mage cuts the conversation short, stating that he has been unable to contact a close friend of his in Waterdeep – an eccentric enchantress names Rhea whose not replied to his message for some months.  They were collaborating on an enchanted chocolate cake that will cure bunions. The party will have some opportunities to make fun of the Wizard, who will irately shoo them out the door.
If the party returns, they will find that Tarmas runs a store where he sells small inventory related magical baubles, Ioun Stones, scrolls, spell components and a variety of potions and wands.  

STORY POINT - The Truth of the Matter:  
Rhea’s disappearance will seem like a throw away gag-line at Tarmas’s expense, but is actually foreshadowing Rhea Corvianna’s plot importantce later on.  
______________________________________________________________________

- Area Title: Lanning Brewary/Household
- Required Characters: Khelgar Ironfist, Love Interest (Gann or Safiya).
- Points of interest: Lanning Family Brewery

The KC can speak with the Lanning family, catch up on what’s happened with West harbor in their absence and purchase various expensive, high quality spirits.  
Lanning is a decent fellow who truly has the best intentions of West Harbor in mind, but he’s not the sharpest tool in the shed, and is frequently played for a fool by his foreman, a Halfling named Cobb – a former Shadow Thief.  Beyond embezzling money, the rogue is also hijacking shipments of Lanning’s insanely popular spirits, which his gang then sells on the black market.

The party can accept a quest from Mayor Lanning to protect  a shipment of XXXX to the Crossroad Keep for distribution.  The Quest is worth 1,000 XP and pays 500 gold on completion.  Alternately, they can reject the quest as beneath them or even fence the crate of spirits for 12,000 gold pieces and a 2 point step towards evil.

If the party accepts the quest, they will be attacked on the road by Cobb’s men, who try to at first “buy” the alcohol, and failing that, take it by force.  (A course of action that will likely end badly for them).  An incriminating letter will be found on the gang’s leader trying the robberies to Cobb. If this letter is returned to Lanning, Cobb is exposed, flees West Harbor swearing vengance, and vanishes until the end game, (when he makes a surprise attack on the Knight Captain during the Final act).

Incriminating Letter:
“The next shipment should be on its way in the next two days.  Keep Edlin’s eyes on the road this time, the new bosses are outta Westgate – they ain’t the forgiving sort.  We miss another one and nobody will ever find our bodies.  Sorry I can’t meet in person, old man Lanning is getting suspicious, and I’m the only one with access to the routs and logs.  I can’t look suspicious right now, else he’ll get thinking too much!”

“Burn this after reading.”
STORY POINT - The Truth of the Matter:  
Cobb and his band will help remind the Knight Captain that they have not outrun their adventure in Westgate – and foreshadow the alliance between The Kaiser’s forces and the Night Masks, who are working to push The Shadow Thieves out of Neverwinter.  A certain Manshoon-clone-turned-vampire will become a major problem soon enough.
______________________________________________________________________

- Area Title: Daeghun’s House
- Required Characters: Khelgar Ironfist, Love Interest (Gann or Safiya).
- Points of interest: None
The Knight Captain can wander through their empty childhood house, and engage in several conversations with Safiya, Gann or Khelgar, depending on relationship status. If the Knight Captain did NOT filch the “Arvoreen's Amulet of Aid” from their foster-father, the chest in Daegun’s Room is filled instead with the following item:

Avoreen’s Amulet of Virtue
“This glittering sapphire pendant dangles from a supple golden chain.  The jewel is mounted on a small golden disk, embossed with a relief of the goddess Avoreen.  Engraved underneath is the following message:

“To my dearest Esmerelle, may Avoreen’s light keep you in all of your travels.
- Love R.W.S.”  

- Wisdom +8
- Will Saves +5
- Natural AC +6
- Regeneration +3
- Immunity to Level/Ability Drain
- Immunity to Poison
- Casts “Greater Restoration” once per day.
- Casts “Aid” once per 1 charge.
- Charges: 3

If the Knight Captain took the Amulet of Aid in the OC, the chest is empty.
Campaign Plot Overview DR 1376: 
Chapter 2 – Hollow Homecoming 

Chapter 2 begins when the Knight Captain finally reaches Crossroad Keep, and features mostly optional side-quests, sand-box style exploration and companion/NPC interactions to immerse the players in the environment.
______________________________________________________________________
- Area Title: Crossroad Keep
- Required Characters: None
- Points of interest: Too many to list…
The player will be given free reign to wander the keep, explore its stores, areas, side quests and speak with various NPC's.  Since the Knight Captain is trying to hide his presence, he obviously can't simply march back into his quarters and take up the mantle.  He will be able to speak with Master Veedle and purchase a room, suite, house, estate or mansion, or for players not interested in housing, the Phoenix Tail Inn offers lodging with ample storage as well. 
______________________________________________________________________

- Area Title: Phoenix Tail Inn
- Required Characters: None
- Points of interest: Dunca’s Shop, Neeshka Hangout, Gann’s Hangout, Kistrel’s Hangout, Finch’s Hangout. 

The Phoenix Tail Inn is likely to be one of the first locations visited by the party upon entering crossroad keep.  The Knight Captain will find the establishment has prospered in his absence, and will be startled to see his uncle Duncan managing the bar.  Dialog will quickly reveal that several months prior, a giant street-battle between the Shadow Thieves and a new upstart rogue’s guild resulted in the destruction of The Sunken Flagon by fire.  His livelihood crushed, Duncan traveled to Crossroad Keep and, in a degrading reversal, now tends bar for Sal.  

The tavern is the hangout for numerous companions, and makes an ideal headquarters for players not interested in buying a house.  Rooms can be rented to restore status/spells/hit points, and each provides ample storage room. Duncan sells food and drink, and there is a Manifest for re-arranging the party composition near the entrance.  

STORY POINT - The Truth of the Matter: 
The destruction of The Sunken Flagon is foreshadowing the reappearance of the Night Masks, who are supporting The Kaiser’s coup in exchange for expansion into Neverwinter.  
______________________________________________________________________
- Area Title: Adventurer’s Guild
- Required Characters: Mantides, Gann of Dreams
- Points of interest: Team Feat Quest Givers, Guild Logbook in Office.
(OPTIONAL CONTENT)

Coder’s Note: The player must have the Silver Sword of Gith – NX4 version – we need to find some way to force it into the player’s inventory.

The Knight Captain will have an opportunity to explore the Kryptgarden Forest and discover what became of Daerred and his friends.  The area opens up the first time the player speaks with Gann, (in the Phoenix Tail Inn), after arriving in the CK.  The Hagspawn makes mention of “an Adventurer’s Guild that intrigued” him, but upon investigation, he found the members missing and their Headquarters abandoned.

Upon entering the Guild H.Q. to search for clues, the KC finds it empty, except for Mantides, who came to see his friend, the Dwarven Cleric Maxil.  Mantides and Gann are from this point on mandatory group members until the quest chain is completed.  A log book in the office discusses plans to explore Kryptgarden Forest and report back to Khelgar with regards to a "dangerous threat."  Acquiring the book opens the Kryptgarden Forest area.
Once the Adventuring Troop is rescued, they will offer a series of short quests to earn various team “feats” – much as they did in SoZ. 

Daerred’s Log Book:
“This is Daerred’s trail-worn journal.  Its stained and tattered pages spin tales of quests both petty and grand - many of which you fondly recall “suggesting.”  You spend a few moments skimming tales of epic battles against “dire-rats” and solving the mystery of “the wendersnaven,” reflecting on your own humble beginnings. Flipping through the book, you stop on the last entry, dated almost ten days ago:”

“We used magic to commune with one of the slain githyanki from the high road – quite a number of them about lately – what nasty business that was!  As it turns out, she was part of a patrol, and GET THIS – they are seeking someone called "The Kalach-Cha."  If memory serves, (and believe me, it always does!), that was our Knight Captain’s old nickname!  This sounds like the beginnings of AN ADVENTURE! We shall make for Kryptgarden this morning to investigate further – perhaps we’ll even discover the location of our missing leader!”
STORY POINT - The Truth of the Matter:  
Daerred and his allies fought off a githyanki scouting band patrolling the high road.  They used "Speak with Dead" on one of the corpses and discovered she was part of a larger force, based in Kryptgarden Forest, and seeking information about the Knight Captain.  (The "theft" of Gith's Silver Sword is not likely something to ever be forgiven).  The guild members gathered their equipment and set out to discover more information and have not been heard from since.  Because they were largely an annoyance, Khelgar happily “forgot” about them, hoping they’d “moved on” to other pursuits.  
If the Knight Captain manages to rescue Daerred and his companions, they will spawn in the Adventurer’s Guild House and continue their college for heroes.

Group feats – the adventurers still offer to train the party in the various group feats, although the skill requirements have been eliminated and the “tests” have become rather more… strenuous.  Note that some group feats will do little in the NX4 system – they will however still work in other campaigns which adhere to the SoZ overland travel and rest rules.  We offer them all for the sake of completion.

Juen:
Foe Hunting
Superior Flank
Team Rush

Maxil:
Camp Routine
Improved Camp Routine
Circle of Blades

Candril:
Awareness
Group Trance
Missile Volley

Daerred:
Fearsome Roster
Improved Fearsome Roster
Steadfast Resolve

Daerred: Ahhh!  It’s so good to see you!  Welcome to the Adventurers Guild!  For some coin and a bit of time, we can train your party to join the ranks of other master adventurers – such as ourselves!  In our classes, you’ll learn skills your brave fellowship can apply to situations small and epic!
________________________________

Player Dialog Options:

1: Why did you start a school for training adventurers?
2: How much does it cost to take your courses?  
3: What skills can you teach us?
4: What do I need to take your classes?
5: We’d like to take some of your classes.
6: We don’t need anything right now.  Goodbye.
________________________________

(If 1) - Daerred: We were INSPIRIED by the Knight Captain’s rousing heroics to create a school to train able bodied CHAMPIONS!  Strong of body, quick of wit, and sound of mind we always say!  

Juen: … and fleet of foot when all else fails…

Daerred: …uh… yes… of course…


(If 2) - Maxil: Each course costs 10,000 gold pieces, and will involve some “in-field” instruction.  You’ll need a full party – five members plus a leader – as our instruction revolves around training you to work together more efficiently.

(If Ribsmasher is in the Party) – Ribsmasher: Whaaat?  Price go up so much I want to SMASH!

(If Finch is the Party) - Finch: Hold a moment friend… now, I’m no wizard, but some quick math tells me the cost of your courses shot up by a factor of ten…

(If Umoja is in the Party) Umoja: Your prices have very distressingly increased since last our paths crossed…
________________________________

Player Dialog Options:

1a: TEN THOUSAND GOLD!?  FOR A CLASS?!!!
2a: Your prices seem a bit… excessive.
3a: I’ve seen flocks of stirges that extract less blood from their host.
4a: You’re beginning to insult me – this bodes ill for your continued breathing.
________________________________

Juen: Good gravy, already with the whining - we’ve got expenses!  Rent in the famous Crossroad Keep ain’t cheap ya know!

Daerred: …and resurrections are quite expens …

Candril: …AHEM!  

Maxil: What my companions are attempting to convey is how costly to maintain the Adventurer’s Guild is - and though our prices may seem extravagant, the techniques we impart are well worth the cost.  Speaking personally, I can assure you, the lion’s share of our profits go to upkeep and other related… expenses.

Daerred: Like diamonds.  Sooo MANY diamonds.

Maxil: Thank you Daerred, that’ll be enough elaboration.  Is there anything else?

(If 3) – Daerred: I offer courses in appearing fearsome and intimidating your foes - as well as teaching your party to cope with the effects of truly frightful enemies!

Juen:  I can train you to improve your skills at hunting your favored monsters, how to move as a group more rapidly, and some techniques for flanking enemies.

Maxil:  With my instruction you’ll learn how to improve your camp routines and several way to coordinate your strikes against surrounded foes.

Candril:  I’ll help you improve your ability to spot and listen for danger, help you learn to minimize rest time, and teach you to fire volleys of missile attacks as a group.

(If 4) – Daerred: You’ll need a full group of six – consisting of five allies and a group leader – the course fee of 10,000 gold pieces, some courage and a bit of spare time.  

(If 5) - Daerred:  Perfect!  Which of our AMAZING classes would you like to take?!
________________________________

Player Dialog Options:

1b: Foe Hunting
2b: Superior Flank
3b: Team Rush
4b: Camp Routine
5b: Improved Camp Routine  < Condition: Camp Routine
6b: Circle of Blades
7b: Awareness
8b: Group Trance
9b: Missile Volley
10b: Fearsome Roster
11b: Improved Fearsome Roster < Condition: Fearsome Roster
12b: Steadfast Resolve 
________________________________

(If 1b) - Juen: Very good.  I will teach you the basics…

(Screen fades to black)…

…good... I think you understand the concept.  For your “hands on training,” you must travel to XXXXXX – there you will a large pack of Winter Wolves terrorizing the region.  They have grown too numerous, and threaten to depopulate the whole area.  You will need to reduce their numbers before they hunt the land barren – return with 20 Winter Wolf pelts to demonstrate your mastery of our lesson.

Coder’s Note: Spawn a pack of 20 winter wolves in the XXXXXX zone.
_________________________________________________
(If 2b) - Juen: Very good.  I will teach you the basics…

(Screen fades to black)…

…good... I think you understand the concept.  For your “hands on training,” you need to head downstairs to the training room, and demonstrate your technique to Jailboun, who’s doing a bit of side work for us.  He’ll give you a certificate if you complete his test.  Return with it, and I’ll give you a passing grade.

Coder’s Note: Jump the party to Jailboun’s training room.  This version of Jailboun has 55 parry, improved parry, skill focus: parry and is set to plot.  

Jailboun:  Ok then – lesson’s simple – you’re trying to tag me with a few hits in the back – pull it off enough, and you pass.  Fail and I’ll give you some scars as a memento.  

Coder’s Note: Set Jailboun to hostile, AI is set to parry, taunt and repo attacks.  After he is successfully flanked five  times, the fight is over, Jailboun is set to neutral.

Jailboun: That’s the ticket.  Here’s yer certificate.  Now, if you’ll get outta my way, I have a date with a pint.  

Coder’s Note: Jump the party back upstairs.
_________________________________________________
(If 3b) - Juen: Very good.  I will teach you the basics…

(Screen fades to black)…

…good... I think you understand the concept.  For your “hands on training,” you need to head downstairs to the training room, and speak with Mr. Giggles.  It will give you a certificate if you survive its test.  Return with it, and I’ll give you a passing grade.

Coder’s Note: Jump the party to Mr. Giggle’s training maze. 

Mr. Giggles: Master said my new name is Mr. Giggles.  Master said I shall chase and tag small creatures who come here.  At least one small creature must make it to exit without me tagging them.  If small creature makes to end, I give you slip of paper.  Now small creatures, run for exit before I tag you.  

Coder’s Note: Mr. Giggles kills on a successful hit.  It has true seeing, the dash feat and is automatically hasted.  It will turn hostile as the dialog ends, and attempt to kill the entire party.  If the party can make it to the end of the maze by running away, they will run across a trigger which un-hostiles Mr. Giggles, and triggers a dialog.

Mr. Giggles:  Small creatures learn to run fast together.  Take piece of paper to masters.  

Coder’s Note: Heal party fully, resurrect the dead and jump the party back upstairs.
 _________________________________________________
(if 4b) - Maxil:  Ahh, you’ve come in search of wisdom… pull up a chair and listen…

(Screen fades to black)…

…and that’s it… for now anyways.  It sounds to me like you have the basics down – I believe it’s time for a homework assignment.  Head downstairs to the training room and speak with my assistant, Radcliff.  We’ll see how well you remember your lessons.  

Coder’s Note: Jump the party to the Test Camp Room.  Reset hp on all objects in test area.

Radcliff:  This is our test camp – if you can maintain a good camp routine under duress, you’ll pass.  Waves of summoned monsters will appear, and attempt to destroy your camp – you must repel them to pass the exam.  If you fail, it will cost 500 gold to reset the test.

Coder’s Note: 6 waves of 12 goblins, (one wave every 30 seconds), will spawn near the room’s edges, and charge full speed at the camp, attempting to attack the tent, fire-pit, bedrolls and supply crates.  (100 hit points each).  If any of them are destroyed, the test fails and must be reset.

Radcliff: Well done.  Here is your certificate – head upstairs and take it to Maxil.

Coder’s Note: Jump the party back upstairs.
_________________________________________________
(if 5b) - Maxil:  Ahh, you’ve come in search of wisdom… pull up a chair and listen…

(Screen fades to black)…

…and that’s it… for now anyways.  It sounds to me like you have the basics down – I believe it’s time for a homework assignment.  Head downstairs to the training room and speak again with my assistant, Radcliff.  We’ll see how much you’ve improved.  If you fail, it will cost 500 gold to reset the test.

Coder’s Note: Jump the party to the Test Camp Room.  Reset hp on all objects in test area.

Radcliff:  Ahh – here for the advanced course I see!   Time to ramp up the difficulty I think.  It will be the same as before - waves of summoned monsters will appear, and attempt to destroy your camp – you must repel them to pass the exam.  

Coder’s Note: 8 waves of 12 trolls, (one wave every 30 seconds), will spawn near the room’s edges, and charge full speed at the camp, attempting to attack the tent, fire-pit, bedrolls and supply crates.  (150 hit points each).  If any of them are destroyed, the test fails and must be reset.

Radcliff: Well done.  Here is your certificate – head upstairs and take it to Maxil.

Coder’s Note: Jump the party back upstairs.
_________________________________________________
(if 6b) - Maxil:  Ahh, you’ve come in search of wisdom… pull up a chair and listen…

(Screen fades to black)…

…and that’s it… for now anyways.  It sounds to me like you have the basics down – I believe it’s time for a homework assignment.  Journey to XXXXXX  – there you will find a large White Dragon terrorizing the region.  Use what I’ve taught you to surround the beast and slay it.  Bring back one of its teeth, and you’ll have passed the course.  

Coder’s Note: Spawn a Great Wyrm White Dragon in the XXXXXX zone.

_________________________________________________
(if 7b) - Candril:  Welcome adventurers… I shall be your instructor in this session - so, gather around, and listen well to what I have to say…

(Screen fades to black)…

…and so it is.  Words will not be sufficient to continue my instruction – you must now put your newfound knowledge to use!    Head to XXXXX – there area is plagued by a clan of Frost Giants, who are staging ambushes to waylay travelers and merchants alike.  Use what you’re learned here to survive their ambush and defeat them.  Return to me with the Jarl’s head as proof of your deed. 

Coder’s Note: Spawn a frost giant ambush in the XXXXXX zone.
_________________________________________________
(if 8b) - Candril:  Welcome adventurers… I shall be your instructor in this session - so, gather around, and listen well to what I have to say…

(Screen fades to black)…

…and so it is.  Words will not be sufficient to continue my instruction – you must now put your newfound knowledge to use!  Head downstairs to the training room, and we shall see if you’ve taken these lessons to heart.  Speak with my assistant Danville, and he shall begin.

Coder’s Note: Jump the party to the Test Sleep Room.  The room has 6 beds.  

Danville:  Oh, I see you’ve been training to enter a group trance, and sleep as the elves do!  Very good!  For testing, we shall see how well you meditate with distraction!  You must remain calm and focused, regardless of what happens around you!  

Coder’s Note: Everyone in the group is placed in one of the beds, and then total chaos and bedlam breaks out – monsters of every variety begin running around, battling warriors, wizards and other monsters – each of four waves becoming more and more insane.  After each wave, the player will have to make a wisdom check < 20 in order to stay focused.  If the players fail a check, or if they succeed, they are all jumped back to the starting point in the room next to Danville.

Danville: You did well!  You maintained your metalation despite the cacophony!   Here is your certificate – give it to Candril to pass the course.

Coder’s Note: Jump the party back upstairs.
_________________________________________________
(if 9b) - Candril:  Welcome adventurers… I shall be your instructor in this session - so, gather around, and listen well to what I have to say…

(Screen fades to black)…

…and so it is.  Words will not be sufficient to continue my instruction – you must now put your newfound knowledge to use!  Head downstairs to the archery range – we shall see if you’ve taken my lessons to heart.  Speak with Clothos, our range marshal to begin.

Coder’s Note: Jump the party to the Archery Range downstairs.  Reset the 60 bottles.  

Clothos:  New meat eh?  Alright then, everyone grab ranged weapon – if you don’t have one, we have some spares in the box to me right.  You see all those bottles downrange?  You’ve all got thirty seconds to shoot’em all.  If you pull it off, great, ya passed.  If not, it will cost you 500 gold to reset the range – bottles don’t come cheap ya know!  Talk to me when you’re ready ta start.

Coder’s Note: There are 60 bottles, (AC: 25, HP: 8, Immune to Fire, Magic, Ice, Cold, Electricity, Acid, Sonic, Darkness, Divine, Positive).  The players must destroy in 30 seconds.  Players are allowed to use haste or other speed enhancements.

Coder’s Note: If players Cast Ice Storm, Meteor Swarm, Bombard, or Earthquake, have Clothos yell at them for cheating and demand they pay 500 gold to restart the test.

Clothos:  Good work.  Here’s yer ticket - now get outta my hair.

Coder’s Note: Jump the party back upstairs.
_________________________________________________
(if 10b) - Daerred:  Oh yes!  It is so MOST excellent to see you!  You’ve come to the right place – that’s for sure – and I can hardly wait to tell you everything you need to know to be a GREAT adventurer – just like us!  Now listen up… because this is the most important part…

(Screen fades to black)…

…and really, that’s all there it to it!  Let’s put your knew talents to the test!  Head downstairs to our “Intimidation Room,” and we’ll give you a little exam – which I’m sure you’ll pass with no problems!!!  Speak with my talented student Mumb to begin the test!

Coder’s Note: Jump the party to the Intimidation Room downstairs.  Room is surrounded by cages filled with monsters – kobold, bugbear, orc, troll, umber hulk, and a grey render.  Respawn monsters in the cages.

Mumb:  (Deadpan).  Oh… hello… I am Mumb… the talented student of the great and wondrous Daerred the magnificent and mighty.  I see you’ve come to learn to be intimidating.  You will be faced by various monsters, and you must use your fearsome presence to frighten them away.  If you are successful, I shall give you a certificate, which you must take to my stupendous master - as proof of your frightful accomplishment.  If you fail, it will cost 500 gold to retake the test.

Coder’s Note: First the kobold is released from the cage.  It approaches the party.  The players must succeed in an intimidate check > 10 to scare it away.  Next comes the bugbear, an intimidate check > 15.  Finally the orc, which requires an intimidate check > 20, 

Mumb:  (Kobold) – How scary.  Time for the next one…

Mumb:  (Bugbear) – Positively beastly.  Here comes the final one…

Mumb:  (Orc) Oh.  That’s very fearsome.  Here is your certificate – please take it to Daerred upstairs to show proof of your accomplishment.

Coder’s Note: Jump the party back upstairs.
_________________________________________________
(if 11b) - Daerred:  Oh yes!  It is so MOST excellent to see you!  You’ve come to the right place – that’s for sure – and I can hardly wait to tell you everything you need to know to be a GREAT adventurer – just like us!  Now listen up… because this is the most important part…

(Screen fades to black)…

…and really, that’s all there it to it!  Let’s put your knew talents to the test!  Head downstairs to our “Intimidation Room,” and we’ll give you the advanced exam!!!  Speak with my talented student Mumb to begin!

Coder’s Note: Jump the party to the Intimidation Room downstairs.  Room is surrounded by cages filled with monsters – kobold, bugbear, orc, troll, umber hulk, and a grey render.  Respawn monsters in the cages.

Mumb:  (Deadpan) I see you’ve come for the advanced course.  You will be faced by various monsters, and you must use your fearsome presence to frighten them away.  If you are successful, I shall give you a certificate, which you must take to my stupendous master - as proof of your frightful accomplishment.  If you fail, it will cost 500 gold to retake the test.

Coder’s Note: First the troll is released from the cage.  It approaches the party.  The players must succeed in an intimidate check > 25 to scare it away.  Next comes the umber hulk, an intimidate check > 30.  Finally the grey render, which requires an intimidate check > 35, 

Mumb:  (Troll) – Eeep... I mean… (ahem) t-that… was… actually pretty terrifying...  Time for the next one…

Mumb:  (Umber Hulk) – I... I t-think… I may h-have soiled myself.... a l-little… (Gulp)… here comes the f-final one…

Mumb:  (Grey Render) – OH GODS… y-you’re TERROR INCARNATE!  Y-you PASS, YOU PASS ALREADY, j-just S-s-s-sTOP!!!!  H-here is y-your certificate – please take it to Daerred upstairs and d-don’t ever come back.  Y-you s-s-s-shall haunt m-my nightmares f-f-f-forever…

Coder’s Note: Jump the party back upstairs.
_________________________________________________
(if 12b) - Daerred:  Oh yes!  It is so MOST excellent to see you!  You’ve come to the right place – that’s for sure – and I can hardly wait to tell you everything you need to know to be a GREAT adventurer – just like us!  Now listen up… because this is the most important part…

(Screen fades to black)…

…and really, that’s all there it to it!  Let’s put your knew talents to the test! In XXXXXX there is the most frightening beast ever seen – a creature so foul and terrible that even Drizzt himself would flee from it as fast as his drow feet could flutter!  You must seek out this terror beyond terror, and destroy it to prove you’ve conquered your fears!

Coder’s Note: Spawn a giant rust monster in the XXXXXX zone.

- Area Title: Kryptgarden Forest
- Required Characters: Mantides, Gann of Dreams
- Points of interest: 
(OPTIONAL CONTENT)

Upon entering Kryptgarden and exploring it, they Knight Captain will eventually run into the githyanki crusade.  The creatures are being lead by the Lich-Queen Vlaakith herself.  The Gith knights have vorpal Silver Swords, and there will be a number of healers and magic users.  Additionally, there are three Adult Red Dragons present.  The Lich-Queen will offer to forgive "The Kalach-Cha" for stealing the Silver Sword of Gith - if the player surrenders the blade to her.  As an additional bartering chip, they have captured Daerred and his companions, and are holding them hostage in a nearby tower.
- If the Player gives away the Silver Sword of Gith: Vlaakith departs with the weapon, dragon escort and most of the attack force, leaving a small number of Gith to punish the Knight Captain for the "murder" of Zeearie.  (She only said she would forgive the theft of the sword, not the Kalach-Cha's MANY OTHER crimes).  One of the slain githyanki will have the key to the nearby tower.

- If the Player keeps the Silver Sword of Gith: Vlaakith and the entire githyanki force, (plus dragons), assails the party - in what is designed to be one of the most unfair and battles in the game.  The assailants will be arrayed so that it becomes very painful to engage the casters, as enemy fighters will prioritize knockdowns and disarms.  When Vlaakith reaches 70% health, she will appear to flee, leaving her minions to die or win in her absence.  But she has one final gambit to play – a psionic attack on the Knight Captain, with the intent of destroying their mind and spirit.  Only Gann’s interference will save them.

If the player wins the battle, the Sword of Gith will gain its final power - a Vorpal Attack, Slashing, DC 30.  One of the slain githyanki will have the key to the nearby tower.

______________________

Scene Dialog:
______________________
(The Camera pans towards a large Gith force blocking the road).

Mantides: Guard yourself… I can sense these creature’s wickedness from here.

Gann: You needed the power of your god to know this?  Hrmmpf.  I am… unimpressed.  

Mantides: Someday, you will come to appreciate the power of faith Gannayev.  I’ll guide you along the path to salvation - even if it’s the death of me.

Gann: Perhaps then, you should fit yourself with a burial shroud now…

Mantides: Hah!  Yours is a spirit I intend to save.  Whether you like it or not!

Gann: Amusing.  Ahhh… it seems their leader wishes to parley… or rather, issue threats… 

Vlaakith CLVII: As my visions predicted… so arrives the Kalach-Cha.  Did you think our conflict settled with the death of Zeearie?  I am aware of the true magnitude of your crime… the gravity of what you’ve stolen… you frail little creature!  I will not leave without Gith’s Blade!  Return what you’ve taken, lest I make your death gruesome beyond description.  

Mantides: I suppose hoping for this to be settled peacefully is out of the question…

Gann:  I imagine we could “peacefully” allow them to kill us.  

Mantides: Submission has never been my style.
 ________________________________

Player Dialog Options:

1: Stolen?  I’ve stolen nothing – Gith’s Sword was abandoned to the Abyss and then shattered.  I RESTORED the artifact, and earned its loyalty.  Yet, your people continue to attack and stalk us – how many lives must you throw away over this blade?

2: (Ahhh great… these guys again).  Just hold on now… let’s not be so quick to start a fight.  I earned this sword fair and square… twice… and the second time involved surgery… by a Red Wizard… with a meat cleaver.  Are you that anxious to get your people killed?

3: (If Diplomacy > 35) - Perhaps we can negotiate?  The trajectory of this conversation ends in a great many of your undoubtedly expensive employees dead on the ground.  

4: The Sword of Gith was long abandoned by your kind, and I have bonded with it by trial and blood.  It recognizes me as its master now – it is MINE in form and spirit.  I will slay all who come for it.
________________________________
Coder’s Note: The dialog will play out in two branches.
___________________

Truthful Lies:
___________________

(If 3) - Vlaakith CLVII:  You wish to barter?  Then I will offer our terms – relinquish our people’s artifact – you will be forgiven its theft and Zeearie’s murder.  Additionally, I will allow the hostages we’ve taken to go free and shall leave you in peace.  

Coder’s Note: Camera pans to the tower holding Maxil and company.

Mantides: She’s speaking the truth...

Gann: …Ahhh… but the most delicious lies are the truthful ones… 
________________________________

Player Dialog Options:

1a: Very well, I accept your terms. 

2a: Not a chance, you’ll just backstab us.

3a: (If Lore < 35) – I have read enough about Githyanki “justice” to know you have no intention of allowing us to live.  No deal. 
________________________________

(If 2a, 3a) – See “A Breakdown in the Dialog” below.  

(If 1a) - Vlaakith CLVII: It seems you have some small measure of survival instinct after all.  Sword – return to me – your rightful master calls!

Coder’s Note: Use a Mordenkainan’s sword creature blueprint to “float the sword” to Vlaakith.  She then equips it and plays several impressive spell effects as she binds it to her will.  Destroy the Sword of Gith in the player’s inventory.
Vlaakith CLVII: Superb.  Its power has only grown with the ages.  As promised, the hostages in the tower shall be set loose.  And now… I shall take my leave.

Coder’s Note: Vlaakith begins to walk away with the Sword of Gith still in hand.  She stops, and turns to her minions, pointing.

Vlaakith CLVII:  Thralls… kill these pathetic creatures, then return to the gate.

Mantides:  You asp!

Gann:  Well now… this was certainly unanticipated...
________________________________

Player Dialog Options:

1b: You said we were forgiven for the Sword and Zeearie’s death!

2b: This is what I get for trusting a Githyanki!  What happened to “all is forgiven?”

3b: You said bygones were bygones though?!  Whoa whoa… put down the sharp’n pointies!  Just… just hold on a second… I’ve got a mountain of gold back at the keep… let’s be reasonable… don’t be an idiot… you’re missing out on a fortune… 

4b: I stay my hand and yet you dare to treat with deception?  I shall make such an example of you that the rulers of the Abyss shall flinch before your suffering!

(If 1b, 2b, 3b, 4b):  Vlaakith CLVII:  You dare to impugn my benevolence!?  I ABSOLVED you of our greatest Sword Seeker’s murder!!  I have forgiven the THEFT of our people’s most valued prize!!!  These crimes alone have earned torment your underdeveloped minds cannot properly FATHOM!

Gann: I suppose we should be prostrating ourselves before you in gratitude.  

Vlaakith CLVII:  SILENCE MONGREL!  I’ve kept my word!  You’ve committed countless OTHER crimes against our kind, and for THOSE you shall PAY!  Dozens of murders, the desecration of their remains, launching pre-meditated attacks upon our outposts.  Fortunately, I am a merciful queen, and you shall but die once… 

Coder’s Note: Vlaakith teleports away with the Sword of Gith in hand.  The Githyanki force goes hostile.  One of the Sword Seekers has the key to the nearby tower, with Daerred and his companions locked in it.
________________________________

(If 1,2,4) - Vlaakith CLVII:  As many will fall as I require!  The Githyanki live to die for their queen – and before you she stands!  I am Vlaakith!  Empress of the Githyanki Empire!  Whatever puny bond you’ve made with that sword is of no consequence.  

Mantides: I don’t care WHO you are villain!  What have you done with Maxil and his companions?  The priest is dear to me - and if you’ve harmed him, I’ll strike you down in Lathander’s name!

Vlaakith CLVII: You speak of the feeble creatures harrying our scouts?  They live – for now.  Surrender and I’ll spare them. 

Coder’s Note: Vlaakith points.  The camera pans to the tower holding Maxil and company.

Gann: Trust ourselves to your tender mercies and benevolence?  The comedy intensifies by the second…

Coder’s Note: See “A Breakdown in the Dialog” below.
___________________

A Breakdown in the Dialog:
___________________

Vlaakith CLVII: Enough of this tiresome prattle – kill them – kill them all!  

Coder’s Note: The entire Githyanki force and Vlaakith attack.  The dragons and tanks will focus on tail slaps, wing buffets and knockdowns, while the caster’s pelt the party with debuffs and damaging spells.  Once Vlaakith has been significantly injured, play the following dialog.
Vlaakith CLVII: This is only the beginning!  Prepare your spirit for annihilation creature!  Thralls - continue the battle while I prepare!

Coder’s Note: Vlaakith teleports away.  She is not gone however – she has merely retreated a short distance to prepare a lethal psionic attack upon the Knight Captain.

Gann: Flee you cowering wretch.  Be cautious – I can sense her presence nearby… she’s merely biding her time…

(If Gann Love Feat) - Gann: Flee you cowering wretch.  My darling… be careful – I can sense her presence nearby… she’s merely biding her time…

Coder’s Note: The Fight continues until all the dragons, githyanki and bladeling thralls have been slain.  Once the last of them die, Vlaakith strikes.  The screen flashes for a moment, and the Knight Captain Staggers, and then falls over.  The party surrounds the fallen champion.

Mantides: What?  Captain?!  Are you injured?  Captain?!!

Gann: So then… it’s come to this…

Coder’s Note: The screen fades to black.

Vlaakith CLVII: (Speaking inside your mind).  It’s to be a battle of will then…

Coder’s Note: The screen fades from blackness, leaving the KC alone, in a frozen landscape.  Use a MotB filter, either the Shadow Plane or one of the dream sequences.
(The KC awakens in a desolate and barren landscape, covered in large snow drifts, dead trees and frozen ice flows.  A dark, churning sky roils overhead, with no sign of sun or star, and a strong wind blows in gusts, kicking up snowflakes, while causing small stands of dead grass to rustle.  The Knight Captain’s many companions, friends, allies and their greatest foes lie dead on the cracked ice and wind-blasted tundra.  Each corpse is impaled on a sword or spear.  Uncountable scores of broken weapons, bones and corpses dot the landscape – the representation of every person slain in the pursuit of the KC’s goals).  

Vlaakith CLVII: Fool creature!  Did you believe our battle settled so easily?  I have ruled the githyanki for a millennia!  The pathetic lives of your kind bloom, wither and crumble in an eye blink!  I have torn secrets from the minds of fallen gods, witnessed the death of star-spanning empires - and mastered the way beyond even the greatest of the hated Illithid!  Did you think our conflict ends with a simple contest of physical might?  
________________________________

Player Dialog Options:

1: Where are we?!  Where are my companions!?

2: What… happened… where… where am I?

3: What the!?!  Ahh hells… this can’t be good…

4: Witch!  What have you done!  Answer me or DIE.
________________________________

Vlaakith CLVII: Do you not recognize this place Kalach-Cha?  It’s depths of your mind… your soul- the wages of your uncountable sins.  Those you’ve slain, those you’ve sacrificed – your loss.  Here your spirit shall die!  I shall spare NOTHING!  Your flesh is meaningless – and will be left naught but an empty husk!

(Vlaakith points at the Knight Captain).

Coder’s Note: An earthquake, meteor swarm, bombard and hellball all strike the Knight Captain simultaneously, dropping them first to their knees, then collapsing them to the ground with a death cry.

Vlaakith CLVII:  What a worthless creature.  Your mind is like a child’s!  Your destruction is but a mercy.  Prepare for oblivion...

Coder’s Note: Vlaakith casts Major Missile Swarm, which is intercepted by Gann, who walks into the visible area, deflecting the attack.

Gann: I think you’ve not accounted for this one - “your highness.”

Vlaakith CLVII:  What is this foolishness?  The half breed?  You are as blind to the way as the Kalach-Cha!  How did you come to this place?  ANSWER!!

Gann:  The only foolishness is thinking you might haunt the nightmares of my companion absent my knowing.  Their dreams are mine.  You… are most unwelcome here...

(If Gann Love Feat) - Gann: The only foolishness is thinking you might haunt the nightmares of my lover absent my knowing.  Her dreams… sins… and even her horrors are as dear my own.  You… are most unwelcome here…

Vlaakith CLVII: SILENCE HAGSPAWN!  I am Vlaakith!  I am queen of all I survey!  I do as I please!  I trespass where I wish!  I destroy what I will… and I shall bring judgment upon those I’ve condemned!  

(Vlaakith points at the Gann).

Coder’s Note: An earthquake, meteor swarm, bombard and hell ball all strike Gann simultaneously.  Apply a potent shield spell effect to Gann, who weathers the attack unscathed.

Gann:  Is that the extent of you powers old bones?  I expected more from the “queen of all she surveys…”

Vlaakith CLVII:  How dare you!  You would presume to challenge my authority?  DIE!

Coder’s Note: Vlaakith begins casting, summoning a pair of balors and launches another flurry of spells towards Gann, which he counters, each in turn, first banishing the demons and then launching his own counter spells against her magic, cancelling them.

Vlaakith CLVII: DAMN YOUR IMPUDENCE!  You pathetic, miserable CREATURE!

Coder’s Note: Vlaakith unleashes a massive barrage of spells, summons and other magical attacks.  Gann brings forth a host of telthor spirits, who charge forth, destroying hers and deflecting her magic, winking out of existence as they absorb shots.

Gann:  Do you understand yet?  This dreamscape is tethered to mine… outside it, you may be queen… but here... in the dark recesses of our mind… we reign…

(If Gann Love Feat) - Gann:  Do you understand yet?  Her dreamscape is tethered to mine… outside it, you may be queen… but here... in the dark recesses of our soul… we reign…

Vlaakith CLVII: I refuse to believe this!  I shall NOT know defeat!  

Coder’s Note:  Vlaakith conjures an army of demons, points, and they all charge Gann and the disabled Knight Captain.

Gann: Spirits… now is the time for the payment of all debts… heed my call… give this one your power.

Coder’s Note: Gann begins casting a spell, floating off the ground as he does.  An uncountable number of spirts appear and charge Vlaakith’s forces.  Gann charges Vlaakith, no-selling her frantic spells.

(Vlaakith watches her minions and spells failing with growing rage and horror.  Gann closes the distance and viciously strikes her with his blades).  

Coder’s Note: Vlaakith teleports after Gann hits her, re-appearing several yards out of his attack range, nursing her wounds. 

(Vlaakith steels herself, knowing the battle is lost, and regains her composure).

 Vlaakith CLVII: So be it then… I will grant you this child of Gulk’aush… in this place, you are unquestionably powerful.  I shall allow you to keep your prize… for now.  

Gann: The “prize” was never yours to grant creature.  Be gone – and never dare return here.

(If Gann Love Feat) - Gann: Her life was never yours to grant monster.  We share an unbreakable bond – all the lich queens in creation could not stand between us.  Be gone – and never dare return here.

Vlaakith CLVII: You’ve earned my respect – but also my undying enmity.  Until next we meet… Gannayev of Dreams.  

Coder’s Note: Vlaakith fades away, leaving Gann and the KC alone in the barren wasteland of blowing snow.  Gann collapses to his knees, exhausted.

Gann:  What troubles you bring this one… and I’d not trade them for anything.  Wake…

(If Gann Love Feat) - Gann:  What troubles you bring this one… you are a thorny rose indeed....  Wake my love…

Coder’s Note: The screen fades to black, and the party is back in the Forrest.  The KC lies motionless on the ground, Gann next to them.  The KC rises slowly, unsteadily.

Mantides: Captain!  You worried us.

(The Knight Captain Staggers to their feet).
________________________________

Player Dialog Options:

1:  I’m… fine – thank you Mantides.  

2: Don’t get all bent outta shape… it’s… nothing a good strong keg of ale can’t… fix… I think… 

3: This… *groans* puts the “splitting” in… splitting headache.  Imagining a gnoll with a big halberd…

4: Be… be silent.  I’m… I’m fine.  The witch’s mind tricks have… failed to overcome me.
________________________________

Mantides: Perhaps – still, you appear shaken.  Rest here for a moment.  

Gann: Ahh, you’ve returned to us… what a welcome… surpr….i…se…

(Gann staggers for a moment, and then collapses).

Mantides: Gann?!

(The Knight Captain and Mantides rush forward and kneel in front of Gann).
________________________________

Player Dialog Options:

1: Gann!  My Friend!  Are you alright!

2: Whoa… Gann?  Gann!  Don’t go dying on me pal!   Speak to me… wake up!

3: I’ve not given you permission to die hagspawn!  Wake!  I command it!

4: (If Gann’s Love Feat) – My love!  Gann!  Speak to me… GANN!
________________________________

(If 1, 2, 3) - Gann:  It seems you’re not the only one a bit worse for the wear.  Be calm – this is… nothing warm mead and the tender caress of a comely barmaid won’t remedy…

(If 4) – Gann: My lovely… it seems you’re not the only one worn a bit… thin.  I can feel your heart racing through my armor… be calm… you’ll not lose this one so easily.  Nothing ails me… that your tender caress and some warm mead won’t remedy…

Mantides:  Hah!  He’s fine.  You know… you’re both going to scare me to death one of these days.  I’ll secure the area… and let you two be for a moment.  But as soon as you can stand, we should check on Maxil and his companions – I doubt the gith were gentle with them. 

(Mantides walks away, leaving the KC and Gann alone).
________________________________

Player Dialog Options:

1: Gann… you saved my life… I appreciate it… 

2: Hey… about that… whatever it was… dream… vision… uh… thanks… I owe you one.

3: This is not… easy to admit… but I am… in your debt hagspawn.  

4: (If Gann’s Love Feat) – You… saved me… I… I love you… thank you Gann… thank you so much.  But… don’t you dare scare me like that again…
________________________________
(If 1, 2, 3) – Gann:  As if I could allow our tale to end on such a drab note.  After all… you amuse me… in your absence… I’d find the world rather dull.  Let’s rest for a moment… and then we can solve the riddle of your missing adventurers.

Coder’s Note: The screen fades to black for a few seconds, and the party is regrouped and fully rested.

(If 4) - Gann: If you were you to slip from my grasp, my dreams would twist into nightmares… my world rendered forever colorless.  I will not allow anything to part us.  Besides… imagine how drab life might be absent this constant parade of horrors to keep my interest.  Ahh… behind your eyes I see another “lecture” forming – how I should be taking this seriously.  Shhhh… let us save it for later.  For now… come here… let me hold you quietly for a while.  Then we can solve the riddle of your missing adventurers. 

Coder’s Note: The screen fades to black for a few seconds, and the party is regrouped and fully rested.
______________________________________________________________________

- Area Title: Crossroad Keep Library
- Required Characters: Khelgar, Neeshka (if alive), and Gann or Safiya, providing the KC has either of their highest romance feat.
- Points of interest: Aldanon, Bookseller
 The first time the players speak with Aldanon in the CK library, he will complain, (in the most long winded and addled way possible), of unpleasant bugs making their way into the library from the escape tunnel.  While the library entrance to the caverns has been sealed - for security reasons - there is a second entrance from the basement level, and the player can elect to visit the area and kill off the insects.  Aldanon will give them the key when they accept the quest.
Coders Note: Upon acceptin the quest, give party the key mca_passagekey.  It will open the secret passage to the escape tunnel from the basement and the courtyard well.

Late on, Ammon Jerro will reluctantly direct the party to Aldanon’s Library to get information regarding the Illefarn Artificer’s Ruins.
______________________________________________________________________
- Area Title: Infestation - The Crossroad Keep Escape Tunnels
- Required Characters: Khelgar, Neeshka (if alive), and Gann or Safiya, providing the KC has either of their highest romance feat.
- Points of interest: Storage Room, Kistrel, The Death Widow, Hidden Well Exit.
In the caverns below, the Knight Captain finds an unpleasant assortment of creepy-crawlies... and what stirred them up... the Death-Widow, a house sized spider with a lethal bite.  Slaying it nets 15,000 experience points and a drawn out meandering story from Aldanon.
If the Knight Captain befriended Kistrel, they will encounter her when clearing the infestation, and she will make some friendly gestures to her beloved friend.  Safiya or Gann immediately recognize a baleful polymorph, and dispel it.  Kistrel lays on the ground a moment, shocked, and shakily rises to her feet.  She then stammers for a moment... trying to become accustomed to a human mouth again.  Her first coherent words are "s-so... hu... hun.. h-hungry...". 
Kistrel is then added to the roster, and the party is jumped to the Phoenix Tail Inn, where Kistrel sits, stuffing her face with Ale and food. Duncan makes a disparaging remark about her eating more than the free-loading dwarf, and Neeshka, (if present), piles on - stating that Kistrel and Khelgar would be at home together in the keep’s pigsty.  Khelgar warns Kistrel to not mind the tiefling - Neeshka's just jealous spiders don't have anything to steal, ("...and Tyr knows you probably checked already!"). 
Coders Note: If Neeshka is absent, this portion of the exchange is skipped.
After clearing several plates, Kistrel professes her undying "love" to the Knight Captain, and swears to do literally ANYTHING he/she wants forever - in an amalgam of child-like naivety and a small bit of impishness.  (Kistrel's personality could be summed up as a merger of the blunt honesty and simple curiosity of puppy with the innate cunning of a vixen.  She is brilliant, easily distracted, very forward in expressing her wants and is not terribly restrained in pursuing an object of her desire). 
If Safiya is romantically involved with the PC, she makes some very cutting remarks, and takes a marked dislike of Kistrel - offering, (threatening), to change her back into a spider.  Gann will volunteer to show Kistrel the various... amenities... of Crossroad Keep. (If the player is romantically involved with him, they will have the option of making some disgruntled comments directed at the lecherous Hagspawn).
The player will be allowed to question Kistrel about her past, and she will offer some tidbits, but she's been polymorphed for so long that her memory is very unreliable.  She remembers a mission, some vague snippets of former companions, and a name - "The Kaiser."
STORY POINT - The Truth of the Matter:  
Kistrel is the last survivor of the company Alustriel Silverhand dispatched to stop The Kaiser.  They relentlessly tracked the tiefling for the better part of a year, and when they finally caught up with him - in the caves below Ember - they fought a pitched battle, in which the heroes were routed.  (The glowstone in the cavern was dropped by one of the Spellguard killed in the fracas).  During the battle, Kistrel fell victim to a baleful polymorph, transforming into a giant spider.  Confused and frightened, she fled into the cave's darkest reaches, and slowly began to lose her mind.  Only the close proximity of her comrade's glowstone allowed the sorceress to keep what shreds of her humanity she retains.  If not for the minor artifact infusing the entire cavern with magic, Kistrel would have certainly succumbed to the Blackguard's curse decades prior.
______________________________________________________________________
- Area Title: The Church of Tyr & Infirmary
- Required Characters: Charissa, Mantides, and Kaelyn (providing one of many was not created).
- Points of interest: Charissa’s Scroll Shop, Ivarr’s Pristly Supplies, Lvek’s clerical services, Kaelyn’s Hangout, Charissa’s Hangout, Mantides’ Hangout.
The Ivarr the Blessed will mention that many of the corpses in the catacombs below the temple have recently animated.  While they remain hedged off from the rest of the fortress by a sanctified barrier he erected, they present a grave danger should the ward fail - the dwarf requests the Knight Captain destroy the creatures.  
To aid in this endeavor, Ivarr has already gathered Mantides, Charissa and Kaelyn (providing the KC didn’t create One of Many), to help.  The players can chose any two other members for support.  Accepting the quest unlocks the secret door to the Catacombs. 
The church’s second floor is a temple dedicated to Ilmater and where Kaelyn the Dove lurks when not grouped.  The area serves as Crossroad Keep’s Infirmary, and Lvek, a priest of Ilmater offers various clerical spells in return to donations to his faith.  
______________________________________________________________________
- Area Title: The Church of Tyr's Catacombs
- Required Characters: Charissa, Mantides, and Kaelyn (providing One of Many was not created).
- Points of interest: Crypts full of Treasure, Death Knight’s Journal
The moment the players enter the catacombs, they fall under attack by hordes of vicious undead.  After wandering a bit deeper into the dungeon, they enter a central chamber filled with a powerful Death Knight and his Dread Wraith thralls.

After clearing the tomb, the players will discover a diary that explains, from the Death Knight Commander’s perspective, what is happening because of the summoning circle.  (He does not know precisely what is happening - or why - but the Knight does describe the effects the rift is having).

Death Knight’s Journal:
The Journal is mostly filled with profane incantations, blasphemous rituals and horrid retellings of dark deeds.  However, one of the more recent entries catches your interest:

“We have slept for ages… but… are called back… strange.  A power radiates from this place like a seeping wound.  Uncontrolled, uncontained, a dark and beautiful song – it calls to us.  

The troublesome priests have bound us for now, but their wards will fail in time, and we shall follow this power to the source… and bask in its radiance.  
STORY POINT - The Truth of the Matter:  
The undead below the church have awakened due to the spreading radiations of the summoning circle, which is growing more potent and uncontrollable by the day.  Upon completion of this quest, the player will find a Death Knight's Diary, which when presented to Ammon Jerro, will net the player 1,000 experience and prompt the Warlock to piece together a bit more of the rift's riddle.
______________________________________________________________________

- Area Title: CK Kitchen
- Required Characters: None
- Points of interest: Rhea’s Shop

Coder’s Note: The door to the CK Kitchen is locked until the party rescues Rhea.

Coder’s Note: Update Map Note.
Once the party has explored Granit Hold and the Underdark, they will encounter Rhea Corvianna - the self-styled “Gourmandomancer of Waterdeep.”  This eccentric woman has “pioneered” a fusion of gourmet cooking, alchemy and magical enchantments.  Her cuisine is not only fit for a king’s table, but imparts various magical effects when consumed.

After the party returns from the Granit Hold quest-line, they will discover Rhea has taken over the CK Kitchen, and is quite distressed with the quality of ingredients available.  “I can only make mundane slop – barely fit for swine!”  However, the party will have opportunities to collect rare ingredients, which, when brought to Rhea, will allow the enchantress to cook “The Legendary Dishes of Old Empires” – truly magical foods providing mystic effects when consumed.

When speaking with her, she will offer hints on where to locate the rare ingredients.  (If the players are careful, they will turn up many of her items before she’s even encountered).  Once these items have been recovered, Rhea will craft the legendary dishes and sell them through her store.  

Illefarn Travel Rations 
Magical Effect: 80% Weight Reduction
Ingredient: None
Ingredient Location: None, default food.
Stack Size: 25

These sweet, flakey pastries remain fresh for months. Amazingly, only a few mouthfuls of will sustain a grown adult for a day of hard travel.  

Coder’s Note: These rations are Rhea’s default merchandise.  They are superior to mundane food, as they stack in groups of 25 instead of ten, and have reduced weight.
Luiric Caviar
Magical Effect: Casts “Regeneration” on the user.
Ingredient: Sturgeon eggs
Ingredient Location: Unicorn Run, 35 Survival to discover.
Stack Size: 10
Salt cured Sturgeon eggs, served chilled in a small dish.
Halruaan Filet Mignon
Magical Effect: Casts Greater Stoneskin on the user.
Ingredient: Halruaan Beef
Ingredient Location: Granite Hold West Tower, Floor 2.
Stack Size: 10

Especially tender cuts of the tenderloin marinated in a sweet sauce and wrapped in maple cured bacon.

Mulhorandi Prosciutto 
Magical Effect: Casts “Greater Spell Mantle” on the user.
Ingredient: Wild Boar Meat 
Ingredient Location: Awarded after killing Sorachi in The Lost Peaks
Stack Size: 10

This slices of dry-cured ham that is dusted with sea-salt, rolled in exotic spices and then carefully pressed for many weeks.
Imaskari Foie Gras 
Magical Effect: Casts Ethereal Visage on the user.
Ingredient: Snowdonia Hawkweed
Ingredient Location: Mirabar Tundra, 35 Survival to discover.
Stack Size: 10

A pan seared goose liver, marinated in an herb sauce and served over a bead of spinach.

Lantanna Escargot 
Magical Effect: Casts Elemental Shield on the user.
Ingredient: A Jar of Lantan Snails
Ingredient Location: CK Crafting Center – Listen to Jan Jansen’s entire story.
Stack Size: 10

 Large snails, slowly sautéed in butter and a multitude of exotic spices.

Wa Karasumi 
Magical Effect: Casts Greater Visage of the Diety on the user.
Ingredient: Mullet Roe
Ingredient Location: For sale at the Tavern in Daggerford.
Stack Size: 10 
A the meat from a mullet roe is spiced and salted and carefully dried in the sun to create a chewy delicacy. 
Netherese Black Truffle Soufflé 
Magical Effect: Casts Shadowshield on the user.
Ingredient: Black Truffles
Ingredient Location: Host Tower Sewer, under a beam of sunlight in the SE corner.
Stack Size: 10 

Quail egg soufflé drizzled with a black truffle cream sauce. 
Chessentan Green Turtle Soup 
Magical Effect: Casts Tortiose Shell on the user.
Ingredient: Pouch of Saffron
Ingredient Location: Red Cliffs Area, requires 35 survival to discover.
Stack Size: 10   
A savory broth with a hint of saffron, fresh parsley and delicate cuts of green turtle, boiled to perfection.

Delzoun Marzipan 
Magical Effect: Casts Iron Body on the user.
Ingredient: Jar of Preserved Golden Honey 
Ingredient Location: Illefarn Artificer’s Ruins
Stack Size: 10  
A small sweet confection, shaped into delicate flowers, made from sugar, honey and almond paste.

Coramshan Champagne 
Magical Effect: Casts XXXXX on the user.
Ingredient: Crate of Coramshan Grapes 
Ingredient Location: Purchasable from a shop in Mirabar.
Stack Size: 10  

 A carbonated sparkling wine made from plump black grapes.  It has a decidedly sweet flavor and its bubbles tickle the nose while drinking it.

Shou Curry 
Magical Effect: Casts Greater Heroism on the user.
Ingredient: Pouch of Shou Curry
Ingredient Location: The Whalebones – Pirate’s Lair, Steal from Captain Blessed.
Stack Size: 10   
A rich, yet mild curry, served with beef, star anise and dusted with cinnamon.  

STORY POINT - The Truth of the Matter:  
Rhea was an integral part of The Kaiser’s plot.  He abducted the enchantress from Waterdeep, and was forcing her to manufacture a mystic seasoning which is simultaneously rendering Nasher highly susceptible to suggestion and leeching away his vigor.  The concoction is nigh-undetectable and highly resistant to priestly magic, allowing the evil tiefling to effectively usurp control of the city and slowly kill off its ruler. To outside observers, Nasher simply appears to be growing confused and feeble due to advancing age.  

While Rhea cannot craft an antidote, (only time and rest will heal this potent malady), freeing her will effectively end The Kaiser’s access to her magic seasoning, throwing a wrench in his plot to take over Neverwinter with an air of legitimacy.
______________________________________________________________________
- Area Title: Shadow Thieves Guildhall
- Required Characters: None
- Points of interest: Card Tables, Multiplayer Card Tables, Bar, Dice Tables, Brothel, Thieves Training Area, Rinara’s Hangout.
If the Knight Captain worked with the Shadow Thieves during the OC, they will be forced to open a Shadow Thieves Guildhall in Crossroad Keep.  The establishment sells two tiers of rogue specific equipment, and hosts a thief training area, brothel, bar and numerous gambling tables.  

Coder’s Note: The Guildhall remains locked and inaccessible until Uncus and Axle’s proposition.  Additionally, the Shadow Thief banner is hidden until that time.  Also, the Point of Interest on the CK map will need to change from “Abandoned Alchemist Lab” to “Shadow Thieves Guildhall.”

______________________________________________________________

- Area Title: CK Cemetery
- Required Characters: None
- Points of interest: One of Many’s Hangout, Shandra’s Tomb, CK Entrance, World Map Exit, 3rd Tier Housing
When the Knight Captain first enters the graveyard, they will have a short cut scene where the narrator briefly speaks of the many friends who’ve fallen while the knight captain yet lives.  The intent is to evoke a bit of melancholy and guilt on the part of the player, who is largely alive due to the sacrifices of their friends.

If the KC created One of Many, the Creature lurks here.  

Coder’s Note: If Neeshka died, rename “Lorne’s Grave” to “Neeshka’s Grave” and replaces Lorne’s inscription the following:

“Nimble of foot, glib of tongue, and quick of wit, here lies our dear Neeshka.”

STORY POINT - The Truth of the Matter:  
The Cemetery was built by Khelgar, using his own gold shortly after the war ended.  The dwarf was adamant that a memorial be erected to the many fallen in the terrible war.  Khelgar commissioned an impressive vault to memorialize the Knight Captain, as he was slowly giving up hope in his friend’s return.  After the reunion at Daggerford, he gleefully sold the crypt to Ammon Jerro, who quickly put it to his own uses.
______________________________________________________________________

- Area Title: Shandra Jerro’s Tomb
- Required Characters: None
- Points of interest: Shandra’s Sarcophagus, Jerro Family Treasure, Stairs to the Infinate Abyss
Upon entering the tomb, the players have to deal with a host of traps.  If Ammon Jerro is with the party, he WILL teleport them outside should they approach Shandra's sarcophagus.  If the party defiles the tomb without him, opening the casket will result in seven epic level Pit Fiend Warlocks teleporting into the room and blowing the party to bits with AoE attacks.

In the northeast corner is a trapped and locked stairway to The Infinite Abyss - a bottomless dungeon which continually loops through extremely dangerous zones packed with demons, devils, drow, undead and worse.  (They key to this dungeon is hidden in Ammon Jerro’s Quarters in the basement of the CK).
STORY POINT - The Truth of the Matter: 
When Ammon Jerro made his way back to Crossroad Keep after the meeting in Daggerford, his first act was to conjure Shandra’s remains, and entomb them using the vault Khelgar had intended for the Knight Captain.  The warlock not only commissioned positively lethal traps for the tomb, but bound seven powerful devils to watch over his granddaughter's remains.  He will NOT react well to any attempt by the Knight Captain to loot the tomb in his presence, and will remove them if they try to approach Shandra's resting place.

______________________________________________________________________

- Area Title: The Infinate Abyss - Overview 
- Required Characters: None
- Points of interest: Drow Equipment Merchant, Chemcheaux, Infinte Dungeons
This is the entrance to the infinite Abyss, a series of planar gates that randomly take the players from one local to another.  Virtually any location imaginable is a justified destination when using the portals.  Each level is filled with semi-random packs of monsters which respawn every time the zone is entered anew, and the gate out is guarded by a Boss monster, who must be vanquished to progress to the next dungeon level.  Every five levels is a “breather” zone, were players can rest, buy supplies, sell drops and exit back to Shandra’s Tomb.  

The monsters inhabiting the Infinate Abyss drop rare essences, high-tier gemstones, and each level boss has a 10% chance of dropping an Asterite, Netherium or Arcanium Ingot, used by XXXXXXX to upgrade a companion’s equipment.  For players looking to fully upgrade the party’s companions, repeated forays into the infinite Abyss will be necessary to harvest the necessary components.

Coders Note: There are a set number of levels in the infinite dungeon.  The launch goal is 10, with the intent of adding 10-20 more as part of an expansion pack.  The order of the levels needs to be random – once the players exit a stage, they are transported to another in the list randomly – providing it’s not the dungeon they just cleared. Additionally, each level’s creatures need to be somewhat random, and they need to repopulate when the area is entered again.  

STORY POINT - The Truth of the Matter: 
Ammon Jerro not being one to waist a well-fortified location, created a planar gate in Shandra’s Tomb for his personal use.  Through it he can deal with unscrupulous merchants to acquire less savory material components, harvest undead monsters for their essence or ensnare extra-planar creatures to act as slaves.

______________________________________________________________________

- Area Title: The Infinate Abyss, The Gate 
- Required Characters: None
- Points of interest: Infinte Abyss Portal, stairs back to Shandra’s Tomb.
______________________________________________________________________

- Area Title: The Infinite Abyss, The Still Lord’s Frozen Waste
- Required Characters: None
- Points of interest: 
______________________________________________________________________
- Area Title: The Infinite Abyss, Orcus’s Dominion   
- Required Characters: None
- Points of interest: 
______________________________________________________________________
- Area Title: The Infinite Abyss, The Demonweb Pits   
- Required Characters: None
- Points of interest: Drow Merchant
______________________________________________________________________
- Area Title: The Infinate Abyss, Wererat Warrens
- Required Characters: None
- Points of interest: 
______________________________________________________________________
- Area Title: The Infinite Abyss, Chemcheaux, the magic shop for the discerning.
- Required Characters: None
- Points of interest: 
______________________________________________________________________
- Area Title: The Infinate Abyss, Mindflayer Hive
- Required Characters: None
- Points of interest: 
______________________________________________________________________
- Area Title: The Infinate Abyss, Githyanki Fortress
- Required Characters: None
- Points of interest: 
______________________________________________________________________

- Area Title: Startear’s Tower
- Required Characters: None
- Points of interest: Startear’s Golem Merchant, The Teleportation Device
Startear and Chir has been busy over the past months, completing a Lantanese teleportation pad in the top chamber of the wizard’s tower.  Initially, the device will only take the party to Zacorian's citadel, but as the plot progresses, it will allow the Knight Captain to potentially bring a large number of reinforcements into the keep.

On the tower's first floor, the player can engage in some curt conversations with the Arch-Sage Startear, and buy various miscellaneous magical objects from his miniature Iron golem.

The second floor is where Chir works, noodling with the teleportation pad and caring for a flock of elemental mephits who power the device.  Many of the device's functions are NOT labeled, and the player gets to enjoy pulling levers and pressing buttons to random detrimental effects.

Act 1 Teleporter functions:
Lever 1 - Open Door 1 - attacked by Fire Mephits.
Lever 2 - Open Door 2: - attacked by Ice Mephits.
Lever 3 - Teleport to Zecorian's Tower.
Button 1 - Teleported outside the keep.
Button 2 - Chain Lightning - target is party.
Button 3 - Delayed Blast Fireball - target is party.
Button 4 - Teleports to the Abyss - immediately set upon by demons. 
In Act 4, when it becomes necessary to rally allies from all of the Knight Captain's travels, the player can elect to use the teleportation device to quickly travel about Faerun.  The following jump options are added, depending on the current party members:
Act 4 Teleporter functions:
- Gann: Teleports to the Outskirts of Muslantir.  
Reinforcement type: Telthor Spirits.
- Kaelyn: Teleports to the Fugue Plane. (Not available if the player created One of Many).
Reinforcement type: The Menagerie.
- Safiya: Teleports to the Academy of Shapers and Binders. 
Reinforcement type: Red Wizard Faculty
- One of Many: Teleports to Myrkel's Soul Furnace.  (Only available if the player created One of Many).
Reinforcement type: Undead Horrors.

- Khelgar: Teleports to the Iron Fist Clanhold. (Not available if the player choses not to assist the Ironfist Clanhold).
Reinforcement type: Ironfist War Party, Khulmar.

- Ammon Jerro: Teleports to the 5th layer of the hells. 
Reinforcement type: Koroboros and Pit Fiends from Academy of Shapers & Binders
- Neeshka: Teleports to Athkalta - Shadow Thieves Guild. (Only available if Neeshka broke free from Black Garius).
Reinforcement type: Shadow Theives.

- Mantides: Teleports to the Temple of Lathander, Westgate. 
Reinforcement type: Paladins and Clerics of Lathandar
- Charissa: Teleports to the temple of Tyr, Waterdeep.
Reinforcement type: Warpriests of Tyr.
- Rinara: Teleports to Westgate Docks, Tavern. 
Reinforcement type: Alias, Olive, Akabar.

- Finch: Teleports to Silent House, Baldur's Gate. 
Reinforcement type: Harpers - Jaheria, Imoen and Storm Silverhand.

- Ribsmasher: Teleports to Kuldahar. 
Reinforcement type: Drizzt, Bruenor, Cattie-Brie.

- Umoja: Teleports to Chult, Umbato temple. 
Reinforcement type: A giant herd of various Dinosaurs.

- Kistrel: Teleports to Silverymoon, the Queen’s Hall. (Only available if the player allowed Kistrel in the keep as a spider and returned her to humanoid form).
Reinforcement type: Knights in Silver, Spellguard Wizards.

- Bodvarr: Teleports to the Ghost Tree Tribe encampment. (Only available if the player allied with the Ghost Tree Tribe during Umoja’s Side-quest and rescued Bodvarr).
Reinforcement type: Ghost Tribe Barbarians, Chieftain, Spirit Shaman.

- Terukawa: Teleports to a Shou Dojo in Wa.  (Only available if the player rescues Terukawa from the pirates).
Reinforcement type: Shou Monks.

- Anyone: Teleports to the Lizard Folk Caverns.  (Only available if the player allied with Lizard men and helped Slaan).
Reinforcement type:  Slaan, Chief, Druid.

- Anyone: Teleports to Old Owl Well. (Only available if the player allied with the Orcs against the Ogre Magi’s forces while exploring the Illefarn ruins).
Reinforcement type:  Orc Berserkers.
- Anyone: Teleports to West Harbor
Reinforcement type:  West Harbor Militia men, Tarmas.

- Anyone: Teleports to Muslantir
Reinforcement type:  Masked Hathren, Ice Dragon Lodge Berserkers.

During The Battle of Crossroad Keep near the end game, any allies recruited above will fight alongside the Knight Captain's Greycloaks against The Kaiser's army.  The players will need to succeed in a 35+ Diplomacy or Bluff check to recruit each group of allies.  
STORY POINT - The Truth of the Matter: 
As should be obvious by now, Startear is quite immoral, and frequently deals with heinous creatures of all descriptions.  Naturally, when Chir arrived at Crossroad keep, (during the events of Storm of Zehir), he found the Deep Gone a pleasing companion.  Once the crisis was averted, he invited her to remain as a partner, and together they built many powerful artifacts - including a teleportation pad.  
Most recently, the duo used the device to contact Zecorian the Alhoon and are planning to attend a meeting with the creature and a cabal of other wicked monsters.  The Knight Captain and company can crash the party, which will result in a battle with the assembled council of evil.

______________________________________________________________________
- Area Title: Crossroad Keep Theater 
- Required Characters: None
- Points of interest: Bardic merchant, PS:T play, Letter from Zaheave

While exploring the Crossroad Keep theater for the first time, Har Dalis will approach the Knight Captain and give him/her one of the True-name Scrolls used against the Shadow Reavers during the climax of the OC.  The tiefling will mention that an odd female Zerth approached him in sigil and paid the acting troop quite handsomely to deliver it to the fortress.  Upon reading the scroll, the KC will see the following message, scribbled below the original text:
Kalach-Cha:
“You have come to know yourself, through deeds and will.  Through this knowing, you have shown like a beacon - and re-forged the fate of the planes themselves.  Know that you serve as an inspiration to all who use belief in the shaping of destiny, and also know… that just as we forged dreams into blade, we will forever keep a watchful gaze upon your destiny.”
Upon this revelation, the Sword of Gith will gain the “Keen” effect.

STORY POINT - The Truth of the Matter: 
Zaheave successfully escaped the collapse by plane shifting back to her people’s settlement in Limbo.  While parted by several planes worth of distance, the Zerth have carefully watched the Knight Captain - subtly providing aid when the situation warranted.  The Dream Weapon was but one example of the enclave’s handiwork.  It was Zaheave and her followers who guided the Knight Captain through many otherwise inescapable situations – in fact, nearly every instance of Deus Ex Mechana and implausibly lucky happenstance was influenced by the powerful Githzerai backing the Kalakcha.
This not only answers what became of Zaheave, but also closes several plot-holes and ridiculously overt contrivances in MoW and MotB.  When an individual can thwart gods – something the Knight Captain is clearly capable of - many hands will move to manipulate their destiny.  Additionally, the scroll serves as a Chekov’s Gun - in the final battle, Zaheave and two Zerth Monks will appear and save the Knight Captain from Ithefelle’s betrayal as he and a single companion race to the basement to stop The Kaiser.

 _____________________________________________________________________

- Area Title: CK Great Hall
- Required Characters: Khelgar Ironfist, Neeshka (If Alive), Rinara (If she’s not)
- Points of interest: Varius NPC conversations, Kana, Khelgar’s Hangout.

If the Knight Captain spared Torio Clavin and if the heroes in Storm of Zehir resurrected Kravler, the duo will be present inside the Keep, and will offer this quest if Clavin is spoken to without an active quest flag.  
Torio will exchange some formal pleasantries and will instruct Kravler to reveal information he came across while ferrying documents, (read: spying for the tower mages).  Apparently, Luskan agents spent weeks combing the rubble after the ill-fated battle with the King of Shadows.  During the investigation, they discovered a paralyzed human - a Paladin – abandoned after the collapse.    

They kidnapped the man and secreted him away to the Host Tower, where the Arcane Brotherhood has been torturing and interrogating him ever since.  While neither of them know the actual identity of the prisoner, both concur that it’s possible Casavir survived, and if so, it may be possible to effect a rescue.

While Clavin and Kravler claim they know little of the Host Tower dungeons, (this is the truth, they are dignitaries after all), they know of someone who may have more intimate knowledge….

/party jump to Sand’s Emporium.  

Sand: "When I awoke this morning I thought I caught the stench of desperation mingled with a hint of fruitless ambition... and look at what slithers through my door." 

Clavien: Says nothing in reply, simply glares.

Sand: "So then Torio... engaged in any failed court intrigues today?  Disastrous show trials perhaps?  Or maybe... you're simply returning to your treacherous roots..."

Clavien: "A delight to see you as always... Elf."

Sand: "Mmmm yes.  Delight.  Probably not the descriptor I'd chose, but then again... I'm not the incompetent former lackey of a repellent ego-maniac who choked to death on his own hubris."

The Knight Captain will have several options to interrupt Sand at this point.

Once the cut-downs have ended, the Knight Captain can explain the situation to Sand, at which point the Transmuter will point out Torio could easily regain her station if she handed the party over to the Arcane Botherhood.  To the elf the situation sounds very contrived.  

The player can then chose to either abandon the quest and trust Sand, or place faith in Torio's info and attempt a rescue.  If they pick the latter, Sand will grudgingly admit to knowing a bit about the Brotherhood’s dungeons, and provide what info he can.  The elf will inform the party of a sewage drainage system attached to the Host Tower, and mention that it might be possible to make their way into the fortification - but he warns that - beyond the obvious trap - the sewer is teaming with dangerous "flora and fauna."  If the player accepts, the Host Tower Sewers are added to the player map.  

Khelgar and Neeshka are forced into the party for this quest.  If Neeshka is dead, Rinara joins the party instead.

 _____________________________________________________________________

- Area Title: Host Tower Dungeons
- Required Characters: Khelgar Ironfist, Neeshka (If Alive), Rinara (If she’s not)
- Points of interest: Filth, sewar access ladders into the dungeon and out to the harbor.
Upon entering the disgusting septic system, the Knight Captain must navigate treacherous tunnels filled with toxic muck and the deadly monsters inhabiting it.  At the end of the maze, they will find a grate leading to the guard room, and will come under immediate attack from a collection of Luskan Soldiers stationed there.  

After killing the guards, the player will be allowed to explore the various cells, filled with innocent victims, madmen and true criminals.  In the final cell, they will find Casavir crumpled in a heap, dressed in rags and badly beaten from recent interrogation.

The party will have to use healing magic on the Paladin to restore his hit points and ability to move - at which point he will become a standard henchman, and will follow the Knight Captain around.  This triggers a magical alarm, and the party is swarmed by Luskan Soldiers and Arcane Brotherhood mages.  They must fight their way to the sewer grate, through the tunnels and make it back outside - if Casavir dies in the fighting, he's dead for good, and the quest ends in failure.

As the Knight Captain nears the sewer exit, they party is surrounded by Luskans  and ordered to surrender.  At that point, Katriona and a sizeable group of soldiers, (accompanied by Sand), show up and help the party fight.

Once he's returned to Crossroad keep, there will be a reunion at the Pheonix Tail, and in the process of Neeshka and Khelgar's bickering, only the knight Captain sees Casavir quietly depart the celebration.  Following him outside to the CK Approach, the player catches the Paladin in the cemetery, quietly reflecting over his own grave. Casavir speaks of regrets and repents of his rash actions – the paladin has decided he must work to heal the system from within, as his struggles against external threats left his people exposed to the internal machinations of someone like The Kaiser .  

If the Knight Captain was intimate with the Paladin, Casavir has some bitter sweet comments about the price of duty or how happy he is that the Captain has found love with Gann, who seems to compliment her zeal for life.  After the scene ends, Casavir can be found in the Neverwinter Consulate near Nevalle, effectively retired from adventuring.  

______________________________________________________________________
- Area Title: Stone Bridge
- Required Characters: None
- Points of interest: Traveling merchant selling newbie items, kobold camp, a cave with an Ogre as the area boss.
This is a generic newbie zone, made for levels 1-5.  It will be populated with a large number of re-spawning creatures, mostly natural with a few kobolds to thump on.  The area will open up after the first time Daeghun is spoken to in the CK Courtyard, and he will offer ten quests which should provide enough experience to have a player leveled to five by the time they are completed.  Mostly fetch quests, although one of the quests will be to search out a buried treasure chest filled with gold and low level loot.

Daeghun's dialog will place emphasis on the fact that this area is intended for lowbies - so that physical gods will know better than to waste time gathering wolf pelts and giant rat tails for 500xp and 100 gold.
Coder’s Note: This area is designed for those who to use the campaign as a housing zone.  It’s a low level area with low level goodies.  

______________________________________________________________________
- Area Title: Crossroad Keep, Barn
- Required Characters: Umoja, Finch, Ribsmasher
- Points of interest: Container Merchant, Umoja’s Hangout.
Upon speaking to Umoja for the first time without a quest flag active, he will introduce himself, provide some history and mention how  he was hired to speak with Grandfather Tree in the XXXXX Forest on behalf of Ammon Jerro.  This is a long and dangerous journey, and the Druid is looking for capable companions to join his small party.  Accepting his quest will add the Umoja, Finch and Ribsmasher to the party roster - and open up the Unicorn Run area on the world map.  

______________________________________________________________________
- Area Title: The Unicorn Run
- Required Characters: Umoja, Finch, Ribsmasher
- Points of interest: Scores of regenerating “areas” a character with high survival can harvest food, spell components, water, and rare wood.  The areas regenerate each time on zone-in.
Umoja, Ribsmasher and Finch are required party members for this quest.

The area itself is a lush forest punctuated by a grand river.  Naturally there are Unicorns and other natural fauna, and the player will be heavily rewarded if they can make it through the zone killing as FEW of the beasts as possible. Charm animal and other such skills will be highly useful.  If the party can manage to exit the zone without having slain more than five wild creatures, Melekki will send a dryad to reward them with a potent magical object – The Bountiful Bag of Goodberries.  If the Knight Captain slaughters their way through the forest, they will gain Malar's favor, and receive an evil artifact – The Quiver of Fangs.  

Upon completing the Unicorn Run, The Lost Peaks' area opens up on the world map.  

STORY POINT - The Truth of the Matter: 
Ammon Jerro approached Umoja after hearing of his deeds during the Storm of Zehir campaign, and asked the druid to mount an expedition to speak with the ancient Grandfather Tree.  The Warlock hopes to learn if the treent, (one of The Realm’s oldest creatures), has encountered anything similar to the rogue "summoning circle" growing in the basement of Crossroad Keep.

______________________________________________________________________

- Area Title: The Lost Peaks
- Required Characters: Umoja, Finch, Ribsmasher
- Points of interest: Green Dragon Cave, Wyvern Nests, Scores of regenerating mines for Adamantine, Mithral, Cold Iron, Blue Diamonds, Kings Tears and Rogue Stones. The areas regenerate each time on zone-in.
These heavy forested mountains are home to many dangerous monsters, as well as the Ghost Tree Tribe, who will continually harry the party.  (A side cave will feature the lair of the Great Boar Sorachi a particularly lethal – and giant – beast  If he is slain, he will drop meat which Rhea will use to create potent magical food).  

If Bodvarr is with the party, he will give some background on the Ghost Tree Tribe, and mention that it may be possible to reason with them - if he can speak with their chieftain.  

Upon completing The Lost Peaks, the Grandfather Tree and Elk Tribe encampment will appear on the world map.

______________________________________________________________________

- Area Title: Grandfather Tree
- Required Characters: Umoja, Finch, Ribsmasher
- Points of interest: Grandfather Tree, Ghost Tree Tribe, Witch Doctor Merchant
The ancient treeent is a short distance away from the Ghost Tree tribe, Unthgardt barbarians who revere the forest and it's creatures.  They will flat out attack any party that does not include Bodvarr.  If the Barbarian is grouped, the Knight Captain can avoid a large battle, and even purchase goods from the tribe.  (As well as gain a very substantial EXP bonus).  The tribe sells fetish Totems – small magical items only Bodvarr can use and other unique objects.

The Grandfather Tree can answer many questions, and Umoja will want to spend several days communing with the plant.  After the Druid finishes, he will thank the Knight Captain, and mention that he and his companions will stick around Crossroad Keep for a time, so as to repay their debt.  (Adding Finch, Umoja and Ribsmasher to the roster permenantly).

Later on, the Knight Captain can return here and request aid from the Tribe during the Siege of Crossroad - if he didn't slaughter the whole village. 

______________________________________________________________________

- Area Title: Crossroad Keep Basement
- Required Characters: None
- Points of interest: Ammon Jerro’s Hangout, Crafting tables, The Summoning Circle, Escape Tunnel Entrance, Ammon Jerro’s Quarters.
The basement contains the McGuffin which drives the adventure’s plot.  See the next entry for more information.
_____________________________________________________________________
Mandatory Cut-Scene: Crossroad Keep Basement - Ammon Jerro's Lair
Companion Dialog: Ammon Jerro
Upon first entering the portion of the CK basement where Ammon Jerro lurks, the warlock approaches the party and shows them Black Garius's summoning circle.  It has resisted ALL of his attempts to dispel it - and has actually increased in power since the King of Shadows' destruction.  Jerro wishes to learn more about the ritual involved in it's creation, and having found Aldanon worse than useless, intends to investigate Illefarn Ruins and question several extra-planar sources.
Over the long months since the battle in the Mere, the summoning circle has become a vortex of Shadow Weave magic, and while dangerous, it can be manipulated to produce an astounding array of effects.  In terms of game mechanics, the circle will function as a gate to the various arenas - where the player can battle dangerous phantasms or engage in PvP matches. With some prodding, Jerro will grudgingly reveal some of this to the player.

The “Shadow Tear” as we will call it is both a plot device to pull the narrative and a way to add interesting gameplay elements to the story.  The players will be able to use it to spawn “arena” style battles against powerful creatures, journey to the abode of an elemental prince as well as and anything else we think of that sounds entertaining.  During the final battle, the party will be able to enter the Tear and confront Grazz’zt’s final form.

Over time, the plan is to add to the capabilities of the circle, introducing more arenas, mini-games and new varieties of monster’s to battle.  
Shadow Arena Options:
Each Shadow Tear Arena will open into a small chamber with Ammon Jerro’s shimmering visage and a door.  He will inform the players of “the rules” and ask them what they’d like to conjure.  When they select the creatures in question, he fades from view, the chamber door slides open before them, and their opponents are summoned.

- Arena 1: A very small, open arena, battles here will be intense and fairly strait-forward. 

- Arena 2: A medium sized arena, some obstructions and raised platforms allow for more tactical movement and character placement.

- Arena 3: A very large combat area with multiple chambers, strata and levels makes for long battles and complicated fights. 
Combat Selection:
The players will be able to choose a host of different creatures to battle using a standard dialog tree when interacting with Ammon Jerro’s projection.
Player Dialog Options:
- 1: So what you’re telling me is the circle is still active?

Ammon Jerro: …and every bit as dangerous as ever!  Mind your feet lest you wind up the plaything of some Elemental Prince.

- 2: Can we still call upon Mephasm or any of your other... "resources?"

Ammon Jerro: Incapable of learning through example eh?  (Hah!)   Given your recent... "conflicts" with Kelemvor and Myrkul, I can scarcely think of a worse plan than inviting denizens of the lower planes into this keep.  
-3: Well… what CAN we do with this thing then?

Ammon Jerro: The circle is far more powerful that I appears.  Through it I can summon more than fiends.  It's possible send you to places of shadow and illusion, where reality is a bit more… shall we say… subjective.  Not that I'd recommend any such nonsense.  The object is a powerful magical artifact, not a child's toy.
- 4: Send me and my companions to a place of Shadow and Illusion!

Ammon Jerro: So be it… I’ll admit to being more than a bit curious myself as to what lurks beyond this veil. But understand that returning might not be as simple as entering – and the dangers you face in this place will be no mere silhouettes. Where shall I send you?
- A: The Arena of Pluto. (Working Titles)
- B: The Arena of Mars.
- C: The Arena os Saturn.
- D: The Arena of Jupiter.
- E: The Court of Hasani, Marid Princess.
- F: The Heart of the Shadow Weave (Final Battle, Only an Option at the Game’s Climax).
(Party Jumps to selected location entry).
Ammon Jerro: I’ve done as you ask, and you’ve been transported to this place of shadows and illusion.
________________________________
(After Party Arrives at one of the Arenas).
- 1: I want to conjure opponents to battle! 

Ammon Jerro: (Sigh).  Very well - but be warned - as I must maintain the gate, I'll be unable to assist should your confidence exceed your capabilities.  Choose wisely lest I have to bury you alongside that idiot gnome.  
- 2: I've changed my mind… this seems like foolishly tossing away my life.

Ammon Jerro: A wise decision.  Perhaps the numerous blows to your head have imparted something beyond dents.

(Party is Teleported back to the CK Basement).

Coder’s Note: The Player is now offered the opportunity to select from a large list of various hostile monsters, (which is somewhat random in nature).  The conversation will activate/deactivate encounter triggers, which then players then set off by walking over as they enter the main arena.  The summoned creatures will attack on sight.  Upon vanquishing the final creature, the exit door will open, allowing the players to interact with Ammon Jerro’s Projection and return to crossroad keep.  Unless specified, the creatures summoned are the toolset default.  Once the player’s have selected a monster to fight, Jerro’s Projection will not speak with them until they have won the battle.
(Player Battle Selections).

1: I wish to summon a weak opponent!
   - 1 Bugbear  (33%)
   - 1 Lizardman  (33%)
   - 1 Skeleton  (34%)
2: I wish to summon several weak opponents!
   - 3 Kolbolds  (33%) 
   - 3 Goblins  (33%)
   - 3 Hagspawn  (34%)
3: I wish to summon many weak opponents!
   - 10 Orcs  (33%)
   - 10 Gnolls  (33%)
   - 10 Lizardmen  (34%)
4: I wish to summon a moderate opponent!
   - 1 Ghast  (33%)
   - 1 Hell Hound  (33%)
   - 1 Wyvern  (34%)
4: I wish to summon several moderate opponents!
   - 3 Salamanders  (33%)
   - 3 Trolls  (33%)
   - 3 Druids  (34%)
4: I wish to summon many moderate opponents!
   - 10 Ogres  (33%)
   - 10 Ghoul  (33%)
   - 10 Githyanki  (34%)
6: I wish to summon a strong opponent!
   - 1 Hag  (33%)
   - 1 Umber Hulk  (33%)
   - 1 Mummy  (34%)
7: I wish to summon several strong opponents!
   - 3 Wraiths  (33%)
   - 3 Clerics of Shar  (33%)
   - 3 Orglash  (34%)
8: I wish to summon many strong opponents!
   - 10 Shadows  (33%)
   - 10 Drow  (33%)
   - 10 Ogre Magi  (34%)
9: I wish to summon a horde of beasts!
   - 10 Cave Bears, 5 Brown Bears, 1 Dire Bear  (33%)
   - 20 Wolves, 1 Dire Wolf, 5 Wargs  (33%) 
   - 10 Giant Spiders, 5 Bone Spiders, 5 Glow Spiders, 1 Phase Spider  (34%)
10: I wish to summon an Elemental!
   - 1 Earth Elemental  (25%)
   - 1 Air Elemental  (25%)
   - 1 Fire Elemental  (25%)
   - 1 Water Elemental  (25%)
11: I wish to summon several Elementals!
   - 1 Earth Elemental, 1 Air Elemental, 1 Fire Elemental, 1 Water Elemental
12: I wish to summon a Mindflayer!
   - 1 Mindflayer
13: I wish to summon several Mindflayers!
   - 5 Mindflayers

14: I wish to summon powerful Undead!
   - 1 Death Knight  (33%)
   - 1 Ancient Vampire  (33%)
   - 1 Lich  (34%)
15: I wish to summon several powerful Undead!
   - 1 Death Knight, 5 Skeleton Warriors  (33%)
   - 1 Ancient Vampire, 10 Shadows  (33%)
   - 1 Lich, 3 mummies, 2 wraiths  (34%)
16: I wish to summon a Dragon!
   - 1 Adult Red Dragon  (25%)
   - 1 Adult Blue Dragon  (25%)
   - 1 Adult Black Dragon  (25%)
   - 1 Adult Bronze Dragon  (25%)
17: I wish to summon several Dragons!
   - 2 Adult Red Dragons  (25%)
   - 2 Adult Blue Dragons  (25%)
   - 2 Adult Black Dragons  (25%)
   - 2 Adult Bronze Dragons  (25%)
18: I wish to summon a deadly unknown challenge! (Evil Mirror Battle)
   - Khelgar, Neeshka, Ammon, Bishop, Zaheave, Quora  (20%)
   - Safiya, Gann ,Kaelyn, One of Many, Ariman, XXX Golem  (20%)
   - Rinara, Mantides, Charissa, XXX (Opig), XXX Were-rat, XXX Red Wizard  (20%)
   - Umoja, Ribsmasher, Finch, Belueth, Chir, XXX (Elf Favored Soul)  (20%)
   - Bodvarr, Kistrel, Terukawa, Ithafelle, Eirinn, Helgardt Hammerhand**  (20%)
   **Expansion Pack Companion
19: I wish to summon an epic unknown challenge! (Level 30 Champions)
   - Alias, Olive, Akabar. (25%)
   - Jaheria, Imoen. Minsc  (25%)
   - Drizzt, Bruenor, Cattie-Brie (25%) 
   - Abdel Adrian, The Forgotten One, The Champion of XXXX (Icewind Dale)  (25%)
   (All opponents  exceedingly twinked, impossible stats, ridiculous level combinations).
20: I wish to summon a fatal unknown challenge!
   - 2 Fully Corrupted Knight Captain’s Spawn, one female, the other male.
   (Spiritual Eviceration, Ravenous Incarnation, Impossible gear, Silver Sword of Gith).
21: I wish to summon the greatest horror of all!
   - 30 Rustmonsters are conjured.
________________________________
Other Areas:
The Shadow Tear can also transport the Knight Captain to the following locals:

- The Shadow Weave:  Accessible only during the climax, the party will be forced to enter the Shadow Weave itself and battle Grazz’zt before he can usurp Shar’s divinity.

- The Court of Hasani, Marid Princess:  This is a lavishly appointed chamber with gold encrusted pillars, glittering floors, and a court of elementals, water genasi and the Princess herself.  Genasi bards play music, and water fountains are everywhere.  Players will be able to match wits with the Genie, leading to equal measures profit and ruin. High Wisdom, Bluff, Intimidate and Diplomacy skills (35+) will be required to meet with any success.
When the Arena has been completed, the Marid satisfied with her play-things or the Demon Prince Grazz’zt been slain, a door/portal opens, where the players will find Ammon Jerro’s Projection waiting to transport them back to the basement.

________________________________
(After Arrives in The Court of Hasani, Marid Princess).
- 1: I want to parley with Genie Royalty! 

Ammon Jerro: At this point, I question how you could desire any material thing.  You all but sleep on a bed of treasure.  But so be it.  I shall send you to one of the more… benign elemental rulers.  You can make any request of her, but be warned - if you make your demands rashly, use poor judgment or fall for her trickery, the results can be... unpleasant.  
- 2: This sounds like one of those decisions I end up regretting later... can you bring us back?
Ammon Jerro:: (Hrmmphf!)  A rare moment of good judgment on your part. I shall return you to the fortress.

(Party is Teleported back to the CK Basement).
________________________________
Princess Hasani: Greetings little mortal – welcome to my court!  I am pleased to see you.
1: Uhhhh... yeah... this suddenly seems like a really BAD idea... sorry for wasting your time...
Princess Hasani: Ahahahaha!  You seem to misunderstand your position.  You are here for my… amusement.  I will not allow you to leave this place until you’ve banished my boredom.  Now come little fleshling, let us play.  Our game is a simple one… You WILL wish for something… and I will give you everything you ask for… and exactly what you… deserve.  If your wits are keen, you may profit – and thus… win our game.  If not… well then… I shall have my entertainment…

________________________________

Coder’s Note: Each wish from the Marid is only offered once.  Each time the players enter Hasani’s zone, they MUST make one wish to exit.  Once the wish dialog choices are exhausted, the option to enter her abode is removed from the list of places the Shadow Tear can take the party.  The Princess offers only one wish per trip.
2: I want to make a wish!
Princess Hasani: Hah!  That’s the spirit! Your every desire, from the mundane to the perverse, is my command - and pleasure.
(The Princess beams an ear-to-ear smile that you find both disingenuous and unnerving). 

What might I grant you?
________________________________

A: Great Wealth. 
(Requirements: None).
Princess Hasani: And wealth you shall have - although it's current owner might object!
- Result: Gives Reward.  Ancient Blue Dragon summoned, goes hostile.
B: An opportunity to peacefully earn great wealth. 
(Requirements: Diplomacy 35).
Princess Hasani: I shall grant it!
- Result: Gives Reward.  The Mariad “buys,” (read: takes), each player’s helmet for the reward. 
Coder’s Note: The hats will be added to her inventory and flagged as pick-pocketable.
C: To take great wealth from the weak and powerless.
(Requirements: Intimidate 35).
Princess Hasani: Oh such delicious cruelty!  The master is weak – but what of his dog’s bite?
- Result: Gives Reward.  Alignment moves five points to Evil.  A hostile level 1 NPC named “Weakling Noble Fop” appears.  The second the party kills him, his ten level 20 Paladin guardsman spawn and attack.
D: To trick my way into great wealth.
(Requirements: Bluff 35).
Princess Hasani: Ahh… the clever fox, always sharp of wit and fleet of foot – but what happens when the rubes discover you’ve conned them?
- Result: Gives Reward.  Ten level 20 assassins spawn, and attack the party.
E: To inherited a large sum of money from a long dead relative.
(Requirements: Wisdom CHECK 40).
Princess Hasani: The humble beginnings of sprouting wisdom.
- Result: Gives Reward.
Reward: 
- 500,000 Gold
- 1 Blue Diamond
- 1 King’s Tear
- 1 Rogue Stone
- 1 Emerald
________________________________
A: A weapon of power.
(Requirements: None).
Princess Hasani: The finest of weapons shall be yours, simply remove them from your foe's corpse!
- Result: Gives Reward.  Spawns hostile level 15/15 Weaponmaster/Fighter armed with Blackrazor.
B: To steal a weapon of power.
(Requirements: Sleight of Hand 35).
Princess Hasani: The eternal rogue, but sometimes you must pay the price for your misdeeds.
- Result: Gives Reward.  Gives the player a judgment note, takes ALL of the player’s gold.

Judgment Note Text: “In accordance with the laws and regulations of the City of Waterdeep, legally and legitimately passed by its lords, this court finds the defendant guilty of grand theft with regards to the property of one Halaster Blackcloak, the Mad Mage of Undermountain, hereto referred to as “The Plaintiff.”  It is the judgment of this court that the responsible parties immediately and instantaneously remit all owned funds to the Plaintiff as recompense for the robbery.  
C: To create a weapon of power.   
(Requirements: Spellcraft 35, Craft Magical Arms and Armor Feat).
Princess Hasani: A fleeting epiphany for the skilled and brilliant!  
- Result: Gives Reward.  
D: To discover a weapon of power.
(Requirements: Spot 35).
Princess Hasani: You have found a mighty weapon – but tis haunted by the forlorn spirits of its past owners!  
- Result: Gives Reward.  Party attacked by 8 Dreadful Banshee. 
Reward: 
- Blackrazor Bastard Sword (Evil)
- Celestial Fury Katana (Neutral)
- Stonefire Dwarven Waraxe (Good)

________________________________
A: Impenetrable armor!
(Requirements: None ).
Princess Hasani: No finer armor was ever made than this Adamantine Golem's Pelt!
- Result: Gives Reward.  Summons hostile Adamantine Golem.
B: To forge impenetrable armor.
(Requirements: Armorcraft 35).
Princess Hasani: Sweat and perseverance given in exchange for power!
- Result: Gives Reward.  Player loses 10,000 Experience points.
C: To win impenetrable armor in a game of chance.
(Requirements: Luck of Heroes Feat).
Princess Hasani: Sometimes victory boils down to simple luck!
- Result: Gives Reward.  

D: To take Impenetrable armor from a fallen foe.
(Requirements: Intimidate 35).
Princess Hasani: Now, make him fall!
- Result: Gives Reward.  Summons hostile Adamantine Golem.
E: To barter for Impenetrable armor at a bargain price.
(Requirements: Appraise 35).
Princess Hasani: And a bargain you shall, relatively speaking, receive!
- Result: Gives Reward. Takes 100,000 gold from the player.
Reward: 
- Golem’s Pelt Full Plate +7
________________________________
A: To bring my dead companions back!
(Requirements: None).
Princess Hasani: Let the dead rise!
- Result: Hostile level 30 Zombie Shandra. Elanee, Qara, Bishop, and Grobnar spawn.

B: To resurrect my dead companions.
(Requirements: Lore 35).
Princess Hasani: I grant them life!  In payment, they shall be bound to my halls for 1001 years of servitude!
- Result: Bishop, Elanee, Grobnar Qara, and Shandra appear in the hall and bemoan being pulled away from the afterlife.  If spoken to, they respond with anger towards the party (see below).  They remain in the Princess’s audience hall for the rest of the game.  Alignment shifts 5 towards chaotic.
C: To resurrect my dead companions as thralls!
(Requirements: Any Evil Alignment).
Princess Hasani: You care for not but yourself and your own power.  But the universe is cruel – sometimes… fate favors the wicked!  
- Result: Alignment shifts 10 points towards evil.  Level 16 Fighter Shandra, level 18 Druid Elanee, level 17 Ranger Bishop, level 17 Bard Grobnar, and level 19 Sorceress Qara join as Henchmen.  They cannot be resurrected or disbanded, and die forever if killed.  They have modest equipment and armor.  They can be spoken with, but will only complain of their fate:
Shandra Conversation: You know… somehow I knew it… I KNEW… you’d even manage to screw up my afterlife – the same way you burned down everything else I cherished.  And I do mean that literally.  You have no idea what you tore me from.  Pure bliss… now stolen.  By YOU!  AGAIN!  I now understand it’s IMPOSSIBLE for you not to ruin the existence of every single being you trample across.  

Elanee Conversation: Why have you done this!  I carefully watched over you… protecting you from unseen dangers since you were a cub… in the end I traded my life for yours… and this is how you repay me?  I am compelled to obey, but I spit at the mention of your name forever more.
Bishop Conversation: So… you’ve pulled me from the only peace I’ve ever known - to once again be your leashed dog have you?  The only thing I’ve ever desired was oblivion, and now - thanks to you - even that’s ashes in my mouth.  Sleep with an eye open “Captain.”  

Qara Conversation: How DARE you!  I was sitting at Kossoth’s right hand… I had power… and RESPECT.  I did as I wished!!! You’ve brought me back HERE?  I was in paradise… I… I… had everything I ever wanted!  I will make the world BURN for this!
Grobnar Conversation:  Oh dear!  Not to be overly rude, but… why-oh-why did you do this to me?  I was happy - with a whole audience of people who wanted to hear of my adventures – and I’ll note they never fell asleep while I talked!  Why… I even discovered the secret of the Wendersnaven… not that I’d share it with you after what you’ve done to me.  

*These are the same conversations if the Companions end up as the Marid’s slaves.

Coder’s Note: If the player chooses this option, the first time he returns to Crossroad Keep with his new thralls, the KC is confronted by Khelgar, Duncan, Sand, Neeshka and Ammon Jerro, who roundly rebuke him for this deplorable decision.

Coder’s Note: If Neeshka died in the initial game options, remove her dialog from this cut-sceen.
______________________________________________________________________
Optional Cut-Scene: OC Characters Rebuke the Knight Captain in the CK Basement.
Companion Dialog: Khelgar, Neeshka, Ammon Jerro, Sand, Duncan
(This only takes place if the Knight Captain asked Hasani to resurrect their dead companions as thralls.  It’s triggered the first time the KC returns to the keep after the dastardly deed).

Khelgar: It’s true!  By Tyr’s stump, you’ve done it!  You’ve brought’em back… how’d you do this… why I… I thought they were beyond the reach o’priestly magic?

Neeshka:  I hate to admit it… but I sure am happy to see you all again… well.. MOST of you anyways.  Uh… hello?  Are you guys ignoring me?  What’s the deal... why do they just… glare…
Sand: There is powerful magic at work here – and none of it benign.  Demonic pact perhaps?  Striking bargains with Mephasam again?

Ammon Jerro: What is the MEANING of this… NO!.  It cannot be… what HAVE YOU DONE!!!

Khelgar: I don’t understand… they ain’t undead… but they ain’t right neither.  This ain’t natural.  Tell me this is some sort of illusion or… or… summoning… or sumthin… right?

Sand: No. What we have here is a despicable display of rank narcissism combined with wretched villainy.  Perhaps you should have scribed a treaty with the King of Shadows rather than destroying him.  Why… you’d even fit right in with the Host Tower mages.  Would you like a reference?  Although… at this point… your resume speaks for itself…

Duncan: For once in my blasted life I’m agreeing with Sand. Whatever you’ve done to them is so far beyond “wrong” words fail.  Even a blackheart like Bishop deserves better…

Ammon Jerro:  Understand this… for what you’ve done on this day… this… sacrilege… I will see to your eventual destruction.  While our present circumstances do not permit me the luxury of acting on impulse, rest assured, I will be the man who kills you.  
Khelgar: I… I… thought I knew you… I was… so wrong.  Tyr forgive me.
Neeshka:  You know… maybe I’d have been better off if I’d just stayed with Lledon.  Sure he was a dirty backstabber… but he never did anything this terrible.

Coder’s Note: This cut-scene disables the “happy-farewell portion of the game’s final chapter.  None of the Game’s companions show up to see the Knight Captain off should this confrontation occur – they all now despise the player, seeing them as only marginally better than The Kaiser.
______________________________________________________________________
D: To respect the memory of my fallen companions and allow them to rest in death.
(Requirements: None).
Princess Hasani: It is a wise person who knows when to let the past lie in peace.
- Result: Nothing happens, question removed.  

________________________________
A: An adventure!
(Requirements: None).
Princess Hasani: And you shall have an adventure like none other!
- Result: Opens the XXXX area on the world map.  Give the players a “Treasure Map” that leads the party around the area on a pointless wild goose-chase, and the end-reward is a sword that is rusted beyond use, a cure light wounds potion and a pile of copper pieces.  The monsters are pathetic goblins that pose absolutely no threat.
B: A rewarding adventure!
(Requirements: Search 35).
Princess Hasani: A great reward awaits – but you shall earn it!  
- Result: Opens the YYYY area on the world map.  The zone is almost entirely a series of near-impassable cliffs that even a good rogue with a Rope of climbing will be hard pressed to successfully navigate.  The monsters are all dangerous creatures native to the environment, and the final battle is against a powerful tribe of Fire Giants.
________________________________
A: To never know the pangs of hunger and thirst again,
(Requirements: None).
Princess Hasani: You shall never feel thirst or be hungry forever more!  Starve and wither fleshlings!
- Result: Party instantly dies of dehydration.  Thirst Gauge set to zero.
B: To own more food and water than we could ever use,
(Requirements: Intelligence CHECK 15).
Princess Hasani: I grant you more food than you could ever carry!
- Result: Gives the party 10 stacks of 10x 100 Pound Cakes and 10 Stacks of 10x Filled Rain Barrels.    Each 100 Pound Cake weighs 100 pounds, as does each Rain Barrel.  They cannot be sold, dropped or traded.  
C: To raise foods from the land to feed ourselves.
(Requirements: Survival 35).
Princess Hasani: Let your labor yield fruits!
- Result: Gives the party 10 stacks of 10x fruit and vegetable food items.  

D: To create magical items capable of filling our bellies and quenching our thirst.
(Requirements: Survival 35, Wisdom CHECK 40, Create Wondrous Object Feat).
Princess Hasani: Piety, understanding and your life’s essence yields a grand bounty.
- Result: Gives the party a Bountiful Bag of Goodberries and an Enchanted Waterflask.  Takes 20,000 xp from player.
________________________________
A: I wish for more experience. 
(Requirements: None).
Princess Hasani: Mwhahahahahaha!  And experience you shall EARN!
- Result: - Hostile monsters spawn – 5 Level 25  Mind Flayers, 5 Level 25  Fell Trolls, 5 Level 25 Ogre Magi, 10 Level 25 Bugbears.

B: I wish to gain experience easily.
(Requirements: Bluff 35).
Princess Hasani: Effort invested equals reward earned.
- Result: Players attacked by six level 1 kobolds.  Each one gives 1 experience.  

________________________________
A: I wish for my enemies to be destroyed.
(Requirements: None).
Princess Hasani: Destroy them then!  Destroy them ALL!
- Result: The following hostile creatures are spawned:
    1. Githyanki Queen Lich-Queen Vlaakith
    2. The King of Shadows
    3. Akachi the Betrayer
    4. The Herald of Zehir
    5. Lorne Starling
    6. XXXX (MotB Hag Coven Leader)
    7 Black Garius
    8. Araman
    9. N'Safa
    10. XXXX (MoW Demoness).
B: I wish to for the knowledge to destroy my enemies.
(Requirements: Lore 35, Intelligence CHECK 40).
Princess Hasani: Knowledge is the keenest blade of all… your true foe most fears the bite of cold-wrought iron.  
- Result: She tells the players how to bypass Graz’zt’s damage reduction.  

C: I wish for my enemies to die of natural causes.
(Requirements: Wisdom CHECK 15).
Princess Hasani: I shall send you to a time when all of your enemies have perished!  Farewell forever!  There is no return from the end of all that is.
- Result: The Marid jumps the party to a hellish zone filled with lava, charred stone and rugged, barren mountains.  There is no water, no food and NO EXIT.  The party has been transported to the literal “end of the time” when all of their enemies are no more.  Their only option is to eventually die of thirst or re-load from the last save.  The area is totally devoid of anything living or useful.
________________________________
A: I wish to regenerate from any injury,
(Requirements: None).
Princess Hasani: I shall imbue you with Trollish fortitude!
- Result: Party polymorphed into Trolls – duration set to permanent.  

B: I wish to be fully restored.
(Requirements: Healing 35).
Princess Hasani: Be refreshed!
- Result: Party fully recovers all spells and hit points, all status effects purged.

C: I wish to be healed.
(Requirements: Charisma CHECK 15).
Princess Hasani: Gladly, though I’ll note you didn’t specify how much…
- Result: Casts Mass Cure Light Wounds on the party.
________________________________
A: I wish for all of your wealth!
(Requirements: None).
Princess Hasani:  Your demand is my desire!  Hold on a moment… let me see what I have on me… (The princess begins rummaging in her pockets).
- Result: Gives Reward.  

Reward: 
- 13 gold pieces
- 1 obsidian
- 1 faint earth essence 
- 1 broken item
- 1 empty potion bottle
- 1 ball of lint
- 2x strange (and empty) red and silver wrappers that smell strongly of cinnamon, each covered with writing in a language no sage has ever seen before.
________________________________
Upon making a wish, (assuming the results do not obliterate the party), the Marid opens the exit, and allows the party to return to the CK Basement:

Princess Hasani:  That was delightfully fun – was it not?  Do come back again… I would so like to play with you once!  So long for now my little flesh draped darlings!
STORY POINT - The Truth of the Matter: 
The Summoning Circle is the chief driver of the game's plot - and the TRUE objective of The Kaiser and his master – the Demon Prince Graz’zt.  Seizing control of the Sword Coast is a smokescreen to both conceal his target and bribe the support from powerful allies such as Edwin and Sendai.  As of yet, nobody - aside from the Abyssal Prince and his Blackguard servant - understands nature of the circle.  (Ammon Jerro suspects something is dreadfully wrong, but he will need the player's help to uncover the truth).

While the enchanted runes can FUNCTION as a summoning circle, they are actually a tear in reality directly connected to the Shadow Weave.  Black Garius's ritual, (cobbled together from Arcane Botherhood, Githzerai, Illefarn and Demonic Lore), sought to sever the King Of Shadows' connection to Shar's weave and then tether it to the Host Tower mage - effectively transforming him into a new Guardian.  The Knight Captain's assault spoiled the ritual, and the resulting backlash of dark magic not only brought Garius under the thrall of the creature he sought to usurp, but transformed him into an undead horror. 

As for the rift itself, it was never properly sealed, and is effectively a boundless outlet for channeling the the Shadow Weave, just waiting for someone - or some thing - to claim it.  Lesser creatures, such as mortals, (or ancient magical constructs created by mortals), can use the connection to channel limitless spells from the Necromancy, Illusion and Enchantment schools, (while gaining many physical traits the King of Shadows once possessed).  Higher orders of creature - such as an ambitious Demon Prince - could utilize the gash to completely merge their essence with the Shadow Weave, stealing the better portion of Shar's power and divinity in the process.  Graz’zt would ascend from Abyssal Lord to full blown godhood, and there would be little even Io could do about it.
 _____________________________________________________________________

- Area Title: Safiya’s Laboratory
- Required Characters: 
- Points of interest: Safiya’s Hangout, The Construct, Kaji
Khelgar granted Safiya large chamber on the 2nd floor of Crossroad keep to use as a laboratory.  She utlizes it for spell research, the construction of enchanted items and the creation/repair of various constructs.  

In her discussions with Khelgar and Neeshka, Safiya was immediately fascinated with The Construct and the Illefarn Blade golems.  The thought of researching these ancient automatons was irresistible, and she quickly saw to The Construct’s recovery, and has spent the greater measure of her time attempting to repair it.

However, due to the ancient nature of the enchantments animating the golem – coupled with Grobnar’s modifications - Safiya has been thus far unsuccessful in restoring the creation.  She’s attempted to read the gnome’s copious notes, but has written them off as the ramblings of an incompetent lunatic. Grobnar’s haphazard and illogical tinkering flies in the face of her own methodical approaches to magic, and even with the solution “staring her in the face” she’s unable to overcome her notions of how the universe “should” work.

Safiya believes the solution hinges upon recovering more detailed notes on the forces animating these ancient golems, (she is incorrect),  and will insist the Knight Captain accompany her to the Illefarn Artificer’s Ruins to potentially uncover the missing details that will fully restore The Construct.  

STORY POINT - The Truth of the Matter: 
The Construct is, at this point, a free-willed being.  Grobnar, though his tinkering, obsession, magic and genuine affection, imbued the golem with the actual spark of life, a process very similar to the manner in which Ravenloft Created are formed.  (For more information on “The Created,” see Van Richten’s Guide to the Created” published in the late 1990’s as a splatbook and later as a 3 volume Compendium series).

While Safiya has fully repaired its body, she cannot fathom that The Construct has become capable of independent thought, as her personal experiences and training indicate this is impossible.  She additionally harbors the typical Thayian distain for the tinkering of gnomes and other “lesser” wizards, and is overlooking some very important details in Grobnar’s writings.

In truth, The Construct is likely to ignore any “order” it is given.  To gain its assistance, one must “ask it nicely.”  Grobnar made this ABUNDANTLY clear in his writings, but Safiya is stubborn - steadfastly refusing to entertain the notion a blundering gnomish bard could have “created” a free-thinking lifeform.  Until she, (over the course of the narrative), overcomes this, the blade golem will remain motionless. 
_____________________________________________________________________

Mandatory Cut-Scene: Safiya & Ammon Jerro’s Research.
Companion Dialog: Safiya, Ammon Jerro
When the Knight Captain Speaks with Ammon Jerro in the CK Basement - or Safiya in her laboratory - without an active quest flag, either NPC will mention their difficulties, and will request a meeting in the Basement.  

Both Ammon Jerro and Safiya will be present, and they will nudge the Knight Captain to explore an ancient set of ruins Illefarn ruins located on an island west of Neverwinter.  Jerro seeks answers as to the nature of the ritual behind the “summoning circle,” while Safiya is attempting to repair the Construct, (but failing due to the archaic method of its construction).  
Should the players accept, Safiya and Jerro will join the party and the group will be told to speak with Aldanon – much to the chagrin of pretty much everybody.  The sage will point the party to the Illefarn Artificer’s island, (the same local he once directed Black Garious to).  Of course, the player’s will need a ship, and that will require asking Sa’Sani’s for help.  After paying her 50,000 to 25,000 gold pieces (depending on appraisal skill checks), the Yuan-ti will see to it the Vigilant II is waiting for the Knight Captain and company in Highcliff.  

Coder’s Note: Sa’Sani will give the party a document, (Note of Retainer), for Captain Lastri in Highcliff that essentially places the Vigilant II on retainer for the remainder of the campaign. 
Safiya and Ammon Jerro will be mandatory companions for this mission.  The player will be able to select three other companions from the roster.  Accepting the quest adds Highcliff to the world map.
STORY POINT - The Truth of the Matter: 
When Black Garious kidnapped Aldanon, he forced the scholar to reveal what he knew of the Illefarn ritual binding the King of Shadows to the weave.  The senile sage pointed the wizard to the Artificer’s Ruins, and not only did Garious gain the knowledge he sought, he learned a great deal about animating and controlling Blade Golems – knowledge he put to brutal effect throughout the OC.  This however did not come without cost – almost half of the wizard’s force met their end on the cursed island, and this lack of manpower played no small part in the ease of his defeat at the Knight Captain’s hands.

______________________________________________________________________
- Area Title: Sa’Sani’s Merchant Headquarters
- Required Characters: Safiya, Ammon Jerro
- Points of interest: Foreign Goods Merchant, Artificer Melchior.
When Aldanon gives the party information on the Illefarn Artificer’s Ruins, he will suggest the Knight Captain negotiate with Sa’Sani to hire a ship.  This will unlock the Merchant Headquarters door, and allow the party to enter.  

Coder’s Note: The conversation with Aldanon will unlock the door to Sa’Sani’s Merchant Headquarters.

The merchant house sells foreign goods of every description.  As the narrative progresses, the party will rescue Artificer Melchior, who opens a shop which customizes equipment appearance and upgrades the player’s starting gear using Asterite, Netherium and Arcanium ingots.

For her part, Sa’Sani broods over the tattered remains of her merchant empire, and remains extremely bitter about her treatment. When approached, she’ll recognize an opportunity for desperately needed income, and is more than happy to provide the player’s a ship – at a steep fee.  

Sa’Sani: And I suppose you’re the “Knight Captain” of whom I’ve heard so much.  

________________________________
Player Dialog Options:

1: I’m afraid you may have mistaken me for someone else – I’m… an adventurer traveling from Westgate…
2: Captain Who?  Knight What? I’m just a traveler looking to charter a ship.
3: You’re imagining things cur, I’m here to rent one of your garbage scows.
4: Huh?  Who?  Me? (Sign.. Khelgar talks too much…)
________________________________
Sa’Sani: There is no need for deception here, and your identity is safe in my trust.  I know too well the sting of unraveled secrets - but I digress.  

Not much escapes my eyes and ears in this fortress Captain.  I knew of your return shortly after that Sargent from West Harbor and his men returned.  

________________________________
Player Dialog Options:

1: Bevil!  He never could keep a secret!
2: I shall speak with Bevil about this later.
3: That fool Bevil has exposed us.  I should teach him a lesion with flame and lash!
4: Bevil.. he means well.  
________________________________
Sa’Sani: Due to the secrecy surrounding your homecoming, I deduced you’d need some of our more… clandestine services.  Nothing overtly amoral mind you - but rest assured… we shall take “extreme” steps to safeguard your privacy.

Ammon Jerro: You have no idea how literal that statement will need to be.

Sa’Sani: On the contrary Jerro.  When “I” give my assurances on something, you can bank on it - as surely as tomorrow’s sunrise.

Ammon Jerro: We shall see.
Sa’Sani: Not long ago, we operated a network of Lantanese teleportation pads.  Transporting you about unnoticed would have been a simple matter.  Unfortunately, due to some… diplomatic failings, they were confiscated and dismantled by The Many Starred Cloaks.  

Ammon Jerro:  Ha!  “Diplomatic failings” indeed – will you try sell us a toothless nag next?

Safiya: We’re better off avoiding Lantan contraptions regardless.  Even in the best of circumstances, magical teleportation is never risk free.  Doubly so when using death-traps devised by gnomes.

Sa’Sani: I do not share your dim appraisal of the Lantanese - or is it perhaps jealousy?  They were valuable business partners - and the utility of their constructs more than offset the occasional… mishap.

Safiya: Such as appearing inside a wall?  Or perhaps several miles off the ground?  I for one will continue approaching any results of “gnomish tinkering” with equal parts skepticism and distain.*

STORY POINT - The Truth of the Matter:  
*This statement will become ironic later in the game, when, even after repairing The Construct, Safiya is unable to activate it.  The fact is, Grobnar’s “tinkering” granted it true free will, (something Safiya regards as an impossibility), and only by learning to take the bard’s research seriously can she fully restore it.   In doing so, she begins to to respect the magic and skills of non-Red Wizards a bit more.

Sa’Sani: It’s a moot point regardless.  Teleportation is no longer an option.  Which leaves us with one viable choice – travel by sea.

Ammon Jerro: What of your caravans – surly you…

Sa’Sani: Our merchant house is unwelcome in many places.  Overland travel will be slow, difficult and impractical for your needs.  

Safiya: What manner of merchant house is this exactly?  Lethal gnomish gadgetry… unwelcome in most cities…  I STRONGLY recommend we search elsewhere…
________________________________
Player Dialog Options:

1: Let’s all just calm down and hear Sa’Sani out.
2: Enough bickering.  I will hear the merchant speak.
3: Whoa there, just hold on people.  Before we start drawing steel, let’s hear her pitch.
________________________________
Sa’Sani: You’re wise to listen.  If you’re truly interested in secrecy, then WE are your only option.  The other merchant houses are either infiltrated by Neverwinter’s agents… or gold-hungry enough to sell your secret to the highest bidder. 

________________________________
Player Dialog Options:

1: What’s to stop you from doing the same?
2: And your pathetic organization is different?
3: And why should we trust you?
________________________________
Sa’Sani: A fair question - to which I offer three answers.  

For one, we pride ourselves on our discretion.  What little remains of our reputation hinges upon that. 

Secondly, you’re going to pay us more than enough gold to guarantee our silence.  Our fees will be as exorbitant as the services rendered.  

And finally, we have… an outstanding personal grievance… which will insure an utter lack of cooperation with Neverwinter… and all its proxies.  
________________________________
Player Dialog Options:

1: How much gold are we talking about here?
2: You are shrewd and bold.  I could grow to like you - were you not emptying my coffers.
3: Pretty brazen there lady.  What’s your price. 
________________________________
Sa’Sani: 400,000 gold pieces or trade bars will suffice.  

Ammon Jerro: FOUR HUNDRED THOUSAND!!

Safiya: At such a price we could purchase our own navy.  

Ammon Jerro: I am NOT one to trifle with merchant!   

Sa’Sani:  I never trifle.  The fact is, we need one another.  You need my unique services, and I need your resources.  The entire heft of my organization will be at your disposal – with a singular mission – transporting you quietly, safely and surely to your destinations.  You will save my company, and I will save your lives.

Coder’s Note: One-time dialog ends here.

Safiya: She’s definitely got nerve.

Sa’Sani:  Captain, our terms are simple.  You will render a sum of 400,000 gold pieces.  In return, our entire trade network will be at your disposal.  We’ll see to your discrete transport - and any other reasonable logistical needs which may arise.

________________________________
Player Dialog Options:

1: (If party has > 400,000 gold) - We agree to your terms – reluctantly.  
2: (If party has > 400,000 gold) – Very well. However, we expect your services will live up to their titanic costs.
3: (If party has > 400,000 gold) – So be it.  For your sake, you had better be worth the cost.
4: (If party has < 400,000 gold) - We do not have that much gold.  
5: That’s not a fee.. it’s banditry.  No way.
6: You take us for fools?  That is a dangerous assumption woman.
7: (Requires Appraise 35) – There is always room for negotiation I suspect.  I am prepared to offer 200,000.
________________________________

Sa’Sani: (If 1-3) – You’ve made a prudent decision Knight Captain.  I will send word to our finest ship, and have it await you in Highcliff.  Seek out Captain Lastri when you arrive.  Her vessel, the Vigilant II, shall be at your disposal until this crisis is resolved.  If you need anything else – anything at all - you know where to find me.  

Sa’Sani: (if 4) – That is unfortunate.  However, I have confidence that one of your resources can acquire the necessary capital.  We shall await your return.

Sa’Sani: (if 5-6) – Our fee substantial, however, you lack alternatives.  I shall await your return.

Sa’Sani: (if 7) –  Ahh, I see you are vested in the art of negotiation.  However, 200,000 far too low, given our need and the danger involved.  That said, it may be possible to… cut corners and lower our fee.  I will counter-offer 375,000.  

________________________________
Player Dialog Options:

1: That’s a fair bit lower – I accept your offer.
2: (Requires Appraise 40) – Certainly we can do better – maybe 250,000.  I can arrange for some manner of preferential treatment for your caravans as they pass over the roads.  
3: I’ve changed my mind, this is too costly.
________________________________

Sa’Sani: (if 2) – It will be difficult to buy your secrecy at that price.  However, if you are willing to waive a portion of the road tax for our caravans, I might be persuaded to consider 300,000.  

Sa’Sani: (if 3) – That is unfortunate.  However, I have confidence that one of your resources can acquire the necessary capital.  We shall await your return.
________________________________

Player Dialog Options:

1: That’s a fair bit lower – I accept your offer.
2: (Requires Appraise 45) – If you can make due with 275,000, we’ll waive the road taxes AND allow you to rebuild your merchant warehouse within the Keep’s walls - once the crisis is averted of course.
3: I’ve changed my mind, this is too costly.
________________________________

Sa’Sani: (if 2) – Hrmm.  Over time, that arrangement could prove advantageous.  Very well, I accept your offer – 275,000 gold pieces, the waiving all road taxes into perpetuity, and the eventual re-construction of our warehouse.
Coder’s Note: Give the player the inventory item “Contract with House XXXXXX, the variation depends on the level the KC bartered Sa’Sani down to.
Contract with House XXXXXX

“This document details the binding arrangement made between you and House XXXXX.  The parchment is magical, and by signing it, you are compelled to adhere to the letter of the agreement.  Simply possessing the enchanted document enhances your ability to negotiate, persuade and frighten those you converse with.”

Powers:
- Buff: +1-+3
- Intimidate: +1-+3
- Diplomacy: +1-+3
- Useable while in inventory.
Later in the game, the players may opt to help Khelgar re-supply the Ironfist Clanhold, and they will need to approach Sa’Sani to organize the logistics.  Succeeding in the mission will open a lucrative line of trade between both parties, going a long ways to reversing her fortunes. 

STORY POINT - The Truth of the Matter:  
Being exposed by The Kaiser all but ruined Sa’Sani’s company, and has left her an exile from her homeland.   To return to Chilt would be a death sentence.  Most cities refuse entry from her caravans, and her remaining business is restricted to ferrying goods between the grateful hamlets and villages her hired adventurers directly rescued or helped.  

Sa’Sani made an honest attempt at reforming herself, and was rewarded by public shunning and fiscal ruin.  She was ejected from her palatial estate, and forced into a much smaller compound. However, in direct defiance of his superiors, Khelgar has not ejected her company from Crossroad Keep, as he’s aware of the Yuan-ti’s true nature.

After being so harshly rewarded, Sa’Sani has somewhat returned to her mercenary ways, although she does attempt to refrain from anything too openly immoral, if only to stay in Khelgar’s good graces.
______________________________________________________________________
- Area Title: Highcliff
- Required Characters: Safiya, Ammon Jerro
- Points of interest: XXXXX Tavern, Sa’Sani’s Merchant House, Kaldor Silverwand’s XXXX’s Merchant Stand, Kevl’s Inn, Temple  of XXXX, Tamal’s Sweet Shack, The Vigilant II
Upon entering Highcliff, Ammon Jerro comments on how well the town has recovered despite being attacked by the King of Shadows’ army.  The party can explore the town and speak with a few NPC’s from the OC.  When they pass the XXXXX Tavern, the KC will encounter The Black Dog Pirates for the first time, as they attempt to press-gang Terukawa into their crew.  The party can choose to aid the Samurai, thus adding him to the roster, or stand aside and allow the pirates to defeat and take him away.  

Once the group speaks with Lastri, she welcomes them aboard the newly constructed Vigilant II.  She mentions the ship is as sea-worthy as they come, but she has a small problem - she needs a crew!  While the Captain has a few loyal hands, she’s short a deckhand, cook, second mate, priest, ship’s cargo master and four marines, (to guard the ship when it’s in port).  Lastri mentions that Highcliff, being a port town, might have some folks willing and able to perform these roles.  The Knight Captain must then wander about the town, attempting to recruit these key NPC’s to the ship.  Depending on the player’s Intimidate, Diplomacy and Bluff scores, this can be a very expensive or completely free venture.

Coder’s Note: When recruited, the various NPC crewmembers need to disappear from Highcliff.

________________________________

Crew Recruitment Quest:  
Name: XXXXX Sells crafting materials.
Location: Runs a small merchant stand near the entrance of Highcliff.
Recruitment: 30 Bluff, 45 Diplomacy, 15 Intimidate or 15,000 Gold.

Name: Cargo Master Kaldor Silverwand 
Location: Runs a small merchant stand in Highcliff.
Recruitment: 15 Bluff, 30 Diplomacy, 45 Intimidate or 15,000 Gold.

Name: Priest Tchos 
Location: One of the young acolytes working inside the Highcliff temple.
Recruitment: 30 Bluff, 15 Diplomacy, 45 Intimidate or 40,000 Gold.

Name: Ship’s Cook Kevl
Location: Kevl’s Inn, Highcliff.
Recruitment: 1 Strawberry Jam, 1 Raspberry Preserve, 1 Apple Butter.

Name: Marine Commander Drechner
Location: XXXXX Tavern, sitting at a table, (Former Flaming Fist).
Recruitment: 5,000 Gold.

Name: Marine Shallina
Location: XXXXX Tavern, sitting at a table, (Former Flaming Fist).
Recruitment: 1,000 Gold.

Name: Marine P.J.
Location: XXXXX Tavern, sitting at a table, (Former Flaming Fist).
Recruitment: 1,000 Gold.

Name: Marine Rjshae.
Location: Highcliff Watchtower, (Town Guard)
Recruitment: 45 Bluff, 15 Diplomacy, 30 Intimidate or 750 Gold.

Name: Sailor Colorsfade
Location: Chopping wood inside Highcliff.
Recruitment: 15 Bluff, 30 Diplomacy, 45 Intimidate or 500 Gold.
________________________________

The ship, (once retained and staffed), will shadow the party, moving to numerous cities and islands, acting as a mobile base of operations for the Knight Captain and their companions.  

Now that the Vigilant II is fully crewed, the Illefarn Artificer’s Ruins opens on the world map.

STORY POINT - The Truth of the Matter: 
At the conclusion of Storm of Zehir, Captain Lastri parted ways with the company and used her considerable share of the merchant company to replace the Vigilant II.  She gathered her old crew and returned to the seas, hauling cargo and passengers along the length of the western sea.

______________________________________________________________________
Mandatory Cut-Scene: The First Encounter with the Black Dog Pirates
Companion Dialog: Safiya, Ammon Jerro. Terukawa
(As the party approaches the XXXX Tavern, they see encounter The Black Dog Pirates for the first time).

Captain Blessed: …an’ we won’t be takin’ NO fer an answer ya great red LOBSTER.  From our way o’seeing things, ya owe us fer what you just did to poor Bracken and Reinholdt!  

Vespa: It was… delicious watching him dance… mmmmmm.  He opened them up with the tenderness of a lover’s touch… I think he’d make an excellent… toy… can we keep him?  

Terukawa: You are in my way.

Trokka: Captain, we should hurry, we’ve delayed too long.  

Captain Blessed: Keep yer pantaloons on Trokka!  We’ll attend ta our patron’s schedule with all due haste - as soon as this walkin’ CRAB settles for ripping up my MEN!  

Terukawa: Your men are thieves.  They dishonored me, and met their end.

Navareen: Oh just kill him and be done with it, I’ll hang myself from a yardarm if I have to listen to any more of this.

Vespa: Ohhh… can I watch?

Navareen: Don’t get yer hopes up ya half blind sicko.

Captain Blessed: HAR-HAR-HAR-HAAA!  You’ve a spirited one lad, I’ll spot ya THAT!  But the truth’o the matter is, ya can pay off yer debt with service on me good ship, or we can smash open yer shell and make….

Safiya: Interesting.  I believe that man is from Wa – an island nation far to the east.  At the Academy, we occasionally had dealing with mages from that country.  It’s most unusual to see their people so far west... curious.
Ammon Jerro: Curious or not, the matter doesn’t concern us.  We have more pressing considerations than rescuing every street urchin and stray animal we stumble across.  

Khelgar: (If Present) – This brings back memories.  If we’re votin’, then I say we bust their heads some, and get our answers over a keg or three.
________________________________
Player Dialog Options:

1: I won’t stand by and allow pirates to press-gang this fellow into their crew.

2: Jerro is correct; we have our own concerns at the moment.  

3: I care not for these trifling “local” matters.  Let them kill each other.

4: I think we’ll stay out of this, at least until we figure out what’s going on.
5: I’m curious what’s going on here too.  I suppose it’s time to stick our noses in the middle of this.

Ammon Jerro: (Sighs).  I suppose such distractions were… inevitable. 

Safiya: (If player has the Safiya’s Love Feat) - It’s one of his more endearing – and amusing - qualities.  Let’s meddle my love.

Gann: (If player has the Gan’s Love Feat and he is present) – Ahhh… now this is becoming novel.  Come my lovely, let us... indulge ourselves.  

Khelgar: (If Present) – Ahh-HA!  Now we’re talkin’ some sense!  

________________________________

Coders Note: If the party elects to move on, the Pirates Hostile Terukawa and kill him.  His body fades, and he can never be recruited.  The cut scene effectively ends there.  Set a variable for rescued Terukawa for use later.
Terukawa: ...I do not understand… what do you mean by “udder?”

Navareen: What he meant to say was “rudder.” Listen chump - sometimes when the Cap’n gets going, you just need to… turn the words he says into… well… different words… 

Craigmiester: What?! Who iz ziess? Captain! Trouble iz approachingz…

(Captain Blessed Turns towards the party).

Captain Blessed: What in the blue blazes be this HERE now?  You lubbers have the look’o doo-gooders ‘bout ya.  If a long and HEALTHY life is what yer seekin’, ya best be putting ashore elsewheres. 

Trokka: You’ve heard our captain.  Please do not concern yourself with private matters.  We are running late enough.

 ________________________________
Player Dialog Options:

1: Five on one?  Not a very fair fight.  Mind if we even things up a bit?

2: I will have words with the man you’re accosting.  Hinder me and die.

3: You guys should run now… if you have any common sense.

4: (Requires Diplomacy 40): Listen, I’m not interested in a fight here – how much gold would it cost to smooth over this whole situation?  

5: (Requires 35 Perform): You’re completely over the top.  This is not how it’s done… there’s ZERO nuance to this… you great bloated ham… 

Reply to 1 - Captain Blessed: A FAIR FIGHT it’s to be is it?  BWHAHAHAHAHAHA!!! From the look’o ya CADS you’d need another baker’s DOZEN to make this scrape FAIR!  Get’em MEN!

Reply to 2 - Captain Blessed: RUN?!!  HAHAHARRR!  The only running there’ll be THIS DAY is me blade - through yer GULLET!  

Reply to 3 - Captain Blessed: HAR! It looks like this here sleepy port might be harboring some AMUSEMENT yet LADS!!  HAVE AT YOU!  

Reply to 4 – Captain Blessed: You’d offer us gold fer a lout ya never met?  How much GOLD be up fer discussion?  Hrmmm?  

Trokka: 5,000 Gold per man lost should prove sufficient Captain.

Navareen: If they can afford that, we should roll’em and take all their loot!

Trokka: Hush.
________________________________
Player Dialog Options:

1: Five THOUSAND gold each?!  For a pair of flea-bitten pirates?  No chance.

2: So be it, take your money and be gone. (Party loses 10,000 gold).

Reply to 1 - Captain Blessed: Then I suppose we’ll be settling this with STEEL!  

Reply to 2 – Captain Blessed: All be well that ends well – as I’m particular ta sayin’!  Twas a pleasure doing business, but if you’ll beg our pardon, we have a meetin’ o’ some import we’re runnin’ late for.  Best if we not be seein’ ya EVER again.
Coder’s Note: Set a variable for buying off the pirates.
________________________________
Reply to 5 – Captain Blessed: WHHHHHAAAAT?  This backwater port be me STAGE - an’ these blokes behind me be the PROTAGONISTS!  That would be making rabble such as yerselves the VILLANS! Make’em shark-bait lads!
________________________________
Unless bribed, the pirates attack the party.  Terukawa hostiles the pirates and fights with the players.  The Black Dogs can be damaged - but not killed.  When they have all reached zero or fewer hit points, Trokka shouts “We are going to miss our meeting captain…,” at which point, Blessed curses, and whistles, causing ten normal pirates to attack the party while the Black Dogs make their escape.  

After the pirates have fled:

Terukawa: I am grateful for your interference strangers.  I would not have prevailed against so many.

Safiya: We’re glad to have been of assistance – interference is… something of a pastime for us.

Ammon Jerro: A troublesome bad habit more aptly.

Safiya: Unless I’m mistaken, you’re from Wa – I would know what circumstances brought you so far west?

Terukawa: My name is Terukawa XXXXXX.  I have come to these lands in pursuit of a great villain.  He has slain my sensei, scattered his students and dishonored his dojo.  I shall see to his death and return to my homeland.  

Ammon Jerro: …and you can do so unhindered - now, if you’ll excuse us, we have critical matters that need our prompt attention… 

Terukawa: Please, halt!  I am… unfamiliar with these lands, and my prey is elusive.  Honor also demands I repay the debt I now owe. I would accompany you for a time – you have seen my skills in combat, I will be useful.

Ammon Jerro: Absolutely not!  This could all too easily be a ruse, and you a spy or assass…

Safiya: I believe PLAYERNAME should decide.  I’ve come to trust their judgment implicitly.  The people of Wa are not commonly given to deception, and personal honor is of paramount importance.  If Terukawa has sworn an oath, he will die in your defense.

Coder’s Note: Replace PLAYERNAME with the Knight Captain or party leader’s name.
________________________________
Player Dialog Options:

1: I am going to agree with Ammon here – this could be a trap.  I’m sorry friend, but we’ll have to part ways.

2: We’re short enough on allies as it is.  You handle yourself well in a fight, and I’ll be more than happy to share your company.

3: You are a powerful warrior - I can make use of your skills.  Be warned however, should you become a liability, you’ll be cast aside.  

If 2 or 3 - Terukawa: That is good to hear.  I shall fight with distinction.

If 1 - Terukawa: That is… unfortunate – but understandable.  If you should change your mind, I shall be here for a time… at least until I get my wits about me.
________________________________
Coder’s Note: Terukawa is added to party roster, given enough experience to reach 20, the party window opens and the players may reform the party - making sure to keep Ammon Jerro and Safiya.

______________________________________________________________________
- Area Title: The Vigilant II
- Required Characters: None
- Points of interest: (See Crew).
The Ship features four areas, which remain constant as the company travels around the game, making it an ideal traveling headquarters.  

Main Deck: Most of the crew ambles about the ship’s main deck, and the player may speak with Captain Lastri to initiate various plot events and story elements.  First Mate XXXX will open the world map when interacted with.  A single cargo crate on the deck is periodically re-stocked with a small number of Iron Rations, Torches and Ropes, and XXXXX sells crafting supplies.  A passenger manifest towards the rear of the ship allows the player to re-form a party or recruit custom made NPC’s from their localvault roster.

Crafting Room: Towards the rear of the ship is a door that leads to the crafting center, a small room containing several empty shelves and one of each crafting station.  Players can use the area to add enchantments to new finds or create equipment from scratch, something that may be quite necessary given the propensity for enemies and monsters to destroy player gear.  
Crew Cabin: (Optional if development time permits) - Towards the front of the ship is a door that leads to the crew quarters.  There are a number of beds the players can use to rest, a table and a small galley – staffed Ship’s Cook Kevl who sells Salt Pork, Iron Rations, Waterflasks and Ale.  The recruited companions will also be found here when not in party.

Cargo Hold: (Optional if development time permits) – Near the rear of the ship, the player can interact with the wooden lattice to enter the ship’s cargo hold.  Here Cargo Master Kaldor Silverwand maintains the ship’s manifest and is willing to buy nearly anything.  He also sells ropes, torches and spell components.  There are also several empty crates, chests and weapon racks for player storage in this area.
Crew:  Presented below is the crew of the Vigilant II.  
- Captain Lastri: Speaking with her initiates various story events.
- First Mate XXXXX: Speaking with him opens the World Map.
- XXXXX: Sells crafting materials.
- Second Mate XXXX: Mans the rudder.
- Cargo Master Kaldor Silverwand: Fence, sells Torches, Ropes and Spell Components.
- Priest Tchos: Sells priestly healing spells.
- Ship’s Cook Kevl: Sells Iron Rations, Salk Pork, Waterflasks and Ale.
- Marine Drechner: Defends the Ship.
- Marine Shallina: Defends the Ship.
- Marine Pj: Defends the Ship.
- Marine Rjshae: Defends the ship.
- Sailor XXXX: Sits and talks.
- Sailor XXXX: Stands and talks.
- Sailor XXXX: Walks around the ship.
- Sailor XXXX: Hammers.
- Sailor Colorsfade: Patrols the cargo hold.
______________________________________________________________________

- Area Title: Illefarn Artificer’s Ruins
- Required Characters: Safiya, Ammon Jerro
- Points of interest: The ruins, the destroyed Luskan camp, the Vigilant II
 Arriving at the ruins, they will find the remains of a Luskan ship, a destroyed encampment and numerous decayed corpses.  The ruins themselves will be crawling with dwarven and elven shades - and a small army of various blade golems.  Exploring the library, reliquary and laboratory will turn up a journal, a book of priestly scriptures and a process manual which will shed some light on the portal for Jerro and explain the workings of The Construct to Safiya.

STORY POINT - The Truth of the Matter: 
The Illefarn Artificer was the one responsible for the arcane portion of the ritual that created The Guardian, and a master of golem-craft.  The ruins are littered with the remains of his research, much of it still dangerous.

 _____________________________________________________________________
- Area Title: The Whalebones - Shore
- Required Characters: None
- Points of interest: Ancient Stockade/Temple, Buried Treasure, The Vigilant II
After returning to the CK from the Artificer’s ruins, Nevalle will send a Greycloak to fetch the Knight Captain.  When the party arrives in the Neverwinter Consulate, he will explain that his spies have successfully located the lair of the pirates besieging the Sword Coast, and that he needs the players to break their back - and if possible, figure out who the puppet master is.  

Once the party accepts his mission, The Whalebones Shore zone opens on the world map, and the party can travel there via the Vigilant II.  The player is free to use any party-members they wish for this adventure.
The Ship quietly puts ashore on a deserted portion of the island near an old stockade/temple of Uberlee.  Should the party enters the temple/stockade, they will interrupt a ritual to the Goddess, and might find themselves attacked by her clerics.  If anyone in the party worships Umberlee - or is able to fake it by passing a 40 Bluff check and two 35 Lore checks, they can talk the priests down and avoid a confrontation.

A small log inside the stockade, hidden from view unless the players carefully searchs the room, will uncover a map, which describes a location on the island containing a buried treasure.  (Search 35 in the area described in the note). The only rest point on the island is inside the stockade itself.
The area is lush and populated with many dangerous creatures, who won’t hesitate to attack as the party makes their way through the vegetation.  Once the group reaches the far Eastern corner of the zone, they can enter Pirate’s Encampment.
STORY POINT - The Truth of the Matter: 
The Clerics of Uberlee arrived at the island several days before the Knight Captain, and were planning to wipe the pirates out as a sacrifice to their goddess.  If a party member worship’s their diety, or can bluff them priests into thinking they do, the circle is more than happy to let the party do their dirty-work for them. 

 _____________________________________________________________________
- Area Title: The Whalebones – Pirate’s Base Exterior
- Required Characters: None
- Points of interest: Hundreds of containers with stolen goods, The Serendipity
The exterior of the Black Dog Pirate’s base is built into a natural lagoon that flows inside a large cavern.  There are several ships moored and being unloaded, and the entire area is crawling with dozens of high level pirates.  With stealth or magic it will be possible to bypass a fight outside, but this will be difficult, as there are numerous traps and alarms which will reveal the party unless disarmed by a very skilled rogue – 35 disable devices to even notice them.

The party can catch a glimpse of the Pirate’s Flagship – the Serendipity - off in the distance.  (It will be used by the pirates to escape the Knight Captain after their battle inside the base).  
All along the dock are piles of barrels, crates, casks, sacks and chests of every description - filled with any good imaginable.  It would be very time consuming, but possible for the party to loot hundreds of thousands of gold pieces in “value” from this area. The pirates have been very successfully choking sea-travel along the entire Sword Coast, and in the process have accumulated a King’s Randsom.

Once the party fights or sneaks their way inside to the cavern mouth, they can explore Pirate’s Base Interior.
 _____________________________________________________________________
- Area Title: The Whalebones – Pirate’s Base Interior
- Required Characters: None
- Points of interest: Treasure Horde, The Black Dog Pirate Leaders
As the party enters the Pirate Headquarters, they will have no choice but to fight a pitched battle through the winding caverns that spiral away from the lagoon.

Eventually they will come to the lair of the Black Dog Pirates – and they will recognize them as the brigands they faced in Highcliff.
Trokka: Ahem… Captain…

Vespa: Oh… THESE guys again…

Captain Blessed: Well WELL NOW! Look at THIS!!  Those bilge-blasted barnicats be back fer a flayin!  

Navareen: Barnacles… they’re called barnacles…

Craigmiester: Shhhh!  Don’tz be interruptin’ ze cap’n when he’z monologuing! 
Captain Blessed: You LUBBERS have quite the nerve, what with forcin’ yer way into our humble dwellin’ – and after y’all turned tail followin’ our last meetin’ too!  Like cat’s off a sinkin’ ship ya scuttled OFF INTO THE HORIZON!!  

Navareen: He means “rats.”
________________________________
Player Dialog Options:

1: (Only available if the party Saved Terukawa) - Funny… I don’t remember it going quite like that…
2: I think you confused “we fled” with “your rabble wasn’t worth chasing down.”
3: Lay off the rum - or have that hulk with warclub beat you about the head less.

4: (Only available if the party bribed the pirates) – We bought you off last I recall.  Big difference between that and being scared of your traveling circus.  

5: (Perform 35): Oh-Ho?  TRULY NOW?  I rather think it was YOU and your “scurvy” lot of grog-binging SCALLYWAGS who scampered off like OYESTERS swept out o’ their shells!  ARRRRRRRR!!!

If #5: Party NPC: Laying it on a bit thick aren’t we?

Captain Blessed: HAR-HAR-HAR!  I LIKE this’un!  Ye’ve got a set O’ brass cannonballs below deck - that be CERTAIN!!  Once we’ve helped ya DEPART this here MORTAL COIL, First Mate Trokka will remind me ta utter a few kind words over yer innards!
Trokka: Noted Captain.
________________________________
Vespa: Don’t damage the cute one’s face - I want it.  The face I mean.  The rest is… unimportant.  

Navareen: Sick wretch.

Vespa: Oh… is little man still sad about his itty bitty…

Trokka: Be silent and focus.
Captain Blessed: No need fer hurt pride – thar be no SHAME in fleein’ the when facin’ the BLACK DOG PIRATS!  You’ve gamed fer a rematch - HAVE AT YE!!!!  BWHAHAHAHAH!!
________________________________
Player Dialog Options:

1: (Only available if the party Saved Terukawa): We’ll win this time too.  That’ll be two for us you know… ‘cause apparently we’re keeping score now.

2: I’m weary of your insane prattle.  Draw steel you insipid old fool!

3: Your predations upon The Sword Coast end today villains!

4: Well… if you want to get technical… we could avoid the scuffle - you could sit down, tie yourselves up, and then spill your black guts to us about who hired you.  No?  Oh well, suit yourself.  

5: A fight was probably inevitable.

6: When we defeat you, I don’t know whether to have you committed or conscripted into an acting troupe.

7: (Perform 35): I will NOT be upstaged by this POSEUR!  There will be NO FLIGHT ON THIS DAY!  By the GODS, we shall drive you MOGRELS into the BLACK BRINE that SPAT you ashore!  TO BATTLE!!!!
If #7: Party NPC: Uh… you want us to leave you hams alone for a while?   You two can chew the scenery… hog the limelight… inflict war-crimes against grammar…

Terukawa (If Present): I shall relish dispatching the lot of you.
________________________________
The party engages in a long scripted battle against the pirates.  As the fight progresses, Captain Blessed will occasionally Belch out a “HAR-HAR-HAR!!!!,” and then whistle, summoning five more regular pirates from behind.

Coders Note: When Trokka, Vespa, Navareen or Craigmiester reaches zero, (or fewer), hit points, rather than dying, they bark a departure line and flee the fight, as five regular pirates spawn to cover their escape.

Escape Barks:

- Trokka: You have won this skirmish, so I take my leave – when next we meet, the outcome shall differ.

- Vespa: Ouch!  Oh… you play rough… Mmmmm…. I like that.  You’re a dish love. I’ll be looking forward to our next playdate – bye for now!

- Navareen: Arrgh!  You bleeding halfwits wouldn’t stand a prayer in a proper duel!  Or if I wasn’t surrounded by idiots!  I refuse to die here!
- Craigmiester: Zeese cannot be!  Zeese iz impozible!  Our luck haz failed zeese day, but you’ve not heard ze lazt of ze Black Dog Piratezz!  To ze ship!
Coder’s Note: While Blessed can be “injured” he won’t die – so long as his crewmates are in the battle, he can be damaged but not be killed or disabled.  Blessed is in many ways like the Fictional Baron Munchhausen – “his belief dictates his reality.”  So long as he is confident in his personal narrative, (even if this conflicts with what’s happening around him), he can shrug off virtually any injury through sheer force of will.  Until the belief in the story he’s weaving falters, he’s all but invulnerable.
Once the last of the Black Dogs have fled, Blessed barks a final quip, sics ten more regular pirates on the party, and leaps aboard the Serendipity.

Captain Blessed: BWA-HA-HA-HA-HARRRR! Ya prickly LIONFISH think ye’ve won the day!  BUT! REST! ASSURED!  You’ve NOT heard the last of THE BLACK DOG PIRATES!  
________________________________
Player Dialog Options:

1: That’s 2:0 now.  Any time you need a drubbing, seek us out. 

2: Flee you curs, lick your wounds and return when you’re ready to die.

3: Filthy corsairs, I’d expect nothing less than cowardice from their like!

4: Hey, wait! Before you run away screaming… mind telling us who hired you?  Drat.

5: (Perform 35): Flee you CALLOW MUTTS!  Hoist those SAILS with CARE – lest your YELLOW BELLIES glisten as you SOAR into YONDER HORIZON!!  

If #5: Party NPC: You’re just not going to let him upstage you… are ya…

Terukawa (If Present): Flee… so that I might one day savor another victory.
________________________________
While exploring the Pirate Lair, the group will discover Captain Blessed’s Log Book, in which a “unique” interpretation of reality is recorded.  While there is mention of meeting with the Black Dog’s patron, nobody is named directly.  There is however mention of meeting their client’s Courier – a Red Wizard - in Mirabar for payment.

Captain Blessed’s Log Book

This battered book is stained and dog-eared, its binding threatening to unravel after decades of rough use.  Upon opening the cover, you notice the immaculate penmanship and text replete with rhetorical flourishes and purple prose. Despite Blessed’s outward appearance, this book hints at education and refinement one might not expect from a pirate.

Most of the entries are wildly exaggerated and wholly unmoored from reality.  Simple supply runs and banditry are inflated into epic battles and glorious quests.  Even the simple act of putting into port is inflated into an adventure worthy of a bardic song.  

Skimming the entries, nothing appears overly helpful, and the descriptions and names of the Pirate’s employers are omitted – “…as I am, in fact, not a simpleton,” writes the Captain. However, one entry seems to prove useful:

XXXX, 3rd, XXXX: “As scheduled, we traveled overland to meet with our employer’s messenger in Mirabar – a rather disagreeable lout, robed in flowing crimson and muttering incessantly!   The fellow had nothing but distain for our many hardships, and Navareen suggested we defenestrate him.  Fortunately, the chap softened our mood with a large payment of golden coins – such funny things they were - embossed with a spider on one side, and on the other, a flowing script penned in a tongue I have never before encountered.”

“If we shall continue to endure such insolence every three months, I must remind Trokka to raise our fee.”

STORY POINT - The Truth of the Matter: 
The game's sub-bosses are a foursome of pirates hired by Isho Oroshi to harry the sword coast.  While they are well funded, competent and powerful, these brigands are wholly out of their league when confronting the likes of the Knight Captain. The result should be a solid drubbing - played for comedic effect.  
The pirates serve as "breather" encounters, letting the players have some enjoyment at the expensive of deserving antagonists.  The game will become tedious if reduced to a parade of exceptionally difficult  battles against god-like opponents.  The Pirates are hopelessly outmatched, but their refusal to quit, backed up by a large helping of ham should keep the routs amusing.  The Knight Captain and companions are some of the most powerful people on the planet - they need to enjoy the occasional curb stomp. 
______________________________________________________________________

- Area Title: Mirabar
- Required Characters: Rinara, Neeshka (If Alive)
- Points of interest: Large Marketplace, Edwin encounter.
When speaking with Nevalle after Returning from The Whalebones, he takes Captain Blessed’s Logbook and examines it.  While the puppet master is still concealed, the party now has a lead.
Nevalle suggests the Knight Captain gather his best infiltrators and intercept the Courier in Mirabar.  The player is automatically grouped with Rinara (and Neeshka if she is alive), and allowed to pick three or four other members.  At this junction, Mirabar opens on the world map.

The trade city features a large number of stores, several unique types of base weapon, supplies, magical items and goods for crafting.  (Weapons featuring 2d6 extra bludgeoning, piercing or slashing, depending on their innate damage type, as well as some unique armor looks).  

As the party explores the city Neeshka (if alive), and Rinara will spot their mark - a bearded Red Wizard who loves to grumble and mutter to himself named... Edwin Odesseiron. 

______________________________________________________________________

Mandatory Cut-Scene: The Red Wizard Edwin
Companion Dialog: Rinara, Neeshka (If alive).

Edwin is obnoxiously haggling with a dwarven merchant over a large wagon of supplies, acting indignant over the prices, making a fuss, threatening to burn the whole place down, thinking better of it when a large contingent of guards brandishes weapons.  Rinara and Neeshka then brag how this is going to be the easiest money they ever earned.  They overhear Edwin's travel path from him speaking to the leader of his escorts, and the exposition ends.
After the cut-scene, Edwin leaves the city with the heavily laden wagon, pulled by horses and a cadre of hooded guardsmen.  This opens up the Mirabar Tundra on the world map.  The player is now free to explore the city, purchase supplies, backtrack or continue the main plot-line.

______________________________________________________________________

- Area Title: Mirabar Tundra
- Required Characters: Rinara, Neeshka (If alive).
- Points of interest: Snowdonia Hawkweed Discovery point.
The hills are windswept and the snow is hip deep in most places.  The area is populated by many natural hazards, such as shadow druids, elder winter wolves, and frost giants, which will pop up as random encounters. The players will come upon signs of a slaughter, with piles of giant corpses and blood strewn about, signaling that the foolish creatures tangled with Edwin's caravan.  At this point, Granite Hold opens on the world map.

A character with 35 survival will be able to locate Snowdonia Hawkweed as they pass the central section of the map – a rare and valuable herb.  

______________________________________________________________________
- Area Title: Granite Hold
- Required Characters: Rinara, Neeshka (If alive).
- Points of interest: 
The ancient fortress stands on a crag high above the frozen hills below.  The Crossroad Keep Dreamscape theme is playing from MotB, since just as The Kaiser  is the Knight Captain's thematic foil, this is his twisted, evil version of Crossroad Keep.  While the CK is lively and a hub of activity, Granite Hold is forlorn and deathly silent, contrasting the building conflict.  

Approaching the Castle, they KC will encounter a hanging tree, covered with lynched corpses and scattered bones below it.  They will then be suprise attacked by a large pack of Elder Winter Wolves, come to feed on the corpses.  

As the party winds it's way up the path, they are attacked by more Frost Giant, who blame them for the slaughter of their kin, which is only partially true.  

______________________________________________________________________

Mandatory Cut-Scene: Granite Hold Approach
Companion Dialog: Rinara, Neeshka (If alive).
The adventurers reach the snow-blown path to the gate keep of Granite Hold.  Neeshka says she's head of the place, used to be an old Dwarven castle, until they dug too deep and got wiped out by dark elves or some such.  "Pretty much an old dump, mostly rubble."  As the keep comes into view, Rinara comments that the place is in pretty damn good shape for a "ruin" as the camera pans towards the gate keep. 

 The cut scene ends.

The doors are locked tight, un-pickable, and there are no apparent wards and guardians.  There is a CLIMB POINT for using a rope near the door however, and the party can scale the cliff using Rinara or Neeshka's ropes.

This transitions the party to the inner keep, where there is blatantly obvious signs of habitation, massive storerooms filled with supplies and scores of beds... enough for an army.  The party is free to explore and will encounter no resistance until they reach the West Tower Floor 1. 

______________________________________________________________________

- Area Title: Granite Hold Basement (Optional Area)
- Required Characters: Rinara, Neeshka (If alive).
- Points of interest: Antagonist’s Quarters
The basement has two stairways up to the main hold, and a single basement to the dungeon, which is locked with a key.  The player can investigate the antagonist's quarters, pilfer their diaries and spare equipment, and learn some interesting backstory.  Other than lethal traps everywhere, there are no encounters in this area, despite very recent signs of habitation, such as still hot drinks and half-eaten food.

______________________________________________________________________

- Area Title: Granite Hold, West Tower Floor 1
- Required Characters: Rinara, Neeshka (If alive).
- Points of interest: Demon Portal, Occult Books
Blue candles and torches, profane statues and a sacrificial alter dominate this room.  The party will find ritual summoning books, knives, corpses and other hideous artifacts scattered about the chamber.  A bookshelf will contain a series of occult books that will require a 35+ LORE check to decipher.  

Reading them, the party will glean that these rituals are used to commune with demons of the abyss, and this place serves as a "radio station" for communing with unspeakable creatures.
In the corner of the chamber is a swirling portal and a control box.  Screwing with it will cause a flood of demons to spew forth each time the levers are flipped.  The stairs in the North corner of the chamber lead to the West Tower Floor 2.

______________________________________________________________________

- Area Title: Granite Hold, West Tower Floor 2
- Required Characters: Rinara, Neeshka (If alive).
- Points of interest: Party Capture Event, Kobe Beef
The west tower features a huge evil throne, made from skulls, raised on a platform.  In front of it is a long table with a huge feat st upon it.  Giant tapestries and sinister statues decorate the room.  A great Balcony stands high above.

If the party returns here during their escape, they will be able to take Kobe Beef from the table.  Rhea can use this to craft magical food.
______________________________________________________________________

Mandatory Cut-Scene: The Knight Captain Chained
Companion Dialog: Rinara, Neeshka (If alive).
As the party enters, a grand hall spreads before them, complete with banquet a table, throne, and all the regal, (if evil), trappings of a King's Receiving Chamber. The Balcony door flies opens, and in walks Edwin and Sendai.

The Conjurer sneers are the party, belittles the "great knight captain" (complete with several muttered cut-downs under his breath), and demands they drop their weapons and surrender.  Neeshka (if present),  and Rinara scoff at first, the tiefling laughing and the Half-Elf acting incredulous.  This is where a LARGE contingent of Drow fighters, mages, warlocks, clerics and rogues approach from behind, weapons drawn.  

The Knight Captain can choose to surrender peacefully, or attempt to fight the enemies.  With Sendai and Edwin on a balcony, and effectively unreachable, coupled with a never ending swarm of 18th level drow attackers, the bad guys WILL eventually grind down the party.  It's an unwinnable battle, but there will be an experience award for killing the 100th drow.  (Perhaps even a history feat granting +5 to intimidate checks 100-Man Slayer).

Coder’s Note: When the last player falls, (or the KC surrenders), their armor and weapons will be taken by script, and placed in rip_off_chest in the dungeon guard's quarters.  The players will then be set at 20 hit points each, and transitioned to the Granite Hold Dungeon.

______________________________________________________________________

- Area Title: Granite Hold, East Tower Floor 1
- Required Characters: Rinara, Neeshka (If alive).
- Points of interest: Strange Underdark Crystals, Anvils, Forges
This area is a massive forge, with strange crystals radiating Underdark energy, and a mysterious glow permeating the room.  If Khelgar or Finch are with the group, they will trigger a bark about the nature of this chamber, describing it as a Drow forge.  The room will be massive, hinting at the scale of the operation - and the ambush awaiting the Knight Captain in the West Tower.

 _____________________________________________________________________

- Area Title: Granite Hold, East Tower Floor 2
- Required Characters: Rinara, Neeshka (If alive).
- Points of interest: Chests and weapon racks filled with Drow equipment.
This is Granite hold's Arsenal.  It will become blatantly obvious to the party that enough weapons and armor are being manufactured here to equip a sizeable army.  Rows and rows of equipment racks line the walls.  If investigated, the PC will find stacks of Drow equipment, freshly forged and sharpened.

______________________________________________________________________
- Area Title: Granite Hold, Dungeon
- Required Characters: Rinara, Neeshka (If alive).
- Points of interest: Rip-off Chests, Rhea Corvianna, escape tunnel.
After losing the battle or surrendering in the west tower, the Knight Captain and companions begin locked in the West cell block.  To the left is a second cell, filled with torture implements and a corridor which terminates in a circular guard room, with a crack team of fully geared and twinked 30th level Drow.  Stripped of their equipment, the party will have little chance against them - the only option is to escape.  Poking around the room will yield various bits of junk that will function as makeshift weapons, leg-bone clubs, broken bottle daggers, but nothing which will help in a stand-up battle.

If the players search the room carefully with the search skill, they will uncover a crack in the north wall, a rusty spoon and a torch.  With the spoon in hand, they party will be able to dig the opening to the point they can escape into the granite hold caverns.  They will need to be careful however, as every 2 minutes a guard will walk by, and if he catches them, they party will be slain by the level 30 guards.

Mechanics Note 1: Casters will be very limited in their resources, as any Spell Components, Holy Symbols and Traveling Spell Books will be seized by the Drow.  Vanican casters will find themselves at a serious disadvantage since they will be unable to re-memorize spells, and without spell components, NO caster will be able to cast spells.  

Mechanics Note 2: Savvy players will bring Gann, Kistrel and Ribsmasher for this mission, as these casters will not require spellbooks or holy symbols to cast magic - and the lack of weapons will have little impact on the Monk's combat effectiveness.  This is intended functionality.  

Mechanics Note 3: Items Seized from character inventory and placed into the rip-off chest(s): 
- Equipped Weapons
- Equipped Armor
- Equipped Gear - (Gloves/Boots/Helm/Clock/Rings/Amulet/Belt)
- Traps
- Traveling Spellbooks
- Spell Components
- Holy Symbols
- Wands
- Arrows
- Bolts
- Bullets
- Waterflasks
- Enchanted Waterflasks
- Gems of Continual Light
- Any and all food items
- Murlynd's Spoon
- All party Gold

Rhea Corvianna: In the left-hand cell is an imprisoned chef – the raven haired Rhea Corvianna.  When the party returns later to recover their equipment, they will need to rescue her, as she claims to have important information regarding Lord Nasher and a plot to take over Neverwinter.

The players can use a Knock Spell, Batter the Door down, (hardness 10, 2000 Hit Points), or pick the lock (40 open lock), to free her.  Once out of her cell, Rhea will join as a temporary hireling until the party escapes.  (She is a level 26 wizard with an enchanted sword familiar).  She will fight with magical spells, but if she dies, it’s an automatic game-over, so it will be necessary to carefully protect her as the party fights their way free of the fortress.

______________________________________________________________________

- Area Title: Underdark Caverns
- Required Characters: Rinara, Neeshka (If alive).
- Points of interest: Goblin Village, Umber Hilk Hive, Myconid Village, Gnome Merchant, Dragon’s Lair, Numerous Salvage Points
The party enters the tunnels in the Southwestern corner.

Moving through the tunnels, the party finds itself in the Underdark.  These are the passages The Kaiser and his minions used to enter Granite Hold in the first place after slaying the Shadow Dragon.  The tunnels will be heavily trapped, which thrifty rogues can salvage.

As the party wanders around the huge cavern system, they will run into various environmental hazards, from Umber Hulks, Goblins to Myconids.  This area will force the players to be very very frugal in their resources to survive.  As they explore the passages, they will encounter corpses with some salvageable equipment, which is listed below.  Additionally, the Goblin tribes will provide opportunity to gather a bit of wealth and some equipment.

All encounters will re-spawn every time the party rests, so the area can be farmed for a bit to get better gear.
The central area is a great underground lake, which scores of passages spiral outwards from.  The caverns are open to resting, provided the players can scavenge food to do so.  This will require the SURVIVAL skill.

Camped by the lake is a Deep Gnome Merchant on his way to trade with Granite Hold, and he will be willing to barter with the players, provided they can acquire some money.  His inventory will contain simple equipment of no to minor enchantment.  If the players have a high DIPLOMACY or INTIMIDATE skill (35+) they can acquire some of his food (4x Iron Rations).  Alternately, he has 4 Iron rations on him which can be pick-pocketed.

In the Northwest tunnel system is a Goblin Village the party can raid, stealing gold, rations, waterflasks and various weapons from the corpses.  The village will have a smithing table and weapon and armor crafters who acquire materials in the mine will be able to craft gear.  The players will be able to salvage leather from the tents for crafting.
In the Southeast lie abandoned mines plagued by a hive of Umber Hulks.  The monsters themselves will very rarely drop Umber Hulk Hides, and veins of Adamantine and Mitheral are plentiful, so crafters can harvest materials to craft weapons and armor.  

Strait South is the entrance to the Myconid Tunnels, and a patrolled by various forms of mushroom men.  Those with a high SURVIVAL skill (35+) can harvest Mushrooms here in abundant quantities. 
In the Northeast is the entrance to Shadenzzlistian's lair - a Shadow Dragon the party will have no choice but to deal with in one way or another.  The area is defended by "elemental shadows" which frequently drop basic earth, air, fire, water and power essences.

Strait North is basement entrance to Granite Hold, which was locked before.  Once the players befriend, bribe or intimidate the shadow dragon into helping them, they will be able to burst the doors and launch a raid on the keep.
Mechanics Note 1: Casters will a high LORE skill (35+) will be run across several places where they can harvest a few pouches of spell components.  

Mechanics Note 2: Characters with a high Survival skill (35+) will be able to harvest mushrooms to eat in the caverns.

Mechanics Note 3: Characters with a low SURVIVAL skill (10+) will be able to reveal potable water for the party to drink from.  Players with a high SURVIVAL SKILL (35+) will be able to generate Waterflasks from the pool and fish for more food.

Mechanics Note 4: The Deep Gnome Merchant will offer normal equipment up to +2 enchantment, and a modest selection of equipment in the same range.  

Mechanics Note 5: If the party returns to the Granite Hold Dungeon after escaping, they are set upon by fully equipped level 30 guards until they flee or are killed off.
Items found in cavern:
- Rusty Longsword*
- Rusty Mace*
- Moldy Short Bow*
- 2x Rusty Raiper*
- 2x Rusty Short Swords*
- 229 Rusty Arrows*
- 39 Pouches of Spell Components
- Rusty Half Plate**
- Rusty Scale Mail**
- Rusty Chain Shirt**
- Moldy Studded Leather**
- Moldy Leather**
- Rotted Large Shield***
- Rotted Small Shield***
- Rotted Large Shield***
- 45 Mushrooms
*Rusty & Moldy weapons have a damage and attack penalty.
**Rusty & Moldy armor has a -1 AC penalty
***Rotted Shields have a -1 AC penalty.

______________________________________________________________________
- Area Title: Underdark Caverns, Shadenzzlistian's Lair
- Required Characters: Rinara, Neeshka (If alive).
- Points of interest: Shadenzzlistian, Great Wyrm Shadow Dragon
This is the lair of the Great Wyrm Shadow Dragon Shadenzzlistian.  This incredibly powerful creature has been on the move since The Kaiser and his band slaughtered her son and pillaged his treasure hoard.  When the Knight Captain stumbles into the beast's lair, she confronts them and the encounter can play out in one of several ways:

- The players may attempt to slay the creature, at which point they are in a battle against an enormously powerful, level draining Great Wyrm Dragon while badly under-equipped.  Additionally, if they somehow actually manage to kill her, they will have to battle their way inside Granite Hold alone.  Good luck!  

- The players can attempt to INTIMIDATE the dragon (50+) into subservience.  

- The players can attempt DIPLOMACY with the dragon (35+) and come to a mutually beneficial arrangement.

- The players can attempt to BLUFF the dragon, (45+) offering it vast wealth if it aids them.

- The players can surrender to the dragon, at which point, she will not only boss them around, (treating them like slaves), but will ALSO help herself to the contents of the player's Rip-off chests.


As long as the dialog does not result in combat, Shadenzzlistian will inform the group of the powerful magical ward on the Gate to Granite Hold, (placed there by Edwin), and that it is preventing the beast from exacting vengeance for her slain child.  The ancient creature knows of a potent magical spell that will destroy his epic level warding, but it requires the players to retrieve material components for her magic.  

It's a simple arrangement - the Dragon wants to lay waste to The Kaiser and his minions, and the Knight Captain wants to escape. (And of course... get their equipment back!).  She was in the process of hunting down the materials herself, but is more than happy to have gophers do the leg work for her.  Shadenzzlistian is at heart a dastardly creature, and would sooner order the party around than risk her own scales.

The dragon will require:
- 10 Adamantine Ore - Mine the Adamantine Veins
- 1 Blue Diamond - Slay the Goblin Chieftain 
- 10 Myconid Heads - Slay 10 Myconids
- 1 Umber Hulk Hide - Slay Umber Hulks till a hide drops.
- 10 Food items - Fishing or Gathering Mushrooms or Stealing Iron Rations from the gnome. (The dragon does not actually need food for the spell, she wants them to EAT, and will enjoy doing so in front of the potentially starving party).
Once these objects are collected and turned over to the dragon, she will warp the party to the northern location of the sealed underground gate.  Once there, she destroys the warding - and the doors.  Shadenzzlistian then proceeds to magically reduces her size, and then launches an all out attack on the fortress, which will draw the majority of the Drow defenders into a long battle with her.  

If the players killed Shadenzzlistian, then the Deep Gnome will offer to smuggle them into the keep - however, and the party will have to face the full wrath of the drow army wearing whatever they've been able to scavenge. 

______________________________________________________________________

Mandatory Cut-Scene: Granite Hold Lower Gates
Companion Dialog: Rinara, Neeshka (If alive).
The doors to the basement entrance violently explode as Shadenzzlistian makes a dramatic entrance, breathing gouts of negative energy and tearing apart both the scenery and the Drow Defenders.  The party slinks into the fortress during the chaos.  

______________________________________________________________________

Alternate Mandatory Cut-Scene: Granite Hold Lower Gates
Companion Dialog: Rinara, Neeshka (If alive).
The Deep Gnome smuggles the party into the keep in his wagon train, but the Drow Garrison easily sees through the ruse.  The merchant is slain on the spot, and the party has to battle their way through the entire basement level in a desperate attempt to flee the fortress. 

______________________________________________________________________

- Area Title: Granite Hold, Basement/Basement
- Required Characters: Rinara, Neeshka (If alive).
- Points of interest: Drow & Dragon Battle, or Party V.S. Drow Battle
The massive underground gates open into the previously locked basement level.  Here is very large and well equipped Drow Garrison, (level 18-25), who will set upon the PC party if they were smuggled in by the Gnome.  They will however, ignore the PC for the greater threat of Shadenzzlistian if the PC's are in any way allied with her.  The beast will embark on a mad rampage, reducing the Drow encounters down to a small handful.  
The party will be unable to leave until they retrieve their equipment from the dungeon – Neeshka, (if alive), and Rinara will simply not stand for a different answer.  No matter how resolute, persuasive or threatening, the Knight Captain will NOT be convincing these two rogues to abandon their greatest treasures.

Coder’s Note: Any attempt to leave through the main gate before the players have  rescued Rhea will result is the party’s rogues refusing to budge until they retrieve their possessions.  
Coder’s Note 2: If the players surrendered to the dragon, the rip off chests vanish - the dragon has taken their equipment.  They will arrive in the dungeon just in time to see Shadenzzlistian's summoned shades making off with the player's possessions.

Coder’s Note 3: If the party slew the dragon, the level 30 guard is waiting for them in the dungeon.  It is very unlikely they party will prevail in scavenged equipment.

Coder’s Note 4: If the players are allied with Shadenzzlistian, then only a pair of normal Drow (18-25) are protecting their equipment.  

After rescuing Rhea, the party is able to exit Granite Hold and return to Crossroad Keep.

______________________________________________________________________

Mandatory Cut-Scene: Friction
Companion Dialog: Edwin, Sendai
The dragon lies dead on the floor, surround by piles slain Drow warriors.  Edwin paces around and barks histrionically at Sendai and her "worthless Drow monkeys."  A guardsman approaches the pair, and informs them Rhea escaped with the Knight Captain.  Edwin then kills the man in a fit of rage.  

In a huff he departs for Neverwinter to inform The Kaiser of the disaster.  After he walks up the stairs - and is safely out of ear-shot - Sendai utters Drow profanity insulting the Conjurer.

______________________________________________________________________

Mandatory Cut-Scene: Cut Scene: Return to Crossroad Keep, Rhea’s Story
Companion Dialog: Nevalle, Rhea, Rinara, Neeshka (If alive).
(Triggers when the party enters Crossroad Keep for the first time after Rescuing Rhea).

The Knight Captain returns to Crossroad Keep, and is met in the courtyard by Nevalle.  The party relays what information they discovered – that Granit Hold is harboring a drow army and they are gearing up for a major offensive.   The keep seems to be run by a famous Red Wizard and a Drow matron.  Nevalle mentions that he is somewhat familiar with Edwin’s nefarious exploits.  
Rhea interrupts, introduces herself, and explains that Edwin and Sendai are lackeys.  The real master of the keep is a horrifying monster - perhaps a cambion - and is attempting to seize control of Neverwinter itself.  The enchantress explains how she was abducted by a group of strangely clad foreigners, and taken to Granite Hold. Once there, Rhea was beaten and tortured until she agreed to create an all but untraceable magical poison, (which renders whoever consumes it increasingly feeble and vulnerable to suggestion).  Outwardly, the victim would simply appear to be aging and growing mentally feeble.  So insidious is the concoction that nearly all attempts to treat the conditionally magically - or divine it’s origin-  would fail.  She explains that only time and luck will heal her foul creation.  

Realizing the danger, Nevalle will insist the Knight Captain secretly journey to Neverwinter and uncover evidence of this plot, (preferably by acquiring a sample of the poison).  Nevalle will mention that in order to escape notice, the players will need the help of either the City Watch or Neverwinter’s Criminal Element.  He leaves the details in the Knight Captain’s capable hands, but pleads with him to make haste.

Nevalle: “Come speak with me when you have your affairs set in order, and a ready to return to Neverwinter.”

Depending on whether the players joined with the Shadow Thieves or the City Watch, they will be able to request help from Axle and Uncus or Cormick (if alive) and Colonel Brelaina. Speaking with Nevalle will bring up a dialog option to arrange a meeting with the City Watch or the Shadow Thieves, at which point one of two dialogs will begin.

Rhea will thank the party in her own effete, snobbish way, and then disband as a henchman. She will inform the Knight Captain that, (for her own protection), she’ll be taking over the vacant CK Kitchen.  She will suggest the party visit her form time to time, as she intends to continue her “culinary research.”

Coder’s Note: This unlocks the door to the Crossroad Keep’s Kitchen.

Until the players tell Nevalle they’re ready, they’ll have the freedom to complete side-quests, visit Rhea, craft, explore, etc.
______________________________________________________________________
Mandatory Cut-Scene:  CK Cemetery - Dealing with the Shadow Thieves
Companion Dialog: Axle, Uncus 

Coder’s Note: Set time to Night for this scene.

If the player joined the Shadow Thieves in the OC to enter the Black Lake District, Uncus and Axle will meet the Knight Captain that night in the CK Cemetery.  The rogues will be cordial, but they will need a concession for their assistance.  

In exchange for smuggling the party into Neverwinter, the Shadow Thieves want to operate – with deniability – in Crossroad Keep.  They promise to not victimize the “marks” in the keep itself – in fact, they will police the fortress and deliver any thieves they catch directly to Kana. What Axle wants is more… logistical.  He’d like to use Crossroad Keep as a waypoint for his growing network of illicit goods.  Shadow Thief caravans and shipments would pass through the CK without “bothersome” inspections or other official harassment.  Additionally, the old Alchemist Den will be refurbished into a front for a Thieves Guild - on Axle’s coin of course.  “Don’t worry though; it will be a legitimate business, catering to the needs of the inhabitants.”  (Translation: Gambling Hall and Brothel).

Axle: “Just a few little things really.  Nothing happens here to lose sleep over… and you can always play dumb - deny knowing anything is going on.  Who’s to say otherwise?  I can assure you – we’ll be discreet.  You simply don’t ask any questions, and you won’t receive any answers you might not like.”

Uncus: “It’s the easiest thing in the world – we don’t need you to do anything for us – in fact, it’s the opposite – we simply want you to do a little bit of selective nothin.’  

Axle: “We don’t want you to sully your hands - or your reputation.  
 Coder’s Note: Accepting the Shadow Thieves’ Offer unlocks the door to the Thieves’ Guild, displays the Shadow Thief Icon in various places, and allows the players entrance to the building.  
Allowing the Shadow Theives to operate in Crossroad Keep will trigger an angry dialog with Charissa and Mantides, who will threaten to “clear out the viper’s nest” once the greater threat is dealt with.  

The Shadow Thieves will provide the party with disguises, and smuggle them into Neverwinter as masquerading as wealthy Turmish merchants.  (The equipment is just normal clothing with no special powers, and may serve as a significant handicap depending on the party line-up.  This is an intended mechanic to balance the benefits to the player of opening the thieves’ guild at Crossroad Keep as opposed to siding with The City Watch). 

Turmish Hat:
This is typical, (if very high quality), Turmish attire, usually worn by wealthy members of the upper class.

Powers:
- None

Turmish Shirt:
This is typical, (if very high quality), Turmish attire, usually worn by wealthy members of the upper class.

Powers:
- None

Turmish Gloves:
These is typical, (if very high quality), Turmish gloves, usually worn by wealthy members of the upper class.

Powers:
- None

Turmish Boots:
These are typical, (if very high quality), Turmish boots, usually worn by wealthy members of the upper class.

Powers:
- None


Once Axle and Uncas have finished briefing the party, he informs them he will meet them once they arrive at the Docks.  Neverwinter then opens on the world map and Chapter III begins.  

Coder’s Note: Remember to periodically check in various conversations for the party members wearing their disguises.  Comments such as “You don’t LOOK like Turmish Merchants...” will force the players to keep the disguises on.  The part will additionally need to be wearing their disguises to enter each section of Neverwinter.
______________________________________________________________________
Alternate Mandatory Cut-Scene:  Crossroad Keep Barracks – Returning to the Watch
Companion Dialog: Cormick (If Alive) Brelaina
 If the Knight Captain sided with The City Watch, they will meet Brelaina and Cormick (if he survived the OC), on the second floor of the Crossroad Keep Barracks.  Brelaina will cut right to the chase, and inform the party of several key points.

- 1: A new organization has cropped up in recent months, and is battling the established Shadow Thieves for control of Neverwinter’s underworld.  The warefare has been brutal, but largely one sided – the Shadow Thieves are slowly but inexorably losing.  Their opponents seem almost supernatural, and have an uncanny knack for “turning” Shadow Thieves against their guild mates.  

- 2: The Watch has seen its funding strangled to the point many members are resigning en-mass or turning to crime to supplement their income.  
- 3: The Watch is dealing with constant interference from members of The Nine, who frequently meddle with activities that might reduce the bloodshed going on at the docks.  
Brelaina will provide the party with disguises they will need to wear for the infiltration, including a helm, armor, boots, gloves and a cloak.  The equipment is highly magical and very powerful.  (This is intended to balance the loss of access to the thieves’ guild and its many services.  Each piece has an open slot so the players can customize it further if they wish).  One complete suit is provided for each player/party member.

Writer’s Note: Cormick will “add” to Brelaina’s conversations, rather than engaging her or the party overtly.  This will help deal with the possibility that he was slain in the OC.

Neverwinter City Watch Helmet:
This headwear appears virtually identical to the sort worn by officers in The Neverwinter City Watch.  However, a close inspection reveals the helmet is a formidable magical item by any account.   The runes of The Many Starred Cloaks are discreetly printed inside the helm.

Powers: 
- +7 Int
- +7 Wis
- +5 AC (Deflection)

Neverwinter City Watch Armor:
This suit of chain mail appears virtually identical to the sort worn by officers in The Neverwinter City Watch.  However, a close inspection reveals the armor is a formidable magical item by any account.   The runes of The Many Starred Cloaks are discreetly printed inside the collar.
Armor Type: Light Amor
Material: Mithral Chain Shirt

Powers: 
- +7 Str
- +5 AC (Armor) 
- -50% Spell Casting Failure 

Neverwinter City Watch Gloves:
These gauntlets appear virtually identical to the sort worn by officers in The Neverwinter City Watch.  However, a close inspection reveals the gloves are formidable magical items by any account.   The runes of The Many Starred Cloaks are discreetly printed inside the cuffs.

Powers: 
- +7 Dex
- Bonus Feat: Equip Light Shield
- Bonus Feat: Equip Light Armor 

Neverwinter City Watch Boots:
These chainmail boots appear virtually identical to the sort worn by officers in The Neverwinter City Watch.  However, a close inspection reveals the footwear are formidable magical items by any account.   The runes of The Many Starred Cloaks are discreetly printed on the undersides.

Powers: 
- +7 Con
- +5 AC (Dodge)
- Haste (Permanent)

Neverwinter City Watch Cloak:
This cape appears virtually identical to the sort worn by officers in The Neverwinter City Watch.  However, a close inspection reveals the cloak is a formidable magical item by any account.   The runes of The Many Starred Cloaks are discreetly printed on the underside.

Powers: 
- +7 Cha
- 15 Fire DR
- 15 Lightning DR

Neverwinter City Watch Small Shield:
This shield appears virtually identical to those brandished by officers in The Neverwinter City Watch.  However, a close inspection reveals the buckler is a formidable magical item by any account.   The runes of The Many Starred Cloaks are discreetly printed near the clasps on the backside.

Powers: 
- +5 AC (Shield)
- 15 Cold DR
- +40 Hit Points
Neverwinter City Watch Sword:
This longsword appears virtually identical to the brandished by officers in The Neverwinter City Watch.  However, a close inspection reveals the blade is a formidable magical item by any account.   The runes of The Many Starred Cloaks are discreetly printed near the fuller.  

A quick test-swing reveals that the sword is enchanted so that anyone might use it, regardless of career or weapons training.
Material: Adamantine
Type: Universal Sword

Powers: 
- +7 Enchantment
- On Hit: Sleep, DC 29, 3 Rounds, 100%
- Improved Critical
- +1 Level 4 Bard Spell
- +1 Level 5 Bard Spell
- +1 Level 6 Bard Spell
- +1 Level 7 Wizard Spell
- +1 Level 8 Wizard Spell
- +1 Level 9 Wizard Spell
- +1 Level 7 Sorcerer Spell
- +1 Level 8 Sorcerer Spell
- +1 Level 9 Sorcerer Spell
- +1 Level 7 Druid Spell
- +1 Level 8 Druid Spell
- +1 Level 9 Druid Spell
- +1 Level 7 Favored Soul Spell
- +1 Level 8 Favored Soul Spell
- +1 Level 9 Favored Soul Spell
- +1 Level 7 Spirit Shaman Spell
- +1 Level 8 Spirit Shaman Spell
- +1 Level 9 Spirit Shaman Spell
- +1 Level 7 Cleric Spell
- +1 Level 8 Cleric Spell
- +1 Level 9 Cleric Spell

Coder’s Note: Remember to periodically check in various conversations for the party members wearing their Watch Gear.  Comments such as “Why are you not in uniform officer?” will force the players to keep the equipment on.

Once the briefing is finished, Brelaina tells the party she will meet them once they arrive at the city Docks.  Neverwinter then appears on the World Map, and Chapter III Begins.
______________________________________________________________________
Campaign Plot Overview DR 1376: 
Chapter 3 – The Unfavored 
Chapter 3 focuses on the deterioration of the relationship between the Knight Captain’s forces and Neverwinter due to The Kaiser’s machinations.  
______________________________________________________________________
- Area Title: Neverwinter Docks
- Required Characters: None
- Points of interest: Sand’s Closed Shop, Burned Down Sunken Flagon, Rogue Battle, Town Crier, The Singing Siren Tavern, XXXXX General Store, The Vigilant II (Docks in the harbor only after party is exposed).

Coder’s Note: As the party approaches the gate, set the time to night until the party defeat’s Mencer’s Party.

The party enters the zone outside the Neverwinter Dock District Gates and adds either Axle or Brelaina as a Henchman.  They are powerful NPC’s with solid equipment – however, should they perish, the party receives a non-standard game-over.  If they are not all wearing their disguises, they will be refused entry by the guards, and berated by Axle or Brelaina.  

Axle: 15/10/5 Rogue/Assassin/Shadow Thief of Amn
Brelaina: 15/5/10 Fighter/Divine Champion/Weapon Master
Once the group enters the city, they find themselves near the burnt out remains of the Sunken Flagon, and if any of the OC characters are in the party, they will comment:

Ammon Jerro: “At least that foolish redhead wasn’t responsible.”

Khelgar: “(Sigh) Ended up burned down like Quora wanted anyways.  What a waste… uhhh… the tavern I mean…”

Neeshka: “A lot of my best memories were when we lived here.  Humiliating Lleldon, outwitting Knee-high, baby-sitting Shandra, watching Quora break all of Duncan’s dishes… good times.  Kinda sad it’s just ashes now.

The party will pass a town crier, shouting out the upcoming banquet celebrating Lord Nasher’s XXth birthday.  Axle or Brelaina will mention this event is where they plan to smuggle the party into Castle Neverwinter, as either extra security or wealthy foreign merchants.

The Singing Siren sells food, drinks, rents rooms and has a roster book for changing the party.

Sand’s abandoned Store can be entered with successful open locks (35) and a disarm traps (40) rolls, giving the party access to his “merchant elemental” and crafting tables.

XXXX’s General Store: This is the store the party interacted with during the OC, and they offer a wide variety of goods and gear.  The old owner has passed on, leaving the business to his daughter, who runs the place in his stead.
As the party explores the docks, they will be attacked in five times by bands of Night Mask Rogues, and Axle or Brelaina will provide background details, (from their perspective), on the ongoing power struggle.  This culminates in a huge fracas neat the Gates to the Merchant District.
 _____________________________________________________________________
Mandatory Cut-Scene:  Rogues Street Battle
Companion Dialog: Axle or Brelaina

As they party nears the gate into the Merchant District, they are surrounded by a large party of Night Masks, headed by a FORMER Shadow Thief lieutenant Mencer, (converted into a vampire fledgling by Orbak).  Axle and Brelaina will recognize him, monologueabout his background, and then proceed to taunt him over his new affiliation.  Mencer will arrogantly bark about his new power and how the Night Masks have “opened his eyes” to the true way of the world - “Predator and Prey.”  They then attack.

Depending on whether the party is working with The Shadow Thieves or The City Watch, they group will be reinforced with Axle or Brelaina’s minions.  They summon them with a whistle and a smile, commenting on the fact that they are not, in fact, idiots, and reinforcements were shadowing the party the entire time.

The party is assaulted by six waves consisting of 8 Night Mask Rogues and 4 Night Mask Vampires, as well as Mencer, who is a 10/10/5 Vampire/Rogue/Shadow Thief of Amn.
Axle’s Reinforcements:
4x 10/5 Rogue/Shadow Thief of Amn with short swords
2x 8 Favored Souls of Mask with daggers
2x 7/5 Rogues/Shadow Thief of Amn with Light Crossbows & Flaming Arrows

Brelaina’s Reinforcements:
4x 8 Fighters with longswords
2x 15 Clerics of Tyr with flails
2x 15 Wizards (Many Starred Cloaks), with staves

After the battle, Axle or Brelaina will insist the party get to either Axle’s Safe House or Brelaina’s Headquarters as quickly as possible.

Coder’s Note: Once Mencer’s group is slain, allow the normal day/night cycle to resume.
 _____________________________________________________________________
- Area Title: Axle’s Safehouse 
- Required Characters: None
- Points of interest: Axle
Once the party zones into the Merchant District they immediately enter into Axle’s Safehouse.  The rogue explains more about the war for control of Neverwinter’s underworld.  Axle states that unless the players can turn things around, the Shadow Thieves will likely be run entirely out of Neverwinter.  He would like the party to spearhead an attack on the Night Mask’s headquarters in the sewers prior to infiltrating Nasher’s banquet. If the party is reluctant to assist him, the rogue will threaten to expose the Knight Captain.

After the group returns from raid, Axle will congratulate them and give the party 50,000 gold, several high end poisons and the magical Short Sword “Ebony” – their cut of the treasure liberated in the battle. 

Ebony
“This sinister looking short sword has the look and feel of obsidian – yet is as robust as any other steel weapon.  When you gaze into its translucent blade, you see smoky tendrils ebbing and flowing in various directions.”

Weapon Type: Short Sword
Powers:
- +7 Enhancement
- Bonus Feat - Weapon Specialization: Short Sword
- Keen
- +2d6 Negative Energy Damage
- +2d6 Piercing Damage
- +2d6 Slashing Damage
- +5 Hide in Shadows
- +5 Move Silently
- Cast spell: Shadowshield, 3x per day
- Only useable by Rogue
- Only useable by Any Evil

The party is now free to explore Neverwinter or speak with Axle to infiltrate the banquet.
 _____________________________________________________________________
- Area Title: The Halls of Justice
- Required Characters: None
- Points of interest: Brelaina’s Hangout
Once the party zones into the Merchant District, they immediately enter The Halls of Justice.  Brelaina explains how the Shadow Thieves are being over-run by rivals, and that she’s learned of a planned attack on the interloper’s base of operations.  Her plan is to send the party and her best watch members to arrest and/or slay both groups of rogues as they battle each other.  She believes the attack will fail without The Knight Captain’s assistance, and if the party refuses, she will force the issue by leveraging their admittance to Nasher’s banquet. 
After the group returns from the raid, Brelaina will thank them and give the party 50,000 pieces of the gold seized from the Night Mask lair, as well as “City Watch Credentials.”  

City Watch Credentials
“This is a small, folding leather case, containing Brelaina’s sigil on one flap, and a tiny golden disk, embossed with the symbol of Neverwinter on the other.  Merely possessing it identifies you as a senior ranking member of The City Watch, with all of the privileges and responsibility this entails.” 

Item Type: Inventory Magical Item
Charges: 50
Powers: 
- +5 Diplomacy
- +5 Intimidate
- +5 Search
- +3 to poison saving throws
- Casts “Clairaudience” once per day.
- Casts “Clairvoyance” once per day.
- Casts “Dust of Appearance” one charge per use.

The party is now free to explore Neverwinter or speak with Brelaina to infiltrate the banquet. 
 _____________________________________________________________________
- Area Title: Night Mask Lair
- Required Characters: None
- Points of interest: None
Regardless of faction, the party will be directed to the Neverwinter sewers in the docks district.  A short ways into the tunnel they meet a group of allied City Watch or Shadow Thieves hiding by some crates near the Night Mask headquarters, who will fight alongside the party.  

The Shadow Thieves will be headed by Belueth the Calm, The City Watch lead by XXXXXX, (the bald fellow from the OC Black Lake district).  
Once the party enters the building, they notice Night Mask and Shadow Thief corpses strewn everywhere – the battle has already begun.  The group will journey from large room to large room, battling Night Masks of every rank and variety, and depending on party faction, they will have to fight the City Watch or Shadow Thieves at several points.  

Coder’s Note: Every shadow thief corpse will have at least one wooden stake and vial of holy water on it.    

Once the party reaches the central room, they will encounter XXXXXX(Tobias?) – the Halfling vampire from Mysteries of Westgate, who will immediately recognize The Knight Captain, and set his small army of Vampiric Night Masks on the group.  Once XXXXXX and his minions fall, the party will need to root out the vampire’s coffins – located in a hidden room behind several stacks of barrels.  Since the party was recognized, it will be imperative they destroy every creature who might expose them.  (A surviving Shadow Thief or Watchman will point this out).

Coder’s Note: The players will need to “use” the stakes on the coffins, which will destroy the vampires regenerating inside.

Once the last of the vampires have been staked, the party automatically transitions to Axle’s Hideout or The Halls of Justice, depending on faction.
Coder’s Note:  Depending on the player’s faction, they will run into three encounters that will either be hostile Shadow Thieves or Hostile City Watch members.  
 _____________________________________________________________________
- Area Title: Castle Neverwinter
- Required Characters: None

- Points of interest: None
Disguised as members of the Watch or Wealthy Turmish Merchants, the party enters Castle Neverwinter to attend a baonquet in honor of Isho Oroshi’s appointment as “The Champion of Neverwinter.”  The party’s objective is to uncover a sample of the poison being used on Lord Nasher, and if possible, catch the thieves in the act.  

While the party is searching, they will uncover a book, detailing what the Many Starred-Cloaks have discovered about the Rod of Never, (Uncovered by the Knight Captain during the OC), which will forshadow a lethal encounter much later in the game.

The Rod of Never
Research Conducted by Eran Forzar of the Many Starred Cloaks

“The more we delve into this mysterious artifact, the more cognizant we become of its extreme power.  While it was known the rod could seal Castle Never, animate its statues as golems and fortify the city walls, painstaking research has uncovered additional powers that might be imbued upon an individual through a special ceremony.  The nature of enchantment is limited, but potent – the City’s designated Champion, as appointed by the rightful Steward, shall not fear the bite of blades or arrows, nor know the pain of flame or spell, so long as they act in defense of Neverwinter.  Caution must be exercised, as these protections vanish outside the wall perimeter - or if the Champion is excused from his post by the Lord of our city.

The “quest” will involve picking pockets, picking locks, sifting through book cases, using bluff/intimidate/diplomacy and deductive reasoning to uncover The Kaiser’s minions weaseled into the staff.  While the players will eventually follow the chain to The Kaiser’s mole – a young servant girl – they will be seconds too late – the latest plate of poison garnished food is already on its way to Nasher’s table!

STORY POINT - The Truth of the Matter: 
The Rod of Never, discovered by the Knight Captain during the attack on Castle Never in the OC, is a potent artifact when wielded in the defense of the city.  It can animate the castle’s statues, instantly bar and lock every door, make the city walls impervious to non-magical attacks, and imbue the officially sanctioned “Champion of Neverwinter” with virtual immunity to damage while discharging his duties.  This will become a monstrous problem for the party much later when they are forced to battle Isho while escapting the Neverwinter Halls of Justice.
 _____________________________________________________________________
Mandatory Cut-Scene: Exposed
Companion Dialog: Isho, The Kaiser, Lord Nasher
The party is outed as they try to intercept Nasher’s dinner and instead cause a ruckus – blowing their cover.  The Kaiser plays the infiltration off as a disloyalty on the part of the Knight Captain – insisting the stresses of his many torments, combined with jealousy and paranoia are causing the reckless behavior.  The group tries to bring their incomplete evidence to Nasher's attention, but sickened and enthralled by his bodyguard, he will hear none of it. The Knight Captain is ordered to stand down, return to Crossroad Keep, recollect his wits “and for the gods sakes rest until your sanity returns.”  

The player has a few moments to verbally confront his nemesis outside Castle Neverwinter, exchanging veiled threats and faux civility.  The Kaiser will make mention of a recent “home invasion,” that left his abode in shamble - and hints that turnabout is fair play.

Once the party is safely out of ear-shy, The Kaiser and Isho have a dark conversation regarding “moving up the timeline on all fronts.”  
STORY POINT - The Truth of the Matter: 
In his poison induced delirium, Nasher is easily convinced by The Kaiser that The Knight Captain is merely acting on petty impulses, and may be suffering from the stresses of his many trials.  

For his part, The Kaiser quickly puts two and two together, and realizes the attack on Granite Keep was instigated by The Knight Captain’s party, and he will now take steps to “neutralize” this new problem - and recapture Rhea before his supply of poison runs out.

The Kaiser’s menacing comments regarding the group’s attack on Granite Hold foreshadow his surprise attack on the inner keep during the final battle.  (The Knight Captain will recall The Kaiser’s exact words as he enters Crossroad Keep’s destroyed courtyard).
 _____________________________________________________________________
- Area Title: The Tomb of Horrors
- Required Characters: None
- Points of interest: Neverwinter Encampment, The Vigilant II, Mordenkainan’s Magnificent Mansion, Bronze Dragon Lair, Grave Site, Stone Idol
Following his pattern of destroying or discrediting Neverwinter's Champions, The Kaiser sends word to Nevalle that the Knight Captain is depart the CK and solve the mystery of a strange, uncharted Island which has recently appeared west of the Red Rocks.  The Blackguard knows full well what truly lies in wait, and justifiably expects the Knight Captain to meet his end in Acererak’s labyrinth. An expedition is mounted and the party joins a small contingent of elite Greycloaks in challenging the Tomb aboard the Vigilant II.
While exploring the Tomb of Horrors, it’s possible to recruit two hidden companions, Eirinn and Ithefelle. Who join the party roster.  Additionally, the players can rescue Melchior the Artificer, who will journey to Crossroad Keep and set up shop in Sa’Sani’s Merchant Headquarters.  
STORY POINT - The Truth of the Matter: 
Ithefelle is a Necromancer who works closely with The Kaiser and Grazz’zt – he was the one who initially summoned the Demon Lord to the prime material plane, and helped the creature father The Kaiser.  He was instructed to make certain the party dies in Acererak’s tomb, and to this end, he has “improved” upon some of the Tomb’s already formidable defenses.   Ithefelle will attempt to outright slay the party should they reach the Throne Level.  If he is defeated, the Necromancer will surrender, and attempt to infiltrate the party, helping them as a companion until he turns upon them in the final battle.

Artificer Melchior is an ancient enchanter from the World of Greyhawk, and is the last of the many servants gathered by Acererak to construct his deathtrap.  He realized early on the Lich intended to dispose of his many servitors, and created a secret pocket dimension within a magical Painting, where he’s remained hidden for centuries.   If the party discovers Melchior’s hideaway, he will share it and offer what aid he can.  Should the party destroy the “fake” Acererak lich or the true demi-lich, Melchior will accompany them off the Island and set up a shop in Crossroad Keep, where he can alter item appearances or use Netherium, Asterite, and Arcanium to enhance NPC starting items. 
Campaign Plot Overview DR 1376: 
Chapter 4 – The Hammer Drops 

Chapter 4 outlines the escalation of the conflict between The Kaiser and The Knight Captain into overt warfare.  
 _____________________________________________________________________ 

Mandatory Cut-Scene: Demon Attack on Crossroad Keep
Companion Dialog: Sand, Nevalle, Bevil, Kana
(Rhea is preparing food and grumbling to herself in the Crossroad Keep Kitchen, when she turns around and comes face to face with a Balor).

Rhea: “…I am an artist!  Reduced to cowering in this dank kitchen - housed in the most forsaken keep in The Realms… what would Blackstaff say if he saw me now?  Hah!”  
(Rhea walks to the other table by the fireplace).

“…And these ingredients – why… they’d gag a Zent ally mongrel!
(The Door swings open).

Rhea: “Hrm… who’s there?”  

(Rhea spins around to find the doorway filled with a Balor).

Balor: “Ahhhh… there is our little songbird… our master would speak with you – come quietly - it would be a shame if I had to bring you back… overly damaged…”

Rhea: (Casts Protection from Evil on Herself); “Hah - are you best your “master” offers?  I shall make short work of y…”

(A Succubus and a Hezrou teleport into the room).

Rhea: “…oh drat…”

Meanwhile…

(In the CK Audience Chamber, Nevalle, Bevil, Kana and a very irate Sand are arguing about hardening the Keep’s defenses against magical intrusion).

Sand: “…no… as I clearly stated earlier, spellcasting on that scale is not possible.  I know… why don’t you just have me raise a Mythal… or perhaps recreate a Netherese floating city.”

Bevil: “Well then stop belly-aching and do those spells… magic… uh… things…”

Kana: “I suspect Sand is being sarcastic… and needlessly abrasive.”

Sand: “…and why is “the help” even a part of the conversation?  It’s hard enough explaining the logistics of high-end protective magic without including this… <sniff> swamp dweller and a grunt in the dialog.  My time would be more productively spent tutoring my cat in the finer points of alchemy…”

Bevil: “What is it with you elves…”

Nevalle: “That’s about enough of that Sand…

(The Doorway to Kitchen/Basement/Warroom/Dining Room explodes, and several large demons flood into the Audience Hall, attacking everything in sight).

Nevalle: “Gods!”

Sand: “Mmm… hardly.  These are tanar'ri - and a particularly vile breed at that.”

(Bevil Charges into the fray, weapon drawn).

Bevil: “You just can’t shut up, can you!?  Remind me to introduce you to Daeghun - you’d love him!  You two can lay some elf eggs together and raise a litter of jerklings!”  

(Kana slays a Succubus with her Katana),

Kana: “Are these beast’s Jerro’s, somehow free of leash?”

Nevalle: “Doubtful.  Most likely sent here to re-capture the cook!  Push them back toward the Kitchen.  Give them no quarter!”

(The fighting continues in the hallway, with the heroes blasting and slashing various demons to pieces. The hall is littered with dead Greycloaks and slain demons.  Rhea and two polearm wielding Greycloaks are backed into a corner, as the Balor menaces them). 
 Balor: The songbird hides teeth in her little beak… destroying my minions was not very nice of you....  Your suffering will be delicious… WHAT?!”

(Bevil, Kana and Nevalle, charge in and begin slashing at the fiend, while Sand casts a major missile storm, slaying it).

Rhea: “My thanks!  I was beginning to get… concerned.”

Sand: “Beginning?  Interesting choice of words…”

Bevil: “The bastards waited till everybody was out on their little errand to hit us.  We better keep the cook under guard day and night.  Heh… that’s not something I ever thought I’d say…”   

Rhea: “Cook?  COOK!?  I’ll have you know I am a culinary artist of the highest caliber!”

Sand: “Oh real….”

Nevalle: “Sand! Don’t even start.”

Kana: “Our foe has underestimated us – they will not make the same mistake twice.  We must harden our defenses – they will come again.”

Nevalle: “Perhaps… this gambit reeks of desperation to me.  I fear we’ve forced our enemy’s hand in more overt directions.  I must contact my eyes and ears in Neverwinter at once.”

(Camera pans out to show the damage and bodies).

Nevalle: “Bevil - you are to stay by Rhea’s side at all times – and I mean ALL TIMES.  

Rhea: “Unacceptable!”

Bevil: “I’m not following her into the guardrobe…”

Nevalle: “This is not a debate, and my orders are not up for discussion.  Find a way to make it work”

Rhea: “Gah!”

Nevalle: “Kana - put the entire Keep on a war footing until the Knight Captain Returns.  I want every Greycloak ready for battle within the hour.”
Kana: “It will be so.”

Nevalle:  “Sand… make yourself useful and help clean up this mess…”

(Bevil, Rhea, Nevalle, the Remaining Greycloaks and Kana walk out of the room, leaving Sand amid the wreckage and corpses).

Sand: “Lovely…”

STORY POINT - The Truth of the Matter: 
With the supply of Rhea’s poisons dwindling, The Kaiser send a host of demons to recapture the enchanted gourmand and return her to Granit Hold.  He deliberately waited until the party was deep within the Tomb of Horrors to send his minions, but The Kaiser underestimated the strength of the remaining heroes.

His original plan now quickly falling apart, the antagonist will begin to take a more active role in thwarting the party.
 _____________________________________________________________________
- Area Title: High Seas
- Required Characters: None
- Points of interest: The Vigilant II, The Serendipity 
Once the Vigilant II leaves The Tomb of Horrors after slaying either the Fake Acererak or the true Demi-lich, the ship is waylaid by The Black Dog Pirates, looking for revenge after the party destroyed their headquarters and slew most of their men.

The area loads with a pseudo cut-scene:

First Mate XXXXX: Captain!  Ship to port!  Closing fast – she’s fly’n the black colors sir!

Captain Lastri: How in the hells they get so close without us catching a glimpse of’em?!  All hands on deck - or you’ll be suppin’ with the bitch-queen!!

Second Mate XXXXX: They’re looking to board Cap’n!!!

Captain Lastri:  Get our passengers up here, they’re better in a scrap than most! 

Second Mate XXXX: Aye captain!

Captain Lastri: Arm up men, and be ready to give these dogs a belly full of steel!

Coder’s Note: The camera pans out enough to see The Serendipity alongside the Vigilant II, with The Black Dog Pirates and crew ready to board.  Note that it was a part of the area all along, as well as the party – careful camera and scene control will be necessary to keep the illusion up.
Captain Blessed: Who be the captain of this here crusty GARBAGE skow?  

Captain Lastri: You’re looking at her ya bloated jellyfish.  Get off my ship ‘fore we make kraken-bait outta yer gullet!
Captain Blessed:  BWHAHAHAHAHA!!! YOU’RE the fool harboring the no-good gutter RATS what scuttled my HUMBLE DOMICILE!!?  HAR HAR HAR HAR!!!  I expected the cap’n o’ this vessel ta be a might less on the WEE SIDE!  Tell me lassie… do ya need ta stand on a rum keg to SQUEAK out yer orders!?   HAHAHAHAHA!

Captain Lastri: “You’re chum…”

- The Screen shakes and a loud cracking noise is heard. -

Second Mate XXXXX: They’ve breached the hull Captain!  We’re taking on water!  

Captain Blessed: YAR!!  T’was not a hull made the equal o’Craigmiester’s alchemy!  Best get on those bilge pumps Cap’n!  Unless ya plan on SWIMMING ta port!

Captain Lastri: Damn you!  I want ever seaman below deck an’bailin’ water!  Knight Captain – you and your mates hold the deck!

________________________________
Player Dialog Options:

1: Your reign of piracy ends here Captain Blessed.  
2: Talk about gluttons for punishment… you sure do enjoy drubbings…
3: The blowhard returns.  You’ll regret seeking me out.
4: (Requires 35 perform): CAPTAIN BLESSED!  SO… we MEET again!  I presume your FILTHY crew has put their AFFAIRS in order?  COME then – let us dance once MORE, with steel and BLOOD!  
If 1, 2, or 3 – Captain Blessed: HAR! We’ve been TRAINING ta face ya Pups!  I’ll be the first ta admit, we WERE a bit on the soft-side, what with complacency gettin the better’o us.  But NOW we’re…

….ahem… NOW we’re….  

…Bauche?

Trokka: Captain… is this truly necessary?  

Captain Blessed: O’COURSE!!! T’is the pre-battle banter!  You can’t have a proper battle without the pre-battle BANTER… ya stubborn cuttlefish!!  Now stick to the SCRIPT!!

Trokka: (Sigh).  …we’re here to exact bloody vengeance…

Craigmiester: …and exzecute ze brilliant plan!  You have no chanze to zurvive zees time!!

Vespa: I plan on making a necklace with your tongues.  

Captain Blessed: WHAAAT?!?  That’s not what yer s’pose ta SAY!  The line was “We’ve doubled in POWER since last we crossed blades!”  Emphasis on the POWER!  No mention be made of besotted NECKLACES or TONGUES.

Vespa: Mmmmm…. It’s called adlibbing darling…

Captain Blessed:  GAH!  Stick to the blasted NARRATIVE!  

Navareen: I won’t lie… I tried to jump ship last port.  They caught me and tied me to the yard-arm till land was out of sight.

Captain Blessed: GRRRRRRRR!  What he MEANT ta say was “You’ve fallen into the SHADOW of THE BLACK DOG PIRATES!  Prepare to MEET yer DOOM ya miserable STAR-URCHINS!

Navareen:  He means Sea-Urchins...  …or …maybe starfish...  who knows. 

(The fight begins).

If 4 – Captain Blessed: WHAHAHAH!  Bold TALK from a bawling calf!  We’re coastin’ on STORM CLOUDS, our sails bellowed by lady UMBERLEE HERSELF, on a mission o’ bloody VENGANCE against those what put our plans ta NINES!!

________________________________
Player Dialog Options:

1: (50 perform CHECK Failure): (Wow…. He’s good). So be it - you’ve upstaged me.  I admit it.  Now… let’s see if you heft steel as well as you chew scenery…

2: (50 perform CHECK Success): Bah!  You’re all BLUSTER and no BITE Captain Blessed!  You flail away at AIR, missing your target again and AGAIN!  We have more to fear from a sleeping CUTTLEFISH than you and your SILLY crew!

If 1 - (The fight begins).

If 2 - Captain Blessed: WHAT!?!  I swear by me BEARD - blazing with RIGHTIOUS VENGANCE - that we’ll have the lot’o ya sent to the LOCKER’for yonder sun touches the water!  
________________________________
Player Dialog Options:

1: (50 perform CHECK Failure): (Wow…. He’s good). So be it - you’ve upstaged me.  I admit it.  Now… let’s see if you heft steel as well as you chew scenery…

2: (50 perform CHECK Success): HAHAHAHAH!  The BLACK DOGS have tucked their TAILS betwixt their hindquarters TWICE thus far - and you’re GAMING for THRICE!  You can NEVER be victorious Captain Blessed… because WE are the PROTAGONISTS of THIS tale!  
If 1 - (The fight begins).

If 2 – Captain Blessed: BAH!   PERHAPS!   But that makes US the MAIN VILLIANS!  We may FALL at the CLOSE – but the main stage is OURS fer the pluckin’!  The HEROES be duller than a pewter spittoon - and be HALF as interestin! 

________________________________
Player Dialog Options:

1: (50 perform CHECK Failure): (Wow…. He’s good). So be it - you’ve upstaged me.  I admit it.  Now… let’s see if you heft steel as well as you chew scenery…

2: (50 perform CHECK Success): FALSE!  You’re no MAIN VILLIANS!  You louts are nothing naught but DISPOSABLE GOONS!  Hired MUSCLE!  You… and your plucky CREW Captain Blessed… are LACKEYS!  The disposable COMIC RELIEF before us heroes CHALLENGE the REAL THREAT!!
If 1 - (The fight begins).

If 2 – Captain Blessed: WHAT?! No!  That can’t be… me and mah crew… we’re the… the… the…
…

Trokka: Captain?
Captain Blessed: ….

Navareen: That’s a first.

Craigmiester: Can we startz with zee battlez yet?  I’m ready with ze explosivzez!

Captain Blessed: ….

Vespa: I don’t think I’ve ever heard him shut up before…

Trokka: Orders Captain?

Captain Blessed: …well then…. seems you’ve bested me.  As sure as rain, you’ve stolen the spotlight, there be no doubt.  I’m a man o’honor.  You’ve won a reprieve – The Black Dog Pirates will hound yer wake no more.

Navareen:  ‘Bout time.

Captain Blessed: Ahh but a proper prize!   Here!  Take me blade!  I don’t deserve it!  ‘Fore we part ways, do me the honor o’knowing the name o’who it twas that yanked me off the stage…

Coder’s Note: Give party “Captain Blessed’s Short Sword.”
________________________________
Player Dialog Options:

1: They Call me “Knight Captain.”
2: I’m a Harborman, born and raised.
3: My enemies call me Kalach-Cha.
4: I am known as The Spirit Eater.
Captain Blessed: Sounds appropriate fer a LEGENDARY PROTAGONIST!  The lead role be yers now - break a leg!  Come on lads!  We’re off!  

Coder’s Note: The Black Dogs all walk off the ship together.  Give each party member 150,000 xp.

Bark to party: 150,000 Experience earned for upstaging Captain BLESSED and his scurvy crew.
________________________________

Pirate Battle III:
Assmuing the party is unable to upstage Captain Blessed, the encounter ends in violence. 

The battle is fought on the extremely close quarters of the ship, and casters may have difficulty nuking unmolested.  Craigmiester hangs behind and fires exploding fireball arrows, focusing on killing/interrupting magic users, while the rest of the pirate melee the party.  Vespa uses her “hide in plain sight” to constantly sneak attack, and Trokka prioritizes knockdowns.  

During the battle, a continual stream of mook pirates leap onto the vigilant II, maintaining pressure on the party alongside the main Black Dogs.  When any of the main pirates reach zero or fewer hit points, they flee back to the Serendipity, with a bark:

Trokka: I’ll not fall here!

Navareen: Whupped again… what a surprise.  How do I get out of this trash outfit?!

Vespa: Ouch!  Oh… that was delicious my darlings.  I do so look forward to our next trist.  Bye!

Craigmiester: Zees iz impozible!  

Coder’s Note: As before, Captain Blessed is unkillable until his crew are driven off.  Once the last of his men has fled back to his ship, he gives a bark, leaps back to his vessel, and sails away, shouting at the party.
Captain Blessed: A temporary setback lads!!  As for you CURS!!!  Don’t rest on yer LAURELS ya bilge swabs - for we SHALLLL meet AGAINNNNN!!!

Captain Blessed’s Blade
“This silvery short sword has a curved blade, a ray-skin handle and a jewel encrusted pommel.  The fuller on one side has a small golden relief of a smiling mask, while the reverse has a weeping mask embossed upon it.”

Weapon Type: Short Sword
Powers:
- +15 Charisma
- +5 Perform
- +5 Sleight of Hand
- +5 Use Magical Device
- +7 Enhancement
- Keen
- Bonus Feat: Weapon Specialization – Short Sword
- Bonus Level 6 Bard Spell
- Stun on hit, 25% chance, 30 DC.
- Casts Greater Heroism (3 times per day).
- Haste.
- Only useable by Bards.

 _____________________________________________________________________ 

Mandatory Cut-Scene: The Kaiser Takes Control
Companion Dialog: None
(The scene opens to the Throne Room of castle Never, packed with nobility and soldiers.  The Kaiser, wearing his Neverwinter Nine armor, addresses the crowd…)

The Kaiser: Friends!  Members of the Court!  People of Neverwinter! I bear tidings I must relay with the heaviest of hearts.  Our great leader, the indomitable Lord Nasher Algorand… has passed away last night.  Death stole him away from us peacefully in his sleep.  

(The crowd begins murmuring, concern, bordering on panic begins to fill the room).

The Kaiser: Please!  Be calm!  I can understand your fear - and I share your loss!  Nasher was the father I never knew – he was a father to all of us!  On this dark day, we have lost our lion!  But we must never give ourselves to despair and confusion!  

(The crowd continues to babble).  

Random Noble #1: What of succession!  Who shall rule?!

Random Noble #2: Nasher had no kin!   What of succession!!

The Kaiser: There is no need for alarm – Oleff, Reverend Judge of Tyr stands amongst us - he shall arbitrate.  Remember - Neverwinter is a city of laws – Nasher’s untimely death shall never change that fact – I swear upon it! 

(Judge Oleff Steps forward, the crowd sill mumbling).

Judge Oleff: By the last will and testament of Lord Nasher Algorand, and in accordance with the laws of Neverwinter, the Stewardship of these lands, subjects and their holdings shall be passed to a ranking member of the nobility.  This individual shall be chosen in a fortnight by our City’s most trusted guardians – The Neverwinter Nine.  

(Pan across the arrayed members of the Neverwinter Nine, revealing, Isho, The Kiser, Edwin Odesseron, Sendai, Tam, and other disreputable louts).  

The Kaiser: Our thanks blessed Reverend.  Citizens!  We take no pleasure in this sad duty, but we will fufill it, and assure the continued security and prosperity of these lands!  You shall have the leader you deserve – on this I swear!  Please, leave us now, as a grim duty awaits - and our decision will be a most difficult one.  
(Brelaina stares for a moment and begins to walk out with the crowd.)

Brelaina: (Muttering to herself). Hah!  Why… I’ll wager you’ve already got someone in mind…

Nevalle shall know of this…

STORY POINT - The Truth of the Matter: 
With his stock of poison dwindling, (and his attempt to recapture Rhea a failure), The Kaiser has decided to fake Nasher’s demise, and install himself as the new Steward of Neverwinter. He has long since packed the Nine with cronies, and his “election” is a given at this point.  

The Kaiser always planned to replace Lord Nasher in this manner - however, his timeline has been greatly escalated by the Knight Captain’s meddling.  He’d have sooner allowed the toxins to wreak more havoc on his liege’s health and sanity before making his play. Regardless, his personal magnetism, faux-heroics and sham altruism have won him the loyalty of the commoners and the fealty of the nobility.  The tiefling can win this gambit… and he knows it.  
 _____________________________________________________________________ 

Mandatory Cut-Scene: Nevalle’s Emergency Meeting
Companion Dialog: None
When the Knight Captain first returns to the Crossroad Keep Courtyard after the Tomb of Horrors, a Greycloak summons him to a meeting with Nevalle in the Neverwinter Consulate.  

Nevalle tells the Knight Captain of Nasher’s apparent death – and then flatly states he believes none of it.   He has a “highly placed spy” who witnessed a “political prisoner” being locked up in the Halls of Justice in the Merchant Quarter of Neverwinter.  Nevalle believes this is in fact Lord Nasher, who is being held captive until he can be quietly disposed of.  

Nevalle proposes the party attempt a rescue using The Vigilante II and their connections with either The City Watch or The Shadow Thieves. (Depending on player choices).  Once they’ve retrieved Nasher, they must escape to Crossroad Keep, and re-evaluate their options.  

As the conversation ends, Nevalle will insist Safiya joins the party, as a counter to Edwin’s magic, as he is a known quantity along the sword coast. The Knight Captain is free to select four companions and acquire provisions/run quests around the fortress.  

Rhea will provide enchanted food which will put the guards into an unbreakable slumber for several days, allowing the party to slip in and out with minimal bloodshed.
Speaking with Nevalle and telling him “Our team is assembled” will begin the next portion of the story-line.
______________________________________________________________________
Mandatory Cut-Scene: The Honey Trap
Companion Dialog: None 

(Neverwinter Throne Room, night, three days prior to the Knight Captain reaching Crossroad Keep after surviving the Tomb of Horrors.  Edwin, Sendai, Isho, The Kaiser, Tam, and Orbakh plot to lure the Knight Captain and his companions to their deaths.  Orbakh is hidden in shadows initially).  

Mysterious Figure: …yet, it would seem your own schemes have fared little better...  

Edwin: …and now we’re gleefully accepting criticism from lab experiments.  What next “oh great leader” – I know… why don’t we throw away some more sorely won coin on another useless shack for street urchins!  (It’s as though I inhabit a world populated by nimrods!)

Isho: The appearance of altruism has placed us in a position of strength.

Sendai: The appearance of weakness you mean.  I’m loathed to agree with the, (drow word for eunuch), but if I have to suffer through another parade for the weak and stupid, I will… 

The Kaiser: …you will do whatever I order.  Remember your place Bhaal-spawn.  Cross me and I’ll return you to the dust.   

Sendai: …as …you wish (Drow for for slave driver).

Edwin: Finally!  Someone is providing some actual leadership!!  (…and setting that moronic drow wench straight).

The Kaiser: …as for you Red Wizard, if not for your overconfidence, incompetence and arrogance, The Knight Captain would have never discovered Granite Hold.  Or if he had, the fortress would have been his tomb.  Imagine the shock in Thay if you mysteriously reappeared, bound and gagged in your cell.  

Sendai: I hear the Zulkirs deal most harshly with attempted usurpers.  

Edwin: Fine!  Everybody just blame Edwin!  Bah!  Whose BRILLIANT plan was it to throw the plucky heroes at Acererak?  Oh… wait… not mine…

…and how did that work out pray tell?

The Kaiser: Yes, our “mutual problem” is more capable than I anticipated.  But manageable I should think - particularly now that I am mere hours away from taking the throne.  With the appearance of legitimacy no less.

Sendai: …

Isho: Our leader shall possess the mandate to govern.  We shall turn all the resources of this city towards this Knight Captain’s destruction.

Mysterious Figure: The resources of Neverwinter pale before the might of gods, and I will remind you these meddlers have challenged the divine… and won.  Even my organization is still recovering from their… interference.  

The Kaiser:  You have the bearing of a man with a plot.  I would hear it.  

Mysterious Figure: Ahh, then I am to assume you agree to my terms?

The Kaiser: Hrmm…. Our relationship has been profitable thus far… 
So be it… your organization will effectively run this miserable city-state - in whatever manner you wish.  My ambitions are far greater than a single hamlet.  Consider your “second” Tam the city’s new unofficial governor.

Tam: I’ve a few’deas on some changes I’d like to see already…

The Kaiser: Now… tell us your stratagem…

Mysterious Figure: The Knight Captain sits perched like a hawk in its roost, surrounded by loyal and powerful retainers.  The castle is well garrisoned and poses a significant threat if we give them legitimate cause to rebel.  Doubly so if cornered.

Isho: This much we know.

Mysterious Figure: Attacking a bear in its cave is folly.  Entice it into the open… and kill it… away from its lair.

The Kaiser: A honey trap? They will suspect this… the bait will need to be… irresistible… what do you have in mind?

(Orbakh walks from the shadows, revealing himself as the Mysterious Figure).

Orbakh: I believe you already possess the answer to that question.
The Kaiser:  Heh.  Isho… see to it Nevalle’s little spy gets wind of who we have locked up in the East Wing.  And let it discreetly slip we plan to execute him shortly.  The rest of you… prepare for uninvited guests.  Keep The City Watch and the Greycloaks out of it.  We can’t trust them.

Isho: It will be so.

(The Kaiser turns to leave… stops, and then turns around).

The Kaiser: Also… there is to be no gloating, posturing, monologues or overconfident banter.  We’re dealing with a dangerous foe, who’ll scatter our chess pieces if given an opening.  We are not fighting to capture - you see them, you kill them.  No quarter is offered, no measure too extreme.  

Am I CLEAR on this Edwin…?
Edwin: Fine! FINE!  I Meteor Swarm the worthless simians on sight, to hell with the local peasantry and their squalid huts.  Happy?

(This comes back to bite the antagonists – when the Knight Captain and companions are hopelessly trapped and being swarmed, Edwin and his force charge into the fray, leveling several buildings, simultaneously cutting off the attackers and opening a path to The Vigilant II).

Sendai: Hrmmm… under competent leadership I might begin to like this dung heap of a city…
______________________________________________________________________

Mandatory Cut-Scene: Waltzing Into a Trap – Shadow Thieves Version
Companion Dialog: Safiya

The Vigilant II arrives at the Neverwinter Docks late in the evening, and the harbormaster and several watchmen approach the ship, requesting papers.  Captain Lastri meets him on the dock, and provides bogus information, and argues with them for a bit at a distance.

Coder’s Note: We will need a custom version of the Neverwinter docks keyed for nighttime and massive property damage.  The game timer should be suspended for the course of this adventure.

Meanwhile, on deck, one of two possible dialogs is taking place:

Axle: I must say Captain, you’re bolder than I thought.  That said, this could easily be a trap.  My superiors would feel more comfortable if you sent a few disposable minions on this errand.  
________________________________
Player Dialog Options:

1: None of my “minions” are disposable.  They are my friends, and their risk is my risk.

2: Hah!  And court failure?  NEVER! This “Kaiser” tasks me, and I will handle this matter personally.  

3: Now now Axle, don’t be getting jittery – we’re practically ghosts when we need to be – subtle as they come.  We’ve snuck into the Faceless’s lair in Westgate - and a Thayan Academy.  Getting into the Halls of Justice will be kitten play.

If 3 – Safiya:  Amusing.  Apparently “snuck” has become a synonym for “gatecrash.” You were many things in Thay.  Subtle was not among them.

________________________________
Axle: I expected a comeback like that.  Remember - the Shadow Thieves have invested a great deal in our “arrangement.”  If you perish in this reckless errand, my head will be the centerpiece at your memorial dinner. 
________________________________
Player Dialog Options:

1: I will keep my obligations knave.  And YOU remember - your organization is the least of bad choices, and if tolerating your evils will save Neverwinter, then so be it.  But do not for a moment think I “like” our arrangement.  

2: You insult my capabilities rogue.  If you fear losing your skull, then you’d best see to it your peons don’t fail US – for WE shall not falter.

3: Good to hear your concern for my well-being is fueled by something besides self-preservation.  Sheeshe.  We’ve got this in the bag, don’t worry about it.
________________________________
Axle: I’ll try and share your confidence.  

The plan will go as discussed earlier – we’ve paid off several members of The City Watch, who’ll smuggle you into The Halls of Justice as “prisoners.”  They will leave your cell unlocked as they go, giving you the run of the place.  

Safiya: Let’s hope for our sake the town guard knows how to stay reliably bought.
Axle: Heh.  I like this one, she’s a keeper.  Anyways, Nevalle’s little strumpet claims Nasher’s locked in a cell in the west wing.  If your cook’s stew works like she says it does, they guards will be snoring like babies. Snatch the lord, see yourself out, get back to the ship, and we vanish in the night like we were never here.   

________________________________
Player Dialog Options:

1: Sounds simple enough - with luck we should be able to avoid a running battle around innocent people’s homes.

2: An acceptable plan.  I shall humiliate this “Kaiser” and steal away his prized possession.  If any of his lackeys cross me, their deaths will be savored.

3: Piece of cake.  I only wish I could see the look on that jerk’s face when he finds Nasher’s cell empty in the morning.  

Safiya: What happens if the situation becomes… less than subtle.

Axle: Well then… our lives might get a whole lot more interesting.  And short.  I have a number of my best men on hand, but given WHO were cutting lose, the weight of Neverwinter - plus the Night Masks - will fall on us like a rockslide if we’re made.  

Safiya: Then we shall be discreet.  Look!  It appears Captain Lastri has secured our moorings for the night.   Get your disguises in order and prepare yourselves.

Coder’s Note: The party’s body armor is removed, placed in their inventory, and replaced with a shabby hooded  cloth disguise.

(As the party disembarks the ship, they cross a trigger that causes two nearby City Watchmen Approach the party).

Watchman #1: Hey… you over there!  You drunks are loitering! I sure do hope yer ready to sleep off that grog in a cell!

Watchman #2: Yup, looking mighty sauced an’disorderly ta me!  A night in the clink will do’em a world o’good I says.  

Watchman #1: Don’t be resisting none now… we’d hate ta have to rough ya up on a nice night like this’un!  Come along all peaceful-like and we won’t even have ta clap ya in irons – savy?

Axle: Good luck… and don’t get killed.

________________________________

Coder’s Note: Once either conversation finishes, jump the party to the Halls of Justice in the Neverwinter Merchant District.  The section dividing wall door will be LOCKED.   This will require the players to bash it down or pick it.
______________________________________________________________________

Mandatory Cut-Scene: Waltzing Into a Trap – City Watch Version
Companion Dialog: Safiya

The Vigilant II arrives at the Neverwinter Docks late in the evening, and the harbormaster and several watchmen approach the ship, requesting papers.  Captain Lastri meets him on the dock, and provides bogus information, and argues with them for a bit at a distance.

Coder’s Note: We will need a custom version of the Neverwinter docks keyed for nighttime and massive property damage.  The game timer should be suspended for the course of this adventure.

Meanwhile, on deck, one of two possible dialogs is taking place:

Brelaina: While I can appreciate the boldness of your plan, I assure you the watch could have handled this.  Also, I have not dismissed the possibility of a trap - we’re gambling much here.
________________________________
Player Dialog Options:

1: The outcome is never assured – but Neverwinter is in peril, and Lord Nasher is a captive in his own dungeons.  Rash times sometimes call for rash actions. 

2: I do not know HOW to fail – and you’d do well to remember that.  I will not sit idle and allow this interloper to sack MY city.  

3: Calm down Brelaina – we’re practically ghosts when we need to be – subtle as they come.  We’ve snuck into the Faceless’s lair in Westgate - and a Thayan Acadamey.  Getting into the Halls of Justice will be kitten play.

If 3 – Safiya:  Amusing.  Apparently “snuck” has become a synonym for “gatecrash.” You were many things in Thay.  Subtle was not among them.

________________________________
Brelaina: Your confidence serves you well enough, but we are risking everything here – if we’re caught or outed, many souls loyal to Neverwinter’s legitimate government will fall on this day. 
________________________________
Player Dialog Options:

1: You have our word we will do all we can to avoid compromising everyone still loyal to Nasher.  We would not willingly see these brave men and women come to harm.

2: Bah!  Your cringing is unbecoming a warrior.  Danger and risk are a part of any war worth wining.  Understand this – I will kill or abandon anything which hinders my goals.  That said… I am not prone to needlessly wasting valuable assets.

3: It’s going to be just fine – in, snatch ol’Nasher and out again.  By the time they figure out we were here, we’ll be half way to Highcliff.
________________________________
Brelaina: I’ll try and share your confidence.  

The plan will go as discussed earlier – you will wear your disguises and accompany several loyalist members of The City Watch into the Halls of Justice.    


Safiya: Let’s hope for our sake nobody remembers what you look like.
Brelaina: My men are loyal to Neverwinter, not these posers.  You can count on them overlooking any passing resemblance to the Knight Captain.  

Safiya: So… we can stake our lives how reliably dishonest your men are.

Brelaina: …

Safiya: My apologies, the irony of the situation amused me.  Please continue.

Brelaina:  Once inside, you’ll be escorted to the cell block for guard duty and left alone – proceed to the west wing where their holding Nasher.  If your cook’s stew works as she claims, the guards will be sound asleep. Free our lord, exit the building quietly, get back to the ship, and we sail to Highcliff with all due haste.   

________________________________
Player Dialog Options:

1: Sounds simple enough - with luck we should be able to avoid a running battle around innocent people’s homes.

2: An acceptable plan.  I shall humiliate this “Kaiser” and steal away his prized possession.  If any of his lackeys cross me, their deaths will be savored.

3: Piece of cake.  I only wish I could see the look on that jerk’s face when he finds Nasher’s cell empty in the morning.  

Safiya: What happens if the situation becomes… less than quiet.

Brelaina: Then a great many innocent watchmen, soldiers and civilians might be killed.  While my men answer to me, the military is firmly under The Kaiser’s control.  We won’t last long if they bring The Many Starred Cloaks against us.

Safiya: Then we must be discreet.  Look!  It appears Captain Lastri has secured our moorings for the night.   Get your disguises in order and prepare yourselves.

Coder’s Note: The party’s armor is removed, placed in their inventory, and replaced with a City Watch outfit.  

(As the party disembarks the ship, they cross a trigger that causes two nearby City Watchmen Approach the party).

Watchman #1: You men!  Slackin’ off are ya?  
Watchman #2: Yup - sure seems like it!  You know you should be working the guard post tonight!   Trying to shirk yer duty looks ta me like!

Watchman #1: Get over here double-time ya curs… unless you want ta be stuck on latrine duty for the next month!  

Brelaina: Good luck… we’re all counting on you Knight Captain!

________________________________

Coder’s Note: Once either conversation finishes, jump the party to the Halls of Justice in the Neverwinter Merchant District.  The section dividing wall door will be LOCKED.   This will require the players to bash it down or pick it.

_____________________________________________________________________
- Area Title: Neverwinter Halls of Justice
- Required Characters: Safiya
- Points of interest: Guard room, Nasher’s Cell.

Coder’s Note: Will need a custom version of the Neverwinter Docks set to night.

Section division locked – party will have to bash out or pick it.

Regardless of whether the party is disguised as criminals or City watch members, they will find themselves left in a cell block with an east to west running hallway, each side ending in locking doors – which are in fact LOCKED.  The party will need to bash them open or pick them to proceed.

Coder’s Note: Play one of two possible Safiya barks, using variables on which faction the party sided with.

Safiya: The section doors are locked… Axle’s assurances that the watch would “stay bought” might not be so ironclad.  Be cautious.  

Safiya: The section doors are locked… Brelaina’s trust in her men might be unfounded.  Keep a sharp eye out for trouble.

The West path leads to a set of stone stairs, which will jump the party to the secured wing.  They will find five Watchmen sleeping soundly in various places, and the remains of a recently eaten meal, courtesy of Rhea.  Two rows of cells and another locked section division separate the party from Nasher’s cell.  The party will need to pick or destroy the division door to pass it, as the others.

The cell door is sealed beyond the party’s ability to pick it, and enchanted so it can’t be destroyed.  They will need to search the sleeping guards to recover the key.   

STORY POINT - The Truth of the Matter: 
The party has been scryed since the moment they entered the Halls of Justice.  A large attack force of Nightmasks, lead by Tam Bakk, are already en-rout, with Greycloak and mercenary reinforcements pre-positioned in case the Knight Captain manages to escape the jail.  

The Kaiser has an attack force at the ready in The Black Lake District, Isho has one positioned in the Merchant District, and Edwin has a group at the ready in the Docks.  Outside of Neverwinter, Sendai awaits with a small army of Drow.  The antagonists would prefer to not use their reserves, as they fear – correctly – that the Greycloaks might turn on them should they recognize Lord Nasher.
______________________________________________________________________
Mandatory Cut-Scene: Rescuing Lord Nasher
Companion Dialog: Safiya
Summary: They player finds and rescues Lord Nasher, who, absent his constant diet of toxins and the influence of his "loyal friend," The Kaiser, has returned to his senses.  Nasher pleads forgiveness and atones for his behavior during the Knight Captain's homecoming.  He joins as a henchman, and the player must protect him as they either fight their way to the freight docks.  If Nasher falls, it's game over. 

Nasher: Who goes there?  You!  Soldier of Neverwinter!  I demand you release me, do you not recognize your liege?

(The Party walks from the shadows and into visual range).
________________________________
Player Dialog Options:

1: I shall never forget the man who rescued me from Luskan “justice.”  

2:  The mighty have fallen low indeed.  The great Nasher, reduced to begging his former underlings?  It is fortunate that I have need of you.

3: Oh, NOW you’re happy to see us?  Perhaps if you’d listened to what we were saying – instead of tossing us all out of Neverwinter – we’d not be springing you from your own blasted jail!

Nasher: No… it… can’t… HAH!  The Knight Captain… true child of Neverwinter, returned in our greatest time of need!  Please… forgive me my treatment of you and your companions.  Had I but listened… this black day might have been averted.  

________________________________
Player Dialog Options:

1: You have nothing to apologize for my Lord.  You were poisoned and bewitched by an enchanted toxin - your mind was not your own.  The real villain is The Kaiser, who seeks Neverwinter’s throne.

2: Enough - your groveling sickens me.  While I have always questioned your judgment, you should know that you were being poisoned by my “replacement.”  He fed you toxins that addled your mind left and weakened your body.  Your throne is what he desires.

3: Apology accepted… and for the record, it wasn’t entirely your fault.  That rat bastard Kaiser was slipping poison in your breakfast – pretty much made you his slave - and would’ve killed you off eventually.  Guy wants to run Neverwinter.  You were in the way.

Nasher: W-What!  May Tyr curse my eyes!  I have been blind!  How could I have let that fiend, with his honeyed tongue, drive a wedge between those most loyal to Lord and land!  Oh, Nevalle – it is I who has failed Neverwinter!  I…I fear I have doomed our city!

(The Knight Captain Shatters Nasher’s cell door in a single swing).

Safiya: That was… not subtle.
________________________________
Player Dialog Options:

1:  Be at ease, it was Nevalle who planned this rescue.  He has ever remained your loyal retainer - even in exile.  Now come, we must flee before we’re noticed!

2: If it will put an end to your blubbering, I will share the fact that Nevalle was the one behind our rescue.  He was most… persuasive.  Follow - or be damned.

3: Don’t get too bent out of shape – this jailbreak was Nevalle’s idea.  He’s been watching your back for months.  Now, if we’re done with all the touchy-feely, we had better get out of here before someone notices.

Nasher: Yes!  Let us escape to Crossroad Keep - and from there we shall put a stop to this travesty!

Coder’s Note: Nasher is added to the party as a henchman.  If he dies at any point, the party is given a Non-standard game over.

As the party passes the guardroom, a small cut scene begins - Nasher will stop, walk to the weapon rack and retrieve his sword.

Coder’s Note: Equip Nasher’s Sword and Nasher’s Shield from his inventory.

Nasher:  Once more darkness and death comes to my city.  I swear on my life this shall not stand.  I will throw off the Tyrant’s yoke, and the people of Neverwinter shall once more walk free!  Knight Captain!  I shall fight by your side!

The party regains control and can head downstairs.  They find a horde of Nightmasks lead by Tam Bakk waiting for them.  The bark trigger for the attack is in the center of the East to West cell-block, so the players should see the battle coming and have time to cast buffs.

Coder’s Note: The Hall of Justice’s exit is locked when the players trigger the cut-scene, and only opens with Tam Bakk’s key.

Tam Bakk: Oh, would’ya look at that.  T’would seem ol’Nasher’s out of‘is kennel.  And what ‘ave we here… oh, tis the prodigal child – come ‘ome t’die.  Well ain’t this just convent as all ‘ell…

Nasher: Knave!  Even in the depths of a poisoned stupor I knew you were unworthy to wear the Mantle of The Nine!  I will however say that I am PLEASED to see you’re not cringing behind my Greycloaks.  Cutting you down will be all the more satisfying when I don’t have to bury my own soldiers afterwards!

Tam Bakk:  Oh, ya’ear d’at boys?  Nasher’s thinkin’e’ll spead the hate some.  Not very neighborly I’d say.  Tell ya wot men… first one ta down that preenin’ sod get to eat‘im fer dinnah!

Coder’s Note: The Night Masks are set to hostile and attack.

(The Night Masks Attack the Party).

Coder’s Note: When each Night Mask dies, their body disappears and turns to mist.  

As soon as Tam Bakk reaches zero hit points, he barks the following message:

Tam Bakk: I ‘ope ya don’t think this’s ovah!  Grrrr… we’ll all… b’seein’ y’again… real soon-like…

(The wounded Night Mask turns into mist, leaving behind the key to the exit).  

Safiya: They’re all vampires!  Destroying them permanently is going to be difficult.
 _____________________________________________________________________

- Area Title: Neverwinter Merchant’s District
- Required Characters: Safiya
- Points of interest: None

The party zones into the Neverwinter Merchant District.  They are immediately set upon by an unending horde of Wa Mercenaries and Isho Oroshi.  They must battle their way to the dock’s district exit.  Every time a Mercenary falls, another will spawn to replace it. 

Isho: Your story ends tonight.  In this place, with the protections of the Rod, I cannot know defeat.  Prepare to dine in your ancestor’s company!

Nasher: Damn!  They’re using the Rod against us!  He speaks the truth!  When the “Champion of Neverwinter” is protecting the city, he is all but invulnerable.  We’ve no choice but to flee!

Coder’s Note: Isho is set to plot for this encounter – he literally cannot be defeated. No matter how much damage he takes, he continues to press his attack. Isho needs to be given penalties to saving throws and being knocked down, to give crafty players an opportunity to escape him.  

STORY POINT - The Truth of the Matter: 
The party needs to cut their way through a neverending mass of Wa soldiers, while using knockdowns and crowd control magic to keep Isho at bay.  As a weapon master/fighter with a powerful Katana, he will make short work anyone he gets close to.

For the current battle, the antagonists are relying on their own personal forces.  They are keeping the City Watch and the Greycloaks out of the battle, lest they see Lord Nasher and potentially rebel.
 _____________________________________________________________________
- Area Title: Neverwinter Docks District
- Required Characters: Safiya
- Points of interest: 3 way intersection

The party continues the running battle into the Docks District, having ditched Isho, (for now), and will face a constant onslaught of Wa Mercenaries and Night Masks.  The party will eventually be channeled into a two way street, and find themselves face to face with The Kaiser and Orbakh, spearheading a force of Night Masks.  Isho and his forces then spawn behind the party, leaving them trapped.

The Kaiser:  I have to admit… I’m a bit disappointed in you Knight Captain… walking into such an obvious snare?  I‘ve mistaken competence for dumb luck perhaps.  A pity - I’d expected better.  

Nasher: Retch!  I should have seen through your smarmy façade from the outset – Nevalle certainly did.  Save me the trouble of cutting down your underlings and toss yourself upon my blade!

The Kaiser: …and look at this… you’ve kidnapped my “guest.”  How inconsiderate.
________________________________
Player Dialog Options:

1:  Did you expect to usurp the throne unopposed?  We are but the first… should we fall here, others shall rise up and defeat your plans.  You’ll not long fool the Lords of Waterdeep with this farce!

2:  Well isn’t this just convenient.  Lure all in, flush out the spies and then kill off the resistance before it even gets started.  You’re too clever by half if you think Baldur’s Gate will tolerate your rule.  You’ll have ten thousand Flaming Fist beating on the wall by this time next month.

3:  What a banal plot!  What limited vision!  You’ll not long hold this city Kaiser.  If the true powers of the Sword Cost fail to rout you out, then the Luskans will dance their army over your crow-pecked bones.  I laugh at your shallow ambitions!

The Kaiser: Oh… is this supposed to be the part where I divulge my dastardly plans?  You insult me.  

NPC BARK: Well, it was worth a try.
The Kaiser: Men… you are to kill every last one of them, dice their corpses into tiny pieces, burn the kibble and then scatter their ashes into the harbor.  

Orbakh: Assuredly.

The Kaiser: All except the Red Wizard.  I want her corpse - or at least her torso - mostly intact. Assuming that’s reasonably possible.

Safiya: Me?  Flattering...  and… now I’m actually quite curious… why?

The Kaiser: I need your fresh, still beating heart for… something. (Smiles wickedly).

Safiya: I’m afraid my heart is rather necessary.

The Kaiser: Not if you’re dead.

Safiya:  That’s actually… distressingly logical.  We could use a miracle about now…
________________________________

The camera pans upwards, revealing the Knight Captain to be completely trapped, with Isho and his forces approaching from the rear, and The Kaiser’s troops walking from the front.  To the North is a narrow alley, blocked off with a wagon and barrels.  As the camera continues to widen, and Edwin and his six Red Wizard minions charge into the alley, catching a glimpse of the Knight Captain and his party.  The narrow corridor and their late arrival to the scene means the Thayans are unaware that the party is surrounded...

Coder’s Note: Play the drum-beat music from MotB’s final battle.
______________________________________________________________________
Mandatory Cut-Scene: Hoisted by Edwin’s Petard
Companion Dialog: None
(The camera zooms in on Edwin).

Edwin: (And would you look at this… yet another proper mess that Edwin has to clean up.).  There they are!   All of you near-worthless monkeys, cast together now!!! Burn them to ashes!

(The camera pans out enough to see all seven wizards casting Meteor Swarm).

Coder’s Note: All 7 Red Wizards begin casting the Meteor Swarm animation.  

(Safiya hears the casting and looks down the alley).

Safiya: Oh no!  EVERYONE!  Gather near me!  NOW!!! 

(Safiya franticly casts a spell and a shimmering wall of force surrounds the party on all sides.)

Coder’s Note: Use the particle effects from the Lantanese encampment barrier found in SoZ.  Additionally, the visible area needs to be absolutely saturated with meteor impacts and burning walls of fire.

(As the party crouches inside the barrier, a slew of meteors crash into the ground in every direction, blowing the enemy forces to pieces.  Orbakh and The Kiser stand under their own Wall of Force, cast by the Manshoon clone just before the meteors begin striking).

Coder’s Note:  As the hail of fire and death subsides, both The Kaiser and Isho have been cut off from the party, and the houses blocking the path south to the harbor have been blown to kindling, leaving only burning wreckage and a clear shot at the Vigilant II.  

(The Camera Pans to Edwin, his view of the scene now completely obscured by a roaring wall of flames).

Edwin: Ha!  And THAT is how you properly handle gnats!  (It occurs to me that “I” should be calling the shots from now on.  We shall rectify this little leadership issue soon enough…)  

(The Camera pans back to the street, burning piles of wreckage everywhere, Night Masks and Wa Mercenaries scatted over the ground like broken toys, the Party kneels Un-hurt in Safiya’s Wall of Force).

Coder’s Note:  Safiya casts a spell and the Wall of Force vanishes.

Player Dialog Options:

1:  The way to the harbor is clear!  The gods smile upon us!  Hurry!  We make for the Vigilant!

2: Well Safiya… you asked for a miracle… I give you… Edwin Odesseiron…  Now let’s get the hells out of here!

3:  This is to laugh!  We are delivered from the hound’s jaws… by the abject stupidity of my foe’s lackey.  COME!  We must sieze this opportunity if we are to survive!

________________________________
(The party regains control and may flee south.  The North, East and West are completely cut off with burning debris).

Coder’s Note: As the party flees, they trigger a small cut-scene that pulls the Camera back to The Kaiser and Orbakh, surveying the carnage.
The Kaiser: The strands of fate are plucked by an unseen hand against me.  Hah! I’m uncertain if I should laugh… or cut off Odesseiron’s head.  

Orbakh:  You presume this to be a binary decision?

The Kaiser: Heh.  For now, the fool lives… he’s still necessary… for a bit longer.  Unfortunately, my remaining men are both flammable and lack the means to fly...  

Orbakh: I will gather my Night Masks. 

The Kaiser: If they get past Sendai, you will be the last line of defense.

Orbakh: Death shall succeed where mortal flesh fails.  

(Orbakh transforms into mist and floats away).
 _____________________________________________________________________
- Area Title: Neverwinter Docks District - Continued
- Required Characters: Safiya
- Points of interest: The Vigilant II

The party moves Southbound and closes in on the ship, but from the east and west, Sendai and a large contingent of her Drow soldiers cut off their escape.

Coder’s Note: When the party comes within 50 feet of Sendai, they trigger a dialog with the Drow force.

Sendai:  Well… now that the rest of the (Drow word for “human filth”) have failed, it’s up to the (Drow for for drow) to clean up the mess.  (Drow insult)! Surrender now!  I will make certain your first death is rapid... and without pain.  

Player Dialog Options:

1: I suppose that’s what passes for mercy amongst your wicked kind.  Regretfully, we’re inclined to refuse your act of “generosity.”

2: Oh, gee… how could I turn down such a generous offer... no sale black elf.

3: I make a counter offer – stand down… and I won’t make your final moments on this world a monument to anguish!
Sendai:  Insolent (Drow word for slime), I expected such a response.  Come children of Lloth!  Let’s fill the air with the music of their screams!

________________________________
Coder’s Note: Set all of the Drow to hostile.
The drow commence attacking from all angles.  The party has no choice but to kill them all.  When Sendai reaches critical hit points, she plays a bark and uses her stone of recall.

Sendai: (Drow profanity)!!  Arrrgh!  This is NOT over!  

When all of the Drow have been slain, the party is free to run down the pier and board the Vigilant II via the boarding ramp.

Coder’s Note: The moment the Knight Captain reaches the ship’s deck, Safiya barks and takes her leave.  The party formation window opens.  The players may re-form the party with fresh members for the next battle.

Safiya: I need to catch my breath and collect my wits for a moment.  Everyone else appears equally spent – I’d recomend you have them rest below and gather some fresh faces.  
_____________________________________________________________________
Mandatory Cut-Scene: Frantic Escape Into the Twilight
Companion Dialog: Safiya

(The party is back aboard the Vigilant II, and the crew frantically scurries about the deck.  Lastri is standing at her usual perch, barking orders in the background.)

First-Mate XXXX: …but the tether-lines… the anchor…

Lastri: …damn the anchor and damn tether-lines to Umberlee’s maw!  Just cut’em! We’ll worry ‘bout mooring if we survive the night!  XXXXX! XXXXX!  Drop cloth like your life depends on it boys!  

Well Knight Captain, so much fer sneakin’ out quiet-like… eh?  

Safiya: This brings back memories…

If the party allied with the Shadow Thieves - Lastri:  Yer Shadow Theif pals scurried ashore right fast when the fireworks started.  Figures they’d be out fer their own hides.  Still, I hope they’re alright, looks like someone unleashed all nine layers o’hell.

If the party allied with the City Watch - Lastri: Yer watch pals left when the fireworks started, Brelaina said they had to keep the town-lubbers out o’the crossfire.  Hope they’re alright, looks like someone unleashed all nine layers o’hell.

Player Dialog Options:

1:  That “someone” was a wretched  toad named Edwin Odesseiron.  He summoned dire magic in the middle of the of the city.  Safiya deflected most of the harm from us… the same can’t be said for The Kaiser’s forces… or the innocents caught in the blast… 

2: Yeah, Kiser’s flunky Edwin decided to get real indiscriminant with a half-dozen high-level doom-spells.  Lucky for us, Safiya is faster on the draw… if not for that we’d be more… crispy.  Can’t say the same‘fer the bad guys…or the people who were sleeping in those houses…

3: That act of incompetence was the handiwork Odesseiron, my foe’s pet Red Wizard.  Fortuitously, MY pet Red Wizard is of superior stock, and his assault was blunted.  In his recklessness, Edwin slew many of our enemies and countless scores of peons – we can use their deaths to generate sympathy for our cause. 

Safiya:  I did my best… but I not enough I fear.  Those houses were full of slumbering families.  I’ve heard tales of Edwn’s exploits, but I never imagined anyone could have such a complete disregard for life – he’s vile.  

(The Camera Pans to Lord Nasher, as he stares across the harbor at burning buildings).

Lord Nasher: I grieve for my people.  Their cries and screams carry over the wind… and they cut into my very soul.  My hands are as drenched in their blood as the murders I’ve unleashed.  I swear on my honor… these villains will pay for this outrage!
________________________________

(The Vigilant II is now a fair bit away from the pier, and the camera pans close to the dock as The Kaiser, Isho, Edwin and several score of Wa Mercenaries run to the docks).

Isho: NO!  They flee into the twilight!  Should they escape to open water…

The Kaiser: Calm yourself my friend… we have… redundancies.  Edwin – make yourself useful, (for once) - reduce that ship to kindling.  Or is blowing up a simple wooden boat too difficult for the would-be ruler of Thay?

Edwin: Ohhhhh… so NOW we’re back to having Edwin blow things up again?  (Ignorant monkeys can’t even stay consistent for five minutes!  Intolerable!  When I seize power, this insolence will halt!).

The Kaiser: Are you quite finished blathering to yourself and plotting my ouster?  

Edwin: Huh? I... GAHHH!! WHATEVER!  I’LL send their miserable boat to the bottom of the harbor!  This time perhaps you can be BOTHERED to keep your cannon fodder out of my way!!!!  

(The Camera pans back to the ship, as Safiya stands facing the docks, watching Edwin.)

Safiya: Oh-oh.  

(The Camera pans back to Edwin reaching the end of the docks, and he begins casting a spell).

Edwin: (Chanting a magic spell, playing spell-casting animation, a spell effect launches towards the ship).

(The Camera pans between the two wizards - we see Safiya also casting a spell).

Safiya: (Chanting a magic spell, playing spell-casting animation, a spell effect launches towards Edwin’s spell effect, nullifying it).

Coder’s Note: Best implementation might be a floating invisible creature placed in the air in between the vigilant and Edwin.  Both casters can be coded to target the object, and it will look like they are casting spells and counter-spells at one another.

Safiya: I believe I can counter him until we’re out of range.  Let me show this blowhard how an Academy trained Wizard duels!

(The spell duel continues for some time, Edwin getting more frantic and emoting various angry gestures, while Safiya occasionally plays her “getting damaged” sound, to indicate her pushing herself to the limits of her endurance.  Finally, the ship pulls out of Edwin’s Range, and the Red Wizard goes into a frenzied tirade).

Edwin: AHHHHGGGGG!!!!  

(Edwin turns to the crane mounted near the pier and blows it to pieces with a fireball). 
(The camera pans back to Safiya).

Safiya: …and… that… is that.  

(Safiya collapses on the ground, unconscious).

Lord Nasher: Lady Safiya!!  

(Nasher runs to her side, and kneels.)

Lord Nasher: She still breaths.  Fear not Knight Captain, I shall take her to safety below.  Stay aleart, our foe may still have a hand to play!

(The camera pans behind The Kiser and Isho while they watch the Vigilant II vanish into the horizon).
 
Isho: When word spreads that Nasher lives…

The Kaiser:  We’re not vanquished yet.  

Isho: How so?

The Kaiser:  You’re a patron of the arts Isho… are you perhaps familiar with “The Turmish Play?”  

Isho: Should I be?

The Kaiser: Heh.  Act one, Scene three: “Through every trial, their hearts frail refused to falter…”

(The camera pans back to the Vigilant II as Orbakh and a five Night Masks solidify on the Deck of the Vigilant II).

The Kaiser: “…yet, in the reckoning final, the ocean’s merciless grasp grinds hope to dust in its frigid embrace…”

The Sea of Swords is very cold Isho…
_____________________________________________________________________
- Area Title: The Vigilant II
- Required Characters: None
- Points of interest: None

(The camera pans to Orbakh).

Orbakh: Come my Night Masks… let us teach them to fear the darkness…

The players regain control of the party as the Night Masks begin attacking them.  An initial wave of six rogues charges into melee while the Manshoon clone casts spells behind them.  Lastri is set to plot and while motionless, will melee any Night Mask who walks near her.  Sadly her non-magical weapons will not damage them.  The rest of the crew scatters and runs for the door to the crafting center as the fight breaks out.

Coder’s Note: When Orbakh is engaged in melee he casts Greater Invisibility, Epic Gate and Premonition, then commences dropping Horrid Wiltings at point blank range until his life hits zero (He can be damaged but will not die).  He then casts Epic Vampiric Feast, plays the teleport animation, and reappears at full health on a different side of the boat, with another wave of six Night Masks spawning in front of him.  This occurs three times, (the party battles him once on each side of the Vigilant II), and after the fourth “defeat” he plays a bark and flees to avoid destruction.

Orbakh: You may count yourself amongst a modest handful to have twice defied me and survived.  An impressive feat surely… but your struggles will only serve to amplify your suffering.  I take my leave – for now.

(Orbakh teleports away).

Lastri: Gods, you fools sure do pick’em.  Remind me ta shake Sa’Sani down for more coin.  I’ll be needin’ a third boat by the time this is over!  You’d best get below and see ta your lady friend.

XXXX!  XXXXX!   XXXXX!  Get back on deck ya swabs!  Danger’s past yaw mewling quims!  Those sails won’t be tend’emselves!

(Party jumped below deck).
 _____________________________________________________________________  

Mandatory Cut-Scene: Battle’s Aftermath
Companion Dialog: Safiya

(The party is zoned below deck, where Safiya lays on one of the beds.)

Lord Nasher:  She’s alive but unconscious.  I suspect she’s merely exhausted.  

(Safiya stirs, and sits up in bed, turning towards the player).  

Safiya:  It’s good to see you’re alright.  I heard the battle, and was concerned.  I apologize - I’m not prone to fainting like that.  

(If player has the Safiya Romance Feat) – Safiya: …my love… I heard the fighting, I… I was… worried.  Forgive me for not being there, I… don’t know what happened… I’m not prone to fainting spells.
Player Dialog Options:

1:  Nonsense!  You have nothing to apologize for!  You saved us from death - twice!!  And by any accounting you solidly drubbed that Edwin lout!

2: Hold on now… you saved our hides back there!  We’ve got no complaints.  You should have seen the look on Odesseiron’s face as we sailed off!  Hah!  I think he tore something internally!  

3: Hrmfph.  Given your performance this night, I shall overlook this moment of… weakness.  Though I am loath to admit it, I owe my survival to your actions.  Continue to be so useful and you will always have a place at my side.

4: (If the player has the Safiya Romance Feat) – Shhhh.  You’ve always been there for me.  Back there… you saved my life… you saved all our lives… I love you Safiya… I’m just glad to see you’re fine.  Heh… you gave me a hell of a scare.  My life would be so… empty without you.  

(If 1-2) - Safiya: That is kind of you to say. I only did as any of the rest of you would in my place.   But I won’t lie… besting that slithering worm is going to put a warm smile on my face for a long, long time.

(If 3) – Safiya:  That’s probably as close to a compliment as I’ve ever heard you give anyone.  Thanks.  I think.

(If 4) – Safiya:  Oh… my love… I’ll never abandon you.  I promise.  Not even death will part us.  And between you and me… if Kelemvore even tried, I’d make sure he came to regret it!
________________________________

Player Dialog Options:

1:  Still, when we return to Crossroad, you should speak with Ivarr or Charissa in the infirmary.  We must be certain you are healthy.  I won’t have you needlessly endangering yourself.

2: When we get back home, you should get some rest - maybe chat with those Ilmater priests… or even Charissa.  She’s mean, but she’s the best ‘stitcher I’ve ever seen.  Admin it… you look like a Tarrasq ran you over.  We’d feel rotten if you hurt yourself on our account.   

3: After we return to my fortress, you shall seek council with one of those clerics I tolerate.  Have them be certain you are fit for duty.  I can’t afford to have you collapsing after every battle.

4: (If the player has the Safiya Romance Feat) – Listen love… when we get back home… I want you to see Charissa.  No arguing!  I know she’s got the bedside manner of a gorgon, but she’s the best healer North of Waterdeep.  We need to make sure you’re OK.  You really scared me back there.  

(If 1-2) – Safiya: I’ll be fine.  Give me a good night’s sleep and I’ll walk it off.  Don’t forget who I am.

(If 3) - Safiya: Ah… and now we’ve reverted back to form.  Don’t trouble yourself on my account.  After some rest I’ll be fine.

 (If 4) – Safiya:  I will be fine my love… just lay by me… allow me a few hours sleep.  It’s just exhaustion.  I’ll be as ready as ever after a few hours.

Lord Nasher: Nonsense!  As the steward of these lands, I command you to speak with a healer when we reach safety!  That is an order!  You have done our city a great service… and you have my personal gratitude.  For now however… I order you to rest.

Safiya: Heh.  Who am I to argue with the Lord of Neverwinter?  Charissa though?  You may as well send me back to the Docks, The Kaiser would be more gentle!

(The Scene fades to black).

STORY POINT - The Truth of the Matter: 
Safiya’s fainting spell is caused by one of two things.  Should the player not be romancing her, she simply exhausted herself battling one of Faerun’s most powerful Red Wizards.  Nothing more will come of it.  

If the player IS romancing Safiya, it is revealed, (at the narrative’s close), that she is carrying the Knight Captain’s child.  There will be some humorous dialogs with Charissa that come up shortly after Safiya’s check-up, hinting at the situation, and Safiya will be uncharacteristically cheery and upbeat in the rest of her conversations.  She keeps the secret to herself, (until just before the final battle), as she’s well aware that the Knight Captain would forbid her fighting at his side if he discovered she was pregnant.   _____________________________________________________________________

Mandatory Cut-Scene: Dawn at Highcliff
Companion Dialog: Khelgar Ironfist
Coder’s Note: Set the sky/time to dawn for this event.

The party is met at the docks near Highcliff by Nevalle, XXXXX (Khumlar) and a contingent of Greycloaks.  A short cut-scene takes place as the players and companions walk down the pier from the Vigilant II.

Nevalle: I see your mission was a success.  Thank the gods.

________________________________

Player Dialog Options:

1:  They were expecting us.  We barely managed to escape with our lives – lady Timora indeed smiled upon on us.  

2: We were set up Nevalle.  The bastards were waiting, and we had to cut our way out. To be honest, if not for some “fortuitous stupidity,” we’d all be dead. 

3: You sent us into the waiting arms of our foe.  It was mere luck that we returned at all.  From this point on, I will handle the planning.

Nevalle: Damn… I feared it might be a ruse.  You must understand I could not sit idle while they executed our sovereign.  I apologize for placing you in such danger - but we have won a sorely needed victory.

________________________________

Player Dialog Options:

1:  Tis a hollow victory… untold slaughter was inflicted on innocent people during the battle.  

2: Yeah… we’re mostly intact… the people living in the docks got the worst of it.  It’s not the sort of success I’ll sleep well over.

3: I take no pleasure in victory won through happenstance.   You should probably concern yourself with the scores of slain peasants and ruined homes littering the docks.  Perhaps we can use this slaughter to draw sympathy to our cause.
Nevalle: A pyrrhic victory then it seems.  This complicates matters.  The Kaiser will undoubtedly frame this as an attack on Neverwinter by our forces.  He’ll tell the Lord’s Alliance they’re “quelling a rebellion.”  It will be the perfect excuse to use the army they’ve stashed at Granite Hold.  

Khelgar:  Heh.  Looks ta’ be about the size of it.  

________________________________
Nevalle:  Curse my eyes – Forgive me Knight Captain… I am a fool!  We’ve played right into his hands… again!  This bastard wins no matter what we do!  We must act qui…

Lord Nasher: Sir Nevalle!  

(Nevalle bows as Lord Nasher walks into view)

Nevalle: M’lord.  I am pleased beyond words to see you safe.

Lord Nasher:  On your feet Nevalle!  It is I who should be bowing before you.  Can you find it in your heart… to forgive a blind, foolish old man?    I brought us to this place, while you have ever been my faithful retainer - even in unearned exile.  If not for your unwavering loyalty to Neverwinter, we’d lack even the faint hope left us.

Nevalle: We were all played for fools.  Remember… it was I who initiated The Kaiser and his band into the Nine.  Their many contrived acts of heroism and feigned charity hid their black hearts from us.  

Lord Nasher:  Yes… we were too eager… for a new hero… a replacement for our lost Knight Captain… I fear we saw what we wanted, rather than through their masquerade.

Nevalle: In the final reckoning, we will have much to atone for my lord.  But for the moment…

Lord Nasher: Yes!  YES!  We must save our beloved city!  The time for repentance and reflection shall come later.  For now, we must catch our balance.  

Nevalle: I suggest you depart immediately for the Consulate in Crossroad Keep m’lord.  We have horses and a detachment of Greycloaks waiting.  

Lord Nasher: Most excellent!  Please prepare the men, I shall join you presently.

(Nevalle departs with the greycloaks).

Lord Nasher: Knight Captain!  I fear I will once again have to ask more of you than any man has a right to.  It seems only Crossroad Keep and her Knight Captain stands between my precious city and tyranny.  I know you’ve endured trials beyond count, and by any reckoning, you’re earned ten measures of tranqulity.  Can I count on you to take up the banner of Neverwinter - against impossible odds - one final time?

________________________________

Player Dialog Options:

1:  I am a Knight of Neverwinter my liege!  My duty to country will continue to my dying breath.  I will stand, fight and die by your side if necessary.

2: Well Nasher… we specialize in long odds and impossible missions… we don’t intend to turn tail and run now!  Besides - we owe this son-of-a-bitch a bloody lip. 

3: This “Kaiser” taunts me with his every act.  Spare me your entreaties - were you to forbid me this battle I would ignore your command.  I shall lay waste to this challenger, and feast upon his heart.

4: Frankly, I am getting tired of cleaning up The Sword Coast’s messes.  Maybe it’s about time others step up and take the weight of the world off my shoulders.  My body is a patchwork of scars, my hands drenched in the blood of thousands, and after the slaughter on the docks…

5: I have had enough of being Neverwinter’s whipping boy!  You demand I suffer and bleed to correct your missteps.  I shall have no more of it!

(If 1-3) - Lord Nasher: That pleases me greatly.  I shall await you in the Consulate in Crossroad Keep.  Seek me out when you have steeled yourself for battle!  Farewell!

(If 4-5) – Lord Nasher: (Sigh).  Knight Captain… you have grown in power and fame beyond my ability to compel your service… and gods know I have no right to demand any more than you’ve given.  Therefore, I shall hope… for all of our sakes… that you have a change of heart.  Seek me out in the Consulate at Crossroad Keep should you reconsider.  Farewell.

(Nasher walks away from the party).
________________________________

Khelgar: Well… heheh… at least the situation can’t get any worse!

XXXX (Khumlar): I’ve finally caught up with you Khelgar.  We need to talk.  Urgently.

Khelgar:  Heh.  Spoke too soon… 

(Scene fades to black, party transitions to the XXXXX Tavern, in Highcliff).
 _____________________________________________________________________
Mandatory Cut-Scene: Choice of Evils
Companion Dialog: Khelgar Ironfist

The player’s companions are all seated in various places throughout the tavern, and the viewer catches a glimpse of all of them as the camera pans by.  

- Safiya: Refusing a drink when offered.
- Gann: Speaking with three attractive women.
- Kaelyn: (if present) - Standing in the corner, looking awkward. 
- One of Many: (if present) – Lurking invisibly in Kaelyn’s place.
- Ammon Jerro: Brooding at a table, trying to ignore Finch’s chatter.
- Neeshka (if alive) - Filching some pocket change from a drunk fop.
- Khelgar: Sitting at a corner table with XXXXX (Khumlar), drinking ale.
- Finch: Gesturing wildly to Ammon Jerro.
- Ribsmasher: Double-fisting ale at the bar.
- Umoja: Arguing with the barkeep about his dinosaur entering the tavern.
- Rinara: Calmly standing at the bar chatting with Mantides.
- Mantides: Calmly standing at the bar chatting with Rinara.
- Charissa: Scolding Kaji next to a cup of spilled wine.  
- Bodvarr: Drinking next to Ribsmasher.
- Kistrel: Sitting next to Charissa stuffing her face with food.
- Ithefelle: (if present) - Lurking in a dark corner alone.
- Terukawa: Winning at darts with several tavern regulars.
- XXXXX (Eiren): (if present) - Happily dancing while people stand around clapping.

The Knight Captain is standing next to Khelgar and Khulmar as they discuss dire matters at the Ironfist clan-hold.

Khulmar: …and we heard tale that the gauntlets and hammer were stolen Khelgar... 

Khelgar: Well.. heh… uh… yeah.. I-ah guess… I... uh… but not fer very long… and… heh… we got’em back right away…mostly.

Khulmar: This is what we mean Khelgar… you are not taking your responsibility, your DUTY seriously!  You are the head of the Ironfist Clan!  Entrusted with our sacred relics!  Your people NEED guidance and leadership!  

Khelgar: What…ah… now… now you hold on just one second!  I did my fair share’a leading durin’ the battle against the King of Shadows!  Fought with you and my kinsmen on the walls, and… and chased that thing into its lair – and got a ruin dropped on my head fer the trouble!

Khulmar: And then what?  You lead our best warriors to their DEATHS, and instead of returning home, to help your own people, you elected to chase ghosts and play nurse-maid in Neverwinter’s dilapidated old fort!
Khelgar:  Wha!  Ch…chase ghosts indeed!  Why I… uh… I… 

________________________________

Player Dialog Options:

1: Chase ghosts?  He was only doing what I’d have done in his place!  What any of us would have!  Surely you’re not judging Khelgar because of his loyalty to his friends and country?

2: Do I look dead to you?  You should feel lucky to have a leader so dedicated to what and who he cares for!

3: I am no “ghost” dwarf.  Khelgar has been a useful and steadfast minion. When you disparage his loyalty, you disparage me.  Consider your next words very carefully… 

Khulmar: I’m not discounting Khelgar’s loyalty – or his courage!  I’m questioning his JUDGEMENT!  His chief responsibility should have been to his people!  Not Neverwinter!  Not his friends!  HIS BLOOD!  We were left naked with so many slain!  He chose poorly – and we suffered mightily for it!

________________________________

Khelgar: N-now slow down there!  It… it wasn’t like that at all!  Nasher needed my help, and… and…. I… uh… what… what about Keros?  He was doin’ a great job of running things!?  

Khulmar: He’s dead Khelgar.  

Khelgar: Dead!  What?  But how…

Khulmar: Have you even bothered to check on us in the last year?  

Khelgar: I… uh…. (sigh)… No…

Khulmar:  No!  No you have NOT Khelgar!  Over the past months, we’ve endured unimaginable agony!  The Bugbears - and now Gnolls - have strangled our supplies to a trickle!  We are starving!  And thanks to the war, we now lack the soldiers to escort caravans through the pass – we have difficulty enough holding the front gate!

Khelgar: …

Khulmar: When we needed a leader most… you had better things to do Khelgar.  We trusted you.  We put all of our faith in you - we overlooked your failings.  “I” overlooked your failings.  

Khelgar:  I’m… sorry Khulmar.  I… what can I do… how can I make this right?

Khulmar: You can start by standing down.  Your cousin Khorric has proven himself a capable leader.  What little we still have we owe to his cunning.   Give him the gauntlets, the belt and the hammer.  Maybe he can use them to rekindle some hope - before the clan-hold becomes a crypt.

Khelgar: Stand down… surely I can return… with supplies… and… and gold… and we can fix this!

Khulmar:  You are hated right now Khelgar.  If you return, there will likely be bloodshed.  Many believe you’ve forsaken us – and not unjustly. Also… I sincerely doubt Khorric’s faction will accept you back - even if you arrived personally at the head of a supply train.

Khelgar: Heh… Khorric always was a stubborn one… even by Ironfist standards.  Maybe I don’t have a choice in this… maybe Khulmar‘s right… maybe… I just don’t have the head fer this sorta thing…
________________________________

Player Dialog Options:

1:  Khelgar, every leader must one day face painful decisions.  You can hand over the artifacts, and hope for the best.  Or, you can return to help your people and face the consequences of that.  Either could end in disaster.  

2:  We’ve been friends a long time Khelgar.  When you’re calling the shots, it’s not always black and white – sometimes your only choices are “bad and bad.”  Your job, as head-cheese, is to figure out which choices will hurt everyone the least. 

3:  You always have a choice fool.  Often times, the only options a leader has are distasteful.  The fates are without mercy for those born to rule.  You are the master of these dwarves – you must consider what best advances your goals!

Khelgar:  Heh.  No wonder ol’Nasher’s hair fell out.  Just mullin’ this over’s making my beard turn grey.  

Khulmar: Stop dithering!  We need a action!  

(Khelgar turns to the Knight Captain).

Khelgar:  I’ve… I’ve always trusted you… what would you do?  Return to the clan-hold… try an’ save it… even if it might end in killing some o’ yer kin?  Or… pass your title… and… and… go into exile… knowin’ they might still all die anyway?
________________________________

Player Dialog Options:

1:  We should work with Sa’Sani, commission a large supply caravan, and then escort it safely to the clan-hold.  On our way, we can hopefully slay enough of the raiders to provide breathing room... at least for a time.  It may well end in a battle to the death with your cousin… but perhaps we can talk some sense into him.

2:  You should hand over the relics, and pass on your mantle.  With their power, the Ironfists will have a chance of slaying the raiders and protecting their territory.  Your clan has lost enough Khelgar. You can’t risk more deaths should your cousin decide to be unreasonable.

3: We have our own matters to deal with right now.  With luck, the Ironfists can hold out a few weeks longer.  Once we have our current matters settled, we can open a trade rout, and expand the Greycloak’s patrols so the supplies get through.

(If 1) – Khelgar:  Well then, it’s settled!  We’ll call in a few favors, ruffle Sa’Sani’s scales some, and lead a caravan to the Clanhold!  I don’t know if I can make this right… but I’ll be damned if I’ll run away from it!

Coder’s Note: Set a variable “Khelgar Quest Begins” so his conversation back at the CK has the option to return to his people.

Khulmar: I can’t say I think this is wise, but… at least you’re doing something.  I will await your arrival at the clan-hold.  Don’t expect a warm reception Khelgar.  Farewell.

(Khulmar Walks away).
___________________

(If 2) - Khelgar: Well then, it’s settled!  Khulmar – please give Khorric the Gauntlets, Belt and the Hammer of Ironfist.  Tell everyone… tell Khorric… that I’m… I’m sorry… I never wanted to do wrong by ‘em.  If this is what’s best for my clan, then so be it… 

Coder’s Note: The Campaign version of the Ironfist Gauntlets, Belt and Hammer are taken from the party’s inventory.  

Khulmar:  This is probably for the greater good. You returning home would risk a battle.  You’re a good dwarf at heart Khelgar, and in time, I think your kin will come to see that.  Farewell my friend.  

(Khulmar Walks away).
___________________

(If 3) – Khelgar: Well then, it’s settled!  We Ironfists are a stout lot – they can tighten their belts and hang on a bit more!  Once we have this Kaiser business handled, we’ll turn our Greycloaks loose on those dirty Bugbears and reopen those trade routs!

Coder’s Note: Right before the final battle, a Greycloak scout returns To Crossroad Keep, informing Khelgar that his clan has been wiped out to the last dwarf.  Khelgar immediately departs the CK in despair, never to be seen again. 
Khulmar:  Have you heard nothing I said?  Have you LEARNED nothing?  Why did I even bother in this fool’s errand!?   So be it Khelgar.  I dearly hope there is still a clan left by the time you send your soldiers.  

(Khulmar Walks away).
___________________

Khelgar: Well heh… that coulda’ gone worse… maybe.  Let’s sleep this off and get back to the keep.  We’ve got a lot on our plates.
________________________________

(Scene fades to black, party is rested and ready to go in the lobby, with party selection screen open to choose companions)
 _____________________________________________________________________

Mandatory Cut-Scene: Xanatos Speed Chess 
Companion Dialog: None

The Scene opens with Brelaina, (and Cormick if he is alive), locked in the same cell Lord Nasher was.  They have been stripped of equipment and are wearing street clothes.

(The Kaiser and Isho walk into the camera from the left).
The Kaiser: As a ranking Colonel on the City Watch, I’m certain you know the penalty for treason and espionage… 

Brelaina: You being the foremost authority on both subjects.

The Kaiser: We’ll see if you remain so defiant while you dangle from a good stiff rope.  

Brelaina: Assuredly.

Cormick - (If Alive): We’ll merrily curse you with our dying breaths.

The Kaiser: Heh… cute.  You know… you’re going to be killed on your own gallows… I wonder… do you find it deliciously poetic?  You’ll be branded a villain - hated by the people you tried so hard – and futilely – to protect.

Brelaina: I will die with no regrets – The TRUE Lord of Neverwinter has slipped beyond your grasp… and soon enough, you and your murderous band will be collecting worms in the Betrayers Tomb. 

Isho: You will mind your tongue – lest I remove it.

Brelaina: Hah!  You’d just provide me an opportunity to bite off your fingers – come in here and try!

The Kaiser: Enough.  Nothing material has changed.  Let her wallow in futility Isho.  

Brelaina: That’s my line.  Your “plan” to rule Neverwinter is finished Kaiser.  Before long, the Alliance hears from Nasher personally, and he’ll come back at the head of an army.  That is… if the If the Greycloaks don’t depose you first. 

The Kaiser:  You sound so very certain Colonel.  Of course… what if my plan never was to rule Nevetwinter?  And suppose I don’t need to fool The Lord’s Alliance – just confuse and delay them… long enough to meet my real objectives…

Brelaina: What!?

The Kaiser:  Just maybe… the only thing you - and your impetuous little Knight Captain – have accomplished… is providing the perfect pretext to garrison Neverwinter with my army… and from there, openly attack the dissidents infesting Crossroad Keep.  

Brelaina: You’re and overconfident fool if you think The Lord’s Alliance won’t sort this out!

The Kaiser: I have no doubt your precious “Lords” will sift through the rubble and realize what happened… eventually.  By that time, I will have EVERYTHING I want.  And YOU will be a rotting pile of flesh alongside Neverwinter’s other traitors.

(Brelaina’s eyes go wide with anger).

Cormick – (If Alive):  Rotten bastard!

Brelaina: NO!

The Kaiser: Now now Colonel… such outbursts are unbecoming an officer of your rank.  Besides… I owe you and your friends so vey much!  Why… after this slaughter, I’m certain all remaining opposition my lordship will evaporate.  Just think Belaina - by this time, in three days…

(Sendai Approaches from the left).

Sendai: By this time in three days, my force will arrive in Neverwinter.  

Isho: HUSH!

The Kaiser:  Ahhh.  Sendai… you do know better than to discuss specifics in front of our… guest…

Sendai: I will discuss what I wish WHEN I wish. I’ve had quite enough of your plotting and tricks!  This “scheme” to hide my troops in the sewers… unacceptable!

Brelaina: Seems like the perfect place for Drow rats!.

Sendai: I will suffer nothing from this XXXXX (drow word for whore)! Silence her now… or I will kill her!

The Kaiser: Point one: For the moment, we control Neverwinter.  That state will not long persist if the citizens and the Greycloaks see armed Dark Elves parading through the streets.

Sendai: Strand upon strand… You will become tangled in your own web…

The Kaiser: Point two:  Colonel Brelaina will be dead in a few hours.  I can’t very well brand her an accomplice and execute her if she’s already a corpse.

Sendai: …

The Kaiser: Point three: My “plotting and tricks” have brought us to the cusp of victory.  I will not see my plans abandoned so near our objective.  The “dignity” of your warriors is of almost no value to me.  Your personal wants rank below even that.

Sendai: …

The Kaiser:  Now then… I need to get dressed for a state execution.  Isho – do not, for one moment, allow Brelaina from your sight. Regardless of the reason.  If someone tries to lure you away, or distract you, it is a trick - kill them immediatly.  Remain by the Colonel‘s side until her legs cease kicking on the gibbits.  Oh… and no matter what… don’t eat or drink ANYTHING.  We still haven’t managed to awaken the last idiots Rhea poisoned.

Isho:  It shall be so.  I swear on pain of death.

The Kaiser: Unnecessary my friend – you’re the only one here I can count on.

(The Kaiser turns to Sendai).

The Kaiser: Oh… and before I forget Sendai... this is the last time I will tolerate your insubordinate attitude.  It was a fraction of my essence that pulled you from oblivion.  If you won’t obey… I’ll take back what’s mine.  

Sendai: I will do as you say. 

(Sendai and The Kaiser turn and walk to the left, and the scene fades to black).
 _____________________________________________________________________
Mandatory Cut-Scene: Setting The Table for the Finale 
Companion Dialog: Ammon Jerro

The party is allowed to go where they will.  The first time they venture into Crossroad Keep, a Greycloak officer approaches them and reminds them that Nasher would like to speak with the Knight Captain.  This is an opportunity to complete side quests, craft, farm, and explore the game’s sandbox elements.  Once the players enter the Neverwinter Consulate, the lead-up to the game’s climax begins.


Lord Nasher – (if the player accepted his request at Highcliff): Ahh, Knight Captain!  It’s good to see you at last!  Are you ready to help free Neverwinter? 

Lord Nasher – (if the player refused his request at Highcliff): Ahh, Knight Captain!  It kindles hope in my heart good to see you again!  Have you reconsidered?
________________________________

Player Dialog Options:

1: I am ready to help free Neverwinter!
2: I’m not prepared, I need more time.
3: I do not wish to.

(If 1) - Lord Nasher:  Perfect!  Nevalle!  Come! There is much to discuss!

(If 2) - Lord Nasher:  Please, hurry – every hour lost brings our foe closer to victory.

(If 3) - Lord Nasher:  I cannot force your hand in this… but… I implore you… please, reconsider.  I shall await you here.
________________________________
Lord Nasher: Before we begin Nevalle, please update them on the most recent developments in Neverwinter.

Nevalle: It is as I feared. My spies report that our foe blamed the Dock’s destruction on the forces of Crossroad Keep.  In the panic that followed, the Kaiser was quickly installed as acting Lord of Neverwinter, and has openly garrisoned the city with a mercenary army.  

Lord Nasher:  It is a carefully engineered snare, and our foe is poised to checkmate us from every angle.    

Nevalle: There’s more... and none of it pleasant.  Brelaina and many other loyalists were captured in the chaos.  They were quickly convicted of espionage and treason… and I’ve now learned… they’ve been executed. 

________________________________

Player Dialog Options:

1: (If the party sided with the watch): During the battle, she left the Vigilant  to help innocents reach safety. The shades of Ember stir. This injustice shall be avenged.  Forgive me Colonel...

2: Colonel Brelaina served Neverwinter with distinction. The circumstances of her death are a tragedy.  The shades of Ember stir, and The Kaiser will face justice for this.

3: What’s the deal with every snake this side of Waterdeep framing us for their slaughters?!  And really… after Ember… who FALLS for it?!  This “Kaiser” jack-ass is going down!

4: Perhaps next time you will select pawns with better judgment Nevalle.  A good spy should know to be discreet.  This aside, I do not much care for bearing the weight of other’s bedlam.  Lorne Starling’s fate will look merciful compared to what I do to this “Kaiser.”

________________________________
Lord Nasher: Murderous savages!  I will personally appeal to the Masked Lords, Lady Alustriel and Duke Eltan XXXXX!  We shall return to Neverwinter at the head of such a force that The Spine of the World shall tremble with their footfalls!

Nevalle: I fear we won’t have time. Once The Kaiser finishes consolidating power, he will certainly attack Crossroad Keep.  His force numbers in the thousands, and as of yet, the Drow are unaccounted for – he’ll try to kill us all before we can get word to our allies.  
Lord Nasher: He does not yet control the roads!  If his force is so overwhelming, we can simply abandon this fortress and march to Waterdeep ahead of him.  I sincerely doubt he can match the combined might of the entire Sword Coast!

(Ammon Jerro enters the frame).

Ammon Jerro: Surrender this fortress and you’ll be giving our foe what he desires.  

Nevalle: Ammon Jerro.  I don’t seem to recall asking for your input.  Or your presence for that matter…

Lord Nasher: Let him speak Nevalle – what do you mean by this?

Ammon Jerro: Over the long term, this “Kaiser” cannot possibly expect to maintain power.  The truth of his ascension will reach the Lord’s Alliance, and he will be deposed.  Logic dictates he has another goal in mind.  The throne in Neverwinter is merely a temporary stepping stone.

Lord Nasher: I would hear more…

Ammon Jerro: In the basement of this fortress lies a rift into the Shadow Weave.  A seeping wound inflicted by Black Garious XXXXX in his attempt to usurp the King of Shadows.  It is my belief that one might use this gash to transform themselves into a new Illefarn Guardian.

Lord Nasher: Are you suggesting The Kaiser intends to become a “new” King of Shadows?

Ammon Jerro: The possibility is distinct.

________________________________

Player Dialog Options:

1: Could we turn this power against our enemy?  Use it to defend the keep and force him from Neverwinter?

2: Hold on one blasted second… why don’t WE just have someone use this power to wipe out The Kaiser and his army?  

3: Ultimate power was within my grasp this entire time and you concealed this from me Jerro?!  I should have you executed!  I will HAVE this might for my own… and once I crush the upstart…

Ammon Jerro: I… dedicated my life… sacrificed… everything… and everyone I held dear...   I forfeited my very soul in the destruction of the King of Shadows.  I will NEVER tolerate the re-creation of that ABOMINATION.  We cannot harness this blackest of magic.  You see…the Shadow Weave’s power is innately corrupting - before long, any mortal attempting to wield it would wither away to little more than a puppet.  

Lord Nasher: We’d merely supplant one threat for another.

Ammon Jerro: Undoubtedly.
________________________________


Nevalle: Then we must destroy… or somehow… seal this rift.

Ammon Jerro: It has resisted my every attempt at shuttering it – and its intensity grows by the day.  Eventually, enough unfocused shadow magic will pour from this wound to become a threat in its own right.

Lord Nasher: Then our course of action is clear - we must see to it The Kaiser never sets foot inside this castle.

Nevalle:  My lord… he is a capricious and wicked creature… and I would sooner die than abandon Crossroad Keep unfought.  But standing against him here is futile.  We have less than one thousand Greycloaks… they outnumber us more than forty to one.  

Lord Nasher:  We have triumphed against overwhelming odds before!  One thing is certain - we cannot allow this monster to re-ignite the last war!  Whatever the cost!

Nevalle:  His numbers are the least of our problems… the walls shall melt like butter - they have many powerful Red Wizards among their ranks.  

Ammon Jerro:  We ourselves do not lack for powerful magic.  Between I, that grating elf and the Academy Instructor, we shall have no difficulty fortifying the walls.  

Nevalle: …and what of their army?  

Ammon Jerro: We gather our own.

Lord Nasher:  We have a mere handful of days at best… how would you have us do this?

Ammon Jerro: I believe the Knight Captain knows the solution to our dilemma… 

________________________________

Player Dialog Options:

1: I do?

2: Uh… drawing a blank here chief…

3: I know not of what you speak Jerro…

4: (If Wisdom > 25) - We can teleport help using Startear’s teleportation chamber.

5: (If Intelligence > 20) - We could utilize the teleportation pad in Startear’s tower to summon assistance!

(If 1-3) – Ammon Jerro: At times you’re insufferably dense.  Do you not recall WHAT that Wizard squatting in the North Tower has in his attic?  A teleportation pad.  Using this device, we could quickly gather assistance from virtually any quarter.

(If 4-5) – Ammon Jerro: There might be hope for you yet.  Using this device, we could quickly gather assistance from virtually any quarter.
________________________________
Nevalle:  Gods!  There might be hope yet!  We could…

Lord Nasher: …transport myself and a detachment directly to Waterdeep!   Or summon aid from Baldur’s Gate.  We could even approach Silverymoon and the Dales to the North.  The potential is limitless.  

Ammon Jerro: We must exercise caution.  Such devices are not without danger.  Their accuracy is at times uncertain - and their power limited.  If your intent is to whisk the bulk of the Flaming Fists into the courtyard, you’ll be met with disappointment.  

Nevalle: Always a catch…

Lord Nasher: We must focus on quality over quantity then.  Nevalle, I recollect you have a passable relationship with Lord Perigrin XXXXX do you not?

Nevalle: I have hunted boar with him on several occasions M’lord.  

Lord Nasher:  Then it’s settled.  You will go to Waterdeep, and compel the Masked Lords to aid us.  I shall travel to Balder’s Gate, and attempt to restore our relationship there.

Nevalle: That could be dangerous after the skirmish outside XXXXXX.  Our relations with the city are not what they once were… 

Lord Nasher: I have little choice - we now face a threat to us all, and past slights must be shelved for another day.  I have hope Duke Eltan will see reason.  

Nevalle: I shall pray to Timora for your safety my lord.

Lord Nasher: Ammon Jerro!  I would have you take any necessary steps to protect this fortress from magical assaults.  Any and all resources in this fortress are at your disposal.  By any means, fair or foul, these walls and gates must hold firm!  

Ammon Jerro: A trivial matter.  

Lord Nasher: Knight Captain!  You have journeyed from one shore of these realms to the other.  You’ve encountered allies, forged friendships and shared with them countless fields of battle.  I am entrusting you with the task of gathering an elite defense force, and holding Crossroad Keep until our return!  Perhaps your companions will be able to aid you in this!  
________________________________

Player Dialog Options:

1:  We shall never allow The Kaiser to threaten the entire world!  We’ll rout his army and discover a way to seal this dark fissure for all time!  

I will speak with my companions and gather what aid I can.  

2: We always get the easy missions.  Save the princess.  Save the country.  Save the continent.  Save the world.  (Sigh).  You know… I was serious about that whole ticker-tape parade thing.  And a villa… someplace tropical… oh yeah… before I forget… Khelgar wants a whole wagon of Lany Piton’s XXXXXX best… not exaggerating.  A. WAGON.

Well, let’s go see who we can drag into one last suicidal crusade…

3: I will break The Kiser’s forces on the walls of my castle.  And once I squeeze the life from him with my bare hands, I shall discover the secrets of this rift for myself.

I shall speak with my minions, and decide who we might compel into our defense.

Lord Nasher: Very good!  The fate of the entire Sword Coast depends on our actions this day!  Now then… someone bring this “Startear” before me.  I shall negotiate compensation for the use of his… “device.”

(The Scene fades to black, and the party is moved outside the Neverwinter Consulate).

Coder’s Note: Remove Nasher and Nevalle from the Neverwinter Consulate.

Coder’s Note: Sand and Safiya will be pacing around the courtyard until the final battle, stopping at various wall/gates casting spells for a moment, then continuing onward.  

Coder’s Note: Change Chir Darkflame’s dialog to mention grouping other companions to reach different place in the teleporter.

Coder’s Note: Set a flag to allow the teleporter gate to visit the additional areas.

Coder’s Note: Begin Chaptr 5.

STORY POINT - The Truth of the Matter: 
Ammon Jerro has correctly deduced The Kaiser’s target, but not his intentions.  The antagonist is quite aware that any mortal would quickly become nothing more than a vessel for Shar’s will, much as the original King of Shadows was.  The Kaiser intends to secure the rift and summon his father, the Demon Prince Graz’zt XXXXX, who could use it to usurp the greater measure of Shar’s divinity.  The demon has promised his son a place at his side as a demi-god, in reward for his service.

The Kaiser’s companions are completely disposable, and know little of his true objectives, believing his ambitions to be the control of the Sword Coast.  Edwin thinks he will be given control of Amn, while Orbakh lusts for Neverwinter, Luskan, and to eventually reclaim power over Zhentil Keep.   Isho idolizes The Kaiser, and follows him of his own volition, hopelessly enthralled by the half-demon.  Sendai is compelled to servitude. Her existence is entirely dependent upon the fragment of The Kaiser’s Soul used to pull her from the Abyss.  (After her death at the hands of the Bhaalspawn).  The Kaiser can cause Sendai to crumble away to nothing with a single word.
 _____________________________________________________________________
Campaign Plot Overview DR 1376: 
Chapter 5 – The Battle for Crossroad Keep 
Chapter 5 focuses on the Knight Captain and his companions desperately trying to rally aid before The Kaiser’s assault.  The players will need very high levels of intimidate, bluff or diplomacy to rally assistance, and their survival will depend on gathering at least a few of these factions to support them.  Absent outside help, Crossroad Keep will not hold long enough for the armies of Waterdeep and Baldur’s Gate to arrive.
______________________________________________________________________

- Area Title: Crossroad Keep – Rally to the Knight Captain’s Banner
- Required Characters: None
- Points of interest: The Teleportation Device
Before leaving, Lord Nasher cut a deal with Startear and Chir for the use of their Teleportation Pad.  The device is only capable of a limited number of jumps, so the players will be unable to transport huge numbers – (for example, an entire army).  They will need to focus on recruiting elite units from their travels around the world.  

When the players speak with Chir, she will offer a dialog with locations the device can teleport players to.  Some of these will open new locals on the world map, such as Silverymoon.  There are a few “default” locations the party that always appear, some that depend on choices made by the Knight Captain in his travels, and other destinations will vary depending group composition.  

When the player decides they’ve recruited enough help, they can speak with Ammon Jerro and begin the actual battle with The Kaiser’s Army.

(Gameplay and Story Segregation): While there will be a general feel of “approaching doom” there is no actual timer– the party is free to prepare, complete side-quests, and take their time with the sandbox elements of the game.  The Kaiser’s attack will not begin until the players inform Ammon Jerro that the time for battle is at hand.  

______________________________________________________________________

- Area Title: Jump #1 – The Fugue Plane, Outside the City of Judgments
- Required Characters: Kaelyn the Dove
- Points of interest: The Teleportation Device Portal 

(Kaelyn the Dove Option): The party appears outside the City of Judgment on the Fugue Plane.  Kaelyn’s menagerie is seen tearing a soul lose from The Wall of the Faithless.  Faithless Golems will spawn and begin attacking them in great number, followed by a group of various Tanar’ri.  The Knight Captain and companions will need to aid them before they are defeated by the demons, (and dragged down to the abyss).  Once the Faithless Golems and demon has fallen, the player may attempt to recruit the Menagerie.  

Coder’s Note: If any of the menagerie die, auto-res them after the battle.

Efrem the Stag: Sister!  You have finally returned to us!  Praise Illmater! 
Josu the Lion: The Dove!

Bekka the Lion:  She’s returned!

Susah the Crow: Kaelyn! We’d began to worry so!  As always, your timing is perfection!

Kaelyn: Efram…  Susah… Bekka… Josu... forgive me if I caused you worry.  Rescuing our companion met with many… complications. 

Susah the Crow: It matters no longer!  You’ve returned to us!  To our crusade!  

Efrem the Stag: Returned with the Spirit Eater no less!!  Have you come to join our Menagerie?  To help us give hope to the hopeless?
________________________________

Player Dialog Options:

1: I deplore the wall, but, it is a necessary evil in this universe.  I must not act in defiance of the gods judgment... Forgive me… I cannot join your crusade.  Instead I have come to beg… in the hope you might join mine…

2: I’d love nothing more than to tear it down.  Sadly, the last time I stood here, Kelemvore stopped me from doing exactly that.   As much as I want to rip this wall apart, even I lack the power to directly challenge a God in his home.  We came hoping to ask a favor… our world is in danger… and we’d request your aid in saving it…
3: I have no interest in your pointless crusade against immutable forces of our universe.  One may as well declare a crusade against the air we breath - or the water of the oceans! The facts are simple - I have saved you from destruction – or worse – at the hands of demons.  Also, I have aided in yanking free another pathetic soul from the wall!   You owe me, and I would have your allegiance! 

__________DIPLOMACY SUCCESS___________
(If 1 + Diplomacy > 35) - Susah the Crow: Every day absent our crusade bears witness to souls suffering further agony…
Efrem the Stag: … or withering away to nothingness.  Kaelyn owes you much, and we do by extension… but what you are asking… is no small thing.  

Josu the Lion: Suffering we cannot abide!

Bekka the Lion: Cannot!

Susah the Crow: How would we balance this?  Abandoning our duties – even for a time, would be an evil.  What greater good could be served by assisting you?  

Player Dialog Options:

1: (If Wisdom > 25) – An evil tyrant on my world seeks a profane and dark power.  If he gains it, he will kill uncountable scores – and doubtlessly, many of them shall be condemned to the Wall.  By helping defeat him, you save thousands from this fate.

2: (If Intelligence > 25) – Kaelyn is helping us fight a powerful and evil warlord.  We would ask you stand by her side - to protect her in the coming battle.  She has sworn to fight with us, to the bitter end – by helping us, you increase the odds of her returning to bolster your crusade.

3: (If Charisma > 35) – On our world, a monstrous man seeks a source of unspeakably black power… and if he gets it, he will become a creature every bit as horrible as Akachi was.  Uncountable numbers will die.  You fight to save a handful each day… I ask you… no I beg of you… to help us save millions…

4: All I can do is plead for assistance.  We are in danger and our foe implacable.  Please.  

(If 1, 2, 3) - Susah the Crow:  You make a compelling argument…

Efrem the Stag:  Yes… I can see how justice is advanced by aiding you, if but for a short while.

Susah the Crow:  Sister!  We shall return with you, and help as we can!  

Bekka the Lion: Decided it is then.

Kaelyn the Dove: All of you… you have my thanks.  Please though… call my companion Knight Captain… it suits them better than “Spirit Eater.”

Susah the Crow:  With pleasure!

Coder’s Note: Susah and Efram fade away. the players regain control to walk to the portal and return to Crossroad Keep.

Coder’s Note: Set flag for Susah and Efram to appear in the final battle.

(If 4) - See Diplomacy < 35.

__________DIPLOMACY FAILURE___________

(If 1 + Diplomacy < 35) - Susah the Crow: Every day spent absent our crusade bears witness to souls suffering further agony…

Efrem the Stag: … or withering away to nothingness.  Kaelyn owed you much, and we do by extension… but what you are asking… is too much…

Josu the Lion: The Crusade cannot wait!

Susah the Crow:  We are truly grateful for your aid Spirit Eater, but… we cannot assist you in this…

Efrem the Stag: Yes… we are sorry, but we cannot abandon our mission.  Kaelyn!  Please take care of yourself!  

Kaelyn the Dove: I… I understand. All of you… take care as well.  My heart would shatter if you came to harm.  Be safe!

Susah the Crow:  Return to us soon – quickly now!   We must flee before more Tanar’ri arrive!

Coder’s Note: The Menagerie runs off camera and fade away.

Kaelyn the Dove: I deeply wish to return to my siblings.  To… my calling.  But I shall fight by your side until this business is settled.  Come, let us seek assistance elsewhere.

__________BLUFF SUCCESS___________

(If 2 + Bluff > 30) - Susah the Crow: It is true… Kelemvore would expel you with a thought… 

Efrem the Stag: Aye… you speak true.  The Spirit Eater is a kindred soul, desiring an end the grave injustice of the wall.  Still… asking us to abandon our duty would require a pressing need… 

Josu the Lion: What could be so dire?

Susah the Crow: Yes!  How would the greater good be served by abandoning our calling?

Player Dialog Options:

1: (If Wisdom > 25) – If you help us fight off The Kaiser, thousands - perhaps hundreds of thousands - will be spared.  Of those, there will be many faithless… in saving their lives, you keep them from the wall!

2: (If Intelligence > 25) – Kaelyn is the strongest fighter you’ve got when it comes to bringing down the wall.  More importantly, she is your sister and best friend.  She’s promised to stick by us to the end, and when you help us, you speed up her return to the crusade. 

3: (If Charisma > 35) – A true son-of-a-bitch threatens to overwhelm our castle.  If he wins the day, he’ll get his hands on enough power to turn our world into a spitting image of the abyss.  The Kaiser will kill more folks than you could count, and no place – especially not the Kingdom of the Dead – will remain untouched.

4: We have our backs up against the wall, that’s for sure.  We’re fighting off a first-class bastard, and we could really use your help.  If it means anything, I could toss you a giant pile of gold to sweeten the deal.  
(If 1, 2, 3) – See Diplomacy Success Options
(If 4) - See Diplomacy < 35.

__________BLUFF FAILURE___________

(If 2 + Bluff < 30) - See Diplomacy < 35.

__________INTIMIDATE SUCCESS___________

(If 3 + Intimidate > 30) - Susah the Crow:  You issue threats and demand recompense of us… and truly expect aid?

Bekka the Lion: Shall we purify this creature…

Josu the Lion: …with our axes?

Efrem the Stag: I cannot understand what our sister ever saw in you, or why she stands beside you now.  

Susah the Crow:  You may have ended Akachi’s curse Spirit Eater… but you are no ally of ours.  You do not believe in the righteousness OR the validity of our quest.  

Efrem the Stag: Truly!  I have difficulty seeing any good that might arise from helping you.

Player Dialog Options:

1: (If Wisdom > 30) – You speak true – I care nothing for your folly.  That said… if YOU truly believe in your precious crusade, then rally to my banner.  In doing so, you will save untold legions of worthless, groveling serfs from the deaths they so keenly deserve.  Without a doubt, many of these worms are faithless, destined for the wall.  Join me - and rescue thousands from doom… before they are condemned.

2: (If Intelligence > 30) – The Dove is bound to me and my fate.  She is clearly the strongest of your number – should I perish, and her with me, your crusade will scarcely persist another season.  You’ll be destroyed… or perhaps drug to the hells, destined for unimaginable tortures.  By assisting me, you save your sister – and your puny crusade.

3: (If Charisma > 35) – It is a simple matter of repaying one’s debts.  You are creatures of law and justice - are you not?  I have saved your lives, and in doing so, your crusade shall continue its futile march for another day.  You owe me life and dream – I demand you return the gesture.  I swear I shall not sully your wings with innocent blood, nor force you into acts against your sickening natures.   Repay what you owe – life for life… dream for dream.

4: I did not ASK if you WANTED to come.  And I do not care to hear about your ridiculous quest any longer.  You WILL rally to my side – or you are forevermore my enemy. 
(If 1, 2, 3) – Susah the Crow:  I recoil at the palpable aura of darkness that surrounds you.  You force a wicked decision upon us.

Efrem the Stag: Indeed!  A balance of evils presents itself.  Will helping you only trade one evil warlord for another?

Kaelyn the Dove: It is a question I have long grappled with.  In the balance, helping the Spirit Eater has thus far eased more harm that it has caused.  

Susah the Crow:  I do not care for aiding this… villain… but his logic rings true.

Efrem the Stag: He is persuasive.  Much harm will surely be avoided – at least in the short term.  

Bekka the Lion: We do not like this.

Susah the Crow:  If Kaelyn can see the causes justice and goodness advanced, then you shall have our aid.  Know this – once the current threat is dispatched… if you should prove yourself to be irredeemable, we’ll turn our weapons upon you as well.

Josu the Lion: Yes… and with justification.

Kaelyn the Dove:  My friends… you have my thanks!  It is doubtful we can guide the Spirit Eater to salvation… but we shall work at his side against to prevent a worse evil.  

Efrem the Stag:  I have… many misgivings about this…

Kaelyn the Dove:  As you well should Efrem.  In my travels… I have found… at times… there are simply no righteous choices.  It has been… painful… learning to percieve a universe painted in grey.  But if we wish to truly succeed in our crusade, we will have to be… flexible.  As Akachi was.  

Susah the Crow:  These are troubling words sister.  But words that ring true nonetheless.  Come… let us leave this place.

Efrem the Stag:  We shall await your battle, and rally to your aid.

Coder’s Note: Susah and Efram fade away. The players regain control to walk to the portal and return to Crossroad Keep.

Coder’s Note: Set flag for Susah and Efram to appear in the final battle.

Coder’s Note: Replace Kaelyn’s wings with the darker wings.
 

(If 4) – See Intimidate < 30

__________INTIMIDATE FAILURE___________

(If 3 + Intimidate < 30) -  Susah the Crow: You reek of death and wickedness – and you shall make no demands of us!

Efrem the Stag: Yes!  Your threats are empty… and any debts owed imaginary!  Destroying those demons was not aid rendered to us… it was self-preservation on your part!  Kaelyn!  Please, I beg of you, do not darken your wings in the company of these fouls creatures!

Susah the Crow:  He is right sister… these people are tempting you down a path of darkness… pulling you from your calling!  

Kaelyn the Dove: I…but… (sigh).  You are right of course.  The Spirit Eater has, time and time again, proven itself beyond any sort of grace and redemption… but I…
Bekka the Lion: We should end its evil here and now!

Josu the Lion: How can you abet this monster sister!?  

Efrem the Stag: Rejoin us!  The wall… the faithless… they call to you… for salvation… you are their hope.  You are our hope…

Kaelyn the Dove: …

Efrem the Stag:  Abandon this dark creature… before you are lost… come back to us!

Kaelyn the Dove: …yes my brothers… my sisters… I will rejoin you.  I can tolerate the Spirit Eater’s evil no longer.  I was foolish to think good was served by aiding them.  Perhaps it was duty… a sense of obligation.  Spirt Eater – consider our debts settled.  

Susah the Crow: Come!  We must flee before more Tanar’ri arrive!  Hurry!

(Kaelyn begins to walk away… and stops, turning around).

Kaelyn: …the rest of you… goodbye… and… good luck.  May Illmater’s grace light your path.  

Coder’s Note: The Menagerie and Kaelyn run off-camera and fade away.

Coder’s Note: Permanently remove Kaelyn the Dove from the party roster.

Coder’s Note: Give the Spirit Eater the option of attacking and battling the Menagery.  

Coder’s Note: If the Evil Knight Captain wins the battle, Kaelyn’s Grandfather shows up, and attacks with ten Planatars in tow.

______________________________________________________________________

- Area Title: Jump #2 – Frozenfar, Biggrin's Cave
- Required Characters: Ribsmasher
- Points of interest: The Teleportation Device Portal
If the KC selects Ribsmasher’s option, the party is teleported to a desolate wilderness, and must wind their way up a mountain through a snowstorm towards a large cave.  The entire area is covered in deep snow, while a vicious wind howls in the background.  

Coder’s Note: The party will have to use ropes at one point to get over a ledge.

(The party makes their way to the mouth of a large cave).

Ribsmasher: Ha-HA!  This is this cave!  In here!  Come!  Here lives the BEST smasher!  
________________________________

Player Dialog Options:

1: Such a desolate local… we’ve practically entered Auril’s navel.  Who would willingly remain in such a place?  Ribsmasher… are you certain there is help to be found here?  Surely anyone so stranded would die in short order...

2: I’ve had about enough of these freezing hells.  Why can’t you make friends with people who live someplace… tropical?  Uhhhh… Ribsmasher… you don’t seriously believe someone’s actually still ALIVE in this death-trap do you?

3: A realm of endless hardship and torment.  Any who can survive such a local must be mighty indeed.  Northman… I hope – for your sake – they’re still breathing.  I will be displeased if I find a frozen corpse in this cave…

Ribsmasher: HAH!  Nothing can smash this smasher!  He smashed Ribsmasher’s ribs! Heh-heh-heh!  Huh!?  Wait… behind… 
________________________________

(A large group of Frost Giants, Winter Wolves, and a White Dragon Thrall approach the party).

Frost Giant Jarl: More little invaders… creeping into our territory uninvited!  Do you stand with the one who calls this cave home?

Frost Giant:  The killer of our clansmen!  Left Ormjarl broken in the snow!  Stand not in the way of our vengeance!

Frost Giant Jarl: Speak now small creature - and we may see fit to spare you!
________________________________

Player Dialog Options:

1: I have come seeking allies against a deadly foe.  The person living here may be able to help us.  I will not stand aside and allow you to harm him.  

2: Oh… yay… more frost giants.  Well that’s just great.  Listen here chief… we came to speak with this fellow… and if you think we’re going to let you kill them, you’re in for a world of disappointment.  

3: Did I not pile enough of you kind like cord-wood on the Mirabar Tundra?  I shall speak with the soul in this cavern… if you attempt to harm them before I have evaluated their might… you will all die.

Frost Giant Jarl: Bwhahahaha!  Very bold words for one so small!  What shall you do… prick at our shins and blacken our toes?  Hah!

Ribsmasher: Want to SMASH ugly blue-man’s knees!  

Frost Giant: Let us feed them to the wolves!  They hunger!
________________________________

Player Dialog Options:

1: If you wicked creatures hunt for a battle, then a battle you shall receive!  Have at thee!

2: Just so you know… I’ve been having a very bad month.  Nearly everyone wants me dead… all my friends are in mortal danger… my Castle is about to be overrun by an army of evil… and here I am… freezing my arse off… in the middle of nowhere… hoping that Ribsmasher’s actually not insane.  To top everything off… we now have a gaggle of moron giants and their petting-zoo in our way.  Right now chump, you’re about sixteen feet of pure catharsis.  Bring it.

3: This conversation was tedious the moment your lips began moving.  You have squandered precious minutes, and for this I am going to destroy you all.  

4: You know what… this whole trip was an ill-advised waste of time.  Ribsmasher has taken way too many headshots, and I don’t know what I was thinking by coming out here.  I’ve had enough of this… come on, let’s go home.

5: Bah!  I’ve had enough!  We are returning home, I was foolish to entertain this nonsense.  Come – NOW!

6: L…listen… we d-d-don’t want a fight.  We will just get out of your way… and l-l-let you get about your business.  Come on… let’s g-g-go guys.

(If 1, 2, 3): Frost Giant Jarl: They wish to see death…let them witness their own!  CRUSH THEM!!!

Coder’s Note: Set the frost giants, white dragon and winter wolves to hostile.

Coder’s Note: Spawn Drizzt, Guenhwyvar and Regis near the portal home.
(If 4, 5, 6): Frost Giant Jarl:  Bwa-ha little cowards know their betters!!  Come… let us all make quick work of he who’s thrice defied us!  

Coder’s Note: The giants walk into the cave.

Coder’s Note: Set Wulfgar inside the cave to dead.

Coder’s Note: Spawn Drizzt, Guenhwyvar and Regis near the portal home.
________________________________

Outcome 1: The party fought and beat giants.

(The party enters the cave.)

The cave is a ramshackle mess – various odds and ends litter the floor.  In the back of the cave stands an enormous man, with long blonde hair, a short beard, massive arms and broad shoulders.

Wulfgar: Can I find no peace?  Who are… wait… YOU!

Ribsmasher: Hah-HAH!  There he is!  

Wulfgar: How did you find me you smelly, disagreeable tiny man.   

(Random Companion): Did he just call Ribsmasher “tiny?” 

Ribsmasher: Ribsmasher always knows how to find the best SMASHERS!  You’re not still angry about broken jaw in Luskan?  HAH!

(Random NPC): Wait… you broke THAT jaw?

Ribsmasher: Come with us!  A great battle’s coming!  There’ll be MUCH SMASHING! 

Wulfgar: I care not.  I am through with your world.  I shall purify my mind… my body… and then return to my people.  You are unwelcome here.  Go.  Now.

(Wulfgar punches Ribsmasher, knocking him to the ground).

Ribsmasher: Haw-arrrgh!  

Wulfgar: Now our debt is settled.  
________________________________

Player Dialog Options:

1: We’ve come a long ways seeking aid, time is short and our need is dire.  Please.  Join us.

2: Hey pal, that’s not very grateful.  You know… the frost giants we killed on your doorstep were here for your hide.  Isn’t there some sort of tribal-life-debt-honor-thing… where you have to pay us back?

3: We’ve wasted our time here.  I came seeking warriors - all I see here is a broken, empty shell.  Normally, I’d kill you for such insolence.  But I think, for you, life is a more fitting punishment.  We’ve dallied long enough.  Come.

(If 1) – Wulfgar: Then you should leave now to hasten your return.  Go.

(If 2) – Wulfgar: No.  Goodbye.

(If 3) - Wulfgar: You are wicked and cruel.  But there is truth in your words.  Be gone.
________________________________

Ribsmasher: No… smashing?

Wulfgar: Leave.

(Wolfgar remains silent, and will no longer speak with the party.)

The party will find various bits of useless junk if they inspect Wolfgar’s cave.  There is nothing more to be done here.

(As the party zones out the cave, they find Drizzt, Guen, and Regis blocking their path back to the portal.)

Regis: Hail fellow travelers!  Quite a fine day for freezing your toes off in a cold snowbank?  (And not sitting in front of a warm fire, nibbling roast pheasant and blowing smoke rings towards the rafters… nope… not a good day for that… no sir….).

Drizzt: Always with the belly-aching.  Fear not Regis, you’ll be back to bursting the final seam on your breeches soon enough.

Regis: So anyways… what brings you people out on this “practically perfect” afternoon?  Basking in the balmy blizzard?  Group character-building exercise?  Recreational frost giant hunting?
________________________________

Player Dialog Options:

1: We came here searching for assistance defending Crossroad Keep.  A tyrant has seized control of Neverwinter, and is preparing an army to attack us.

2: We were hoping to get some help defending Crossroad Keep from Neverwinter.  Yeah… it’s a long, complicated story.  

3: An interloper has seized the throne of Neverwinter, and .plans to unseat me as the master of Crossroad Keep.  I am seeking powerful warriors to crush his army.
4: Our business is our own.  We’ve wasted enough time here, and I lack the inclination to parlay with a fat halfling and his drow pet.

(If 4) – Drizzt: Tis a cold day for a hard heart.  Worry not - this drow will never trouble you again.   Now, if you’ll get out of our way, we have business with our friend.

(Drizzt and Regis walk into the cave and vanish).

Coder’s Note: Wulfgar set to hidden upon ending conversation with Drizzt.

(If 1, 2 or 3) -  Drizzt: Ahh.  So that is the business you had with our companion.  We are glad he has met with no harm.

Regis: We’re forgetting out manners!  I am the renowned adventurer and celebrated hero, Regis!  Champion of the ten-towns, savior of Icewind Dale and master-artisan, (if you need scrimshaw, I’ll cut you a fantastic deal).  Oh, and this here is Drizzt and Guen.    

Guenhwyvar:  Growl…..

Drizzt: (Shakes his head).  We watched from afar as you battled the giants, but my friend is fat… and has very short legs - we were unable to reach you in time.   

Regis: The polite term is “pleasantly rotund” thanks!

Drizzt: Our concern was misplaced - it seems you had the situation well in hand.  Few can so deftly handle giants.  I would have the courtesy of your name.
________________________________

Player Dialog Options:

1: I have many titles, perhaps the one best known in this land is Knight Captain.

2: Well, the githyanki called me “Kalach-Cha,” and over time, it sorta grew on me.

3: In the lands of the east I bore the title of “Spirit-Eater.”

Drizzt: Ahh, the puzzle takes shape.  Your exploits are well known to the men of the North.  
________________________________

Regis: Oh!  This guy’s rich.  Hey… if you need some custom knuckle-headed trout belt-buckles for your soldiers… I’m your guy! 
________________________________

Player Dialog Options:

1:  I appreciate the offer but… no thank you.

2: Uh… yeahhhh… suuuure… I’ll, uh… tell you what… my people will get in touch with your people.  Maybe we’ll work something out.  Don’t contact us.  We’ll contact you.

3: Don’t waste my time with your prattle.  My army has no need of your worthless bone carvings.

Regis: Too bad you feel that way… say… would you like to see my pendant?

Drizzt: Regis!

Regis: Such a killjoy.
________________________________

Drizzt: Your situation has piqued our curiosity.  

Regis: By “our” he means “his.”  

Drizzt: Guenhwyvar, Rumblebelly wishes to play with you.

Regis: Wait what?!

Guenhwyvar:  Rrrrooowwer!

(Regis runs for the cave, the panther close at his heels, and both vanish).
Drizzt: That’s better.  I would have you tell me more of the comings and goings in Neverwinter.  I have been preoccupied with Luskan entanglements of late.
________________________________

Player Dialog Options:

1:  (If Intelligence > 18): The Kaiser, (who was leader of the Neverwinter Nine), faked Lord Nasher’s death and seized control of the city.  He’s gathering a large army of Drow, mercenaries and Thayans, and plans to attack Crossroad keep - presumably to seize a magical rift located there.  If he wins, he could become powerful enough to threaten the entire Sword Coast.

2:  (If Intelligence is < 18): Nasher’s right-hand-man stuck a knife in his back, made everyone think he was dead, and is trying to take over my keep. There is a magical gatey-thing in the basement he could use to become a new King of Shadows, so he’s coming with an army to take it.  

3: We’re really running late here, I’m sorry but we need to get going.

4: I do not have time to be your personal town crier.  
________________________________

(If 3 or 4) – Drizzt: Far be this little black elf to keep you from your business.  Thank you again for protecting my friend.  Safe travels.

(Drizzt vanishes into the cave).

Coder’s Note: Wulfgar set to hidden upon ending conversation with Drizzt.

(If 1 or 2) - Drizzt: That’s quite a tale.  So you came here seeking aid then?  Well… aid you have found.  I owe you as much for protecting my friend.  

Excitable Party Member: Hold on… did we just recruit… Drizzt?!

Drizzt: It troubles me to see Nasher’s city in danger – t’was a more welcoming place than most. Once we’ve concluded our business here, Regis and I shall make our way to your fortress, and help as we may.  Safe travels.

(Drizzt vanishes into the cave).

Coder’s Note: Set Drizzt and Regis flag for the final battle.

Coder’s Note: Wulfgar set to hidden upon ending conversation with Drizzt.

Ribsmasher: Ribsmasher is sorry for wasting time – you’re only getting little drow and tiny half-man instead of best smasher.  (Sigh).

Coder’s Note: The party is now free to return to Crossroad Keep Via the portal.

Outcome 2: The party allowed the giants to kill Wulfgar.

(The party walks away from the cave, only to find a Drow, a Halfling and a large black panther blocking their path to the portal.)

Drizzt: Running away so soon?  I would have words with the craven cowards who set frost giants upon my comrade.  

Regis: We saw you speaking with their leader from across the valley.  Were you just cutting a deal to save your own hides?  Or did you LEAD them to Wulfgar!?

Guenhwyvar:  Grrrrrrrrrrrrrrrrr…

Drizzt: Well knaves?  
________________________________

Player Dialog Options:

1:  We’re not looking for a fight! There was a whole clan of them, and they had a DRAGON.  We had no choice in the matter!  They’d had killed us.

2: Listen… we’re sorry about your pal, but there was nothing we could do about it.  How about we give you enough gold to pay for a resurrection spell and let bygones be bygones…

3: Do you presume to threaten ME dark elf?  I come and go as I please, and if you hinder me, I shall destroy you.

(If 2) – Drizzt: You’d offer me gold?!  Do you imagine the lives of my friends so easily bought?  Make peace with your gods, for you shall shortly stand in their presence!

Coder’s Note: Set Drizzt, Regis and Guenhwyvar to hostile.

(If 3) – Drizzt: It is to be contested with steel then.  Make peace with your vile gods, for you shall shortly stand in their presence!

Coder’s Note: Set Drizzt, Regis and Guenhwyvar to hostile.
________________________________

(If 1) – Drizzt: You have the look of experienced warriors.  Your excuses reek more of callous disregard than mewling terror.  

Regis: Were I you, I’d chose my next words very carefully…
________________________________

Player Dialog Options:

1:  (If Charisma > 35) - We are being honest!  We feared the giants, and had no choice but to flee!  We swear!  We’d never willingly help those horrible creatures!

2: (If Charisma < 35) – We are telling you the truth!  Those giants were big, and it’s cold and we’re really busy and it’s not like we meant to lead them to your pal.  It was all just a big bother really.

3: Listen… we’re sorry about your pal, but there was nothing we could do about it.  How about we give you enough gold to pay for a resurrection spell and let bygones be bygones…

4: Do you presume to threaten ME dark elf?  I come and go as I please, and if you hinder me, I shall destroy you.

(if 2) – Drizzt:  So then… t’was inconvenient to aid my companion? A bother you say?  Oh… and t’was cold.  Yes… the Spine of the World is cold… but not so much as the kiss of Icingdeath… as you’re about to learn!  PREPARE!

Coder’s Note: Set Drizzt, Regis and Guenhwyvar to hostile.

(If 3) – Drizzt: You’d offer me gold?!  Do you imagine the lives of my friends so easily bought?  Make peace with your gods, for you shall shortly stand in their presence!
Coder’s Note: Set Drizzt, Regis and Guenhwyvar to hostile.

(If 4) – Drizzt: It is to be contested with steel then.  Make peace with your vile gods, for you shall shortly stand in their presence!

Coder’s Note: Set Drizzt, Regis and Guenhwyvar to hostile.
________________________________

(If 1) – Drizzt: The spine of the world is no place for children and cowards.  The young have an excuse – you do not.  You are worms – be gone from my presence, lest I indulge my urge cut each of you down.  

Regis: Pansies. 

(Drizzt, Guenhwyvar and Regis walk into the cave and vanish).

The party is now free to return to Crossroad Keep.  There is nothing more here.

______________________________________________________________________

- Area Title: Jump #3 – Stygia – The Fifth Layer of the Hells
- Required Characters: Ammon Jerro
- Points of interest: The return portal, The Throne of Levistus.
When the players have Ammon Jerro in the group, they have the option of traveling to Stygia, the frozen fifth layer of hell, in a bid to gain aid from Levistus, The Still Lord, and master of the realm.

(The party walks into an unearthly local – the sky is an inky black, filled with glittering stars.  There is no moon.  The ground is hard packed ice, and vicious, jagged mountains cut into the night sky.  A huge body of water, fed by The River Styx stretches before the party, and a narrow ice-shelf connects to a huge, jagged icebeg, floating in the water.  Braziers with glowing blue torches extend to the sidse of the walkway, and the players can see a collection of various devils standing in a circle where they terminate).

Ammon Jerro: This is Stygia, the fifth layer of the hells.  It is the domain of Levistus, and it was here that I located the Gith’s Sword.  We place ourselves in grave danger in coming… yet… we have little choice.  Be polite and shrewd - and know that everything in hell comes at a price.  

(The party is free to approach the devils.  As they grow closer, they see Mephasam, Erridon Alaka and Zanth).

Mephasam: Ahhh… Ammon Jerro - you have once again returned to us.  And I see you have brought the Knight Captain as well.  It is pleasing to see you both again.

Ammon Jerro: A pleasure I do not share.

Erridon Alaka: Warlock… you have already exchanged soul for power and knowledge… with what currency do you presume to barter?  Or… perhaps you come to offer us your companion…

Ammon Jerro: I bear information for The Still Lord, in exchange for aid.  

 (A Pitch Black Hellcat the size of a lion steps out of the ice wall)

Mephasam: My liege.  

(Ammon Jerro bends a knee and bows).

________________________________

Player Dialog Options:

1: This creature is the master of Stygia?  
2: I won’t lie… I was expecting something a bit more… intimidating.

3: We came to parlay with Levistus, not his lackeys.

Ammon Jerro: Unless you are directly addressed be silent!
________________________________

Mephasam: Ammon… I am surprised you didn’t share our Lord’s plight with your guest.  You see Knight Captain… the master of this realm was unjustly accused of a crime, and as punishment, imprisoned in the glacier before you.  Therefore, Levistus must work through intermediaries.  Erridon serves as our Lord’s eyes and ears.  Trinity here acts as his voice.  
________________________________

Player Dialog Options:

1: And what of you devil?  What purpose do YOU serve?

2: And I suppose you’re the interior decorator.  Nice touch with the blue fire.  The ice is a bit cliché though.  

3: You’ve left out your role in this hierarchy creature.  Deliberately so I’ll wager.

Ammon Jerro: Mephasam is the right hand.  His facade is affable, but know that you stand before one of the most cruel, ruthless and lethal creatures in all of the hells.  

Mephasam: Ammon… your words wound.  The only cruelty I visit is that which creatures bring upon themselves – as you certainly know.

Ammon Jerro: …indeed…
________________________________

Trinity:  Do you think the eyes of the hells so blind Jerro?  What knowledge would you offer that might slake my desire to consume you where you stand.  

Ammon Jerro:  Knowledge of a demonic plot.

Trinity: Is that your currency?  Incomplete scraps?  You offer me nothing I do not possess already!  In fact, in this matter, you will find me more knowledgeable than yourself.  You understand only of the what… you’ve not yet stumbled upon the why… 

Ammon Jerro: Perhaps you’d care to enlighten us then…

Trinity: Nothing is free Jerro.  And your coin purse… is empty.  

Erridon Alaka:  What of Jerro’s associate?  They still have much to offer.

Ammon Jerro: Absolutely not!  I forbid it.

Trinity: You are in a position to forbid nothing in my realm warlock.  So then… Knight Captain… you’ve come seeking my help defending your little castle from Graz’zt’s pet – am I correct?

Ammon Jerro: What!?  How does any of this involve the prince of Azzgrat?

Erridon Alaka:  JERRO!  You will NOT be warned to hold your tongue again!

Trinity: Do I speak true child of West Harbor?  
________________________________

Player Dialog Options:

1: Yes, we have traveled to this infernal place - against my better judgment - to seek aid against the foe you speak of.

2: Yeah, that’s pretty much the size of it.  They have our backs to the wall, and we will need some serious firepower if we’re to survive the coming battle.

3: Your words are true.  Without assistance, we will surely fail.  

4: (Wisdom >35) - This was a mistake.  Nothing good will come from bargains with devils.  

(If 4) – See “Cost of Refusal” below.
(If 1, 2, 3) - Trinity: You are wise to fear the power of your enemy – and canny enough to seek out my assistance.  There is an… inevitability about you… a palpable aura of greatness – and I would have you achieve it.  You ask… and I am in a position to give… the point of contention is… price…
________________________________

Player Dialog Options:

1: I offer you my soul upon death, to be eternally bound to you and this place, in exchange for the power to defeat The Kaiser’s Army.

2: (If The Silver Sword of Gith is in the KC’s Inventory) – I have returned with Gith’s Sword… re-forged, and more powerful than before.  I will give it to you in exchange for assistance.

3: (If Intelligence > 35) – I offer my service in repayment for yours.  You will grant me aid in fending off The Kaiser’s army, and I will perform a single task, of equal merit, to advance your goals.  
4: (Wisdom >35) - This was a mistake.  Nothing good will come from bargains with devils.  

5: (If Charisma > 35) – I offer you glory!  You said yourself that a demon prince is behind this plot.  By aiding us, you can claim credit for thwarting the fiend!  You speak of currency… is not the most valuable sort the esteem and jealousy of your fellow Lords?  Levistus… Master of Stygia… victorious over Graz’zt… even while imprisoned!  Ha! what can YOU buy with coin such as this?

_________________Begin Option 1 A___________________

(If 1) – Trinity: An acceptable offering.  I shall grant you great personal power… and control of many of my subordinates – to use as you see fit.  Upon your death – natural or otherwise – your soul will be drawn to my realm, to become my property… forever.

Coder’s Note:  Give the KC the following feats: a 15d6 Warlock Ranged Attack, Hideous Blow, Armored Caster Feat, and Fiendish Resilience.

Coder’s Note: Levistus’s faction will send devils to help defend Crossroad Keep.

Coder’s Note: Set flag for Shar’s offer of “dark salvation” as her consort.

_________________End Option 1 A___________________

(Possible 1 outcome if player loves Safiya):

_________________Begin Option 1 B___________________

(If player has won the affection of Safiya and has her in the group) – Safiya: NO!  I object to this!  My love… there is something I need… no… this… this is not the place.  Listen to me…you must understand you cannot do this.  These creatures will seize your soul once you’ve perished… for eternity they’ll torment you, use you… and eventually… consume your very essence.  You will be lost to me forever… I cannot… I WILL not allow that… 
________________________________

Player Dialog Options:

1: (Wisdom > 18) - Safiya… you are the most important thing in this world to me… but upon death, we are to be parted… you… you have no faith… you are destined for… the wall…

2: (Intelligence > 18) - I don’t have a choice in this Safiya… I love you… I truly do.  But without this… we are going to die… and then you’ll be taken… to The Wall of the Faithless…

3:  I… I don’t know how we are going to win without help… but… for you… I would meet death gladly before breaking your heart.   I shall… refuse this offer…

4: I… we… don’t have a choice in this… for our friends… for Neverwinter… and for you … I can’t allow The Kaiser to win.  Levistus – I accept your offer.

(If 1 & the player is not Faithless) – Safiya: Then I will find faith… not in gods or causes... but in you… in us.  Turn away from these monsters, and I will follow you in your faith.
________________________________

Player Dialog Options:

1a: You would do that?  For me?  You’d join my faith?  Safiya… I… (sigh), very well.  I don’t know how we’re going to survive… but… knowing you’ll be spared the wall... knowing your death won’t be eternal… I can face it, knowing we take the last journey… together.  Levistus – I reject your offer!

2a: I… we… don’t have a choice in this… for our friends… for Neverwinter… and for you … I can’t allow The Kaiser to win.  Levistus – I accept your offer.

(If 1a) – Safiya: I would do anything to remain together.  The love we share… it has twice defied the will of a god… as long as we remain together… anything is possible.  Thank you my love.  You can’t know how much this means to me... to us...  all of us.

Coder’s Note: Set Safiya’s deity to that of the player character.

- See “Cost of Refusal” below.

(If 2a) – (See 4)

________________________________

(If 2 or 1 & the player is Faithless) – Safiya: Then we shall banish death.  There are many paths to eternal life, and I will see to it we are forever beyond the reaper’s grasp!  Have faith in me my love… that is all I ask… just… believe in me.
________________________________

Player Dialog Options:

1b:  I… I do believe in you.  Having seen the lengths your mother and The Founder went to… in the name of love… there is no doubt in my mind… if there is a way… you’ll find it… and even if there isn’t… you’ll bend the rules of the cosmos until you win.  Levistus! I reject your offer!

2b: I… we… don’t have a choice in this… for our friends… for Neverwinter… and for you … I can’t allow The Kaiser to win.  Levistus – I accept your offer.

(If 1b) – Safiya: I would do anything to remain together.  The love we share… it has twice defied the will of a god… as long as we remain together… anything is possible.  Thank you my love.  You can’t know how much this means to me... to us...  all of us.

- See “Cost of Refusal” below.

(If 2b) – (See 4)
________________________________

(If 3) – Safiya: Thank you....  Thank you… I… cannot put to words how much this means… to me… to us… all of us… Thank you my love… you came so close… thank you…

- See “Cost of Refusal” below.

(If 4) – NOO!  No!  N-No! What… oh… gods what have… you… no… (sob). 

Mephasam: Of the torments you shall face at my Lord’s hands, none shall wound so deep as the one you have just inflicted upon yourself.  In time, you will realize the gravity of this.  

Safiya: (Sniffle)… you fool.  You FOOL!  No...   I-I… I take that back… I was the fool...  I should have seen… you and I… w-we were to have a life together…a family… I would have followed… done anything… I need time.  Away from this… away from… you. There… there is… someone else I have to watch out for now…
________________________________

Player Dialog Options:

1: Safiya… wait… I…

2: Don’t go… please… I need you…

3: Don’t leave me…
________________________________

Safiya: When this is over… if you survive… seek me out in at the Academy.  Maybe… maybe time will… help mend.. what you’ve cut apart… maybe…

Narrator: You feel a cold hollowness to those words, and in your heart, you know them to be lies – as much to your former Lover as they are to you.  Your legacy is a grim duty and an empty heart… followed by damnation…

(Safiya leaves the party, and the camera hangs behind her as she slowly walks towards the portal and vanishes).

Coder’s Note: Remove Safiya  permanently from the party roster, clear her “romance” flag so she does not join the player in the final battle.

Coder’s Note: Switch the music to something sad.

Coder’s Note:  Give the KC the following feats: a 15d6 Warlock Ranged Attack, Hideous Blow, Armored Caster Feat, and Fiendish Resilience.

Coder’s Note: Levistus’s faction will send devils to help defend Crossroad Keep.

Coder’s Note: Set flag for Shar’s offer of “dark salvation” as her consort.

_________________End Option 1 B___________________

(Possible 1 outcome if player loves Gann):

_________________Begin Option 1 C___________________

(If player has won the affection of Gann and has him in the group) – Gann: What this devil offers is a dark nightmare - and from it you shall awaken into another, worse nightmare.  Your dreams will be trapped, eternally, beyond the spirts reach – beyond my reach.  I have come to love you - beyond even my own life.  If you are lost to me forever… my heart would shatter.
________________________________

Player Dialog Options:

1: (Wisdom > 18) - Gann… you are the most important thing in this world to me… but upon death, we are to be parted… you… you have no faith… you are destined for… the wall…

2: (Intelligence > 18) - I don’t have a choice in this Gann… I love you… I truly do.  But without this… we are going to die… and then you’ll be taken… to The Wall of the Faithless…

3:  I… I don’t know how we are going to win without help… but… for you… I would meet death gladly before hurting you.   I shall… refuse this offer…

4: I… we… don’t have a choice in this… for our friends… for Neverwinter… and for you … I can’t allow The Kaiser to win.  Levistus – I accept your offer.

(If 1 & the player is not Faithless) – Gann:  I will gladly defy that fate, and join you in the worship of your god.  Through our love, you’ve shown me that not all service is slavery, and not all gods are shallow, petty creatures.  Death shall be our last, greatest adventure – and we shall chart it together. 
________________________________

Player Dialog Options:

1a: You would do that?  For me?  You’d join my faith?  Gan… I… (sigh), very well.  I don’t know how we’re going to survive… but… knowing you’ll be spared the wall... knowing your death wont be eternal… I can face it, knowing we take the last journey… together.  Levistus – I reject your offer!

2a: I… we… don’t have a choice in this… for our friends… for Neverwinter… and for you … I can’t allow The Kaiser to win.  Levistus – I accept your offer.

(If 1a) – Gann: If the world were an unflattering tapestry, I would unravel it, and weave it again into something befitting your tastes.  We are bound by the dreamer’s voice, and so long as we fight together, no delight is beyond our grasp.  Let us leave this place - the spirts here are unwelcoming.     

Coder’s Note: Set Gann’s deity to that of the player character.

- See “Cost of Refusal” below.

(If 2a) – (See 4)
________________________________

(If 3a) – Gann:  Hearing that warms my spirt in this forlorn place.  Should you have accepted this devil’s offer, an envenomed blade would have forever dangled above us – poisoning every moment with the knowledge the horrors awaiting you.  

- See “Cost of Refusal” below.

(If 4a) – Gann: NO!  The spirits – they recoil in horror from you.   Do you realize what you’ve done?  I had placed my trust in you - my… faith.  At the end of this life, we were to join the spirts, and explore dreams together - until the sun faded and the stars tumbled from the sky.

Mephasam: Of the torments you shall face at my Lord’s hands, none shall wound so deep as the one you have just inflicted upon yourself.  In time, you will realize the gravity of this.  

Gann: Now… when our flesh fails… our dream shall come crashing to an end… you will be torn from my grasp by snarling, fanged nightmares.  I… am to left alone - again - to wander for all eternity, absent my muse.  You have chosen this fate for us… for me.  
________________________________


Player Dialog Options:

1: Gann… wait… I…

2: Don’t go… please… I need you…

3: Don’t leave me…
________________________________

Gann: I must collect myself - my spirit is a raging storm, and only in your absence shall I find peace.  For a time I shall stay at The Veil… perhaps I might find solace in fantasy and escape.  When you finish this… seek me out.  Perhaps… in time… we might rekindle some ember of the flame you’ve snuffed this day.  

Narrator: You feel a cold hollowness to those words, and in your heart, you know them to be lies – as much to your former Lover as they are to you.  Your legacy is a grim duty and an empty heart… followed by damnation…

(Gan leaves the party, and the camera hangs behind him as she slowly walks towards the portal and vanishes).

Coder’s Note: Remove Gann permanently from the party roster, clear his “romance” flag so he does not join the player in the final battle.

Coder’s Note: Switch the music to something sad.

Coder’s Note:  Give the KC the following feats: a 15d6 Warlock Ranged Attack, Hideous Blow, Armored Caster Feat, and Fiendish Resilience.

Coder’s Note: Levistus’s faction will send devils to help defend Crossroad Keep.

Coder’s Note: Set flag for Shar’s offer of “dark salvation” as her consort.


_________________End Option 1 C___________________

(If 2) – Trinity: The Silver Sword… in bonding with and repairing it, you have greatly magnified its power… I will not lie… I’ve long desired the blade returned.  Very well!  You shall relinquish the sword, and I will send a host to defend your castle.

Coder’s Note: Destroy all instances of The Silver Sword of Gith in the party inventory.

Coder’s Note: Levistus’s faction will send devils to help defend Crossroad Keep.

(If 3) – A service for a service?  You seek to command my devils… I will require a great feat in return.  Hrmmm…. one of my Lieutenants - a Pit Fiend called Koroboros - weaves plots against me.  I shall summon him here, and when he arrives, you shall dispatch him.  Be warned, will not come alone.  When you have fulfilled your part of the bargain, I will send my servants to protect your fortress.

Coder’s Note: Activate Koroboro’s spawn point.

Coder’s Note: Levistus’s faction will send devils to help defend Crossroad Keep.

(If 4) – See “Cost of Refusal” below.

(If 5) – Ahahahahah!  You appeal to my greed and vanity?!  The audacity!  The outrage!  Magnificent!  For such insolence I ought to flay the sinew from your corpse… yet, I cannot deny the value in humiliating my peers… very well then.  I shall have my victory – and you shall have my devils.  Be warned Knight Captain… should you fail…my wrath will pursue you to the ends of the planes.

Coder’s Note: Levistus’s faction will send devils to help defend Crossroad Keep.

Ammon Jerro: We’ve accomplished what we came here for.  Let us take our leave.

Cost of Refusal: If at any point the Knight Captain Refuses to deal with The Still Lord, the conversation below plays out:

Trinity: Then there is nothing more for us to discuss.  I withdraw my protection from the denizens of this place.  Farewell Knight Captain...  and Ammon Jerro… I will be looking forward to our next meeting with great anticipation…

Coders Note: Set to active the Spawn Koroboros spawn area.

Coder’s Note: Erridon Alaka, Mephasam, Trinity and Zanth set to hidden.

Coder’s Note: Set flag for Koroboros and Jerro conversation).

(As the players walk along the ice-shelf towards their portal, Koroboros, four horned devils, six erinyes archers, and nine abishai – three of each color - spawn.)
Koroboros: Ahhhhh… Ammon Jerro… I can’t tell you what a pleasure it is to see you right now…

Ammon Jerro: No doubt. 

Koroboros: And you’ve brought additional treats with you as well… what a delicious windfall.  

Ammon Jerro: So then… you come for your revenge at last.

Koroboros: Revenge Jerro?  No.  I simply seek payment for services rendered.  You soul is spoken for, but there is much recompense that I might yet extract from your flesh.

Ammon Jerro: So be it.  Allow my companions to proceed unharmed, and I shall remain here willingly.  

Koroboros: Hahahaha… always the martyr Jerro… this inherent nobility is what makes your soul so… tantalizing.  I am jealous of Lord Levistus, that he alone is reserved the right to your essence.  

________________________________

Player Dialog Options:

1: (If Diplomacy < 35) - Ammon… you must not do this.  You may yet find redemption for your crimes!  You are also the key to unraveling the secret of the rift!   Beyond that… your power will be sorely missed in the coming battle!  Do not surrender yourself to these creatures!

2: (If Bluff > 35) - No!  Never!  Jerro – there has got to be a way out of this!  Besides… if you surrender yourself here... who’s going to patch up that rift?  How can we WIN without you?  This is madness!

3: (If Intimidate > 35) - I will not allow this.  You are among my strongest warriors.  I’ll not surrender you uncontested – certainly not before you have unlocked the secrets of the rift!  There are other paths you might take, planes where time has no meaning.  Lichdom perhaps.

4: Ammon… I… I understand.  I don’t like it… but I see.  Everyone must one day face their destiny.  Thank you for everything you’ve done for us.  For Neverwinter.  For Faerun.  Farewell my friend.

5: Bah!  If you insist on throwing your life away, so be it.  Still… the fortitude you show in the face of eternal torment is… impressive.   You shall be difficult to replace Ammon Jerro.  Farewell.

(If 4,5) – Ammon Jerro: It has been an honor defending Neverwinter alongside you.  Be on your guard – The Kaiser is more than he appears to be, and there are unseen hands guiding this strife.  Koroboros – do as you will.  I submit myself to your keeping.

Koroboros: Yes… come with me Jerro… we have… so much to experience together…

(Koroboros, his devils and Ammon Jerro teleport away.)

Coder’s Note: Permanently remove Ammon Jerro from the party roster.

(if 1,2, 3) - Ammon Jerro: There is no redemption for me.  Pacts willingly made with the lower planes are binding… my road was always to end here.  Do not underestimate Lady Safiya - she is the embodiment of The Academy’s founder… and capable of continuing my research.  As to the battle… it will surely be lost if The Knight Captain dies fighting a legion of baatezu.

________________________________

Player Dialog Options:

1:  (Diplomacy CHECK > 35) - You can’t know that!  Even the will of the gods is not immutable!  Your fate is NOTE assured!  As to these devils… destroying them here will be paying evil its proper due.

2: (Bluff CHECK > 35) - Nothing is set in stone – NOTHING!  We’re not giving up, and neither are you!  Now… correct me if I’m wrong… but don’t devils die for good if we kill them on their home plane?

3: (Intimidate CHECK > 35) - Jerro!  You should know better than most that the strong may LAUGH in the face of destiny!  Now then…I shall take great satisfaction in the annihilation of these pathetic devils – and in the process, we shall settle some of your debts!

4: Ammon… I… I understand.  I don’t like it… but I see.  Everyone must one day face their destiny.  Thank you for everything you’ve done for us.  For Neverwinter.  For Faerun.  Farewell my friend.

5: Bah!  If you insist on throwing your life away, so be it.  Still… the fortitude you show in the face of eternal torment is… impressive.   You shall be difficult to replace Ammon Jerro.  Farewell.

Koroboros: Yes… come with me Jerro… we have… so much to experience together…

(Koroboros, his devils and Ammon Jerro teleport away.)

Coder’s Note: Permanently remove Ammon Jerro from the party roster.

(if 1,2, 3) – (Embers begin to return to Ammon Jerro’s Eyes).

Ammon Jerro: …yes… YES!  Koroboros!  I do believe I’ve had enough of your plotting.  You were an arrogant fool to face me in this place, and now… you shall know death!  

Coders Note: Bark Jerro’s combat voice line: “FROM THE HELLS YOU WERE BORN AND TO THE HELLS YOU SHALL RETURN!”

Coder’s Note: Set all of the spawned devils to hostile.
(Once the devils are slain, the players may use the portal to return home).

______________________________________________________________________

- Area Title: Jump #4 – The Death God’s Vault – Soul Furnace
- Required Characters: One of Many
- Points of interest: The return portal, The Soul Furnace.
When the player selects One of Many’s teleport option they find themselves transported into the Death God’s Vault in Shadow Muslantir.   The party will need to journey around the complex, defeating and then allowing OOM to consume five of each different undead horror.  Once he has done so, the party will have to battle their way to the soul furnace, where the construct can then use these captive spirits to create undead subservient to it.

One of Many: Perfect, the place of my birth.  This temple is strong with dark energies, and many spirits have been imprisoned here.  Perfect!
________________________________

Player Dialog Options:

1:  What is our purpose in this place, we are surrounded by fell creatures and evil magic.  You surely don’t imagine you can command such monsters…

2: This place was creepy enough the last time… what are we doing here?  Can you tell these creatures what to do?

3: Servant - what purpose does returning to Myrkul’s vault serve?  Will these creatures bend to your will?

(If 1, 2) - One of Many: If we destroy their physical shells, these spirits can be consumed - and then bound to the will of The Many.  

(If 3) – One of Many: Not immediately master – they will surely attack us.  We must first destroy their shell, and then feast upon them, adding them to the chorus of The Many.

________________________________

Player Dialog Options:

1: To what end?  Our purpose is to gain assistance - not increase your malevolent powers.

2: Why would we want to… feed you things… and make you even more of a threat…

3: To what end will these feedings serve?  

(If 1,2) – One of Many: The spirts here must first be consumed to bind their will to The Many.  Once this is so, take us to Myrkul’s Soul Forge – there we shall fashion them new bodies – bodies that will fight and destroy your foes.  Speak with me when you believe we have collected enough essence!
(If 3) - One of Many: Master… once we have feasted sufficiently, bring us to Myrkul’s Soul Forge.  At the place of our birth we might tear some free of The Many, and from our flesh, fashion them new forms.  Forms that shall serve the master as I do.  Your enemies shall fall before us as wheat before a scythe!  Speak with me when you believe we have collected enough essence!

(The party is free to leave or wander the vault destroying undead, which re-spawn periodically.  When slain, each creature will drop the strongest spiritual essence and has a 25% chance of dropping a creature essence.  The party will need to collect five of each and then speak to OOM to proceed).

- Death Knight Essence
The spiritual essence of a Death Knight.

- Dread Lich Essence
The spiritual essence of a Dread Lich.

- Spirit of the Void Essence
The spiritual essence of a Void Creature.

Coder’s Note: Spirits of the Void have a 75% chance to drop essence, as they come from static objects.

- Charred Skeleton Essence
The spiritual essence of a Charred Skeleton.

- Mummy Lord Essence
The spiritual essence of a Mummy Lord.

- Ancient Vampire Essence
The spiritual essence of an Ancient Vampire.

-  Death’s Shadow
The spiritual essence of a Death’s Shadow.

Speaking with OOM before gathering all of the essences will result in the following dialog:

One of Many: We still lack enough essence!  You must defeat more!

Speaking to OOM after gathering all of the essences will result in the following:

One of Many: Yes!  We have gathered enough!  Give the essence to me!  Come, we must proceed to the Soul Furnace, where I shall forge them into weapons of war.

Coder’s Note: Play a spirit-eating animation for OOM as it consumes the essence. 

Coder’s Note: Remove all the undead essence from the party inventory.

Coders Note: Spawn a Greater Death, Neutral, in front of the Soul Furnace.

(As the party wanders towards the Soul Furnace, they shall come upon a sealed chamber, now unlocked.  Upon entering it, they will encounter the spirit – once a favored soul of Myrkul - helpless and bound).  

The Devout: I can barely sense your presence, so detached have I become from the living world.  This place is not for you of flesh and blood.  Leave, now, lest this monument’s guardians consume you in body and spirit.

(If the player has the OOM Devoted Feat) - One of Many: Master!  This soul was once a powerful servant of the dead god!  Allow us to add it to the many – and we might call upon its power at your command!
________________________________

Player Dialog Options:

1: Never!  It was a mistake to create you, and I will not willingly allow you to consume this spirit.

2: Go ahead and feed my servant.  Savor his essence, and make his power your own.

3: If you must – but be quick about it.  We have much to do.

4: Uh… that… sounds like... a bad idea.  Let’s not condemn any more than we must.
________________________________

(If 1,4) – One of Many: Master!  You wound us!!!  Why do you refuse us nourishment!?  So be it.  (Nothing shall stop us from returning here later and consuming his light anyways…)

(If 2,3) – One of Many: Thank you wise and powerful master!  Let us feed and add its consciousness to our own!  

The Devout: Noo!  Stop!  I beg of you… STOP!!!!

Coder’s Note:  Play a spell effect and casting animation from OOM, then “kill” The Devout.

Coder’s Note: Add “The Devout” to “The Sleeper,” “The Brute” and “The Child” in OOM’s dialog options.  This will allow the creature to become a level 30 Favored Soul of Myrkul. 

As the party winds its way to the Soul Furnace, (fighting Undead the entire time), they find a Greater Death waiting for them.  When the approach they trigger a dialog, and the narrator speaks:

Narrator: As you approach the Soul Furnace… the very place you gave life to One of Many… a deathly chill pierces you flesh.  Your breath is visible in the freezing cold… and icy tendrils streak across small puddles of water dotting the floor.

Before you floats an apparition - a nightmare given substance.  Tattered rags limply dangle from unseen appendages, and two piercing red eyes glare from beneath a rotting veil.  Its ghostly hands clutch a rusted scythe of bone and iron… and the beast radiates a chill that cuts at your flesh like a thousand needles. Even the horror of your own creation pales before the creature before you.

One of Many: Beware!  Kelemvore opposes our intrusion!  This place is his, and this creature his servant!  We must destroy it to proceed - or take flight!

Greater Death: (The creature’s voice hisses and stabs at your mind) - Thisssss domain belongssss not to the living.  Thisssss domain issss forbidden.  The living sssshall leave thissss domain - or the living sssshall face judgment.  
________________________________

Player Dialog Options:

1: What sort of creature are you?  

2: I will not challenge this creature here, it is too dangerous.  We must retreat.
3: Servant!  You spoke nothing of a guardian in this place.  How dangerous is this creature?

4: I did not come all this way to leave empty-handed creature!  

(If 1) – Greater Death: I am the keeper of thisss place.  The creatures imprisoned here sssshall not be sssset free.  The living sssshall leave this domain - or the living sssshall face judgment. (Loop).
(If 2) – One of Many: Flee if you must master… The Many have grown in power.  We are satisfied.

Coder’s Note: If the party chooses to flee, they automatically jump to the portal home.  

(If 3) – One of Many: After our creation, Kelemvore sent this expression of his power to prevent others from freeing spirts imprisoned here.  Kelemvore hates all things that have escaped his grasp.  (Loop).
(If 4) – Greater Death: HISSSSSSSSSSS!!

Coder’s Note: Set the Greater Death to Hostile.
________________________________

(The players either destroy the Greater Death or Perish.  If they defeat it, the following happens): 

One of Many: The Soul Furnace is ours!  we shall remain here for a time, and shape these new souls into a form you shall find pleasing master!  Return through the portal – when our foe attacks us, we shall shatter him, and then… add him to The Many!

Coder’s Note: OOM leaves the party. 

(There is nothing more to do here – the party is free to return to the CK).

Coder’s Note: Set the flag for OOM’s undead force to aid at the CK battle.

______________________________________________________________________

- Area Title: Jump #5 – Westgate – The Black Eye Tavern
- Required Characters: Rinara
- Points of interest: The Return Portal, Bar, Gaming Table
When the party teleports to Rinara’s destination, they appear at the Black Eye Tavern in Westgate.  The bar is packed with rough looking characters, obvious prostitutes, and it’s difficult to hear anything over the banter, laughing and music.  Towards the back of the bar, is a large table, covered in coins, cards and drinks.  There is a collection of various NPC’s playing cards around the table, including Alias and Olive, with their backs to the wall.  Dragonbait stands nearby, chirping and clucking his annoyance. 

Rinara: Ok… you see that crowd over there – in the back?  Ms. Chain-mail-bikini, the runt  minstrel and that big lizard?  A couple decades back they pretty much saved the realms.  You remember all those statues around town?  That’s them.  
________________________________

Player Dialog Options:

1:  No offense Rinara, but they a seem to be getting a bit long in the tooth.  And I openly question the judgment of anyone who’d wear… that… armor… if you can call it “armor…”

2:  Those are the “Heroes of Westgate?”  Are you sure?  They look like a circus caravan collided with a brothel.  

3: What trickery is this Rinara… I asked for champions… not strumpets and carnival attractions!  
Rinara: Trust me… they don’t look like much, but they punch way over their weight.  Ask Moander about it.  Oh… that’s right… you can’t….  ‘cause they killed him.  Come on -follow my lead.
________________________________

(Rinara approaches the Barkeep and Owner of The Black Eye, Bertholdt).

Bartender: Well well… never expected to see the Lady o’ Shivs gracin’ my establishment again.  Do me a favor… an’ get the ‘ell outta here ‘fore you bring every Night Mask in the blazin’ city callin…

Rinara: Bertholdt!  Is that any way to treat an old pal?  After all the coin I spent here?  I didn’t even kill anyone, start fights or steal anything… much.

Bartender: Oh really?  What ‘bout that guardsman six years back!  Corporal Hawke?  Practically took his ‘ead off.  

Rinara: You can’t count that one… it was “work.”

Bartender: Or… how ‘bout poor old Laugue??  Bled out he did… right over there!  We scrubbed fer’ weeks… you can still see the stain in the daylight!  He didn’t deserve ta lose ‘is life… or ‘is hand!  

Rinara: For one… this dump never sees daylight.  For two… you obviously missed where the creep STUCK his hand before I loped it off… and for three… I didn’t even mean to kill him… so really… that one doesn’t count either.

Bartender:  And what ‘bout Angus Wynn?  Huh?  What ‘bout him!  Right through the gullet... TWICE!  

Rinara: Now hold on that was… that was… um… actually… I… don’t remember that one at all… are you SURE that was me?

Bartender: An’ I could rattle off a baker’s dozen more.  Point be, you’re trouble on wheels, and I’ll have you march out the way ya’ came in - and take yer’ friends with ya.
________________________________

Player Dialog Options:

1:  (If Appraise > 35) - Barkeep!  We wish to speak with someone.  How much coin would it cost to let talk for a bit?

2: (If Diplomacy > 35) – Surely you can allow us a moment to speak with some of your patrons?  We’ll be quick, and once we finish, we’ll never return.  

3: (If Intimidate > 35) – We are here to speak with someone.  We will NOT go until we do so.  Are YOU going to MAKE us leave?  Do you think you CAN make us leave?

4: (If Bluff > 35) – We’re working undercover with the garrison, and Rinara is helping us flush out a ring of… uh…. orphan slave traders.  We think they might be using your… uh… “classy” establishment to conduct transactions.  

5: Well… if we can’t even talk to them, we can’t very well recruit them.  Time’s short – we’d best look elsewhere.
________________________________
(If 1) – Bartender: Well, if the Night Mask’s get wind of ya here, they’ll burn the whole dive to the ground – we we’re talking cost’o replacement.  How’s 50,000 gold?
________________________________

Player Dialog Options:

1a: Fine, here is your money - now let us through. 

2a: (Appraise CHECK > 40) – Hold on now toe-head – you could replace this dump twice over for twenty-five.

3a: Hah!  Fifty THOUSAND – for this rat’s nest? I don’t think so.  Come on… let’s go.  

(If 1a) – Bartender: A PLEASURE doing business with ya!!!  GENTS!!  LASSES!  DRINKS ARE ON THE HOUSE!  I’m retiring – effective NOW!  Go‘head’n drink your rotten gizzards out everyone!

Coder’s Note: Party loses 50,000 gold.

Coder’s Note: The Bartender runs out the door and vanishes.

(If 2a) – Bartender: Oh… right… well then… Twenty-five seems fair enough.  Pleasure doing business.  

Coder’s Note: Party loses 25,000 gold.

Coder’s Note: The party is allowed to approach Alias’s card table.

(If 3a) – Rinara: So… we’re just leaving then?  Like that?  Fine… do whatever you want - but don’t say I didn’t try to help.
________________________________

(If 2) – Barkeep: I have your word I’ll be rid’o ya forever?  Fine then, make it fast – but if the Night Masks come callin’ I’m singing like a finch.

Coder’s Note: The party is allowed to approach Alias’s card table.

(If 3) – Barkeep: Well… I… uh… (gulp)… guess you make a reasonable point…

Coder’s Note: The party is allowed to approach Alias’s card table.

(If 4) – Barkeep: Zat so?!  Horrible!  You better get to the bottom of that!  Uh… wait… so… are they slavers who sell orphans… or slavers who are orphans… ‘cause if it’s the latter… well… then… I’m kinda starting ta feel sorry fer’ the slavers… maybe it’s not their fault… maybe they had a ‘ard life growin’ up… or a bad upbringing’n such…
________________________________

Player Dialog Options:

1b: (Bluff CHECK > 35): Slavers who… uh sell orphans.  Terrible shame really.  Even Rinara got all teary when she heard about it – cried for days!  

Rinara: I what???! …uh… I mean… yeah… sure I did.  Cried…  Boo-hoo.  Poor orphan-slavers… er… slaver-orphans… orphan-people.  Poor them.

Bartender: I never would’a figured The Lady o’ Shivs fer the motherly type!  Brings a tear ta mah’ eye it does!!  Just goes ta show… ya learn somethin’ new every day!  Hey everyone - GET A LOAD OF THIS – OL’RINARA’S ‘ELPING ORPHANS… SHE’S DECIDED TO SHOW SOME HEART!   

Rinara: (Teeth clenched) I’ll show you a heart…

Drunk At the Bar: That’s… (sniffle) touching… really is… (blows his nose).

Bartender:  …AN’ I BET YOU ALL THOUGHT SHE WAS JUST A NO GOOD MURDERING THIEVING SELFISH VICIOUS TREACHEROUS CONNIVING SELL-SWORD TOO!  IN HONOR OF THIS MOMENTOUS OCCASION, THIS ROUND’S ON THE HOUSE!

Crowd: (Cheers, Whoops, Hollers).

Rinara: You better not let The Kaiser kill you Captain… because when this is all over… I’m gonna.

Coder’s Note: The party is allowed to approach Alias’s card table.

2b: (Bluff CHECK < 35): Uh… orphan slavers?  They were… orphans… who… uh… sell… other orphans.  

Bartender:  Wait… that don’t make sense… why would orphans sell other orphans? You’re trying to pull something!  You ain’t working for no watch… and Rinara surely ain’t turned over a new leaf… why… she’s got the maternal instinct of a Green Hag she does!  Trying ta con ol’Bertholdt?!  Get out - fore I have ya tossed out…

Rinara: Way to blow that one champ.  We won’t get another shot at this – and don’t say I didn’t try to help.  Come on… let’s get out of here.

Coder’s Note: The party is transported back to the CK

3b: I’m tired of this charade.  We’re leaving.  Now.

Rinara: Really?  You’re just going to walk off?  Whatever.  You can bring a horse to the river, but you can’t make’em drink.  Let’s go.  Don’t say I didn’t try to help.
________________________________

(If 5) – Rinara: Really?  You’re just going to walk off… and let that fat of muttonhead boss you around?  Could the oaf even stop us if he wanted too?  Whatever.  You can bring a horse to the river, but you can’t make’em drink.  Let’s go.

Coder’s Note: The party is transported back to the CK
________________________________

- IF The Party Makes It To Alias’s Table:

(After getting past the Bartender, the party is free to approach the gambling table where Alias, Olive and Dragonbait are seated/standing).

Rinara: Ok, listen up, the red-head with the tattoo is Alias, the midget is Olive Ruskettle, and the lizard answers to Dragonbait.  Olive’s no fool, and the reptile is some sorta Paladin, which means Alias is our mark.  I’ve worked them before, and flattery will get you everywhere with her.  Make her the center of attention, and sell her on helping ya – she’ll drag the rest of ‘em into it.

(The party approaches the gambling table, triggering the conversation).

Olive: Well well… look who’s back…

Rinara: (Whispering) Hopefully they’ve forgotten all about that job in Shadowdale…

Dragonbait: (Clicking, whistling, clacking, snapping noises).

Alias: Oh… it’s our friend… Rinara… let me guess… guilt got the better of you… and you’re here to pay back the money you stole…

Dragonbait: (Clicking, whistling, clacking, snapping noises).

Alias: Yeah, I’m being sarcastic.  I know she already blew it all on booze, gambling and lotharios. 

Rinara: It wasn’t like that!  

Dragonbait: (Clicking, whistling, clacking, snapping noises)!!!!

Alias: You know… Dragonbait can tell when you’re lying…

Rinara: (I hate Paladins). Listen… just hear me out here…

Olive: Unless this conversation starts with “Here’s the fifteen-thousand gold pieces I owe you” then there IS no conversation.

Dragonbait: (Clicking, whistling, clacking, snapping noises).

Alias: Yeah… you’re right ‘Bait… an apology would be nice too… and personally… I’d like to maybe see a bit of groveling…

Rinara: Uhmmm… I can settle our debt easily enough.  (Rinara Kicks you in the shin and clears her throat).
________________________________

Player Dialog Options:

1: You intend me to pay off your debts now?  What nerve!  (Sigh).  So be it… but I do this only because we are desperate – certainly not for your sake.

2:  Let me guess… you don’t have fifteen thousand gold pieces lying around… and I need to pay up. For the love of… oh… fine!  Grrrrrrr…. why is it I have to open my coin purse every time one of your “opportunities” comes knocking Rinara?

3: Wait… do you mean to hoist your debts upon me?  I should defenestrate you for such audacity!  Still… it’s a trivial sum - should this encounter bear fruit.

4: Wait… was this entire visit a trick to con me into paying these guys off?  No way lady.  Not a chance in all the hells.  We’re going home.  Now.

5: You must think me a fool Rinara.  Allow me to dispel such a notion.  Should you EVER attempt to deceive me into paying your debts again, I will slaughter you on the spot.  We are leaving.
________________________________

(If 4,5) – Rinara: Oh, fine, just walk away.  Ya gotta spent money to make money you know.  Shah!  Whatever - don’t come back later and say I didn’t try to help!

(If 1, 2, 3) – Rinara:  That’s the spirit – here you are Olive - fifteen-large, better late than never… right?

Coder’s Note: Party loses 15,000 gold.

Alias: Kinda disappointed now… we were looking forward to running you down.  Figured we could probably sell your magic swords to cover what you STOLE.

Rinara: Over my corpse.

Olive: Yeah, that was pretty much the general idea.

Dragonbait: (Clicking, whistling, clacking, snapping noises).

Alias: Yeah, she’s on her way out the door - Dragonbait says your evil is giving him a rash… and it’s giving me a headache.  

Olive: Nice knowing ya Rinara, write soon and come visit again never.

Rinara: Hear me out here - I’ve got a proposition… and it’s worth a lot of money.  

Alias: Huh?  What’s that you said?  You’re leaving and you’re not ever coming back?  Great!  

Rinara: Tough crowd.  Listen up Captain…I won’t be able to get any father with’em.  I got you to the table.  The rest is up to you...
________________________________

Player Dialog Options:

1: I am the commander of a fortress far to the west. A powerful host of evil moves to besiege it, and I have come seeking the aid of powerful champions and great heroes.  It is my understanding that you and your companions are both.  And might I add Lady Alias, the talk of your striking beauty does you no justice.

2: My castle to the south of Neverwinter, is about to be attacked by an army of drow and… worse.  Now... I’ve asked around, and people say you are the best swords in the region.  And wow… the rumors said you were gorgeous Alias, but the stories are a disappointment compared to the real thing.

3: I am the master of a fortress to the north of Waterdeep.  We are gathering forces to repel a coming attack.  Your reputation as skilled fighters precedes you, and I am here to acquire your services.  My sources informed me that you were quite comely – it is pleasing to see they did not exaggerate.  

4: This is a waste of our time Rinara!  So far all you’ve managed to deliver is aggravation and expenses.  I am not in the mood to continue playing games and shoveling gold at your problems.  We’re leaving.  Now.
________________________________

(If 4) – Rinara: Oh, fine, just walk away.  Ya gotta spent money to make money you know.  Shah!  Whatever - don’t come back later and say I didn’t try to help!

Coder’s Note: The party is transported back to the CK

(If 1,2,3 + Safiya’s Love Feat + Safiya in party) – Safiya: (Whispers) Laying it on a bit thick aren’t we?  

(If 1,2,3 + Gann’s Love Feat + Gann in party) – Gann: (Whispers) She is rather stunning.  Exotic… unruly… passionate.  I imagine her dreams are like a… what?  Why do you glare at me so?

(If 1,2,3) - Olive: (Rolls Eyes).  Never head of ya - but if you’re chumming around with the likes of Rinara, that tells us everything we need to know.  Shove off.

Alias: Now… hold on a sec Olive… let’s hear them out...  

Dragonbait: (Clicking, whistling, clacking, snapping noises).

Alias: I am not!!

Dragonbait: (Clicking, whistling, clacking, snapping noises).

Alias: Pffft!  Liked you’d know anything about that!  

Olive: Listen… I’m not going to get caught up in another one of Rinara’s rackets. 

Rinara: Rackets?!  Come over here and say that to my face poser. Don’t worry… I’ll give you time to pull up a stool…

Alias: Everybody… just calm down!  I’ll tell you what stranger… If you can beat me at a hand of cards, we’ll hear what ya have to say.  Lady Timora can decide this.  

Dragonbait: (Clicking, whistling, clacking, snapping noises).

Alias: I SAID we’ll let Lady Timora decide this...

Dragonbait: (Clicking, whistling, clacking, snapping noises)!!!!!

Alias: That is SO not true!  Don’t be so uptight!  It’s not like we’re signing any contracts - we’re just gonna play some cards… and then maybe… hear them out.  

Dragonbait: (Clicking, whistling, clacking, snapping noises)!

Olive: Champ is so right.

Alias: You don’t even know what he just said.

Olive: I can guess.

Alias: …anyways… tell me what these ”other people” are saying about me...er…I mean… us...

Dragonbait: (Clicking, whistling, clacking, snapping noises)!!!!!!

(Dragonbait stomps off to the bar – Olive follows.)
________________________________

Player Dialog Options:

1: (If Diplomacy > 35) – We were shown great statues erected in your honor, but in truth, they pale before the real thing – both in grandeur and beauty.

2: (If Lore > 35) - We read Volo’s tales of your daring feats - fighting alongside your companions - and even a red dragon!  We’ve also listened to a bard’s tale of how you managed to save not only Westgate, but all of Faerun from Moander the Darkbringer.

3: (If Bluff > 35) – When we were last in Westgate, nearly everyone we spoke with mentioned your many adventures – if they weren’t talking of your bravery, they were regaling us with tales of your stunning beauty.  

4: (If Perform > 35) – I will recite a poem I overheard…
“Alias the Azure,”
“Battled the Darkbinger so,”
“Alongside her companions mighty,”
“She traveled to and fro.”
“No quip too grand, her face not bland,”
“Alias the lovely was so.”

5: Listen… I don’t have time to stroke your ego anymore.  My country and my friends are in danger.  If you’re after money, we can talk money – but I’m running out of time here, and I’m tired of these games.

6: This is a waste of our time Rinara!  So far all you’ve managed to deliver is aggravation and expenses.  I am not in the mood to continue playing games and shoveling gold at problems you created.  We’re leaving.  Now.
________________________________

(If 5) – Alias:  That’s too bad – because I AM in the mood for games, and if you’re going to be a boring old prude, this conversation is over.  I’m sure you can see yourselves out.  Excuse us.

(Alias, Dragonbait and Olive walk out the door).

Rinara: That was smooth.  Well, we may as well go home – this plan is shot.  Next time maybe I should do all the talking.

Coder’s Note: The party is transported back to the CK

(If 6) – Rinara: Oh, fine, just walk away.  Whatever - don’t come back later and say I didn’t try to help!

Coder’s Note: The party is transported back to the CK

(If 1,2,3,4) – Alias: (Nursing an expression not unlike a purring cat) - Ahhh… that’s so sweet.  I’ll be totally honest here… I’m really starting to like you guys.  Except you Rinara - I still hate your black guts.

Rinara: (Mutters something profoundly profane under her breath).  Captain… if we survive this… you owe me… you owe me big…

Alias: I’ll tell you what.  We’ll play a few rounds of cards.  If you can win a hand, you can hire us.  Sound fair?
 ________________________________

Player Dialog Options:

1:  Very well, we accept your challenge.  Deal.

2: So be it.  But be quick about it.

3: Listen… I don’t have time to stroke your ego anymore.  My country and my friends are in danger.  If you’re after money, we can talk money – but I’m running out of time here, and I’m tired of these games.

4: This is a waste of our time Rinara!  So far all you’ve managed to deliver is aggravation and expenses.  I am not in the mood to continue playing games and shoveling gold at problems you created.  We’re leaving.  Now.
________________________________

(If 5) – Alias:  That’s too bad – because I AM in the mood for games, and if you’re going to be a boring old prude, this conversation is over.  I’m sure you can see yourselves out.  Excuse us.

(Alias, Dragonbait and Olive walk out the door).

Rinara: That was smooth.  Well, we may as well go home – this plan is shot.  Next time maybe I should do all the talking.

Coder’s Note: The party is transported back to the CK

(If 6) – Rinara: Oh, fine, just walk away.  Whatever - don’t come back later and say I didn’t try to help!

Coder’s Note: The party is transported back to the CK

(If 1,2) – Gladly.  The game is XXXXXXX.  I will hand you two cards.  Then give myself two cards.  Afterwards, you can chose to take more cards or stop with what you have.  Whichever one of us gets closer to twenty-one – without going over it – is the winner.  I’ll give you a few chances to beat me.  If you can win a hand, you’ve got yourself some sell-swords.  Oh… and to make this INTERESTING, we are going to bet 1000 gold per hand.  

(Alias deals the player several cards.)

Coder’s Note: Pull in a special version of the Blackjack game.
Coder’s Note: Set that conversation to Alias using a script.

(The card game continues until the player wins, goes broke, or gives up).

Option 1: Player goes broke:
Alias: Well, better luck next time!  Nice meeting you!  A bit of friendly advice - sleep with one eye open… at least until Rinara finally decides to steal everything you own and run away with it.

(Alias, Dragonbait and Olive walk out the door).

Rinara:  Gods I can’t stand that harpy!  Well… so much for that.  Let’s get out of here before the Night Masks show up.

(The party is free to return to the CK through the portal).

Option 2: Player gives up:
Alias: Quitting already?  You sure?  Oh well, nice meeting you.  A bit of friendly advice - sleep with one eye open… at least until Rinara finally decides to steal everything you own and run away with it.

(Alias, Dragonbait and Olive walk out the door).

Rinara: Gods I can’t stand that harpy!  Well… so much for that.  Let’s get out of here before the Night Masks show up.

(The party is free to return to the CK through the portal).


Option 3: Player wins:
Alias: Lady Fortune favors the foolhardy!  Alright, my sword is yours – so long as your cause is on the level.  We don’t kill peasants and pillage villagers and such.  (You’ve got Rinara for garbage like that).  Our fee is 150,000 gold, upfront - we’ll stick around to the bitter end if necessary.  
________________________________

Player Dialog Options:

1:  Very well… your price is high, but I expect you’ll be worth every copper.

2: ONE-HUNDRED-AND-FIFTY-THOUSAND!?!?!  I could rent the Purple Dragons for that price?  You’re insane.  Completely Insane.  No way.  No how.  We’re done.

3: I can’t afford such a sum.  It’s too much.

4: (If Appraise > 35) – Hold on now… no small group of mercenaries is worth that much gold… such a fee is not only unreasonable, but downright uncharitable.  Our cause is just, and such a fee would be difficult even for a city like Neverwinter to repay.  What would your friend Dragonbiat say?  
________________________________

(If 1): Alias: Now that’s what I call commerce!  Give me a few minutes to pack up, grab supplies and talk my pals into this – then we’ll head out.  I assume we can take that portal there and cut off a few weeks travel-time?  Oh and… can I tell Olive and Dragonbait you might be locking Rinara up in your deepest, darkest dungeon?  Forever?  Because… that would really help.

________________________________

Player Dialog Options:

1:  Sure thing.

2: No.
________________________________

Coder’s Note: Party loses 150,000 gold.

Rinara: I hate that harpy.  Let’s get the hells out of here.  Now.  

(Alias, Dragonbait and Olive walk out the door).

(The party is now free to return to Crossroad Keep, there is nothing more to do here).

Coder’s Note: Set flag for Alias, Dragonbait and Olive Ruskettle to appear in the Final Battle.

(If 2, 3): Alias: Well, I’m sorry to hear that.  We try to do what’s right, but we have to earn a living too.  Risking life and limb without getting paid won’t put a roof over our heads, clothes on our backs or food in our bowls.  Good luck - I hope you save your city.  And if we’re all lucky, Rinara will get killed in the battle!  See ya!

(Alias, Dragonbait and Olive walk out the door).

Rinara: Gods I can’t stand that harpy!  Well… so much for that.  Let’s get out of here before the Night Masks show up.

(The party is free to return to the CK through the portal).

(If 4): Alias: Hah!  You’re good.  But you need to understand – we’re getting too old for this stuff.  I’m thinking… one last good score - and then we can all settle down somewhere - and get out of this business before it kills us.  I’ll tell you what – we can go for 75,000.  No less.  That’s it, that’s the bottom.  Any lower and Olive will have my hide for a cap.
________________________________

Player Dialog Options:

1:  Very well… your price is high, but I expect you’ll be worth every copper.

2: Even seventy-five-thousand gold is unreasonable in the extreme!  Not a chance!  I can’t believe I sat here through all of this to be so insulted.  

3: I can’t afford such a sum.  It’s too much.
________________________________

(If 1): Alias: Not what I’d been hoping for, but it’ll do!  Give me a few minutes to pack up, grab supplies and talk my pals into this – then we’ll head out.  I assume we can take that portal there and cut off a few weeks travel-time?  Oh and… can I tell Olive and Dragonbait you might be locking Rinara up in your deepest, darkest dungeon?  Forever?  Because… that would really help.
________________________________

Player Dialog Options:

1:  Sure thing.

2: No.
________________________________

Coder’s Note: Party loses 75,000 gold.

Rinara: I hate that harpy.  Let’s get the hells out of here.  Now.  

(Alias, Dragonbait and Olive walk out the door).

(The party is now free to return to Crossroad Keep, there is nothing more to do here).

Coder’s Note: Set flag for Alias, Dragonbait and Olive Ruskettle to appear in the Final Battle.

(If 2, 3): Alias: Well, I’m sorry to hear that.  We try to do what’s right, but we have to earn a living too.  Risking life and limb without getting paid won’t put a roof over our heads, clothes on our backs or food in our bowls.  Good luck - I hope you save your city.  And if we’re all lucky, Rinara will get killed in the battle!  See ya!

(Alias, Dragonbait and Olive walk out the door).

Rinara: Gods I can’t stand that harpy!  Well… so much for that.  Let’s get out of here before the Night Masks show up.

(The party is free to return to the CK through the portal).
______________________________________________________________________

- Area Title: Jump #6 – Thay  – The Academy of Shapers and Binders
- Required Characters: Safiya
- Points of interest: The Return Portal, Thayan Merchant, Dragon’s Lair, XXXXXX (Imaskari) Diamond Mines.

The party jumps inside the first floor of the Academy of Shapers and Binders.  Students mull around, and each class is filled with teachers instructing students on various aspects of magic.  

Safiya: It’s good to be back, I’d be lying if I said I didn’t miss this place.  We should speak with Headmaster Dhjafi, and see what help he can offer.

The party is then free to roam about the complex, observing classes, buying items from the merchants and speaking with various NPCs.  When they get around to heading up to the Headmaster’s Office, display the following:

Headmaster Dhjafi: Safiya?  You’ve returned!  It warms my heart to have you back!  And I see you’ve brought your companion from the west – it’s good to see you as well.

Safiya: Master Dhjafi!  It’s good to be back.  

Headmaster Dhjafi: So what brings you here again – did you forget something?  More research perhaps?  You know our library and labs are always open to you.

(If the player lacks the Safiya Love feat) - Safiya: Nothing so pleasant unfortunately – our situation is dire and time is short – I will let The Knight Captain explain…

(If the player has the Safiya’s Love feat) - Safiya: Nothing so pleasant sadly – our situation is dire and time is short.  

Your turn my love. 
________________________________

Player Dialog Options:

1:  Headmaster – our fortress is about to be attacked by a powerful army, and we are desperately trying to rally a defense.  We come asking for any assistance you might offer to the defense of our home.

2:  Well… a man who very badly wants us all dead has taken control of Neverwinter.  He’s getting ready to march a large army out and destroy us.  If there is anything you can do to help, we’re all ears.  

3: An upstart has seized power in the City of Neverwinter, and he means to supplant me as the master of Crossroad Keep.  He’s marshalled a large army, and will soon attack my castle.  My force must be strengthened if it is to survive the coming battle – what can you offer in this regard?  
________________________________

Headmaster Dhjafi: If his force is so decisively overwhelming, why not simply flee?  Take the battle to more favorable terrain?

Safiya: We… can’t abandon Crossroad Keep.  

Headmaster Dhjafi: For gods sake why child?  What could be so important that you’d risk destruction… you should take flight and counter-attack at your leisure!   

Safiya: In the basement of keep is an open rift into the Shadowweave.  That’s what our enemy desires.  If he seizes it, he might well transform himself into a creature of unimaginable power.  

Headmaster Dhjafi: You’re referring to the Illefarn Guardian Ritual?  I’m somewhat familiar with it… I wonder… does your foe understand what tethering himself to the Shadow Weave would do?  Why…. before long, he’d be reduced to Shar’s mindless puppet.  In any event, you should simply close the rift, then escape.  

Safiya: It has resisted all attempts to seal it – Both Ammon Jerro and myself have failed to dispel it on numerous occasions.  The wound simply refuses to heal – in time, it may become a grave concern in its own right.

Headmaster Dhjafi: I’m somewhat hesitate to suggest this, but… perhaps you should consult with the Nighsinger’s clergy?  Mayhap they can lend some insight into this…

Safiya: Ammon Jerro has already sought out one of Shar’s most potent clerics – a drow priestess he knew of near Tethyr.  Her assistance was… ineffective.

Headmaster Dhjafi: It would seem you’re in quite a bind then.  I’d love to help… but… right now… we can’t spare anyone… the Spell Knights have their hands full – to say the least.

Safiya:  What of the Gnolls and the constructs?  I thought…

Headmaster Dhjafi: Well… not to put too fine a point on it… but… you and your companion destroyed most of them… the few that survive and the Spell Knights are hard pressed to fend off the Raziel.

Safiya: Oh… she’s returned has she…

Headmaster Dhjafi:  I wish there was something I could do… but until we can rebuild the guardians or somehow deal with Raziel… diverting the garrison would endanger the students.

________________________________

Player Dialog Options:

1:  Who is this Raziel – can she be reasoned or negotiated with?

2: Raziel?  Can we buy them off – shake some gold in her face?

3: What manner of creature is this Raziel?  Perhaps she needs to be taught a lesson…
Safiya: Razielarcanagoloxxon – an ancient blue dragon who lairs nearby in the mountains.  She’s always been a threat, but the Spell Knights and our constructs keep her well enough behaved.  

Headmaster Dhjafi:  She’s been an especially persistent pest in the last few weeks, continually probing our defenses and snatching anyone unwary enough to be out after dark.  I expect she’d plunder the entire Academy if given an opening.   Her greed is insatiable - we’ve attempted bargains in the past – it seems she’s found loophole to void them.
________________________________

Safiya: What if we could assist in some way?

Headmaster Dhjafi:  Well… I suppose there are a few things that might help… logistically speaking.   If we were to replace the guardian constructs… or somehow deal with Raziel… then the Spell Knights and some of the faculty could help defend your fortress.
________________________________

Player Dialog Options:

1: What would it take to create more constructs?

2: Where is this dragon lairing? Perhaps we can… negotiate with it.

3: Where is this dragon’s lair?  We can kill it and end your problems.  

4: I am sorry to hear of your problems.  Well, time is short, we have to keep searching.

5: Bah.  More time wasted.  Time is short, we need to move on.

A: (If 1) - Headmaster Dhjafi:  To replace the guardians?  Why… they took us decades… and thousands of gold to assemble.  

Safiya: What is you had all of the materials provided to you… 

Headmaster Dhjafi:  Hrmmm… well… roughly estimating… we’d require about thirty pristine spirt essences, fifteen diamonds, fifteen pristine power essences and about one hundred and sixty-thousand gold pieces - to pay for other components.  

B: (If 2) - Headmaster Dhjafi:  Negotiate? With Raziel?  I find that difficult to imagine.  She’s an extremely… anti-social creature.  But if you want to try, we can open a portal to her lair.  I can’t guarantee she won’t immediately attack you however… 

C: (If 3) - Headmaster Dhjafi:  Destroy Raziel?  She is an exceedingly dangerous and ancient dragon… even someone as powerful as you ought to give her a wide berth.  I can’t say I recommend that.  But… if you’re confident… we can open a portal to her lair…

D: (If 4,5) - Headmaster Dhjafi:  I’m sorry we can’t be of help.  I... I-I truly am.  Safiya… I would ask you… no... beg you… please don’t fight  to the bitter end… if you must… take flight.  You will always have a home here among us – and your friends too!  

(If player does not have the Safiya Love feat) - Safiya: Master Dhjafi… my place is at the Captain’s side… whatever the outcome.  Please… take care of yourself – I look forward to exchanging notes when next we meet.

(If player has the Safiya Love feat) – Safiya: Master Dhjafi… my place is at my lover’s side… any dangers he faces are mine to share – always.  Please… take care of yourself – I look forward to exchanging notes when next we meet.

(Party is free to return to Crossroad Keep).
________________________________

Safiya: Hrmm… this is going to be more difficult than I anticipated.

Headmaster Dhjafi:  Indeed Safiya… though it pains me to admit so.  

(If player does not have the Safiya Love feat) - Safiya: Captain - if at all possible, I’d like to help them – the students and faculty here are very important to me. What do you suggest as the most prudent course of action?  

(If player has the Safiya Love feat) – My love… I would ask that we help them in some way – these are my friends… my family.  I know time is of the essence… but we must do something…
________________________________

Player Dialog Options:

1: Tell me again what would it take to create more constructs? 
(Loop A).

2: Tell me again where is this dragon lairing? Perhaps we can… negotiate with it. 
(Loop B).

3: Remind me - where is the dragon’s lair?  We can kill it and end your problems.  
(Loop C).

4: We will help you build new constructs.

5: We will negotiate with the Dragon.

6: We will destroy the Dragon.

7: I am sorry to hear of your problems.  Well, time is short, we have to keep searching.
(Loop D).

8: Bah.  More time wasted.  Time is short, we need to move on.
(Loop D).
________________________________

- Option 1: Player Decides to Rebuild the Constructs.

Headmaster Dhjafi:  I can gate you to an ancient XXXXX (Imarskari) Diamond Mine, now overrun with undead.  It should prove an ideal source for the needed essences.  While dangerous, it’s far safer than treating with Raziel.  

(Headmaster Dhjafi: Casts a spell and creates a portal).

Safiya: This should prove simple enough – we shall return shortly Master Dhjafi.

Coder’s Note: When the party uses the portal, jump them to the XXXXX (Imarskari) Diamond Mine.  The ruins are populated with re-spawning Greater Shadows and Dread Wraiths, set to drop the requisite essences.  

Coder’s Note: Use the “ore” object from the OC as a harvest point for diamonds.  

Coder’s Note: The mine will contain, in various treasure chests, barrels and crates, which, when combined, total exactly 160,000 gold.  How convenient!

(Once the players have harvested the requisite amount of essences and diamonds, they may return to the Academy and continue the conversation with Headmaster Dhjafi).

Headmaster Dhjafi:  Ahh, you’ve returned – and I see you’ve acquired the components.  Most excellent!

(Party loses essences and diamonds).

Headmaster Dhjafi:  Now the only matter remaining is the funding – do you have gold necessary to purchase the reagents and other essentials?  
________________________________

Player Dialog Options:

1: (If gold > 160,000) - Yes, here is the gold you need.

2: Not yet, we’re working on it.

3: We’ve done all that we can.  We can’t spare such a large sum of gold and we’re running out of time.

(If 1) - Headmaster Dhjafi:  Wonderful!  Thank you so much!!  With these materials we’ll be able to fortify the school’s defenses in short order!  When the time comes, Commander XXXXX (Oseye), the Spell Knights, and whatever faculty we can spare will help defend your home.  

Coder’s Note: Party loses 160,000 gold.

Safiya: If you’d like, I can remain here for a time, and help assemble the golems.  

Headmaster Dhjafi:  That won’t be necessary my dear– I plan on integrating their creation into our advanced enchantment curriculum.  Practical application of instruction makes for the best homework.  

Safiya: …and makes your own task easier.

Headmaster Dhjafi:  Hah!  So very true!  Now... if you’ll excuse me, I’m late for a class.  Please… be safe Safiya.  

Safiya: I will be as cautious as circumstances permit Master Dhjafi.

Headmaster Dhjafi:  That my dear… is far from reassuring. 

(Headmaster Dhjafi walks to the door and vanishes).

Safiya:  Thank you for doing this.  It really means a lot to me.  Come, let’s return home.

(The party is free to return to Crossroad Keep).

(If 2) - Headmaster Dhjafi:  I understand – it is a large sum.  I’ll make myself available when you gather it. (Loop).

(if 3) - Headmaster Dhjafi:  But you’ve done so much work… to quit now – while so close to your goal? (Sigh)  Very well then… we are exceedingly grateful for your assistance – it might’ve taken years to gather these materials.  Now... if you’ll excuse me, I’m late for a class.  Please be safe Safiya.  

Safiya: I will be as cautious as my circumstances permit Master Dhjafi.

Headmaster Dhjafi:  That… is far from reassuring my dear. 

(Headmaster Dhjafi walks to the door and vanishes).

Safiya: I’m sure we could have scraped the cash together somehow… still, I’m happy you helped them acquire the materials.  It means a lot to me.

(The party is free to return to Crossroad Keep).


- Option 2-3: Player Decides to Negotiate with/kill the Dragon.

Headmaster Dhjafi:  I will open a gate to Raziel’s lair, but you’re placing yourselves in terrible peril.  Many years before my birth, the Academy attempted to drive her away – it ended in disaster and tears. Even The Founder and Akachi lacked the might to defeat her.  

Safiya: You’ll find we’re startlingly persuasive when we put our minds to it.

Headmaster Dhjafi:  Just… be careful.  Raziel is a proud and evil creature - and will readily twist her word if she sees advantage in it.  

(The Party is free to take the portal).

The party appears high in the mountains, on a huge, flat overhang.  There is no path down, only a great gaping maw and steep overhangs surrounding the cave entrance.  (The dragon flies to her lair). Bones, dead red wizard students and debris litter the area.  

Some party member: Well that’s quite a stench… (gag) could’ve gone a lifetime without smelling that…

Safiya: We won’t remain undetected for long…

(A voice reverberates from the cave, and the great wyrm dragon Razielarcanagoloxxon thunders from her lair.)

Coder’s Note: Spawn the dragon in front of her cave.
Coder’s Note: The cave entrance is locked – the key is on the dragon.

Raziel:  It would seem tonight’s hunt shall be… less intensive than anticipated… (Sniff)… oh…what’s this!?  Why… “its” practically bristling with magical trinkets and gold… such a collection I’ve not seen in many centuries.  What a lovely turn of events… tell me… for what occasion does it offer me dinner and gifts?
________________________________

Player Dialog Options:

1: We’ve come here to negotiate a cease-fire with the Academy of Shapers and Binders.  

2: We’re here to destroy you and end your reign of destruction dragon.  Prepare yourself!

3: (If Charisma > 25): Well… I’ve always wanted dragon-hide luggage – and today’s my lucky day!  Why… with a stupid, lumbering, bloated worm of your size, I’ll get matching boots outta the deal too!

4: I mean to utterly destroy you creature.  When I finish, I shall help myself to your hoard, and then salvage your corpse for useful parts.  
________________________________

(If 2,4) - Raziel:  It’s to be sport is it?  Come then my delicious morsels… I enjoy earning my dinner!

Coder’s Note: Set Raziel to hostile.
Coder’s Note: Set “Raziel Fight” variable.

(If 3) – RAWWWRRRRGGGGGGGHHHHHHHH!!!!!!!!!!!!!

Party member: Well this brings back memories…

Safiya: You’re uniquely “gifted” in the art of influencing creatures… to want to kill you.
________________________________

Player Dialog Options:

1: I aim to please!

2: Everyone’s a critic…

3: It… seemed funny at the time?

4: I really was serious about that luggage.  

5: In ten years we’ll look back on this and chuckle… assuming we survive...

Safiya: For the record… this isn’t one of your more endearing traits…

Coder’s Note: Set Raziel to hostile.
Coder’s Note: Set “Raziel Fight” variable.
________________________________

(If 1) – Raziel: Oh… its come to parley… “it” is fortunate, as I’m more bored than hungry – for the moment.  Life grows tedious as the master of all I survey.  So speak little plaything… amuse me.  What is it that “it” wants?
________________________________

Player Dialog Options:

1: (If Diplomacy > 35) – You have been prowling around the Academy after dark, feeding off its students and damaging the property.  You’ve broken your end of the pact, and we would know why.

2: (If Bluff > 35) – You’ve made quite a few enemies over the years – but your recent attacks were the final straw.  The Academy has placed a bounty on your head so huge every dragon hunter in Thay will be tripping on each other trying to kill you.  They can call it off of course… 

3: (If Intimidate > 35) – I shall make this simple dragon.  We have battled and defeated scores of your kind in the past.  If you do not cease your predations on the Academy, we will destroy you.  

4: (If Appraise > 35) – In the past, you bargained with the Headmistress for peace with the Academy.  How much would it cost to broken a new deal?  Surely we can come to a mutually beneficial arrangement.

5-6: Loop Fight/Insult Options.
________________________________

(If 1) - Raziel:  It asks why I dissolved the contract?  I did not break the pact – the Academy whelps did!  Some months ago, creatures from its precious “Academy” released powerful summoned beasts upon my lair.  I easily dealt with the puny creatures, but discovered an egg stolen from my clutch in the chaos.  Until my young is returned, there shall be no peace!
________________________________

Player Dialog Options:

1a: (If Diplomacy > 35) – Perhaps we can retrieve this egg – it was certainly taken without the permission of the Headmaster - he would never approve of such a provocation.  If we find and return it, will you cease your attacks on the school?

2a: It’s just an egg… I’m sure you can lay more.  Lighten up you big blue turkey.

3a: Can we offer you treasure in compensation for the missing egg?  

4a: I guess we’re at an impasse here… we’ll be going the way we came, sorry for disturbing you…

5a: I grow weary of this entire conversation.  Prepare to die dragon.

(If 2a) - Raziel:  Just an EGG?!  Would it speak so callously of its own cubs?  I think not!  It seeks death!  And DEATH it shall GET!

Coder’s Note: Set Raziel to hostile.
Coder’s Note: Set “Raziel Fight” variable.

(If 3a) - Raziel:  Would it accept paltry golden trinkets for its cubs?  I think it would not!  It insults me… and it shall die messily for such a slight!

Coder’s Note: Set Raziel to hostile.
Coder’s Note: Set “Raziel Fight” variable.

(If 4a) - Raziel:  It thinks it shall invade my lair, disturb my slumber and squander my time… and simply walk away?  I think not!  “It” has become dinner, and its treasure shall soon grace my hoard.  

Coder’s Note: Set Raziel to hostile.
Coder’s Note: Set “Raziel Fight” variable.

(If 5a) - Raziel:  I too grow tired of this prattle.  It has made me hungry, and I shall feast upon it – and then avenge myself upon the foolish Academy that delivered it to my doorstep.

Coder’s Note: Set Raziel to hostile.
Coder’s Note: Set “Raziel Fight” variable.

(If 1a) - Raziel:  It would locate my missing egg?  If it still remains unspoiled… yes… I will accept its safe return in exchange for peace.  “It” should be warned… should it return without my young… my wrath will be terrible, and once I finish destroying it, its precious Academy shall burn.

(The conversation ends, and the party is free to return to the Academy).

Coder’s Note: Set “Raziel Diplomacy” variable.

________________________________

(If 2) - Raziel: So many willing to feed me - and bring me magical treasures?  I shall consider myself fortunate if what it says is truth.
________________________________

Player Dialog Options:

1b: (If Bluff > 35) – I see through your bravado.  You are mighty, but far from invulnerable.  You may destroy the first tens - or even hundreds… but eventually, you’ll be battered down… worn away like a cliff standing against the tide.  Pricked and poked until at last, spent, you will fall.  Call off your attacks, and the Academy will retract the bounty.

2b: Hah!  Why, I’ve heard that The Simbul herself will be involved!  They’re bringing out the big guns for you dragon!  If you don’t back down, you’re as good as dead.

3b: I guess we’re at an impasse here… we’ll be going the way we came, sorry for disturbing you…

4b: I grow weary of this entire conversation.  Prepare to die dragon.

(If 2b) - Raziel:  HAHAHAHA!  It overplays its hand!  The Witch-Queen of Aglarond is no friend of Thay!  Such gal shall come at a steep price!!!

Coder’s Note: Set Raziel to hostile.
Coder’s Note: Set “Raziel Fight” variable.

(If 3b) – See 4a.

(If 4b) – See 5a.

(If 1b) - Raziel:  “It” is infuriating… but… it also speaks truth… harsh and biting though it is.  So be it… if its Academy calls off the bounty, I shall leave the cursed place be.

(The party is free to return to the Academy through the portal).

Coder’s Note: Set “Raziel Bluff” variable.
________________________________

(If 3) - Raziel: HAH!  It means to threaten me?  I was master of this place when its kind was still stabbing one another with rocks.  I do not fear it!
________________________________

Player Dialog Options:

1c: (If Intimidate > 35) – You bluff and boast, but beneath your bravado, I perceive fear.  We are no common sell-swords, and you can surely sense it.  The force arrayed before you has challenged gods and carried the day.  If you stand against us, you court death.

2c: Then you’re a giant fool.  You’re not the first dragon we’ve destroyed, and you won’t be the last.

3c: I guess we’re at an impasse here… we’ll be going the way we came, sorry for disturbing you…

4c: I grow weary of this entire conversation.  Prepare to die dragon.

(If 2b) - Raziel:  It challenges me!  On the doorstep of my abode!  Let us see if it can defeat THIS dragon!  

Coder’s Note: Set Raziel to hostile.
Coder’s Note: Set “Raziel Fight” variable.

(If 3b) – See 4a.

(If 4b) – See 5a.

(If 1b) - Raziel:  It rightly senses fear… but not terror for myself… for what might become of my… bah!  I shall speak with it no more – leave this place… and never return!  If it does so, I shall end my attacks on its pathetic Academy.  

Coder’s Note: Set “Raziel Intimidate” variable.

(The party is free to return to the Academy through the portal).
________________________________

(If 4) – Raziel: What price should I place on my dearest possession it asks?  Very well then – if it wants peace, I will have all that it owns.  Strip off its weapons, its baubles and its trinkets.  Empty its coin purse and cast down its armor!  Do this, and it has my word I shall never trouble it or its precious Academy ever again!
________________________________

Player Dialog Options:

1d: (If Appraise > 35) – We both know that is too high of a price.  If we were to disarm ourselves completely, we’d have no way to defend ourselves against you.  Propose something reasonable!

2d: So be it… here is all of our equipment.  Take it.

3d: Not a chance dragon.  Not a chance in all the hells.  

4d: I guess we’re at an impasse here… we’ll be going the way we came, sorry for disturbing you…

5d: I grow weary of this entire conversation.  Prepare to die dragon.

(If 2b) - Raziel:  Its offering pleases me.  I shall never trouble its Academy ever again.  Now… it shall leave my home… I have much unexpected accounting to do.

(The party loses all worn and carried items permanently.  Their inventory is emptied).

Coder’s Note: Take all party monkey, all party equipment, and all party inventory items. 

(The party is free to return to the Academy through the portal). 

Coder’s Note: Set “Raziel Bribe” variable.

(if 3d): Raziel:  If it will not barter, then I shall kill it, and take that to which I am entitled!!!

Coder’s Note: Set Raziel to hostile.
Coder’s Note: Set “Raziel Fight” variable.

(If 4d) – See 4a.

(If 5d) – See 5a.

(If 1d) – Raziel:  (Growls) It dares to haggle with me!?  What nerve!  But it does make a valid point!  So be it then!  I have long craved a weapon of legendary power.  Give me one, and I shall consider it a fair exchange!
________________________________

Player Dialog Options:

1e: (Inventory Check Silver Sword of Gith = True) – I offer you Gith’s Silver Sword.

2e: (Inventory Check Akachi’s Scythe = True) – I offer you the Akachi’s Scythe.

3e: (Inventory Check Dream Weapon = True) – I offer you the Dream Weapon.

4e: (Inventory Check Safiya’s Staff of The Magi = True) – I offer you a Staff of The Magi.

5e: (Inventory Check Hammer of Thunderbolts = True) – I offer you The Hammer of Thunderbolts.

6e: Not a chance dragon.  Not a chance in all the hells.  

7e: I guess we’re at an impasse here… we’ll be going the way we came, sorry for disturbing you…

8e: I grow weary of this entire conversation.  Prepare to die dragon.
________________________________

(if 6e): Raziel:  If it will not barter, then I shall kill it, and take that to which I am entitled!!! 

Coder’s Note: Set Raziel to hostile.
Coder’s Note: Set “Raziel Fight” variable.

(If 7e) – See 4a.

(If 8e) – See 5a.

(If 1e, 2e, 3e, 4e, 5e) – Raziel: This… weapon… yes… this shall suffice.  It has bought peace.  It shall leave us now.  Never return to this place!

(The party hands over the selected weapon).   

Coder’s Note: Take away the selected weapon and place it in the dragon’s inventory, flagged as dropable. 

Coder’s Note: Set “Raziel Bribe” variable.

(The party is free to return to the Academy through the portal).

Upon Returning to the Academy from the Dragon’s Lair:

Headmaster Dhjafi:  You’ve returned!  I won’t lie, I was fearful I’d never see you all again.  
_________________________________

(If Raziel Bribe Variable) – Safiya: We’ve managed to bribe Raziel – the price was… excessive… but it should prove sufficient to broker a lasting peace.

Coder’s Note: Jump to “Conclusion Dialog.”
_________________________________

(If Raziel Intimidate Variable) – Safiya: I do believe we’ve successfully demonstrated the meaning of the word “intimidation.”  Raziel shouldn’t be a problem for the foreseeable future.  

Coder’s Note: Jump to “Conclusion Dialog.”
_________________________________

(If Raziel Bluff Variable) – Safiya:  We’ve brokered a truce with Raziel - in exchange for retracting the enormous bounty The Academy placed on her.

Headmaster Dhjafi:  Bounty?  What bounty… there is no bounty…

Safiya: She was convinced otherwise.  Raziel shouldn’t be a problem for the foreseeable future.  

Coder’s Note: Jump to “Conclusion Dialog.”
_________________________________

(If Raziel Fight Variable) – Safiya: It was a desperate battle… but we succeeded in destroying the beast.  Raziel won’t ever threaten The Academy again.

Coder’s Note: Jump to “Conclusion Dialog.”
_________________________________


(If Raziel Diplomacy Variable) – Safiya: Master Dhjafi, according to Raziel, students from the Academy staged an attack on her lair, and then absconded with one of her eggs.  She claims her recent attacks were simple retaliation for the invasion.

Headmaster Dhjafi:  What!? None of the students would be so audacious… unless… sigh.  Do you remember XXXXX? (The student who organized the golem arena and betting during the coup).  

Safiya: If memory serves, didn’t XXXXX used the bedlam surrounding Mother’s ouster to organize a Golem combat arena in the Enchantments Lab?  Followed by instituting a betting ring to gamble on the outcomes of said combat?  

Headmaster Dhjafi:  Among many other… disruptions.  Suddenly everything falls into place.  Raziel was merely retaliating.  I will speak with XXXXX (Commander Oseye), and have the Spell Knights recover the egg.  XXXXXX (the student), will return it – personally.  Assuming he survives, I think the experience will be… highly instructive.

Safiya: Well, that seems to settle the school’s security issues.

Coder’s Note: Jump to “Conclusion Dialog.”
_________________________________

Conclusion Dialog:

Headmaster Dhjafi:  I should have never doubted you my dear. Well this certainly changes everything!   I shall speak with the students, faculty and the Spell Knights tonight – we’ll send everyone we can spare! 

Safiya: I won’t have you risking the student’s lives.  They’re…

Headmaster Dhjafi:  …practically savants when it comes to the art destroying things.  You should have seen the “Applied Evocations Lab” last week.  It looked like the Undermountain collided with Myth Drannor! 

Safiya: Haha. I can picture it now.  You’d best stop… you’re making me miss my days as an instructor.  Much more and I’ll find myself unable to depart.

Headmaster Dhjafi:  That would be… sublime.  Miss Safiya is greatly missed around these halls you know.

Safiya: And now a thick layer guilt – you learned that from mother!

Headmaster Dhjafi:  Hah!  Guilty as charged!  Now... if you’ll excuse me, I’m late for class.  Please… be safe Safiya.  

Safiya: I will be as cautious as circumstances permit Master Dhjafi.

Headmaster Dhjafi:  That my dear… is far from reassuring.  

(Headmaster Dhjafi walks to the door and vanishes).

Safiya:  Thank you for doing this.  It really means a lot to me.  Come, let’s return home.

(The party is free to return to Crossroad Keep).

______________________________________________________________________

- Area Title: Jump #7 Ironfist Clanhold 
- Required Characters: Khelgar Ironfist
- Points of interest: Arms and armor merchant, Sa’Sani’s Merchant House
Note – This quest is not handled through Startear’s Teleporter – we’re including it here for ease of implementation.  This quest is initiated by speaking with Khelgar at Crossroad Keep.

Coder’s Note: Remove variable “Khelgar Quest begin” when you accept the quest.  

Initiation Lines Dialog:  (If Khelgar Quest Begin is not enabled) - You look troubled Khelgar – worried about your clan?

Khelgar Ironfist:  Yeah, that’s about the size of it.  I keep running over the things Khulmar said, and I’m worrin’ I’ve let the Ironfists down again.  But now’s not the time fer brooding and sulkin’ – now’s the time fer acting!  Are we ready to break some skulls an’ help the Clan Hold?

________________________________

Player Dialog Options:

1:  Yes!  Let’s go speak with Sa’Sani and arrange the details.
2:  Not just yet, but soon!
(If 2) – Khelgar: Well hurry up with that soon part.  I’ve got a bad feeling about all of this.

(If 1) – Now that’s what I like ta hear!  Haha - let’s go talk with that snake of a merchant!

Coder’s Note: Jump the party to the dining room upstairs in Sa’Sani’s merchant house.
________________________________

Sa’Sani: …you’re interrupting my meal for what again?

Khelgar: I said “a fully loaded wagon,” – you know… filled with supplies?  For my clan-mates.  Food…. clothes… tools… ale… rum… wine… mead… spirits… liquors… beers… you know – the just essentials.  

Sa’Sani: Are you provisioning your clan or opening a tavern?

Khelgar: Uh… sorta... both?  I mean… uh… why choose?

Sa’Sani: Hrm… the Ironfist Clan Hold… its situated upon a substantial mine – is it not?

Khelgar: Yes!  Gold, Silver… and even veins of Mithral!  Before my people were driven out… heheh… why… it was the richest mine south of Mirabar!

Sa’Sani: I think we can help one another Khelgar.  My organization finds precious few places welcoming these days.  Wagons laden with gold, silver and mithral however… well now… that tends to… “alter” the calculations somewhat. 

Khelgar: You’re gettin’ that scheming look in yer’ eyes… I don’t know if I like where this is goin’...

Sa’Sani: Haha… nowhere unsavory.  I am envisioning an exclusive contract – my house will be the sole transporter of what your clan’s resources – for a modest portion of the resulting sales – perhaps… twenty-five percent?  In addition, free of charge, we’ll bring trade goods and provisions with each caravan.  My employees will empty the wagons of warehouse surplus… and then refill them with your clan’s ore and crafts.  

Khelgar:  Twenty-five percent?  Hah!  I might not have a greatest head for numbers, but I know banditry when I hear it!  

Sa’Sani: Very well then… I see there is no outsmarting you Khelgar.  How about if we settle on a quarter then?

Khelgar: Hrm… give me a moment here… ahem… so we split the apple… one… two… three for us, that leaves… one for you… heheh… yeah… that sounds fair…  

What?  Why are you all lookin’ at my like that?  

Sa’Sani:  Perfect… I will make arrangements immediately.  Several wagons loaded with provisions will be dispatched to your Clanhold within the hour.  

Khelgar: Might be a bit more complicated than that… the approach is a little infested with… uh…super-gnolls at the moment.

Sa’Sani: (Raises one eyebrow). “Super-gnolls?” 

Khelgar: Long story… uh… Red Wizards did it.

Sa’Sani:  Well then, if you expect my caravan to arrive at all, they’ll need an escort.  If these “super-gnolls” are the threat you claim, then I doubt my guards are up to the task.  I’m open to suggestions – providing they don’t end with my employees butchered at the hands of Thayan selective breeding projects… 

Khelgar: Well… uh… I… I will come along…

Sa’Sani: You are a renown warrior - but you are also just a single dwarf Khelgar… 
________________________________

Player Dialog Options:

1:  We will escort the caravan with you Khelgar - and then finish off those gnolls should they attack us.  We’ll not abandon your clan in its time of need.

2:  We’ll help you out Khelgar!  When those gnolls show up, they’re as good as dead.

3:  I will aid the dwarf – assisting his clan will likely secure their aid against my foes.  Wthe gnolls attack, we’ll dance upon their innards.

4: We don’t have time for this right now – once everything blows over, we’ll help your people out.  They can hold out a while longer.

5: With The Kaiser bearing down upon us, we can’t afford to abandon my fortress!  What if he attacks while we’re away?  Your clan has survived so far - they will live long enough for us to settle this.
(If 4-5) – Khelgar:  If… if you say so… I trust your judgment… but it just don’t seem right…

Sa’Sani:  Well I openly question it.  If their need is dire, delay can only end in ruin.  

Khelgar: Bah, you’re just angry about the commission!  Come on, let’s go!

Coder’s Note: Right before the final battle, a Greycloak scout returns To Crossroad Keep, informing Khelgar that his clan has been wiped out to the last dwarf.  Khelgar immediately departs the CK in despair, never to be seen again.

Coder’s Note: If the players do not take on this quest before the final battle, the scene above plays out as described.
(If 1, 2, 3) – Heheh that’s the ticket!  Let’s get our things together and go crack some gnoll skulls!
________________________________

Coder’s Note: The Iron Fist Clanhold appears on the world map.
Coder’s Note: Khelgar is added to the party.  He can’t be removed until the party finishes his quest.

(The party is now free to travel to the Ironfist Clanhold).

When the party arrives at the approach, there are three large wagons of supplies, one caravan master, three caravan employees, and five caravan guards waiting at the zone entrance.  As they approach the wagons they party hits a speech trigger.

Coder’s Note: Use the Caravan Master from the Phoenix Tail Inn.

Caravan Master: Ahh, Knight Captain, well met.  This pass looks like an ideal ambush – normally I’d be reluctant to navigate it, but with you and your companions here, I have no worries.

Khelgar: Damned right there’s no worries!  Why, if those gnoll flea-farms show up, we’ll make boots out of’em!  

Caravan Master: Just let us know when you’re ready Knight Captain.  (Repeat when asked).
________________________________

Player Dialog Options:

1:  Let’s move.  

2: Not yet, we’re still getting ready.

(If 1) – Caravan Master: Very good.  Men!  It’s time to finish the run.  Look sharp.

(If 2) – Caravan Master: Just let me know when you’re ready.

________________________________
Coder’s Note: The Caravans and the soldiers all move towards the entrance to the Ironfist Clan Hold at walking speed.  Each wagon has 400 Hit points – if it reaches zero, it breaks and is lost.  If all three caravans are destroyed, the mission is a failure, and the party gets the worse possible outcome at the entrance to the Clan Hold.  As the caravans pass various triggers, the Super-Gnolls attack, and the party will need to kill them.  Some of the gnolls focus solely on the wagons, and they will need to be quickly slain or crowd controlled.  The guardsmen will help fight, but are no match for the Thayan gnolls.  

Dialog for each attack:
1: Caravan Master: We’re under attack!  To arms!  
2: Caravan Master: Here they come again – protect the wagons and the horses!
3: Caravan Master: There!  Another ambush!  
4: Caravan Master: Persistent devils!  Here they come again!
5: Caravan Master: There are so many!  From every direction!  Watch out!

Coder’s Note: In the last gnoll attack, the fiends have created a huge rockslide, blocking off the canyon.  The rocks will have to be destroyed to reach the entrance of the Ironfist Clan Hold.  The rockslide is also the termination point for the caravan – they stop moving in front of it.  The Clan Hold tower entrance is just a short ways beyond the rubble.  Once gnoll chieftain is slain, a flag is set and the rocks are set to breakable.

Coder’s Note: Should all of the wagons die, they can no longer trigger the gnolls.  Additionally, the death of each wagon will set a variable – if all three are true, then a dialog trigger will activate, which will open a conversation when they reach the rock wall.

- Caravan Wiped out:

Coder’s Note: Set the dwarves outside to hidden.

Coder’s Note: Lock the clan hold door.

Khelgar: It... it can’t be… they’ve… caved in the entire canyon!  Mangy curs!!!

(Khelgar smashes the entire rock wall down with a blow of the Ironfist Hammer.  He then approaches the entrance to the Clan Hold).

Khelgar: Hullo??  HULLO!!!!?  Khulmar?  Khayar?  Revorax?  Khorric?!!!  Anyone?  Can ya hear me?

(Wind blowing is the only response).

Khelgar: That’s odd… you all wait right here… I’ll be back…

(Khelgar enters the Clan Hold.  He walks back out after a thirty seconds).

Khelgar: I… I-I’ve… failed.  D… d-dead.  Dead to the last…

(Khelgar falls to a kneeling stance).

Khelgar: I let them all down… failed.  I’ve failed… everything Khulmar said was right… I shirked my duty… I’m… I…
________________________________

Player Dialog Options:

1:  Khelgar… it’s not your fault… you did what you could…

2: You tried Khelgar… you did your best…

3: They were weak, and died because of it.  Nothing on your part would have changed that.
________________________________

Khelgar: That’s… no… that’s not true though.  I… I put everything else before’em.  Chasin’ after foolish dreams, being Nasher’s errand-boy, playing keep-lord… all when I should’a been minding my people!  It is my fault, and I failed in every way a dwarf can.

________________________________

Player Dialog Options:

1:  Shall we help you perform a funeral ritual?  We could tend to the dead and seal the entrance to deter scavengers.  Perhaps ward it…

2:  Can we help you bury them Khelgar?   Perhaps we should close up the entrance to keep out grave robbers.

3: Time is short, the Clan Hold would make a worthy tomb – let us collapse the entrance and be off.
________________________________
Khelgar:  No…t- this is… this is my duty… not yours… I… I need you to just… go… please.  
________________________________

Player Dialog Options:

1:  But….

2: Khelgar we…

3: Now is not the time…
________________________________

Khelgar:  Just go.  This is my fault and my burden.  Just this once… I’m putting my clan first.  You’re short on time and you’ve got a war ta win… git outta here.  Leave me.  There’s nobody left here but the dead.

(Khelgar leaves the party, walks into the Clan Hold and vanishes).

Coder’s Note: Permanently remove Khelgar from the party roster.

- Caravan Survives:

Eventually, the caravan arrives at the entrance to the Clan Hold, where they will see a collection of dwarves waiting out front.  

Caravan Master: That looks like a sour lot up ahead. We’ll wait here while you speak with them.

(As the party approaches, they hit a dialog trigger).

Khulmar: Well, I can’t say I’m overly eager to see you here Khelgar – but fresh supplies are certainly a welcome sight.

Khelgar: It’s good to see you too… heh.  I’ll tell you one thing - those filthy-gnolls won’t be a problem ever again!  

Khorric: They should never have been a problem in the first place!  It’s nice to see our blessed leader has lowered himself to visiting us in our squalor.

Khelgar: Sigh… Khorric.  Look… I’m not looking for trouble… I’m trying to do right by everyone…

Khorric: Splendid job you’ve done of THAT Khelgar.  We’ve held on here by the very skin of our teeth!  And where were you?  Hrm?

Khelgar: I… well…uh… I admit…I’ve been… a bit distracted… and I… thought Keros had everything under control… he was… he was… a fine steward!  Had I only known he died… 

Khorric: …but you DIDN’T know… and you never bothered to check on things.  Didn’t you find it ODD that you were no longer receiving our couriers?  Didn’t you THINK to check?  Did you even CARE?

Khelgar: OF COURSE I CARED!
Khorric: You had a pathetic way of showing it Khelgar!  You are a dishonorable lout, unworthy of your title and unworthy to bear our clan’s artifacts.  Leave them behind.  We’ll see they are given to someone who cares about their people.

Khelgar: Now just a damn minute…
Khulmar: Khorric… you are being overly harsh.  While you may question Khelgar’s… judgment… and gods know we all have… you’re going too far… he is courageous and loves his people.  His honor is unimpeachable.

Khorric: So neglecting your kin is courageous?  Shirking your DUTY is honorable?  Where was HE while Khayar died in my arms?  Where was Khelgar while I watched illness and starvation take one Ironfist after the next?  Where was our “great leader” when my brothers and sisters were being slain in scores?  Huh??  WHERE WAS HE?!

Khelgar: Not where I should’ve been.  I was tryin’ to fulfil all my duties… getting’ pulled in too many directions.  And for that… I’m sorry.

Khorric: Tin words don’t bring back the dead!
________________________________

Player Dialog Options:

1: Khorric, please listen, we’re all here to help your people.  We’ve arranged for regular re-supplies and a way to transport your goods to other markets…

2: Will you just stop being unreasonable?  We’ve brought food and supplies – and ale!  Good ale!  Enough ale to drown an ogre.  And we’ve made trade arrangements…

3: You are an ignorant little fool Khorric – we come with provisions and a trade agreement that will bring prosperity to you and…
________________________________

Khorric: …and now this outsider wishes to meddle.  I know who you are Knight Captain.  You’re largely responsible for this mess.  Had you not enthralled Khelgar in the first place, none of this would have happened!

Khulmar: Had Khelgar never met the Knight Captain, we’d have never taken the Clan Hold in the first place Khorric!

Khorric: Who’s to say!?  I’ll wager we’d have found it with or without them.  Bah, this is a waste of time – Khelgar you are unworthy to lead.  Will you hand over our clan’s artifacts and surrender your position?

Khelgar: Khorric… you’re clever and brave - and from what I hear… everyone still breathin’ owes you for it…

Khorric: Flattery will earn you nothing…

Khelgar: …but your temperament… you’ve got a lot to learn about dealing with folks… you’re not ready to wear these gauntlets.  Or swing this hammer.  Or lead our people…

Khorric: So be it then… I prayed to Clangeddin this wouldn’t come to bloodshed… but it seems I’ve no choice… Khelgar Ironfist - I deem you unfit!  I call you unworthy…

Khelgar: …Khorric… no… don’t do this…

Khulmar: …don’t be foolish Khorric!!

Khorric: …I challenge you to trial by combat! 

Khelgar: What should I do… I… I don’t… I don’t think I can draw blood on my kin…
________________________________

Player Dialog Options:

1: (If Diplomacy > 35) - You should surrender the relics Khelgar.  Your people have suffered enough death.  Let it go.

2: I fear his temperament will lead your people to ruin Khelgar.  You are right to question his fitness to lead.

3: (If Bluff > 35) - Just give him the stuff Khelgar.  There is no good reason to start killing each other over this.  

4: This Khorric is a jackass Khelgar.  I don’t think for one second he’d make a good leader.  Waaaaay too immature.

5: (If Intimidate > 35) - This is just more precious time squandered.  Give him the blasted junk, and let us be on our way.

6: This whelp challenges your rule – about a decade early I should think.  He has skill, and guile… but he lacks judgment and wisdom.  He will lead your people to their doom.

7: (If Wisdom > 20) – He wants a fight Khelgar… why don’t you show him a thing or two about Ironfist manhood… about your… “craft.”  *Wink.*

__________________Khelgar Surrenders Relics___________________

(If 1,3,5) - Khelgar:  Here… take the blasted things… I’m not willing to start killing my clan-mates over this.  I hope you’re up to this Khorric…

Khorric: It’s about time you showed a speck of commonsense Khelgar.

Coder’s Note: The party looses Ironfist Guantlets, Belt and Bracers.

Khulmar: I can only hope this is for the best… and I thank you for not killing him Khelgar.  We’ve suffered enough death here. 

Khorric:  Everyone!  Start unloading these wagons!  I would speak with the Caravan Master – let’s find out what sort of idiot arrangement Khelgar bound us to.

(Khorric, the Caravan Master and every dwarf besides Khulmarwalk to the Clan Hold entrance and vanish inside).

Khulmar: Give him a few years… and he might just grow into those relics.  

Khelgar: …I hope so…

Khulmar:  You’re always welcome amongst us Khelgar.  Everyone knows your heart is in the right place - and whether Khorric will admit it or not, you saved us today.  When you finish with your duties, we’d be honored if you’d return.

Khelgar: Thanks Khulmar… that means a lot… aye… I s’pose once we break that Kaiser in half, I’ll return home to my people.  To our people.  Maybe punch some humility into Khorric there!

Khulmar: Absolutely.  Now, if you’ll excuse me, we have a lot of work to do.

(The party is free to leave the area or enter the Clan Hold and explore it.  Revorax sells equipment).
__________________Khelgar Accepts Challenge___________________

(If 2,4,6) – Khelgar: Khorric… if you’re willing to push this to the point o’ killin’… well… that tells me you’re not ready to lead the Ironfist Clan.  

Khorric: So be it!  Draw your weapons!

Coder’s Note: Khorric, 1 Dwarven Rune Master, 1 Dwarven Defender, 2 Dwarven Archers and 1 Dwarven Cleric are set to hostile and attack the party.  

(Khorric and his war party attack!)
Coder’s Note: Once all the aggressive dwarves have been killed, have Khelgar approach Khorric’s body and kneel.

Khorric: You… gah… Khelgar… please… take… take care of our people…(gasp) don’t let them down again… I’m… trust... ing… yo…u…

Khelgar: Damn it.  He was a good lad.  I…I doubt I’ll sleep well again after this… it’s just not right… there had to be another way… I’m sorry Khorric… I failed you like I failed everyone else.

Khulmar: Don’t be so harsh on yourself Khelgar.  Khorric shares much of the blame in this.  The obstinate fool forced the issue.  You didn’t come here seeking a battle.

Khelgar: …still… it’s my job ta’ figure out better ways of handlin’ these things…

Khulmar: That’s true Khelgar – but unlike Khorric, you at least recognize that.  The beginnings of wisdom I should think.  

Khelgar: It’ll be a long road in that direction I bet.

Khulmar:  No doubt.  But make no mistake… you saved our people today Khelgar.  And for that, you should be proud.  And we thank you.

Khelgar: Winning like this leaves a bad taste in my mouth.  

Khulmar: For all of us.  But at times, the only ale on tap is bitter.  Not to change the subject… but I must ask… are you returning to us now Khelgar?  Your people need their leader – not stewards.

Khelgar: I-I… no… not yet… a regular bastard’s taken over in Neverwinter – an’ he’s marching his army against Crossroad Keep.  The fiend is working with Drow… and worse.  Fair money says that once he gets wind of us, he’ll be marching on the Clan Hold next.  I mean to snap his neck before he gets the chance.

Khulmar: If our Lord marches into battle, then the Ironfists stand with him…

Khelgar: But Khulmar… there are so few left… no… I forbid it… you have to look after the Clan Hold… the women and children…

Khulmar:  The gnolls are routed my friend - the threat now lies with this warlord’s army.  If you ask me, fighting with The Knight Captain sounds better than waiting to fall alone.

Khelgar: …that’s true enough… still…

Khulmar: It’s settled then… we shall send what warriors we can spare.  

Khelgar: Thank you.  Thank all of you.

Khulmar: No… we thank you Khelgar – tonight we eat and drink in your name.  

Khelgar: Now that’s an activity I can get behind!

Khulmar:  Now… if you’ll excuse me… I need to go speak with this Caravan Master.  I’ll work out the finer details of your agreement.  I don’t expect problems. After all… it’s not like they’re charging us an outrageous sum - like a twenty-five percent cut or something!

Khelgar: Heheh – nuthin’ to worry about Khulmar – that snake Sa’Sani’s only getting’ a quarter!  Ha!  

Why does everybody keep lookin’ at me like that!?!

Khulmar: …sigh.  A long road indeed Khelgar… a long… long road…

(Khulmar, the Caravan Master and the remaining dwarves walk into the Clan Hold and vanish).

(The party is free to leave the area or enter the Clan Hold and explore it.  Revorax sells equipment).

Coder’s Note: The Ironfist Faction is added to the defenders of Crossroad Keep.

__________________Khelgar Takes A Third Option___________________

Khelgar: Just a minute now… I’ve been with plenty of… uh… wait…  OH! HAH!!  My “Craft!!!” I get it!  Hey Khulmar  - Khorric challenged me - that means I get ta pick the weapon – right?

Khulmar: Traditionally, yes.

Khorric: Bah, pick anything I care not!

Khelgar: Well then, we’re gonna settle this like dwarves… face ta face, fist ta fist.

Khorric: What?  Of all the stup…

(Khelgar drops Khorric with a strong jab).

Khelgar: Come on… get up!  Hah!  Why… I’ve fought tiefling girls who can take a better punch than that!

(If present) - Neeshka: I was drunk and half asleep.  On any good day, I’d have back flipped six Khelgars away – which is five Khelgars father than you can swing!!

Khelgar: How many times do I need to tell you… I AM NOT A UNIT OF MEAS….

Khorric: YOU!!!…. AAAarrrgggghhh!!!!

(Khorric charges at Kelgar.  The screen goes black, and the player only hears punches, grunts and eventually a “thud.”  The screen fades back in with Khelgar standing in a ready fighting position over a sprawled out, heavily breathing Khorric.)

Khelgar: Had enough yet… or do I hafta knock out your last two good chewin’ teeth?

Khorric: (Groans).

Khulmar:  The matter is settled.  Khelgar Ironfist - you have proven your right to Ironfist leadership through combat… and what one might consider the beginnings of wisdom.  What you’ve done today took courage.  Perhaps I was… hasty in condemning you.

Khelgar: No Khulmar.  I lost sight of what I shoulda been mindin’ -  and I swear on my honor I won’t let it happen again!  Once we finish off The Kaiser, I’ll return to the Clan Hold fer good - and we’ll build a proper kingdom!  An’ to do that… we’ll need brave lads like you Khorric…

(Khorric rises to his feet).

Khorric:  W…what?  You’re… not going to exile me?

Khelgar: Never!  You may be a pig-headed stubborn ass, but that just means you’re a proper Ironfist!  And a damn good one at that!  You kept the place together while I was chasin’ ghosts and running errands.  Truth is… I owe you a debt – from my way of seein’ things at least.  In fact, while I’m out fighting, I want you to remain in charge here.  

Khorric:  I… I don’t have words for this… I don’t understand…

Khulmar: Then you’ve got a lot to learn about Khelgar Ironfist.  

Khorric: I suppose I do.  You’ve won my allegiance Khelgar – for now at least. But if you don’t keep your word this time, I swear by Clangeddin I’ll challenge you again and again, and I won’t stop until you no longer wear those relics.

Khelgar: I’m counting on just that Khorric!  Heheh… and who knows… maybe someday, why… you’ll be ready enough for me ta throw the fight!  Hah!

(Khorric and his followers walk into the Clan Hold and vanish from sight).

Khulmar: Khelgar, tell me more of this enemy you face.  Who is this “Kaiser?”

Khelgar: He’s a regular bastard who’s taken over in Neverwinter – an’ he’s marching his army against Crossroad Keep.  The fiend is working with Drow… and worse.  Fair money says that once he gets wind of us, he’ll be marching on the Clan Hold next.  I mean to snap his neck before he gets the chance.

Khulmar: If our Lord marches into battle, then the Ironfists stand with him…

Khelgar: But Khulmar… there are so few left… no… I forbid it… you have to look after the Clan Hold… the women and children…

Khulmar:  The gnolls are routed my friend - the threat now lies with this warlord’s army.  If you ask me, fighting with The Knight Captain sounds better than waiting to fall alone.

Khelgar: …that’s true enough… still…

Khulmar: It’s settled then… we shall send what warriors we can spare.  

Khelgar: Thank you.  Thank all of you.

Khulmar: No… we thank you Khelgar – tonight we eat and drink in your name.  

Khelgar: Now that’s an activity I can get behind!

Khulmar: You’ve started down a road that may yet end in wisdom.  

Neeshka: (If present) – Wow… Khelgar… you never told me how good dwarves are at sarcasm.  

Khelgar: (If Neeshka barks) - I’ll let that one slide… goat-girl.  Heh.

Khulmar:  Now… if you’ll excuse me… I need to go speak with this Caravan Master.  I’ll work out the finer details of your agreement.  I don’t expect problems. After all… it’s not like they’re charging us an outrageous sum - like a twenty-five percent cut or something!

Khelgar: Heheh – nuthin’ to worry about Khulmar – that snake Sa’Sani’s only getting’ a quarter!  Ha!  

Why does everybody keep lookin’ at me like that!?!

Khulmar: …sigh.  A long road indeed Khelgar… a long… long road…

(Khulmar, the Caravan Master and the remaining dwarves walk into the Clan Hold and vanish).

(The party is free to leave the area or enter the Clan Hold and explore it.  Revorax sells equipment).

Coder’s Note: The Ironfist Faction is added to the defenders of Crossroad Keep.

STORY POINT - The Truth of the Matter: 
The “Super-Gnolls” from Chapter 1 have been terrorizing the Ironfists for some time.  Enough escaped/survived the initial encounter - regardless of how the battle played out - to remain a threat to the Clan Hold.  
______________________________________________________________________

- Area Title: Jump #8 Black Cats Safe House, Daggerford
- Required Characters: Neeshka
- Points of interest: The Black Cats Safe House, Temple of Waukeen.
Coder’s Note: This is a special version of Daggerford, permanently set to night, with no exits, and no accessible buildings besides the charge and Safe house.

The portal opens in from a large home in Daggerford.  After arriving, Neeshka steps forward and picks the door lock.  

Neeshka: Back when I worked with Leldon, this was our Safe House.  Whenever things got hot in Neverwinter, we’d hole up here until they cooled down.  Between The Kaiser and the Night Masks, I’ll betcha the whole crew’s hiding out here.  
________________________________

Player Dialog Options:

1: Won’t they be angry with you for what happened with Leldon?

2: Can we trust them not betray us?

3: We’re ready – let’s go inside.

4: I don’t know, this seems like a bad idea.  Enlisting thieves and brigands?  We should return home and try something else.

5: What a waste of time.  I can scarcely see the value in your bush-league thieves guild.

(If 1) – Neeshka: Well… Nobody really liked Leldon - except maybe Raines - but he got killed in Waterdeep last summer.  Guy was a total psycho though, so good riddance.

(If 2) - Neeshka: What?  Hahaha!  Trust them?  Oh wow no.  We just have to make sure it’s worth more to help us than backstab us.  Should be noooo problem with Leldon and Raines out of the picture.

(If 3) – Neeshka: Great!  Follow my lead!  This will be easier than nicking Khelgar’s coin purse.  

If Present – Khelgar: Keep yer filthy fiendling fingers outta my pockets goat-girl.

Neeshka: Oh lighten up Khelgar.  It’s not like you have anything interesting in your pack anyways.  I checked before we left.  

Khelgar: Not interesting?  Hah!  Remind me ta’fill my bags with scorpions next time. Heheh… that should be plenty interesting!

(If 4,5) - Neeshka:  Ouch… well… suit yourself.  I’m just trying to pull my weight ya know.  Let’s go back home then.

Coder’s Note: The door re-locks.

(The Party is free to return home through the portal).
________________________________

(The party zones into the Guild House).

Neeshka: Hi guys!  Long time no see!  How’s life been?

Raines: What!?  Ahahahahahahaha!  Well look what just slithered in!

Neeshka: Oh hells… uh… I  mean… h-hi Raines… it’s good to… um… see you’re not… dead.  (Gulp).

Tasha the Cat: Great timing as always Neeshka.

Donnolly: Swell… and here I thought we’d have a nice day with no killin’ – scratch that I guess…

Raines: Oh… this now… this is perfect… after what you did to my brother Leldon…

Neeshka: H-he w-was only your h-half brother…

Raines: (Gives Neeshka a death-glare).

Neeshka: Just um… you know… f-for the record … and stuff… 

Raines: A question for you Neeshka… what’s going to stop me from cutting off your tail and strangling you with it?
________________________________

Player Dialog Options:

1: If you so much as draw a blade on Neeshka you’ll answer for it.

2: Me.

3: Severing your arms should prove effective.

4: We’re not here to start a fight…
________________________________

Raines:  Who’s this mug?  
________________________________

Player Dialog Options:

1: I am the Knight Captain of Crossroad Keep.  You would do well to hold your tongue.

2: I’d give you my name - but you’d just get it dirty.

3: I’m the person who’s running out of patience.  

4: The people of the east call me “Spirit Eater.”  Change your tone or find out why.
________________________________

Raines:  That s’posed ta impress me?  I have half a mind ta gut you alongside Neeshka.

Neeshka: J-just hear us out Raines… w-we have a… proposition…

Cobb: I say gut’em – these were the hounds what done my boys out in West Harbor.
________________________________

Player Dialog Options:

1: You were lucky they merely exiled you Cobb.  Many wanted to see you hung for your crimes. 

2: Well well well… if it isin’t my “old friend” Cobb.  How’s that whole “being exiled thing” working out for ya?  

3: Cobb… the exiled huckster from West Harbor… I can scarcely restrain my urge to carve you apart right now.
________________________________
Raines: Well that’s two votes for killing every last one of ya.  Now… the only thing I love more than slitting a belly is making a really big score… so… tell me ‘bout this “proposition” Neeshka… and hurry up if you don’t want me to tear off yer horns…

Neeshka: Well… w-we’re trying to gather some help to… to…

Raines: Spit it out devil-rat!  Your sputtering makes my cutting hand twitch…
 ________________________________

Player Dialog Options:

1: (If Diplomacy > 30) - You will not speak to Neeshka in that tone.  Our proposition is simple.  You will help us repel an attack on Crossroad Keep.  In return you’ll be well paid.

2: (If Bluff > 30) - That’ll be enough of that Raines.  Here’s the deal – you help us defend Crossroad Keep, and then we make you stinking rich.  

3: (If Intimidate > 30) - Compose yourself Neeshka!  What my associate is attempting to offer is gold in exchange for service.  If you value life, I would suggest considering the offer rather than abusing my lackeys.

4: You will not abuse Neeshka again in my presence Raines.  

5: Listen up… if you threaten Neeshka once more I will end you.

6: This is your last warning… threaten my subordinates again… and die.
________________________________

(If 4, 5, 6) – See “Negotiations Have Broken Down” below.

(If 1,2,3): Raines: Gold?  You’re gonna’ have to sweeten the pot.  I’ve money enough to retire ten times over.  I’m in this for the thrill.  Do better.  

Neeshka: T-then we’ll make a contest of it.

Raines: What was that?  What did you say?!

Neeshka: W-we’ll make a bet of it… a contest.  

Cobb: This is stupid… can we kill’em yet?

Raines: I call the shots here Cobb… don’t forget that… unless you’re tired of breathin’ – got it?  

Cobb: (Says nothing).

Raines:  Good.  So… you want a contest eh fork-tail?  Alright… you got one.  I heard the temple of Waukeen’s holding a giant gold statue upstairs – taller than a man, solid gold an gems fer eyes.  Rumor says they have it warded an’ trapped tighter than Helm’s pantaloons.

Tasha the Cat: Plus it weighs more than a draft horse.   

Raines: I’ll give you till sunrise to snag it - without getting caught - and get it back here.  You do that… and then we can work out a deal.  If ya fail… I’ll have yer horned skull fer my codpiece.

Cobb: Whahahaha good luck with that ha!
________________________________

Player Dialog Options:

1: We will not rob a temple simply to satisfy a sick bet!

2: Oh… you’re on creeper.  This’ll be kitten-play.  

3: Challenge accepted.  If you attempt to double-cross me, you won’t live to regret it.

4: I have better things to do than squander precious hours playing fetch for a third-rate cut-purse.
________________________________
(If 1, 4) – Raines: Oh, looks like your new pals aren’t interested Neeshka. 

Cobb: ‘Spose that means we have ta kill’em all now…

- See “Negotiations Have Broken Down” below.

(If 2,3) - Raines: Well then, why don’t you see yourselves out.  I’ll be lookin’ forward to daybreak - no matter how this turns out.

Coder’s Note: The party is jumped out of the safe house.  The door locks behind them.

Neeshka:  Thanks for sticking with me in there.  I totally didn’t expect to ever see Raines again.  We’re sooo gonna wipe that smirk off his ugly face!  
________________________________

Player Dialog Options:

1: You said Raines was dead Neeshka.  You also failed to mention he was related to Leldon.  

2: What happened to “Raines is dead?”  And… he was Leldon’s brother?  Might have been good to know that beforehand…

3: You haven’t been straight with me – I suggest you bring me up to speed – I am not in the mood for games.
________________________________

(If Khelgar is present) – Khelgar:  Heh… and you’re surprised by this?

Neeshka: Well… Raines and Leldon grew up together in Neverwinter.  When the two were still kids, they started the Black Cats, at first for pranks and pinching, but eventually they started on the big stuff.  I fell in with them after I ran away from the priests, and they taught me finer points of the trade.
________________________________

Player Dialog Options:

1: Go on.

2: Continue.
________________________________

Neeshka: It worked out great at first… we were like family.  We added new faces, always had money and we were free to do whatever we wanted.  But all that success got to them… Raines and Leldon changed.  Before we knew it, Raines was murdering people left and right, and Leldon was taking most of our money.  
________________________________

Player Dialog Options:

1: And?

2: Keep going…
________________________________

Neeshka:  Eventually that jerk Leldon stole my lucky-coin… and then cheated me out of the score of a lifetime. I snapped, got him back, ditched Neverwinter...  and well… you know the rest...
________________________________

Player Dialog Options:

1: That can’t be everything…

2: Is that all of it?
________________________________

Neeshka: Well, while you were off getting your soul sucked out or whatever, I looked up my old pals – seeing if they could, you know… help track you down - and I might have “accidentally” set Raines up to get killed in Waterdeep while I was at it. Sorta.  I mean… do you blame me?  The guy’s nuts – plus he holds grudge over that little thing with Leldon.  Was pretty sure he died too, I mean… I kinda let Khelban know Raines was coming… how does anyone survive that?!
________________________________

Player Dialog Options:

1: As in “Blackstaff?”  Of Waterdeep…

2: Wait… you talked him into raiding Khelban Arunsun’s tower?

3: This is actually beginning to amuse me…
________________________________

Neeshka: Shhh… I still have a reputation to keep up ya know!  So… yeah… ol’Blackstaff “somehow” got a note about Raines’s plan… but… well… I guess he lived.   That’s a problem.  Dark’s burning, we’d better get to the temple before people start waking up.  Oh… and… um... one more thing…
________________________________

Player Dialog Options:

1: What?

2: There’s always a catch…

3: Naturally there’d be complication…
________________________________
Neeshka:  Keep your eye’s peeled – there is no WAY Raines won’t try and get me back.  He’ll either sic the guards on us or try an ambush or something.  When it all goes down – if we’re lucky - we can separate him from the rest of The Black Cats.  If we can do that somehow, it won’t turn into a total bloodbath.

(The party is free to travel to the Temple of Waukeen).

Coder’s Note: Permanently lock up the temple front door.  Unhide the low difficulty climb point around back, which will take the party to the second floor on a successful climb check.  
Room 1: The party will enter into the sleeping chamber of the High Priest.  They will have to detect and disable an alarm trap, (find traps 30), on the room’s door, and pass a move silently check at the room’s midway point, to get out of the room without waking up the cleric.  There will be a chest and dressers loaded with treasure that will require a move silently, find traps and pick locks, (all 35), to open and loot without waking the priest.  

Coder’s Note: Being under the effects of a silence spell or etherealness will negate any move silently checks in this room.

Coder’s Note: If the priest wakes, stop the snoring sound and ZZZZ VFX.

If the players wake the High Priest, the following conversation begins:

High Priest: What… who… ah!  Thieves!
________________________________

Player Dialog Options:

1: (If Appraise > 30) – You are a servant of the goddess of wealth – yes?  We have a proposition… if you’ll listen…

2: (If Intimidate > 40) – Be silent or die fool!  (Tie and gag the priest).

3: (If Move Silently > 30) - Quickly kill the high priest. 

4: (If Bluff > 40) – Shhh, go back to sleep… we’re the new cleaning crew… just here to empty the chamber pot… sorry for waking you m’lord…

5: We’ve been made!  Run for the window!!
________________________________

(If 2) – High Priest: Please… don’t kill me!  

(You quickly bind priest’s hands, gag him, and then knock him out with a quick strike to the head).  

(If 3) - (You clap your hands quickly across the Priest’s mouth and plunge a dagger into his heart.  He mumbles and strains against your grip. After writhing for a few brief moments, the cleric grows silent, his eyes wide an unresponsive).  
(Alignment shift 10 towards evil)
(If 4) - High Priest: You just… (Yawn)… can’t get good help these… ….mumble… Zzzzzzzzz….

(If 5) – See “The Party is Detected” below. 

(If 1) - High Priest: Huh?  A proposition?  At this hour?  For Waukeen’s sake!  You came in through the window!!  Do you take me for a fool?
________________________________

Player Dialog Options:

1a: (If Player gold > 2,000,000) – No, I take you for a man of commerce.  Your temple houses a massive gold statue.  We’d like to purchase it.   Look here – as you can see, we have the money to fabricate it twice over… and build you a new temple on the side.  Let’s all come out of this winners.

2a: We’ve been made!  Run for the window!!
________________________________

(If 2a) – See “The Party is Detected” below.  

(If 1a) - High Priest: By the gods… you’re… you’re serious… I... I don’t know… uh… I must… I need to… ahh… commune with my goddess… for a moment…  Please… wait here… I must seek Waukeen’s guidance… 
________________________________

Player Dialog Options:

1b: We shall remain here while you make a decision.

2b: We’ve been made!  Run for the window!!
________________________________
(If 2b) – See “The Party is Detected” below.  

(If 1b) – (The High Priest Walks out the door).

Neeshka: You’re trusting him!?  He’s totally gonna get the guards… we outta go… now.
________________________________

Player Dialog Options:

1c: Just calm down, we’ve got this.

2c: I think you’re right... we better go!  Quick – out the window!
________________________________

(If 2c) – See “The Party is Detected” below.  

(If 1c) – Neeshka: Alright, but don’t say I didn’t warn you…

(Time passes).

(The High Priest returns, flanked by four guardsmen).

Neeshka: Told ya.

High Priest: I have communed with my goddess… and to my… absolute shock… she not only directly responded... but… instructed me to… ahem… assist you… or so it seems… 

Neeshka: WHAT?!

High Priest: It would appear - whether you realize it or not - you’re working against one of my goddess’s most profound enemies.  If purchasing this statue will help your quest... then I am commanded to… allow the transaction... I guess…

Neeshka: How in the… O.K… be square with me… you have some sort of mind control powers - don’t you…
 ________________________________

Player Dialog Options:

1d: Excellent – I’m glad we could do business.  Um… where exactly would you like me to dump this rather large mountain of gold?

2d: Now that I’ve thought about it… this is too much money… we’ll… uh… see ourselves out the way we’ve came.
________________________________ 

(If 2d) – See “The Party is Detected” below.  

(If 1d) High Priest: I have a bag of holding here which should suffice… I hope you have a means of transporting the statue… it took a team of horses and a winch to bring it here.  
________________________________

Player Dialog Options:

1e: (If party inventory has an enchanted bag) - We have an enchanted bag which should be up to the task.

2e: (If Strength > 40) - I’m as strong as a titan, this will be no problem.

3e: We’ll figure something out.
________________________________

Coder’s Note: Place the statue in the party leader’s inventory.

High Priest: Also… my goddess instructed me to give you these holy relics… she said you will need them in the coming battle.  

Coder’s Note: Have the High Priest Approach the party leader and hold out his hand.  The party leader is given A Rod of Divine Pancea,10 Coins of Life, 99 Demonbane Arrows, Bolts, Bullets, Throwing Axes, Darts, and Shuriken.

Demonbane Projectiles
- Stack Size: 99
- Material: Cold Iron
- Description: 
These weapons are cool to the touch, and shimmer with a golden radiance.  Each bears Waukeen’s holy symbol in a prominent location, made from embossed platinum.  
- Powers:
+10 Attack Bonus vs. Outsiders.
5d6 Divine Damage vs.Outsiders.
+10 Piercing/Slashing Damage vs. Outsiders
On Hit: Slay Living, DC 20 vs. Outsiders

Neeshka: Hahaha… Wow… you’ve got to teach this trick to me…

High Priest: I don’t know whom you face stranger… but they have made a deadly enemy of Waukeen.  Now then… I’m sure you can see yourselves out.  Uh… and next time… please use the front door.  

(The High Priest and guards walk out.  The party is jumped outside the Church).  

See “Successful Heist” below.

Room 2: This long hallway, with alcoves by each door, is patrolled by a guard.  If he sees the party an alarm will sound, causing dozens of guardsmen and clerics to spawn and attack.  Should this happen the party will be forced to fight their way out of the building – and the mission is a failure.  The party will need to be hidden, invisible or ethereal to pass.  

Coder’s Note: If the alarm is sounded, play a bell ringing sound effect, then spawn unlimited numbers of guardsmen and Clerics of Waukeen to attack the party until they flee.

Room 3: The grand auditorium is a large chamber, filled with pews and ornate tapestries.  At the north end of the room is an alter with a giant golden statue mounted on it.  Two Guards stand to either side of it, alert and ready for trouble.  One of the windows in the East corner is interactive, and when clicked on, will allow the players to make a moderate climb check to safely climb out of the building, provided they have a rope.

Coder’s Note: The Door to this area locks behind the party when they enter it - and cannot be opened again.

The grand temple auditorium begins with an L-shaped entryway, thankfully keeping where the party zones in in out of the guard’s view.  If the party walks into the guard’s line of sight, both will run for a lever in the west corner – should they reach it, an alarm sounds and the party will find themselves attacked by a limitless stream of soldiers and clerics of Waukeen. 

Coder’s Note: If the guards see or hear the players, they will each run towards a panel on the west wall, which will sound an alarm.  The party must disable them somehow - charm, hold, dominate, sleep, stone or simply killing them before they reach the trigger area will work.  Invisibility, Stealth, and Etherealness will prevent the guards from seeing the party, but a move silently check (35) in the middle of the room will be necessary for thoe not employing a Silence Spell.

Once the party has dealt with the guards, they will have to disable a very difficult alarm trap in front of the statue, (Disarm Traps 35), and then a 100% fatal divine trap on the statue itself (Disarm Traps 35).  The statue weighs the absolute maximum amount of weight possible in the toolset, and will be nearly impossible for anyone not ridiculously strong to move while holding.  A bag of holding is a clever work around to the encumbrance problem.  

When the party has successfully stolen the statue, they are free to exit the East Window.  See “Successful Heist” below.
_____________________________

- Negotiations Have Broken Down:

Raines: These dogs are spoilin’ fer a fight.  I’ve been craving some carvin’ all week!  Dice’em up boys!!!

Coder’s Note: Every rogue in the house set to hostile.  When Raines or Cobb reach critical hit points, they will deploy smoke bombs bark a line, and then despawn.

Cobb Escape Line: You ain’t heard the last o’this hounds!  

Raines Escape Line: Gah!  Just you wait… one’o these days you’ll wake up to my blades splitting you from crotch to gizzard!  You hear me?  THIS AIN”T OVER!!!

Coder’s Note: Once the fighting stops, and all the rogues are slain, have Neeshka Bark.

Neeshka: I am sooo sorry it turned out like this.  I’d of never came if I knew Raines was still breathing… I swear!  I just thought… I just… these guys were almost family back in the day… well… I guess you can’t ever go back huh? 
________________________________

Player Dialog Options:

1: It wasn’t your fault Neeshka - you were only trying to help.

2: Raines was to blame for this, not you.  Sorry about your old pals.

3: This was a waste of my time.  

4: They meant to kill you.  This was a matter of pure survival.
________________________________
(If 1, 2, 4) - Neeshka: …I guess… Come’on… let’s go home.

(If 3) – Neeshka: Y-you know… y-you’re a real jerk sometimes.  Let’s get out of here.

(The party is free to return to Crosroad Keep).
_____________________________

- The Party is Detected: 

(The party flees out of the temple after failing a check in conversation with the High Priest, getting caught by the guards, or aborting for any reason).

Neeshka: Hells hells hells!!!!  Well – that’s blown.  Come’on - we’d better hurry up and go home! Raines and Cobb will be hunting us after this, so we better watch our backs.

Coder’s Note: Set the Black Cats to hostile.

(The party is free to return to the CK through the portal – if they enter the Safe House, they are attacked as per “Negotiations Have Broken Down” without the initial dialog).
_____________________________

- Successful Heist

(The party spawns in by the climb point outside the temple).  

Neeshka: Hahaha!  I can hardly wait to see Raines’s eyes bug outta his skull when he sees this!

Raines: Why wait goat-girl?

(If Khelgar is present) - Khelgar:  Now just a damn minute!  That’s OUR Neeshka you’re talking to there!!  You’re not allowed ta say that and mean it!  Why I outta…

(Raines, Cobb, Tasha and the rest of the Black Cats walk towards the party).
Neeshka: L-look Raines… w-we got the stupid statue, O.K.?  Why don’t we just skip the double cross and focus on...

Raines: Heh… I’ve been after this thing since they hauled it up here.  You’re dumber than you look if you think I’m gonna forgive what you did to Leldon - OR that little set up in Waterdeep. Plus, my new pal Cobb has a bone ta pick with ya.

Cobb: That I do hoss.

Neeshka: Please… everyone… we’ve known each other since we were kids… don’t do this… I don’t want to fight you.  Leldon was a bastard, and Raines is a monster. He’s out of control, and someone had to stop him before he brought everyone down with him.

Tasha the Cat: Raines… they did what’cha asked… maybe we should…

Raines: You will shut your mouth NOW CAT!  I hear one more thing from you tonight, and I cut out your tongue!  You hear me!?

Tasha the Cat: …

Pensive Pennyworth: Raines… that’s enough… look… she’s right… Leldon was an ass, and frankly… your killing is getting out of control.  Ahhhhh!

(Raines slashes Pensive, knocking him to the ground).

Coder’s Note: Set Pensive to Near Death.

Raines: You always did have a crush on Kitty-Cat… ain’t nothing more unsettling than a tragic love-story… you’re dead meat…

Pensive Pennyworth: Please… no…

Tasha the Cat: Stop it Raines!!!

Neeshka: I… I-I won’t stand here and let you murder Penny Raines!!!  Y-you don’t scare me anymore!!  

Raines: Oh… but you will when I carve off yer spots Neeshka!!!

Coder’s Note: Raines and Cobb Set to hostile.

Coder’s Note: When Raines or Cobb reach critical hit points, they will deploy smoke bombs bark a line, and then despawn.

Cobb Escape Line: You ain’t heard the last o’this hounds!  

Raines Escape Line: Gah!  Just you wait… one’o these days you’ll wake up to my blades splitting you from crotch to gizzard!  You hear me?  THIS AIN”T OVER!!!

(Raines and Cobb flee).

Neeshka: You better run Raines - to the ends of the world… and never come back!  

You O.K. Penny?

Pensive Pennyworth: Ugghhh… not fatal - I think… but I’ve … gah… been better…

Tasha the Cat: T-thank you Neeshka… without Leldon around, Raines just kept getting worse and worse.  More killing every day… not even marks… just random people… we wanted to leave… to run… to hide… but we know he’d come after us…

Neeshka: I bet he won’t come back this time.  

Donolly: So then… what now?  We done?  Breaking up the Cats?  I’m pretty good at clippin’ a purse - but I’m no leader.

Tasha the Cat: I… don’t know…

Pensive Pennyworth: Not to be selfish here… but… perhaps this conversation… grrruuhh… is best had after I am no longer… bleeding out… just a suggestion…

Neeshka: Whoops… yeah… uh… let’s patch you up back at the Safe House… sorry…

(Screen fades to black).
Coder’s Note: Jump party back to the Black Cat Safe House.

Coder’s Note: Place the giant golden statue of Waukeen prominently in the middle of the room by setting it to visible.
(The Black Cats are arrayed around the Safe House, Pensive is seated in a chair, sprawled out resting).

Tasha the Cat: …he’s right… we can’t keep going without someone to plan things.  Raines was a butcher… but… well… he had a head for capers.  If we try an’ wing it, we’ll be dead or caged in a week.

Donolly: Looks like the Black Cats are over then.  Maybe we can sign up with the Shadow Thieves or Night Masks?

(If Present) – Rinara: Your funeral.

Neeshka: You don’t want ANYTHING to do with the Night Masks – trust me!

Pensive Pennyworth: Maybe this is a sign we should retire.  You know… find ourselves a legitimate profession…

(Laughter).

Coder’s Note: Have all the rogues on camera laugh hysterically.
Tasha the Cat: I know… why don’t you take over Neeshka?  After all... you did manage to get the statue… and you’re not an axe-murderer killing folks willy-nilly.  

(If Present) – Khelgar:  Heheh… that you know of…hah!

Pensive Pennyworth: You certainly couldn’t do worse than Leldon and Raines!

Donolly: I second that.  She probably won’t have us guttin’ folks who don’t have it coming neither.  

Neeshka: What… I… uh… wow… um… I’m not sure… you see… I’m kinda busy right now… uh… let me ask our leader… one second…

So?  What do you think should I do?
________________________________

Player Dialog Options:

1: Neeshka… I can’t condone you joining a thieves guild - even if they’re your friends. You’ll be making a living by stealing from people.  There’s a difference between thieving out of necessity and making a career of it!  

2: They’re your pals Neeshka… and when you think about it… you’ve earned this.  Plus, you can keep them outta the really unsavory stuff – like slaving and assassinations.  Do it!

3:  This is bad timing Neeshka… maybe when we deal with the whole “Kaiser” problem you can come back.  

4: Talented and disposable minions are always useful.  You’re a fool if you turn down this opportunity.  
________________________________
(If 1) – Neeshka:  Blah blah blah goodie two-shoes, stealing is bad, blah blah blah… anything else for today’s sermon?  Jeeze.  I got a better idea – I’ll just do what I want… and not tell you about it.  

(If 2) – Neeshka:  You’re sooo right!  This’ll be great!!!  Thanks for sticking with me!  I can always count on you!

(If 3) – Neeshka:  But… come on… just watch - I can multitask!  Besides – someone has to keep these guys from getting in too much trouble!

(If 4) – Neeshka:  Hey – can ya talk nicer about my pals – please?  But… you’re right too – I’d be dumb to turn this chance down…

Tasha the Cat: Does that mean you’re in?

Neeshka: I’m totally in.  

Pensive Pennyworth:  Today’s looking up.  Now that our immediate future appears secure.  Uh…if you don’t mind… I’m going to wander upstairs and pass out from pain and blood-loss.

(Pensive gets up, and staggers up the stairs).

Coder’s Note: Have pensive stagger up the stairs and de-spawn.
Donolly: So then… boss… what’s the first order of business?

Neeshka: W-well... um… first… we… uh… figure out how we’re gonna fence a three-ton golden statue of Waukeen.   Then… pack up your things and report to Crossroad Keep!  We’re gonna help the Captain save Neverwinter!  

Donolly: Better than sitting ‘round here waiting for Raines’s to kill somebody.

Neeshka: Oh… and by the way… anything you hear about me from a fat smelly dwarf or a psycho half-elf is totally made up.

(If Present) – Khelgar: I’m standing right here ya know…

(If Present) – Rinara: For your sake, you better not be talking about me.

Tasha the Cat: We’re on it.  And Neeshka… thanks.

(The Black Cats all walk to different locations and despawn).

Neeshka: Well that worked out pretty well… I think anyways.  And… hey… thanks a lot – I owe ya another one.  Come on – sand’s running - let’s go home!

(The party is free to take the portal back to Crossroad Keep).

Coder’s Note: Enable the Black Cats for the Stealth Mission at the end of the game.
______________________________________________________________________

- Area Title: Jump #10 The Lost City of The Dragon Emperor, Wa.
- Required Characters: Terukawa
- Points of interest: The Lost City, Hayate, the Earth Dragon Emperor, the Betrayer’s Quarter.
The party is teleported into a strange city, full of Asian buildings, in a dark and shadowy plane, the sky is completely obscured in a strange green haze.  The residents of the city, from the horses to the dogs to the children are finely sculpted statues, eternally frozen in place.

Terukawa: This is the kingdom of Hayate, The Dragon Emperor. He is a mighty creature to whom I owe… a great debt.  If fortune smiles upon us, he shall aid in your cause.
________________________________

Player Dialog Options:

1: And if not?

2: What if we’re not lucky?

3: (If Lore > 35) – Hold on… is this the kingdom of the Great Dragon Emperor Hayate!?  Amazing… I’m somewhat familiar with the legends regarding the man.  He ruled an impossibly large empire for many centuries, and when he finally died, a massive army of clay soldiers was buried alongside him.  It’s said he transcended his mortality, and became a deity.  What happens if he’s not particularly happy to see us?
________________________________

Terukawa: If we do not meet with The Dragon Emperor’s favor, we shall perish.  In this realm, he is sovereign.  No power can triumph over Hayate within his home.  Therefore, we must be most polite.

(The party is free to wander around the city and approach the dragon’s pedestal).

(Eventually the party will come before a great statue of an earth dragon perched, motionless on a great stone pedestal.  Terukawa approaches the statue).

Terukawa: I am Terukawa Urakami, son of Hokotan, and the last of my line.  I most humbly request an audience with the master of this place.

(A loud rumbling noise echoes through the alien landscape, and a voice booms from nowhere.  The Camera stays focuses on the statue as the ground snakes and tremors. A magical effect dispels the stone appearance of the statue, and it animates, peering down at the invaders).

Coder’s Note: Remove the stoneskin effect from the statue and replace with a glowing white effect.

Dragon Emperor Hayate: Son of Hokotan… why do you come before me again?  Have I not opened my vaults before you – have I not provided the tools to avenge your sensei? 

Terukawa: You have been most generous, o master of The Lost City.  The weapons and armor you graciously provided shall be more than sufficient.  However, my foe has joined with a great host of evil – and while he hides in their number, his flesh cannot know your fang’s bite.

Dragon Emperor Hayate: What would you have me do, last scion of Urakami?  Your foe moves in distant lands, where other gods hold sway.  Were the betrayer here, I might command the earth to swallow him whole, and drag him into the crushing depths of the hell of chains.  But unless Oroshi is brought to our lands, there is nothing more I can do.  Be gone.

Terukawa:  Please!  Emperor Hayate… lord of the earthen breeze, master of the stone sky… in the times before speech was placed to paper, when gods walked as men do… you ruled a great empire.  As death closed upon you… your servants forged an undying army, to serve you for eternity... I would ask that you…

Dragon Emperor Hayate: So… it’s come to this… you would have me unleash the legions of clay and earth upon the world.  This thing that you ask… it is not a request I could grant - even were I in the mood to entertain it.  

Terukawa:  Nothing is impossible - not for the great Dragon Emperor!  Tell us what must be done, I beg of you.  My oath still stands - once I have avenged House Oroshi, I shall return, and eternally join the ranks of your legions.
________________________________

Player Dialog Options:

1: Hold on… join his legions?

2: What do you mean by this Terukawa?

3: Are you saying you owe this dragon your soul?
________________________________

Terukawa: I beg of you Captain - be silent here!  This is not your place to speak!

Dragon Emperor Hayate: Be at ease son of Hokotan, your companions are welcomed guests – so long as they behave as such.  And in my halls, we do not fear truth.  

Terukawa: It shall be as you wish.

Dragon Emperor Hayate: Terukawa came before me years ago, desperate to avenge his sensei. This man - Inshin Oroshi - was murdered by his dishonorable child.  The plea was just, and I permitted the use of my treasures in pursuit of it.  When honor is restored to the houses of Oroshi and Urakami, Terukawa shall return before me, and become a great commander in my legions – serving until the sun burns the stars from the sky and the oceans drink all the lands.

Terukawa: The Dragon Emperor speaks true.  When my task is complete, I shall surrender my flesh, and know peace here in these halls.
________________________________

Player Dialog Options:

1: I admire your devotion to duty, but nothing is worth this price Terukawa.  Your gods can ask no more than your life.  This bargain… it has more in common with the pacts of fiends than one’s liege…

2: Terukawa, you can’t go through with this… you’ll be a mindless slave for eternity…

3: I am your master now – and I do not approve of useful minions abandoning their duty to ME so easily.
________________________________
Dragon Emperor Hayate: Do not forget your place little guest.  You rail in futile against the past – the pact is long sealed, and the son of Hokotan has belonged to this realm for many seasons.   

Terukawa: Please my friend… be at ease.  You understand little of our ways.  The Dragon Emperor does not condemn me… he has granted me a great honor.  In our lands, to be released from the cycle of rebirth and death is a great blessing.

Dragon Emperor Hayate: Now then, I would ask that you leave these halls, and not ever return – until your honor is satisfied, and you are ready to fulfil your final duty.

Terukawa: Forgive me… but I implore you… please – release your army – if only for a short time...

Dragon Emperor Hayate:  As I told you before, this not a request I might grant.  So long as you remain sheathed in mortal flesh, my army is not for you to command.  While my guardians are immortal in this place, were I to send them to your lands, any destroyed would be lost forever.  Each is dear to me.  I will not part with them.
________________________________

Player Dialog Options:

1: (If Diplomacy > 35) - If I may speak Emperor Hayate, I would make a request.  Though you’re unwilling to unleash the entire force, how about a small number of them?   Consider it instruction, and Terukawa their teacher.  No training can compare to actual combat – while some may fall, those who survive shall return as capable, battle hardened lieutenants.

2: (If Lore > 35) – I’ve read a thing or two about the Great Emperor Hayate.  Among your legions of clay and stone, I believe there was regiment of betrayers?  Criminals and oath breakers, all condemned and then sealed alive in fired clay?  If memory serves, they remain disobedient even in death.  Perhaps we can convince them to serve faithfully.  If we can manage this… will you allow some of them to fight alongside us?

3: (If Appraise > 15) - Maybe we can we buy your help?  Gold?  Jewels?  Magical items perhaps?  

4: So be it.  We’ve done what we can.  Come, let’s return home Terukawa.

5: (If Intimidate > 15) – Listen up DRAGON – I don’t care WHO you were in life – we’ve killed scores of your kind before.  Give us the help we need… or die.
________________________________

(If 4): Terukawa: I am sorry my friends.  I have failed to bring aid to our cause.  

(The dragon emperor returns to statue form, and the party is free to return home).

Coder’s Note: Re-apply the statue effect to the Dragon Emperor.

(If 3): Dragon Emperor Hayate: I have rivers of gold and mountains of jewels in my vaults.  I possess artifacts of such power that the mere act of viewing would rend your fragile minds broken.  Any wealth you might tempt with would be as offering copper coins for one’s first-born.  Leave this place before my mood sours further.

(The dragon emperor returns to statue form, and the party is free to return home).

Coder’s Note: Re-apply the statue effect to the Dragon Emperor.

Terukawa: I am sorry my friends.  My effort has failed to bring our cause aid.  Let us return.

(If 5): Terukawa: What!?  What did you say!?  NO!  You FOOL!

Dragon Emperor Hayate: Hah!  You would presume to threaten me? Here?  In MY domain?  Your courage is admirable… your lack of wisdom is NOT!  Perhaps a millennium of contemplation among the betrayers will teach you proper manners!

Coder’s Note: Play a spell effect on the dragon.  Transform the entire party to stone, give player the game over/re-load option screen.

(If 1): Dragon Emperor Hayate:  You make an enticing offer little guest.  However, I am unwilling to risk my loyal servants.  That said… there are the oath breakers…

Terukawa: Great Emperor… the regiment of the betrayers cannot be trusted!  They rebuked your rule in life, and were set living into the furnaces as punishment!   Even now, they act in rebellion against you...  

Dragon Emperor Hayate:  You speak truth.  However, I greatly desire their obedience, and if it can be won, I shall be pleased.  Should the betrayers be convinced - or coerced - into loyal service, I would consider your companion’s offer.  I shall open the way to The Betrayers Quarter if you wish – but know that in doing so, you walk into grave peril.

(If 2): Dragon Emperor Hayate:  An enticing proposition.  You think yourself capable of this feat?  Should the betrayers be convinced - or coerced - into loyal service, I shall consider your offer.  I will open the way to The Betrayers Quarter if you wish – but know that in doing so, you walk into grave peril.
________________________________

Player Dialog Options:

1: We shall do all we can to convince the betrayers to end their rebellion.  Please open the way for us Emperor Hayate.

2: No sweat - we’ve talked our way outta situations way more dicey than this – and if that fails… we’re no slouches when it comes to “Fireball Diplomacy.”  We’ll be back in no time.  Let us in.

3: I shall crush these curs into a fine powder – over and over again if I must – until they submit.  Open the way Emperor of Dragons, this shall not take long.

4: After some consideration, I am having second thoughts. I think we should probably be going.  Thank you for your hospitality Emperor Hayate.

5: The more I think about this, the less I like it.  Come Terukawa, we have squandered enough time.  Emperor of Dragons – we shall take our leave.

________________________________

(If 4,5): Dragon Emperor Hayate:  A regrettable decision – but not one lacking in wisdom.  Fare well in your coming battle, Captain of Knights.  You have my permission to go as you entered.

(The dragon emperor returns to statue form, and the party is free to return home).

Coder’s Note: Re-apply the statue effect to the Dragon Emperor.

Terukawa: I am sorry my friends.  This effort has failed to bring our cause aid.  Let us return and prepare for battle.

(If 1, 2, 3): Dragon Emperor Hayate: A courageous decision – but not necessarily one born of wisdom.  I shall open the way to the Betrayer’s Quarter for you.  Know that you shall be set upon by scores of my disloyal retainers.  If you can force your way to their leader, General Kritsugi, he may, if you are courteous, grant a hearing.  Whatever happens after shall depend on your guile and might.  

Terukawa: We shall not fail you great Emperor.

Coder’s Note: Unlock  and open the doorway at the top of the stairs to the zone “the Betrayer’s Quarter.”  

(The party is free to enter the zone)

The Betrayer’s Quarter is a series of extremely narrow passages, with very minimalist decoration, as befitting a palace in Wa.  The Hallways are lined with statues of ronin, ninja, bushi, wu jen, and monks.  When the party passes them, they spring to life and immediately attack.  Eventually they will enter a large chamber, surrounded by scores and scores of statues – in the center of which is General Kirtsugi.  The party will walk over a trigger that will open a dialog with the creature.

General Kritsugi:  Why have you come to make war upon the damned?  
________________________________

Player Dialog Options:

1: (If Diplomacy > 35) – Please forgive our intrusion General, we only fight to defend ourselves, and we’ve not come to make war, but you offer redemption.  The Dragon Emperor promises his forgiveness if you will renew your vows to him.  You honor shall be restored, and you may leave this prison to join us in glorious battle.

2: (If Intimidate > 35) – I make war upon you to show my resolve General.  I would have your aid in a great battle, and if I must first conquer you a thousand times, then so be it!  Know also that your emperor offers the return of your honor, while I shall grant glorious conquest at my side.  

3: Kritsugi - submit to your former master.  There is no need for further fighting.  

4: Whoa… whoa… whooaaa now… if you can have the crockery stop trying to STAB us for just a minute, we got an offer you’d be a fool to turn down!  Emperor Hayate says if you come back and agree to play nice, all’s forgiven.  

5: General – I demand you order this rabble to stand down.  You will bow before your former lord… or I shall shatter you all into dust and then mold your remains into bricks!
________________________________

(If 3,4,5) - General Kritsugi: You are tactless, without manners and lack even a shred of grace!  And your gall…you’d demand our submission?!!  We shall fall TEN THOUSAND TIMES and rise again to fight you… over and over… we shall never submit!!!   DIE!!!!

Coder’s Note: General Kritsugi and the terracotta statues in the room go hostile.  They will fight until destroyed or the party falls.

Terukawa: It is as I feared.  The betrayers shall not ever be swayed.  Come… let us leave… we have met failure.  

Coder’s Note: The party is zoned back to the portal chamber, and the gateway is closed.

(If 1) - General Kritsugi:  You have good manners.  For now, we stay our blades, at least for so long as you remain courteous.  Your presence here would suggest the Dragon Emperor has grown weary of our rebellion.  Is this true?

(If 2) - General Kritsugi:  You are a bold one.  Your power and courage reminds me of myself in youth.  We shall stay our weapons… for the moment.  Your presence here would suggest the Dragon Emperor has grown weary of our rebellion.  Is this true?
________________________________

Player Dialog Options:

1: (If Diplomacy > 35) – You are correct General.  Emperor Hayate seeks an honorable conclusion to this conflict. 

2: (If Intimidate > 35) – You’ve guessed correctly.  Your centuries of defiance have worn Hayate away like water upon stone – and he is prepared to relent.  

3: Perhaps not weary so much as willing to accept your unconditional surrender.

4: Well… maybe he didn’t use those exact words… but… pretty much… sorta… kinda…I guess.  All you have to do is go back, play nice, and all’s forgiven.

5: I did not come here to endure prattle from pottery!  Submit to my and your master’s will - or else!
________________________________

(If 3,4,5) - General Kritsugi: You are tactless, without manners and lack even a shred of grace!  And your gall…you’d demand our submission?!!  We shall fall TEN THOUSAND TIMES and rise again to fight you… over and over… we shall never submit!!!   DIE!!!!

Coder’s Note: General Kritsugi and the terracotta statues in the room go hostile.  They will fight until destroyed or the party falls.

Terukawa: It is as I feared.  The betrayers shall never be swayed.  Come… let us leave… we have met failure.  

Coder’s Note: The party is zoned back to the portal chamber, and the gateway is closed.

(If 1,2) - General Kritsugi: In truth, we too tire of this unending strife.  We’ve languished so long that even our original sins - and the grievances which bore them - have faded from all memory.  Yet here we remain, sealed in this cage, without honor - without purpose.  Sustained only by empty and impotent rage… we… tire of this… existence.
Terukawa: Then return with us.  Fight under our banner.  Let us restore your names and honor through great deeds.   In doing these things, you shall have purpose. 

General Kritsugi: Hrmmm… your offer is… appealing.  We might do worse than to serve under such a bold and courteous shogun.  Very well – you have our support.  Return to the Dragon Emperor, and relay this message.  Now, please leave us – we have much to contemplate.

Coder’s Note: The Statues all walk towards the exit.  All spawn points go inactive.  The party is allowed to return to Emperor Hayate without suffering further attacks.

(The following dialog takes place upon returning to the Dragon Emperor’s Throne and speaking with him).

Dragon Emperor Hayate: You bear news from the Betrayers?
________________________________

Player Dialog Options:

1: We have convinced them to end the conflict.  They will join us in battle, and willingly return to serve you afterwards.

2: They’re in.  Don’ worry… it was no big deal – they just needed some… uh… “percussive persuasion.”  In the end, they saw things our way.  No need for thanks… although… if you feel like tossing in a reward… we won’t complain…

3: I forced their compliance.  General Kritsugi and his soldiers will join our cause, and when we finish with them, they shall return here to conclude their servitude.  
________________________________

Dragon Emperor Hayate: Ahhh… this revelation pleases me greatly.  Terukawa, today you have gained much favor.  I feel you have earned the right to bear my other fang into battle.  May it keep you well in the coming struggle.

Terukawa: You honor me greatly my emperor.  I shall bring honor to this blade in deed and word.

Coder’s Note:  The party is given the Fang of the Stone Soul – attempt to get someone on forums to make a Wakizashi (model only – weapon functionally a Katana).

Fang of the Stone Soul
Weapon Type: Katana
Material: Cold Iron
Description:
“The wife of Stone Blossom, this wakizashi is designed to be dual wielded with its mate – a practice in Wa referred to as daisho.  The blade shimmers - even in darkness - and its ray-skin grip is wrapped in fine silk thread.  The blade’s pommel is capped with an embossed relief of great mountains.”
Powers:
- +7 Enhancement Bonus
- Keen
- Bonus Feat: Greater Two Weapon Defense
- Bonus Feat: Greater Two Weapon Fighting
- 25% Slashing Damage Immunity
- 25% Crushing Damage Immunity
- 25% Piercing Damage Immunity
- Cast Greater Restoration, 1 time per day.
- Useable only by: Lawful Neutral
- Useable only by: Human
- Useable only by: Fighter

Dragon Emperor Hayate: I shall observe from afar – when your need is great, General Kritsugi and his warriors will appear before you.  Now, it is time for you to leave my realm – your quest beckons.  

Terukawa: With all due haste Dragon Emperor.

(The dragon emperor returns to statue form, and the party is free to return home).

Coder’s Note: Re-apply the statue effect to the Dragon Emperor.

Terukawa: This has been a most productive endeavor.  Come, let us leave from this place – there is much we have to do before our enemy attacks – yes?

______________________________________________________________________

- Area Title: Jump #11 The Temple of Lathander, Westgate.
- Required Characters: Mantides, Charissa
- Points of interest: The Temple, The Arena
Upon using the teleporter with Mantides AND Charissa in the party, the option opens to travel to The Temple of Lathender in Westgate.  The party spawns near the alter in the church.

Charissa: Well, I’m sure this’ll be useless.  If you want something USEFUL done you should hunt down some of Tyr’s followers. 

Mantides: Against the undead we’ll find no stronger allies than my brethren.  And I’d ask that you at least remain civil in the presence of my fellows Charissa.  

Charissa: Fine, whatever.  I’ll put a sock in it around your hippy-dippy pals.  At least Opig’s wormfood, the sniveling letch.

Mantides: Charissa!  

Charissa: Don’t blow a gasket!  I was just getting it outta my system.  Mouth’s shut.  For now… unless things get boring… or stupid…

Brother Sanders: Mantides!  Praise Lathander’s light, you’ve returned to us!

Charissa: *Mockingly under her breath* “Mantides. Praise Lathander’s light, you’ve returned to us.”  Gag.  Who actually talks like this?

Mantides:  Brother Sanders?  Where is Morninglord Tylanna?  We’ve come in desperate need of aid…

Brother Sanders: We fear she’s been abducted…

Charissa:  You lost another one?  See, this is why Tyr prepares his priests for BATTLE.

Brother Sanders: ….

Mantides: Feel free to ignore Charissa – what happened?

Brother Sanders: She traveled to the under-city with the City Watch to put down several ghouls.  None returned.  The following morning, another detachment of watchmen began a search.  They found the… the… remains of the first patrol… it was… most gruesome.  

Charissa: Well, maybe you haven’t noticed… but this whole city is crawling with Night Mask vampires.  She’s probably dead – or worse.  

Brother Sanders:  I… don’t believe so… at least… not yet…I hope…

Charissa: Hope in one hand – fill the other with dung – tell me which weighs more… 

Mantides: As much as I find Charissa’s attitude grating, intolerant, boastful, disrespectful, boorish and…

Charissa: …anything else?

 Mantides: …rude… it’s hard to argue with her conclusion…

Brother Sanders: We feared the worst as well… then we received a ransom note… along with her holy symbol… 

(Sander’s hands Mantides a note).

Coder’s Note: Play the read animation with Mantides. Camera on him.

Mantides: Who’d dare abduct one of Lathander’s Morninglords!  

Charissa: Are you really asking that?  Or is this a another bad attempt at sarcasm?  It’s honestly hard to tell with you.

Mantides: *Ignoring Charissa* They seek an audience… tonight…near the arena… to negotiate a ransom…

Brother Sanders: They are expecting me and a few fellow acolytes… perhaps you and your friends could surprise them…

Mantides: Captain… I know we are pressed for time… but Tylanna is a wise and devoted servant of Lathander.  I must insist we rescue her.  
________________________________

Player Dialog Options:

1:  Of course Mantides… we’ll help in any way we can.

2: I have a hunch this is going to escalate into a convoluted web of deceit and intrigue… with few rewards and plenty of new scars. What?  Don’t look at me like that… I didn’t say we WOULDN’T help… it’s just that… oh fine… were in… I guess… if we have to…

3: We’re on a short schedule Mantides - the keep could be attacked any moment - we don’t have time to get side-tracked.  If they can’t help us, we really have to be going. Let the City Watch sort it all out.

4: Why should I care if these miserable Lathanderites have misplaced their high priest?  She was either weak or stupid – or both.  I refuse to spend precious time cleaning up this mess when MY lands are in peril.
________________________________

(If 3,4) – Mantides: I have… long tolerated your many vices...  suffered your brutal ways… and greed… all with the understanding that we battle a greater evil.  But I will not – CAN NOT – allow you to abandon the leader of my order.  I won’t stomach another second of this callousness.  If you refuse to help, then I go alone.

Charissa: Not alone bucket-head.  I’m going with you.  Maybe she was stupid and weak… but that’s no excuse to abandon her.  That’s not justice… it’s… selfishness masquerading as pragmatism.  And since we’re talking about it, I’ve pretty much had enough of “the Captain” too.  Our leader might be better than The Kaiser - but not by much.  If I don’t get upwind now, I might never be able to wash off the stink.  Come on Mantides, let’s go save Tylanna.  

Coder’s Note:  Charissa and Mantides leave the party and walk out the door.  Remove them from the party roster, and remove Charissa’s store from Crossroad Keep.

(The party is free to return to the CK from the portal).

(If 1,2) Mantides: You have my deepest thanks – I know we’re dangerously short of time, but this is something I can’t ignore.  

Charissa: Bucket-head is right.  This once at least.

Mantides: The note says to speak with XXXX near the arena this evening.  We will be given instructions from there.  

Brother Sanders: An odd choice… XXXX manages the arena.  He’s cruel and avaricious but not one to be party to kidnappings… most unusual.  

Charissa: Vampires have ways of MAKING you do what they want…

Brother Sanders:  I suppose so.  Please… feel free to rest here and make any preparations you need.  Speak with me again when you’re ready to depart.

(The party is free to arrange spells and organize themselves).  
Coder’s Note: Brother sanders sells Holy Water, healing services and wooden stakes.

(The streets of Arena District are packed, and the crowd can be heard cheering in the background as the party approaches XXXXXX, accompanied by Brother Sanders).  

XXXXX: Well well, look at this… it’s that pouty cleric of Tyr… and… bless my soul… it’s Mantides… my my… you sure clean up nice… the last time I saw ya… why, you were layin’ in a puddle of filth on the floor of the XXXXXXX…  to what do I owe this pleasure?

Mantides:  Don’t play the fool.  We’re short on time.

XXXXX: ‘Scuse me?  Not sure if I’m likin’ your tone…

Charissa: Then you’ll like mine even less.  What’s the deal - not content with the profits from your barbaric arena?  Graduating up to kidnapping are we?

XXXXX: What?  Kidnappin’… the hell you getting at?

Charissa: Oh… now you’re going to play dumb… maybe if I snap a knee it’ll jog your memory…

XXXXX: Whoa… hey now lady… put down yer bone-breaker… I don’t know nuthin’ bout no kidnappings.  Anyone who goes in my arena goes in by their own choice.  And that’s the truth before you me and your god… er… gods...

Mantides:  Odd… he’s telling the truth… perhaps we’ve been mislead…

Voice in the Shadows:  Oh… not mislead… 

Tobias:  You’ve been lead to exactly where you were… ment to… be?  Wait… you’re… you’re… Mantides?  Charissa Maernos?!  The Knight Captain of Neverwinter… wha…

Charissa: Oh, that’s just great - it’s that half-pint fake-monk vampire from the brewery… what’s-his-name.

Mantides: He called himself “Brother Tobias.”

Charissa: He shoulda called himself “tent-stake-holder.”  Someone pin the blood-sucking little rat down while I break off a chair leg…

(Charissa purposefully walks off camera).

Tobias: …the hells are you all doing HERE!!!  

Mantides: Retrieving our High Priest - from you and your associates no doubt.  She had better be unharmed…

(Muffled in the Background: The sound of wood breaking.

Vendor:  Hey lady… that was my wagon!

Charissa: Official church business!  The Knight Captain will pay you back later…

Vendor: What?!  Who?!).

Coder’s Note: Put four vampire stakes in Charissa’s inventory.
Tobias: I can’t catch a break…

Charissa: Back.  Let’s nail this walking leech to the gatepost.  Oh… we owe that guy back there a wagon wheel by the way.  

Tobias: H-Hold on… hold on now!  You can’t go hammering stakes into people’s hearts right here on the street!  

Charissa: You’re not a person – you’re a pee-wee vampire.  

Tobias: Getting tired of the short jokes…

Charissa: Care… lots.

Tobias: I’ll make this simple enough even a pig-headed Tyr-priest can grok it… you so much as wrinkle my clothes and Tylanna dies messy-like.  

Mantides: Charissa… I know subtlety is not one of your strengths but…

Charissa: Oh please… don’t go all “lawful-stupid” on us Mantides.  She’s probably already dead… or worse.  In fact, it’s probably a lead-in to a trap of some sort.  I refuse to believe a single thing this fanged toddler has to say…

Tobias: Grrrrrrr…

Mantides: Think this through… please… they didn’t expect to find us here.  This was an extortion attempt.  If the Night Masks begin killing people they ransom, nobody will pay them anymore.

Tobias: Finally… someone with a lick of common sense…

Mantides: Be silent – or I’ll let my associate give you the justice you deserve.

Charissa: …if it’s a real shake-down, then Tylanna’s gotta be close – we lock down the gates, search the crowd and, if we have to, hammer sharp sticks into ankle-biter until he sings.  I love simple solutions to “tiny” problems.

Tobias: I SAID enough with the short cracks you witch!  Arrgh!  Listen... you’ve already got two dozen Mask eyes on ya – you TOUCH ME and the priest dies – and then you’ve got a fight on your hands… right here… in the middle of the supper crowd.  These blood-bags ain’t nothing more than cattle far as we’re concerned.  No telling how many might get popped in a ruckus… you prepared to live with that?

Mantides: Charissa.  We can’t start a battle right here in the middle of the district.  Scores of innocent people might be killed or maimed…

Charissa: Oh please… this is Westgate… the ARENA DISTRICT in Westgate.  Who’s going to accidentally get hurt?  Those whores peddling flesh to our left?  The scum betting on gladiator matches to our right?  Or maybe the guy across the street selling Traveler’s Dust to kids?  Face it - you couldn’t fill a dingy with the “innocents” in this part of town.  FURTHERMORE, if you show these Night Mask wretches they can kidnap and use people as shields, you’ll just get more of it.  

Mantides: You can’t simply condemn and judge every single person here…

Charissa: Watch me… 

Mantides: (Sigh).  Charissa… this is a debate for another time and place… perhaps this is a matter for the Knight Captain to resolve.

Charissa: Fine with me.  The Captain tends to be REALISTIC.  Well?  What say you?  Do we reward this nonsense – or do we make the Night Masks think twice about snatching folks and using human shields?
________________________________

Player Dialog Options:

1: We can’t start a battle in the middle of a crowd Charissa.  We’ll meet their demands and track them down later, when innocents won’t be harmed in the fighting.

2: She’s right Mantides… if we allow them to hide behind innocents and ransom folks, it will only endanger more people in the future.  We must put a stop to this behavior now.

3: (If Wisdom > 25) - You’ve both got a point.  But right now, we can’t start a brawl in the middle of all these people.  Even if many are… somewhat less the virtuous.  I don’t like being a doormat for some vampiric little knee-high, but knowingly getting folks killed is not “justice.”  Not when we can prevent it.

4: I will not be bullied or extorted by some gutter feeding parasite!  I have tolerated this expedition on the understanding I will be granted assistance!  If you stand in my path Tobias, then I shall destroy you and your Night Mask accomplices.  I care not how many of these mewling cattle die in the process! 
________________________________

- A Massacre Breaks out:
__________________________________

(If 2, 4): Tobias: Oh… so it’s a bloodbath then?  So be it!  Plan B boys!!!  *Whistles*

(Many dozens of normal people in the crowd stagger for a moment, and suddenly turn aggressive and begin charging the party.  Night Masks also begin spawning in and attacking).

Charissa: What in the hells…

Mantides: Damn!  It’s the vampires… they’re compelling the crowd to attack us… what… NO!  Not… Tylanna too…

(The camera focuses on High Priest Tylanna, who joins the attack, also mesmerized by a vampire’s gaze/bite).

Coder’s Note: Turn much of the NPC crowd to faction hostile.  They are all zero level commoners, and will easily die to the players.  The fight will continue until all the Night Masks, commoners and high Priest Tylanna are slain.  Move everyone in the party 10 points towards evil and chaotic.

(After the fighting has ended, the party surveys the carnage.  Peasant corpses lie everywhere, and the scene is gristly).

Mantides: Are you satisfied?  Is this the “justice” you wanted?

Charissa: …

Mantides: WELL!?

Charissa: …no.  Not… not like this… this… isin’t what I wanted.

Mantides:  Unbelievable.  I can’t continue like this.  This was a slaughter that didn’t need to happen.  Captain… I take my leave of you and your murderous band.  Lathander knows I’ve tried to lead you down the right path, but our trail always seems to cross a river of innocent blood.  

Charissa: Mantides don’t… be a…

Mantides: …a what?  What should I not be?  Angry?  Disgusted?  Distraught?  Should I be happy with this… this… massacre?

Charissa: …no.  I don’t suppose you should be…
Mantides: Goodbye and good-riddance Captain.  Take your henchmen and leave my city.  And you should go with them Charissa… if this is how you “honor Tyr,” then I want you as far away from Westgate as possible.

Charissa: Mantides… but I…

(Mantides walks away from the party, and vanishes at the end of the zone).

Coder’s Note: Remove Mantides from the party roster.

Charissa: Well… Captain… I… I think it would be best… if we… leave.  

(The party is free to return through the portal).
_______________________________

(If 1,3): Tobias: Ahhh, seems the level heads have prevailed.  Wise thinking.  Now… I was going to ask for 10,000 to guarantee the safety of our little blond songbird, but seems we netted some bigger fish… and if The Faceless finds out I just let you all walk… he’ll dust-me his’self… so I s’ppose we need to improvise some…

Charissa: I swear to Tyr, if he keeps going on like this…

Mantides: …unless you want violence, get to the point creature… my patience is wearing thin too… 

Coder’s Note: Mantides assumes a combat stance, brandishing his Holy Avenger.

Tobias:  Hisssss!  All right all right!  Put down that… horrible… “thing” - ‘fore you give me a sunburn.  Gah!  So here’s the deal, and I’m improvisin’ here so no complaints… Way I hear it, the dueling pits have the match of the century set up.  Some o’ the greatest scrappers in all the realms here.  You enter and win it, give us the winnings as ransom, and we give you your songbird back.  

Charissa: That’s beyond stupid.

Tobias: Hey, I told you I was improvising!  This was supposed to be a shake-down… fishing for minnows… didn’t expect to hook a blasted whale.  Look at this from my perspective… this way we still get paid… I don’t get staked… and when the boss starts asking questions, we can say we made a good faith effort to get ya all killed.  Nice’n tidy!

Charissa: …and it buys you time to rally your allies and attack us…

Tobias:  I ‘spose that too.  But we’ll be sportsman-like about it.  Fight’ll be down there – in the pit – instead of up here with all the sheep getting hurt in the fracas.  Well Captain?  We got a deal?
________________________________

Player Dialog Options:

1: If that’s the only way to prevent a massacre, then so be it.

2: This is rubbish.  You’re stalling, and will never keep your end of the bargain.  Release Tylanna now - for the agreed upon ransom - or I let Charissa hammer a wagon spoke through your chest.  

3: Well… don’t you just have us over a barrel… you little fanged midget. Fine then… we’ll fight in the blasted arena – and when we win, if you don’t release Tylanna safely, there will be nowhere you can hide.   

4: I will NOT be made a mockery by some fledgling blood-sucker!  I refuse to play your games!  Unhand that priest for the agreed upon sum before I impale you on a flag pole!  

5: I will tolerate this challenge.  Not because I care about the pathetic sheep bleating in the streets, nor for the life of this incompetent sun-cultist.  I shall revel in this chance to match my strength with the combatants below.  Their blood shall paint a glorious tribute to my greatness!
________________________________

(If 2,4): See “A Massacre Breaks Out” above.

(If 1, 3, 5) - Tobias: That’s the spirit!  Hey, XXXX – Looks ta me like you got some last minute challengers!  Sign’em up!  

XXXX:  Perfect – the crowd loves surprises.  

Tobias:  I’ll be in the stands watching.  If ya live, we’ll make the trade. Good luck Capt’n mwhahaha.  Or not.  I win either way.

Mantides: One of these days Tobias, your schemes will come up too short by half.  

Tobias: I doubt tha… t…. er… heh… I get it… you just had to get another short-crack in didn’t ya.

(Tobias walks off camera muttering).

Charissa: I hope you know what you’re doing Captain…

XXXXX: You have a bit of time before your first match – I’d suggest you get yer gear’n spells in order.  Speak with me when you’re ready to start scrapping.  

(Once the party elects to begin combat, the screen fades to black).

Coder’s Note: Jump the party to the arena floor.  The crowd should be roaring in the background.

(The party stands together on the far end of the arena, the screaming crowd anticipating the bloodbath)

Charissa: Is it too late to say this was a bad idea?

Mantides: Somewhat.

Charissa: Up there… left of center – is that her?

(The Camera focuses on Tylanna sitting motionless, Tobias standing next to her).

Mantides:  You have the eyes of a hawk Charissa… yes that’s Tylanna.  She appears unharmed.  

(The announcer’s voice bellows across the arena, interrupting the discussion).

Announcer: Ladies and gentlemen… and ladies who ACT like boars… we have a special show for you tonight…

Mantides: That’s… impossible… I… I know that voice…

Charissa: OPIG!

Obid: For tonight’s entertainment, we have the Great Knight Captain of Neverwinter, who along with his band – and some infamous locals - shall be face off against… Everybody!

(If Rinara is present) – Rinara: “Infamous locals?”  We don’t even get mentioned by name?  Actually…I don’t know if I should be happy or upset…

Mantides: This isn’t possible… Obid was slain…

Charissa: …by vampires.  The math ain’t hard on this one kettle-top.

Mantides: The wretches turned him… damn… we should have laid him to rest when we had the chance.  This is my fault…

Charissa: Don’t get all mopey - it’s not like we had time to leisurely stroll around Westgate and conduct funeral rites.  We had Orbakh and a few hundred vampire Night Masks after our throats.

Mantides: Why are you smiling… this is a tragedy…

Charissa: Are you kidding?  Do you know how long I’ve wanted to pound a fence-post through Opid’s chest!?  And now I get to!

Mantides: I… don’t think you’re supposed to enjoy this…

Charissa: Speak for yourself Lathanderite.  This is quite possibly the happiest day of my entire life…

Obid: For our first event, the dogs of Neverwinter shall square off against the famed Occandus and his gladiator troop, fresh from their victories in Amn!  Personally, I don’t think those northerners have a prayer!  

Let the games begin! 

Coder’s Note: Jump the party to their arena starting position.  Occandus and 10 burly gladiators spawn at the far end of the arena attack the party. Once the party kills the last of the attackers, run the following dialog.

Obid: What a show!  What a show indeed!  But that was just a warm up folks!  
Charissa: A warm up Opig?  Yeah… sure…just limbering up my hammerin’ arm.  Takes practice to apply just enough force to break the ribcage on the first blow - but not quite pierce the heart.  WHAM!  Tap.  Tap.  Tap… tap… tap…

Mantides: That’s getting a bit… disturbing…

Charissa: …tap… and maybe another tap… I am loving this moment so much I want to marry it and have its children…

Mantides: Charissa… don’t take this the wrong way… but please… don’t ever have children…

(If present) – Rinara: Ahhh… why not?  She’s got the maternal instinct of a praying mantis…
(If the party didn’t rescue Casavir from the Luskans) - Charissa: Pffft… do I look like some frumpy housewife?  

(If the party rescued Casavir from the Luskans) - Charissa: Pffft… do I look like some frumpy housewife?  Although… that Casavir… mmmm… I’d have his babies… that man’s built from top to bottom, and unlike some of the ninny’s I’m saddled with, he knows how to act decisively.

Mantides: Death might just be a mercy at this point.

Obid: For our next challengers, coming all the way from Thaymount, we have the Mighty Adrilena, the master of clay! Looks like this is the end of the road for the plucky Knight Captain and his pet troll Maernos!

Coder’s Note: Jump the party to their arena starting position.  Spawn a Thayan Transmuter, 4 Iron Golems, 4 Clay Golems, 4 Stone Golems, and 4 Flesh Golems at the far end of the arena.  The Transmuter is geared to the hilt with Flesh to Stone and disintegrate spells, as well as mastery feats.  Once the party kills the last of the attackers, run the following dialog.
Obid: Well now… that was certainly… unexpected.  Obviously an off day for Adrilena!  But never fear folks - we’ve been saving a special one for this round!   Straight from the Eastern Steppes, we have the champions of Barovia!  A round of applause for the winners-to-be ladies and gentlemen!  

(The audience cheers and hollars).

Mantides: I’d just hate to think they stacked this against us…

Charissa: …you know… I’m new to this whole gladiator thing… but I don’t believe one team is supposed to fight everybody…

Mantides: I can’t tell if you’re complaining or happy about this…

Charissa: Do I have to pick?

Coder’s Note: Jump the party to their arena starting position.  Spawn Heshiro, Ki, Mica, Radghast, Kravin and Ryath.  Mica will focus on nukes and summoning creatures, Ryath and Heshiro will close to melee range, Kravin will attempt to disable players with enchantments and Ki will spam healing spells.  Once the party kills the last of the attackers, run the following dialog.
Obid: Oh well… who the hell ever heard of Barovia anyways… obviously overbilled.  Sorry about that folks!  The next match is far superior!  We have… uhhh… hold one moment…

(XXXXX Approaches Obid and begins gesturing, neither can be heard over the crowd).
Obid: …what do you MEAN they pulled out?  Can they even DO that?!  What kinda arena are you running here!?  

(The Crowd Mutters).

Obid: …you are ruining this for me… bah!  Fine!  I’ll do it myself!  Arena fans!  For our GRAND FINALE, I, your beloved host, along with my erstwhile companions…

(The camera pans to Tobias in the stands).

Tobias: …crap…

Obid: …shall put down the mongrels of Neverwinter in a fashion befitting my greatness!  Don’t be stingy with the applause now!  

(The crowd mutters).

Charissa: You remember what I said a few minutes back… that thing about my life’s happiest moment?

Mantides: Despite my best efforts…

Charissa: I love this moment so much that I want to cheat on that moment with it.

Mantides: Hah.  

Coder’s Note: Jump the party to their arena starting position.  Remove Obid and Tobias from the crowd.  Spawn Obid, Tobias, Tylanna and  large assortment of Night Masks in the far end of the arena.  Tylanna is being mind controlled by the vampires, and will fight the party.  If she is killed, it will result in a quest failure.  

Obid: Are you ready to die you blue-eyed she-devil?

Charissa: Keep dreaming you fat lump! I got a stake for you - and half’a one for your pet poodle…

Tobias: …that was uncalled for…
Mantides: Tylanna!  Tylanna!  Don’t do this!  Resist them!  It’s me… Mantides… don’t let them control you!

Obid: Oh… the soiled paladin… I’m almost sorry to say this… but Tylanna is quite under my control… she’d slay her own mother if I gave the word. I think she’s smitten with me to be honest.  After we kill you, why, I might even turn her – she’ll be an adoring bride.  It’s almost a curse… most women simply find me… irresistible…

Charissa: I just threw up in my mouth.
Mantides: You foul bast… 

Obid: …oh… I seem to have struck a nerve!  Do you have some feelings for our little songbird?  Go on… get angry… I LOVE watching you little humans get riled up!

Mantides: …

Obid: Come now… don’t be bashful… tell me how much you want to split me open and strangle me with my innards.  We both know you desire it… I can see the delicious impotent hatred burning in your eyes…

Mantides:  (sigh).  No.  I refuse to let you ruin my composure monster.  What you offer is temptation… you’d have me fall from Lathander’s grace by attacking in hatred.  I shall have none of it.  

Obid: Oh?  Going to be the pious martyr?  How boring.  Such restraint is so… dull.  You’ll never sleep well if you don’t get revenge Lathanderite…

Mantides: I don’t need revenge Obid.  I just want Tylanna back safely.  Besides… I don’t have to raise a hand against you… and I don’t have to save you from Charissa either.

Charissa: I’m starting to like you bucket-head.

Obid:  Grrrrrrrr…. Kill them!  Kill them all!  Now!!!

Coder’s Note: Hostile the enemy party.  Tylanna will aggressively attack the party with spells.  The party will need to be very careful to avoid slaying her – if she dies, the party will be unable to recruit Lathanderite reinforcements in Westgate.  Remember, the vampires will continually regenerate and self-resurrect unless a stake is used on them.  When Tobias and Obid are staked, and all the enemies are dead, play the follow cut-scenes:

Tobias: What a horrible day… I knew I should… have… stayed in my… cof….in…

Obid: No!  This is impossible!  I can’t lose!  Not now!  Not like this!  Not to this witch!!!!  ARRRGGGHHH!!!  

Outcome 1: The party wins, but kills Tylanna.

Mantides: Tylanna!!!  No!

Charissa: Don’t get your chain-mail twisted in a knot… I can fix this…

Coder’s Note: Charissa casts “resurrection” – to no effect.

Charissa: What?!  She… she’s refused the spell… I… don’t understand…

Mantides: …

Charissa: Mantides… I’ve never been great at the whole weepy-soppy-thing… but for what it’s worth… I’m… sorry.

Mantides: She’s… she’s with Lathander now… there is nothing more you could have done Charissa.  She’s chosen to remain at peace.

Charissa: What a bitter victory.  I never thought I’d feel so lousy after driving a wooden shank through Opig’s heart…

Mantides: Captain… I must take your leave – for a time. I’m duty bound to attend Tylanna’s funeral rites… she was… special to me.  I’ll return as quickly as I’m able.  

Coder’s Note: Mantides leaves the party, but is available when the party returns to the CK.  The party is now free to return to Crossroad Keep through the portal.

Outcome 2: The party wins and saves Tylanna.

Mantides: Tylanna!!!  Stop this!  

Tylanna: What… where… how did I… Mantides?  Everything is a fog… what… happened…

Charissa: You want the long story or the cliff-notes - and should I skip the part where you tried to kill us?

Tylanna: What?  No… that… can’t be… that’s… not… the last thing I recall is helping the watch destroy ghouls in the sewers… everything after that is… fuzzy…

Mantides: Obid was turned into a vampire… he joined the Night Masks and was controlling your mind… but that is past us now…

Tylanna: …and you rescued me? You have my gratitude Mantides… Charissa… and I see you’ve brought the Knight Captain of Neverwinter as well!  Thank you. Thank all of you!  

Charissa: …and now we’re back to sappy-hippy-dippy time.  Yuck.  At least I got to pound a wagon spoke through Opig’s heart.  That’ll keep a smile on my face for a long, looonnnnng time.  

Mantides: I know the timing is inconvenient Tylanna, but I have an urgent request – and time grows short.

Tylanna: You’ve rendered a tremendous service to the Temple, Westgate and me personally Mantides… if there’s any way I can help… just ask.

Mantides: My companion is in desperate need of allies.  His stronghold will shortly be attacked by a vicious army – should Crossroad Keep fall, even The Lord’s Alliance may be unable to stop this force from siezing most of the Northern Lands.  I ask for whatever aid the temple can spare.

Tylanna: I shall send the entire temple guard, and I shall accompany them.

Mantides: This will be extremely dangerous… I think you’d be better served remaining behind…

Tylanna: Nonsense.  As high priestess, it falls to me to make these decisions.  I must wisely choose when to shepherd the flock… and when don the fangs of a sheepdog.  

Charissa: Now you’re talking.  I might take a shine to you yet.

Mantides: I’m uncertain if Charissa’s approval is a good thing… but your companionship will be… most welcome.  

Tylanna: I’m glad you find it so Mantides! 

Charissa: Oh get a room you two… Captain… let’s get outta here… 

Coder’s Note: The Camera pans out and the street vendor from earlier approaches.

Vendor: Hey… what about my damned wagon?

Charissa: Ohhhh… right...  The wagon…

Vendor: Which one of you is this “Knight Captain fellow?”  You owe me four thousand…
________________________________

Player Dialog Options:

1: Fair compensation is one thing… but it’s impossible your wagon cost such a sum. 

2: Are you a street vendor or an extortionist?  Four thousand gold?!  You’re off yer rocker.  That jalopy ain’t worth ninety…

3: (If Appraise > 30) – That wagon is a simple wooden cart.  It would sell for approximately two-hundred gold pieces.  A new wheel would be significantly less than five.  I will pay you four hundred gold pieces, which will replace your entire wagon and compensate you for your trouble.

4: (If Bluff > 30) – Uhhh… we were - technically - here on official church business… you’ll have to take up your complaint with Tylanna here…

5: Listen street peddler… if you bother me again with your meaningless stammering, I will decorate the street with your skin…
________________________________

(If 1-2) - Vendor: It was a really special wagon!  Custom model!  Imported from... uh... the Dale Lands… Yeah… that’s it… came right from Shadowdale it did.  A real collector’s piece if ya ask me.  Plus, you owe me fer emotional distress… time’n suffering and all that… pay up!

Coder’s Note: The party loses 4,000 gold, the merchant walks away.

(If 3) - Vendor: Gah… I suppose I… uh… took ya fer more of a rube… all right... four hundred will work… I guess…

Coder’s Note: The party loses 400 gold, the merchant walks away.
(If 4) – Vendor: What… that’s the biggest load of manure I’ve ever heard…

Charissa: Yet it’s the truth, as I stand before Tyr.

Coder’s Note: Brother Sander’s walk on screen.

Brother Sanders: I can vouch for this… they were in fact on official business for the church.  We will be more than happy to compensate you for the damaged wagon… at a fair market price.  If you’ll stop by the temple, we have some forms for you to fill out… in triplicate. I’m certain you and the treasurer can sort this all out…

Vendor: Well this ain’t my lucky day… bah… 

Coder’s Note: The merchant walks away.

(If 5) - Vendor: Whoa there… settle down… settle down!!!  I ain’t after trouble!  Don’t worry ‘bout it… ferget I said anything…

Mantides: Captain… that’s uncalled for… 

Charissa: Oh yeah, almost forgot for a second… we’re doing the “lesser of evils” thing.  

Mantides: Peddler - Charissa and I will compensate you for your wagon.

Charissa: Sigh… there goes all the money I made selling scrolls… 

Mantides: That will teach you to be less impulsive in the future.

Charissa:  Yeah yeah, thanks for the sermon.

Coder’s Note: The merchant walks away.  
________________________________

Charissa: Well, I think we’ve done enough damage here.  Let’s get home before the Night Masks get brave enough to start another fight.
______________________________________________________________________

______________________________________________________________________


Campaign Plot Overview DR 1376: 
Chapter 6 – Farewell to Old Friends 
 (Reserved)
NOTES
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Safiya: I've been preparing something for you.  Summons the Construct.

Gann: Spirits... aid me... summons old father bear

If player has no romances, Ammon Jerro accompanies him, and summons Mephasim to aid in the battle.

After The Kaiser  falls, Graz'zt appears, and every PC left int he party joins up, and it becomes a giant battle withe everyone fighting at once!

Player combat in towns will NOT go well - highcliff partially blown to bits.  The locals will NOT be greatful.
The Build Up To the Climax:
 

1: The player races through the courtyard of the CK fighting the demon force that teleported inside it while he/she was occupied with the drow army, Simulacrum of the antagonist and his personal minions.  The courtyard is going to be a disaster, and the player will have to fight through a literal army of demons and collapsed/burning buildings.  (BGM blasting is a remix of "Calling from Heaven" by Manabu Namiki, which is appropriately epic and has numerous instrumental cues similar to the main CK theme).   For this part of the game, the player will have one companion - Gann, Safiya, One of Many or Ammon Jerro (replaced by Khelgar Ironfist if Ammon surrenders himself to Koroboros), if they don't have any of the "devoted" feats.  (The rest of the NPC's are still outside fighting 10,000 drow + Mercenaries).
2: The wall to the CK will be crumbled in places, and the player will be unable to simply run to the door.  They will need to use the "rope mechanic" to traverse the wreckage, all while fighting off tanar'ri.  This will also force them to travel through more demon encounters and save some of the NPC's fighting in the courtyard.  I plan to showcase a bit of Deekin's badassery here.  (If the Knight Captain thwarted Cobb in West Harbor, the rogue and 4 henchmen launch a sneak attack on the party as they make their way through the courtyard’s wreckage).
3: Upon entering the CK, the player will be confronted by Ithefelle, who is actually The Kaiser 's mole. An epic confrontation is about to unfurl.  This is when Zaheave's and her githzarai war party teleport in - as is foreshadowed in the Zerth quest - and lay an epic beat-down on the treacherous Necromancer.  (If the player killed him in the Tomb, the scenario changes: He was resurrected by the antagonist, and his conversation notes this).
The Final Confrontation: 
4: CK Basement: The Kaiser is already in the process of summoning Graz'zt, and has slain and sacrificed Kana to do it.  (Her corpse is on the floor amid glowing runes and a candle).  The Kaiser summons 4 Balor Generals and charges into the fray, trying to delay you until his master fully materializes and bonds with the rift in the Shadow Weave.
At this point, the KC's companion pulls an ace that is foreshadowed in their individual quests or simply a given:
- If Safiya: The Construct is finally finished - and far more powerful than it was before - she summons the blade golem and turns it loose on the enemies, helping tip the scales.
- If Gann: He summons Okku and sics "Old Father Bear" on the villain and his minions.  The cranky old telthor is being empowered by the hagspawn, and quite powerful.  A line lampshades how the bear is a "Dream" if the KC selected “yes” to the “created One of Many” question in the lobby.
- If One of Many: The creature temporarily splits himself, releasing "The Brute" as a separate entity - a raging 20th level berserker, 10th level frenzied berserker.
- If Ammon Jerro: The warlock calls forth Mephasam, and we see exactly how powerful Levistus's right hand truly is.

- If Khelgar Ironfist: No extra help arrives.  This will be an insanely difficult battle.
5: If the KC beats The Kaiser, it's too late to stop Graz'zt from materializing.  The Demon begins absorbing the summoning circle's energy (i.e. directly usurping Shar's Divine Essence), and the player will have to finish the demon before he succeeds.  (A timer bar to utter failure perhaps?).  At this point, every companion on the roster, (sans Ithefelle), races inside - having routed the enemy army -  and it's a massive battle with every NPC + KC v.s. the Demon Prince, who will be potent enough that he's slaughtering epic characters left and right, while summoning waves of demons to harry casters.  Perhaps give him spiritual evisceration?  
 

6: Graz'zt's aspect is destroyed, and Shar sends an avatar and closes the rift herself.  She then acts like the horrible evil thing she is, and departs.  If good, the player won't want her brand of gratitude, neutral will have a chance to snark, evil will be more than happy to accept a favor from the evil goddess. 
6: Tie up romances in a marriage, farewell cut-scene, Roll credits as described in the main post with one more ass-kicking for the gold-fish-poop-pirates, followed by one of three stingers:
- If One of Many was created and the player loves Safiya: A scene several years later in a beautiful estate, One of Many has slain her, absorbing her into the many.  The KC enters and sees Othe creature standing over her corpse.  The dialog WILL result in combat.  I will alter Safiya's voice set in adobe sound booth, adding reverb, and the player will get to listen to her voice instead of OOM's as he destroys the monster.  Creating an abomination will bite the player in the ass.
- If One of Many was created and the player loves Gann: Same thing as above, only with Gann's voice.
- If none of the Above: (Optimal Epilogue):

______________________________________________________________________

Optimal Epilogue:
Edwin’s Contingency Teleports him to the Green Dragon Tavern after the failed battle at the CK.
Edwin: “How do I always end up anchored to useless incompetent SIMIANS!?  No more!  From now on, Edwin Odesseiron works alone!  (I’ll have this entire content squirming under my thumb in a fortnight!)”
Bar Wench: “Uhhh… ‘ello M’lord… interested in a spot o’ale ‘fore shovin’ off ta’ conquer Faerun? 
Edwin: ”Huh?  What?  Of course I don’t want a drink you drooling strumpet.  Now get out of my way before I make an object lesson of you - and your miserable flop house.”
Old Man: “Miserable Flop house?  Would ye kindly refrain from casting aspersions, threats and evocations in the direction of the finest alehouse yonder Waterdeep?” 
Edwin: “See how low I’ve fallen – now Edwin’s being shushed by the local hedge wizard!  (Nothing a fireball won’t rectify).  Mind your business you wrinkled old goat!”

 Old Man: (Adjusts the calabash pipe to the side of his mouth).  “Old goat?” 

Bar Wench: “Beg’n yer pardon M’lord Edwin… but maybe ya shouldn’t…”
Edwin: “Be silent you bloated... wait one moment… how did you come upon my name!”
Old Man: “Perhaps ye’ve failed to note thy tendency to exposit in the third person.  Tis reminiscent of a gibberling’s nattering - absent the grace, wit and... (sniff)… pleasing aroma.”
Bar Wench: “(Snickers).”
Edwin: “How dare you!  (Now they’ve done it!)  That’s it!  You imbeciles have poked the dragon long enough!  You can lament your imprudence from the burning timbers of this miserable grogshop!”

(Edwin begins casting…)
Old Man: “Indeed…”
<Scene Fades to black.>  (To the sounds of Edwina screetching from BG2)


______________________________________________________________________

NX4 Foraging, Food & Hydration Systems: 
A Description of the provisioning and survival system.

This chapter covers the system we've established for requiring food to rest, the mechanics of the Hydration Meter, and how the Survival Skill has been expanded to accommodate these changes.

Justification:
We believe the introduction of ration requirement will improve game-play and increase immersion in several important ways:
- We feel the introduction of Food and Thirst mechanics will help balance the game's spell casters.  As the Neverwinter Nights 2 series stands, magic users are encouraged to populate their spell lists with the strongest destructive or debilitating magic, and then unleash "maximum hell" in every encounter.  There is no need to conserve or pace themselves, as the party can simply rest at no cost immediately following combat.  Using Meteor Swarm on every pack of kobolds is not just encouraged - it's optimal.  

- There is no need for Vanican casters balance utility and combat magic.  Players can simply add or remove non-combat spells as desired, and rest to gain the needed spell.  This situation is very destructive to class balance, as a Vanican caster can, on a rest, recite spells that nullify every class except the cleric. 

- We see the addition of provisioning systems as an opportunity to round out neglected character skills.  For example, Survival has little use in the combat dominated world of Neverinwter Nights 2. However, when the ability can be used to scavenge food, drink and expensive spell components, it’s suddenly worth considering - as opposed to simply tossing a few extra ranks in Tumbling, Healing, Use Magic Device, or Concentration.
(See the Material Spell Components Chapter for other overlapping justifications).

Hydration System:
All players and NPC's will occasionally need to drink to maintain their Hydration Bar. This gauge is similar in function to the Sprit Meter from NX2: MotB.  The player can collapse and expand the bar with the button in the right-hand corner of the panel.  
The Hydration Bar decreases 2% every in game hour, (10 minutes).  At 75% the player begins accruing small penalties to their stats. As the bar further decreases, the severity of the debuffs increase exponentially. When the gauge reaches 0%, the character dies of dehydration, (a process taking a bit over two in game days with nothing to drink). 
Drinking Water, Wine, Ale or Spirits will increase the Hydration bar.  These items can be purchased from Inns, Taverns, General Stores and foraged with the Survival Skill in the wilderness.  Additionally, Rhea Corvianna's Kitchen potentially sells magical drinks, and it's possible to discover an enchanted Waterskin which creates enough water in a day for one person.  

We've created several scenarios in NX4 where the player will need to forage for water to survive, and in some of the nastier dungeons, such as the AP2: ToH, there are traps and monsters that attack by dehydrating the characters.

The spell Raise Dead will add 10% to a dead player's Hydration Meter, while Resurrection will restore it by 50%.  (This is to account for player death by dehydration, and to stop infinite death-loops).
Hydration Related Magical Devices:

Enchanted Waterskin
Description: Made from supple goat hide, this waterskin is enchanted to resist wear and grime, appearing as though it were newly made.  A round  emblem is embroidered on both sides of the flask, depicting eight wizards  standing in a circle, each casting different magical spells.

This waterskin refills itself, making it one of the most boring - yet highly practical - mystical items an explorer can invest in.  Twice per day the flask opens a small portal to the elemental plane of water, magically regenerating its contents.


Powers:
- Power 1: Recover's 25% of Hydration Meter, 2x/Day
Ration Management System: 

Food Items are required in order to rest. When a player attempts to sleep, their inventory is checked for a food item.  If none are detected in the direct inventory, bags and pouches are searched.  If the player has no food items, they are not allowed to rest outside of an Inn or their personal beds.

Food can be purchased from Inns, General Stores, Inns, Taverns and foraged with the Survival Skill.  Additionally, Rhea Corvianna's Kitchen potentially sells food with potent mystic effects if the player completes her quest line.  Finally, it is possible to acquire a Murlynd Spoon and a Bountiful Bag of Goodberries, each of which will feed one person for a day.

Food Related Magical Devices:

Bountiful Bag of Goodberries 
Description: This supple buckskin pouch will, on command, create a small handful of magical berries each day.  The user may elect to eat the "Goodberries," which provide an entire day's nourishment, or use them to heal 4 points of damage.  Only Druids can command the magic of this pouch.

Powers:
- Power 1: Create 1 Goodberry 1x/Day
- Power 2: +2 Survival
- Power 3: Useable by Druids
- Power 4: Useable by Neutral Alignment Group
______________________________________
Murlynd's Spoon
Description: This roughly carved wooden spoon is actually a potent magical item. When placed in an empty bowl, cup, or dish, the vessel fills with a thick, pasty porridge - with a taste and texture not unlike wet cardboard.  Despite the food's appearance, it's as nourishing as a full meal.
The utensil can generate food once each day.

Powers:
- Power 1: Create 1 Bowl of Gruel 1x/Day

Foraging: Making Survival Count:
Characters with high degrees of "Survival" can harvest resources points available in many zones. The areas are displayed as interactive objects, and they check Survival Skill via a dialog tree before allowing players to extract valuables. The resources points can contain spell components, food, drink, crafting materials and other useful objects - which can save money and potentially lives if the party is dying of thirst. 

Each resource point can be harvested once per visit, and they reset when the players exit and re-enter the zone.  The quantity and quality of the objects found is dependent on the player's Survival Skill investment.

Mechanics:
When the player interacts with a resource point, they are presented with a list of options based on their Survival Skill.  The scale starts at 1 and goes as high as 33.  The player is free to choose any option in between their minimum and maximum value.  (This allows the character to chose a specific outcome if the highest tier is not desirable).

Resource points are always a highlight-able object or area within a wilderness or cavern zone.  Some examples include streams, trees, tracks and patches of flowers.  

Game Hunting is unique in that it spawns creatures from the Huntable Animals Faction at random points throughout the zone.  When these beasts are killed, they will drop a pelt and edible meat.

Resource points re-spawn along with zone random encounters when players leave and return to an area.  


Types of Resource Points:
- Food: Gather fruits and vegetables.
- Game: Game animals spawn nearby.
- Tools: Create useful tools.
- Spell Components: Gather material spell components.
- Poisons: Discover lethal poisons.
- Water: Discover potable water.

Huntable Animals:
(The Type of animal spawned is dependant on zone characteristics).
- Badger
- Bird
- Blue Bird
- Boar
- Brown Bear
- Green Bird
- Green Snake
- Highland Snake
- Rabbit
- Rat
- Stag
- Weasel
- Wolf
- Wolverine
- *Unicorn

Note: There are alignment and story consequences to felling a unicorn, although their meat, pelt and horn are powerful items.


Survival Skill Food Gathering Values:
(Amount of food harvested increments by point investment).
Survival Skill 1: 1 Carrot
Survival Skill 2: 1 Potato
Survival Skill 4: 1 Turnip, 1 Pear
Survival Skill 6: 1 Corn, 1 Orange
Survival Skill 8: 1 Apple, 1 Grapes, 1 Strawberry
Survival Skill 12: 1 Fish, 1 Carrot, 1 Potato
Survival Skill 16: 1 Corn, 1 Fish, 1 Pear, 1 Strawberry
Survival Skill 22:  1 Turnip, 1 Orange, 1 Potato, 1 Egg
Survival Skill 28: 2 Fish, 1 Apple, 1 Pear, 1 Egg
Survival Skill 33+: 2 Corn, 2 Strawberry, 2 Grapes

Survival Skill Game Hunting Values:
(Amount of animals Spawned increments by point investment).
Survival Skill 1: 1 Animal 
Survival Skill 2: 1 Animal 
Survival Skill 4: 2 Animals
Survival Skill 6: 2 Animals
Survival Skill 8: 3 Animals
Survival Skill 12: 3 Animals
Survival Skill 16: 4 Animals
Survival Skill 22: 4 Animals
Survival Skill 28: 5 Animals
Survival Skill 33+: 6 Animals

Survival Skill Tool Creation Values:
(Tool Types Created increments by point investment).
Survival Skill 1: 50 Normal Bullets
Survival Skill 2: 50 Normal Bolts
Survival Skill 4: 50 Normal Arrows
Survival Skill 6: Ritual Kit
Survival Skill 8: 5x Vampire Stakes
Survival Skill 12: 3x Rope
Survival Skill 16: 5x Healing Kit +3
Survival Skill 22: 5x Healing Kit +4
Survival Skill 28: 5x Healing Kit +5
Survival Skill 33+: Hierophant's Ritual Kit

Survival Skill Component Harvesting Values:
(Number of components harvested increments by point investment).
Survival Skill 1: 3x Level 0 Material Components
Survival Skill 2: 3x Level 1 Material Components
Survival Skill 4: 3x Level 2 Material Components
Survival Skill 6: 3x Level 3 Material Components
Survival Skill 8: 3x Level 4 Material Components
Survival Skill 12: 3x Level 5 Material Components
Survival Skill 16: 3x Level 6 Material Components
Survival Skill 22: 3x Level 7 Material Components
Survival Skill 28: 3x Level 8 Material Components
Survival Skill 33+: 3x Level 9 Material Components
Survival Skill Poison Brewing Values:
(Amount of food harvested increments by point investment).
Survival Skill 1: 3x Giant Bee Venom - Average
Survival Skill 2: 3x Giant Centipede Venom - Average
Survival Skill 4: 3x Giant Scorpion Venom - Average
Survival Skill 6: 3x Giant Bee Venom - Strong
Survival Skill 8: 3x Giant Centipede Venom - Strong
Survival Skill 12: 3x Giant Scorpion Venom - Strong
Survival Skill 16: 3x Giant Bee Venom - Deadly
Survival Skill 22: 3x Giant Centipede Venom - Deadly
Survival Skill 28: 3x Giant Scorpion Venom - Deadly
Survival Skill 33+: 1x Black Lotus Extract

Survival Skill Water Finding Values:
(Amount of water discovered increments by point investment).
Survival Skill 1: 1x Waterskin
Survival Skill 2: 1x Waterskin
Survival Skill 4: 2x Waterskins
Survival Skill 6: 2x Waterskins
Survival Skill 8: 3x Waterskins
Survival Skill 12: 3x Waterskins
Survival Skill 16: 4x Waterskins
Survival Skill 22: 4x Waterskins
Survival Skill 28: 5x Waterskins
Survival Skill 33+: 6x Waterskins

______________________________________________________________________

NX4 Material Spell Component System: 
A Description of the Material Spell Component Mechanics.

Detailed below is the system we’ve engineered to institute the necessity for material spell components with in Neverwinter Nights 2.  The concept is two-fold – as all Vanican spellcasters, (wizards, clerics, druids, rangers and paladins), will now require a spell focus to recover spells, (for example, spell books, ritual kits and holy symbols), and all spellcasters, (including the spontaneous magic users such as sorcerers, bards, favored souls, and spirit shaman), will need a consumable pouch of material components to invoke a magic spell.  
Justification:
We feel the introduction of material components will improve gameplay in several important ways:

- The inclusion of material spell components will bring Neverwinter Nights 2 closer to the Dungeons and Dragons 3.5 ruleset.  In our opinion, bringing the video game closer to its pen and paper roots is almost always a desirable goal.

- Spellbooks and material components were some of the chief balancing mechanisms used to restrain Arcane casters.  Without a cost associated to casting spells, (and the vulnerability spell books), Vanican casters are “one nap away” from solving most any form of adversity. We believe adding material requirements will lessen the tendency of high level spellcasters to basically “throttle the heavens” at will.  Scenario developers can also limit/target spell component pouches and spell foci, and in doing so, bring the magic user a bit closer to parity with other classes.

- We believe adding a few elements of resource management will improve immersion in the game.  Suddenly there is a gold or time cost associated with detecting all the traps in a caster’s line of sight - or waving one’s hands and opening every locked chest in a dungeon.  Maybe that lowly invisibility spell will do the same job as going ethereal – at substantially less cost.  Material components reward tactical gameplay - while encouraging players to become more familiar with the various spell effects and their most cost-effective application.  This helps them become more intimate with the game universe.

- We believe adding a cost to spells will enhance the value of non-spellcaster contributions.  How much worth does a party rogue have when a caster can detect traps, make themselves immune to them, and then proceed to trigger them unharmed?  Or when a magic user merely snaps their fingers to spring locked objects?  Why bother with a fighter, when one can summon a hulking demon or towering elementals to tank the legendary beast of yore? Why… with proper spell selection, a magic user can even transform themselves into an engine of melee devastation - while still retaining ranged AoE damage and extreme puzzle solving utility.  That changes when spells cost resources, as spellcasters are encouraged to intrude less upon their teammate’s roles.  This enhances the worth of a rogue’s thief skills or a fighter’s durability… since they can do these things for free.

- Adding components and spell foci create an excuse for introducing a variety of non-combat enchanted items.  For example, a mystic belt which summons a few pouches of spell components, (or a Boccob’s Blessed Book for that matter), has no value in the previous chapters of Neverwinter Nights 2.  There’s little value in magical devices which don’t kill creatures, solve puzzles or enhance a character’s attributes.  Now, with the addition of material spell components, we’ve added an entire category of highly desirable and utilitarian magical items.  Part of creating an immersive game world is engineering difficulties for the player characters - and then creating wondrous and exciting ways for them to overcome the problems.

- Material components create opportunities for dramatic tension.  It opens the door to several new plot twists and unique combat situations.  For example, now enemy rogues can swipe a component pouch, rendering whole levels of spell unusable in the heat of combat.   Another possibility is the creation of low resource/scavenging scenarios, where the players have to carefully salvage and manage their scant belongings – saving powerful enchantments for exactly the right moment.  And… just maybe… the genre-savvy evil warlord of ultimate doom might confiscate a wizard’s tomes before he locks the party up in his dungeon – just to be safe.  
- We see the addition of material components as an opportunity to round out neglected character skills.  For example, Survival has little use in the combat dominated world of Neverinwter Nights 2. However, when the ability can be used to scavenge food, drink and expensive spell components, it’s suddenly worth considering - as opposed to simply tossing a few extra ranks in tumbling, healing, use magic device, or concentration.
Survival Skill Component Harvesting Values:
(Number of components harvested increments by point investment).
Survival Skill 1: 3x Level 0 Material Components
Survival Skill 2: 3x Level 1 Material Components
Survival Skill 4: 3x Level 2 Material Components
Survival Skill 6: 3x Level 3 Material Components
Survival Skill 8: 3x Level 4 Material Components
Survival Skill 12: 3x Level 5 Material Components
Survival Skill 16: 3x Level 6 Material Components
Survival Skill 22: 3x Level 7 Material Components
Survival Skill 28: 3x Level 8 Material Components
Survival Skill 33+: 3x Level 9 Material Components

Characters with high degrees of “Survival” can harvest resources points available in most zones.  The areas are interactive, and they check survival skill via a dialog tree before allowing players to extract valuables.  The resources points can contain spell components, food, drink, crafting materials and other useful objects – which can both save money and potentially lives if the party is dying of thirst.  Each resource point can be harvested once per visit, and they reset when the players exit and re-enter the zone.

All natural environments, (non-city), will have a place where a druid or ranger’s ritual kit can be assembled with a 20 difficulty survival check.

Required Material Components By Class:
Presented below are the required material components by spell casting class.

- Mages & Specialist Wizards: 1 Spellbook for each level to recover spells. 1 stack of consumable material components for each spell of each level.  

- Clerics & Paladins: 1 Holy Symbol of proper alignment to recover spells. 1 stack of consumable material components for each spell of each level.

- Druids & Rangers: 1 Ritual Kit to recover spells. 1 stack of consumable material components for each spell of each level.

- Bards, Favored Souls, Spirit Shaman, Sorcerers: 1 stack of consumable material components for each spell of each level.

Some Examples of In-game Component Use:
Below is a few examples of the material spell components and foci in use.

Rath, a Generalist Mage, has the following:
- 3 First Level Material Component Pouches
- 2 Fourth Level Material Component Pouches
- 1 Seventh Level Material Component Pouches
- A full set of spell books, levels 0-9

With this load-out, our hero can cast 3 first level spells, 2 fourth level spells and 1 seventh level spell before he’s exhausted his supply of components.  Since he has a full set of spellbooks he is free to rest and regain all of his daily spells, however, until he buys or scavenges for some material components, he won’t be able to cast anything.

Rath continues his adventures, and, after re-supplying in town, he’s carrying large stacks of spell components.  However, in earlier in the day, he was briefly captured by an Ogre Magi, who took some of his spellbooks before fleeing.

Rath, a Generalist Mage, has the following:
- 20 Zero Level Material Component Pouches
- 20 First Level Material Component Pouches
- 20 Second Level Material Component Pouches
- 20 Third Level Material Component Pouches
- 20 Fourth Level Material Component Pouches
- 20 Fifth Level Material Component Pouches
- 20 Sixth Level Material Component Pouches
- 20 Seventh Level Material Component Pouches
- 20 Eighth Level Material Component Pouches
- 20 Ninth Level Material Component Pouches
- Spellbooks Levels 1-6 (7, 8 and 9 were taken by the Ogre Magi).
With this load-out, Rath can cast his full repertoire of spells and still have ample components left for later.  Before dark, a lich is encountered, and the battle is desperate - our hero uses up all of his 9th, 8th, 7th, 6th and three of his 5th level spells.  Because the Ogre Magi swiped his 7th, 8th and 9th level spellbooks earlier, when he rests that night, Rath won’t be able to recover his 7th, 8th, and 9th level spells.  He will regain all of his missing 6th and 5th level spells however. 

Mundane Material Spell Components and Foci:
Below is a list of mundane spell components, holy symbols, ritual kits and spell books, commonly available in stores and shops throughout the realms.  

Material Spell Components:
Stack Size: 99
Item Tag: mca_comp_0 to mca_comp_9
Other Info: Material components are consumed upon successfully casting of a spell, deducting one from the stack.
Description: “Spell components are the requirements any arcane or divine caster must fulfill to conjure magical effects.  Some components are properly spoken invocations, chants or command words.  Others are complex gestures, body movements or hand motions.  Finally, some spells require material objects, which are often times consumed to invoke the power of a spell. The more powerful the spell, the more powerful the material components necessary to invoke it.” 

“These small pouches contain all of the necessary material components needed to cast the spells of the appropriate level.  They are commonly sold by enterprising hedge-wizards throughout The Sword Coast, and characters with a high enough survival skill can harvest components in wilderness areas for free.”
Powers: 
- 80% Item Weight Reduction
- Useable by: Wizard
- Useable by: Cleric
- Useable by: Druid
- Useable by: Paladin
- Useable by: Ranger
- Useable by: Sorcerer
- Useable by: Bard
- Useable by: Favored Soul
- Useable by: Spirt Shaman 
Cost Per Unit:
- Level 0 Material Component Pouch;  Gold Value: 10
- Level 1 Material Components Pouch;  Gold Value: 20
- Level 2 Material Components Pouch;  Gold Value: 30
- Level 3 Material Components Pouch;  Gold Value: 40
- Level 4 Material Components Pouch;  Gold Value: 50
- Level 5 Material Components Pouch;  Gold Value: 60
- Level 6 Material Components Pouch;  Gold Value: 80
- Level 7 Material Components Pouch;  Gold Value: 100
- Level 8 Material Components Pouch;  Gold Value: 140
- Level 9 Material Components Pouch;  Gold Value: 180
_______________________________________________

Mage/Specalist Wizard Spellbooks:
Stack Size: None.
Item Tag: mca_spell_wfocus_0 to mca_spell_wfocus_9
Other Info: Spellbooks are non-consumable, and required to recover Vanican spells on resting.  Each tome is keyed to a specific spell level, so a level 1 book is required to recover level 1 spells, and a level 5 book is required to recover level 5 spells.
Description: “This large, leather-bound book serves as a wizard's spell reference.  The tome has reinforced pewter corners and a lock securing it shut.  The pages have been treated to resist water, rot and other hazards an adventuring wizard is likely to face.  This particular spellbook is capable of holding more than one-hundred XXth level spells, with one spell transcribed on per page.“

“Without their spellbooks, a mage or specialist wizard will be unable to recover their spells while resting.  Each tome is is keyed to a specific spell level – i.e. without a first level spellbook, a wizard cannot recover their first level spells. Because of this vulnerability, most casters take great pains to safeguard their library.“
Powers: 
- 80% Item Weight Reduction
- Useable by: Wizard
- Lore +1
Cost Per Unit:
- Level 0 Spellbook;  Gold Value: 100
- Level 1 Spellbook;  Gold Value: 150
- Level 2 Spellbook;  Gold Value: 200
- Level 3 Spellbook;  Gold Value: 250
- Level 4 Spellbook;  Gold Value: 300
- Level 5 Spellbook;  Gold Value: 350
- Level 6 Spellbook;  Gold Value: 400
- Level 7 Spellbook;  Gold Value: 450
- Level 8 Spellbook;  Gold Value: 500
- Level 9 Spellbook;  Gold Value: 550
_______________________________________________

Holy Symbols
Stack Size: None
Item Tag: mca_spell_focus
Other Info: Holy symbols are non-consumable and required for clerics and paladins to recover their magic spells on resting.  The icons come in three types – Evil, Good, and Neutral, and are only useable by casters of the proper alignment.
Description: “A holy symbol is a small medallion, icon or figurine which represents a deity's power and portfolio.  They can be made of any solid material, from simple hardwoods to precious metals, with higher ranking members of the priesthood often owning expensive, ornate or even enchanted symbols.”

“Clerics and Paladin's use their holy symbol to turn undead, promote their god and as part of the religious rites in which they replenish their spells.  Without their icon, it becomes impossible for these classes to recover their magic when resting. “
Powers: 
(Good)
- Useable by: Paladin
- Useable by: Cleric
- Useable by: Good
- Diplomacy +1
(Neutral)
- Useable by: Paladin
- Useable by: Cleric
- Useable by: Neutral
- Bluff +1
(Evil)
- Useable by: Paladin
- Useable by: Cleric
- Useable by: Evil
- Intimidate +1
Cost Per Unit: Gold Value: 100
_______________________________________________
Ritual Kit
Stack Size: None
Item Tag: mca_spell_focus
Other Info: Ritual kits are non-consumable and required for druids and rangers to recover their magic spells on resting.  In all wilderness areas, there is a resource point where a druid or ranger’s ritual kit can be assembled with a 20 difficulty survival check.
Description: “A ritual kit is a collection of various objects used by Druids and Rangers to prepare their magical spells for the day.  Usually there are several small containers of pure water, a sickle, bones and various other natural charms and talisman which venerate the land or the perhaps deity the owner serves.
Without a ritual kit, Rangers and Druids are unable to restore their magic spells when resting.  Characters with advanced Survival skills can scavenge a ritual kit from most wilderness areas.
Charges: 10
Powers:
- Useable by: Druids
- Useable by: Rangers
- Survival: +1
- Concentration: +1
- Cast Spell: Awaken, 1 charge per use.
Cost Per Unit: Gold Value: 75

Magical Material Spell Components and Foci:
Below is a list of magical versions of the spell foci and component pouches.  
Ornate Holy symbol
Stack Size: None
Item Tag: mca_spell_focus
Other Info: Holy symbols are non-consumable and required for clerics and paladins to recover their magic spells on resting.  The icons come in three types – Evil, Good, and Neutral, and are only useable by casters of the proper alignment.
Description:“These enchanted holy symbols enhance the power of any properly aligned cleric or paladin wielding them - improving their ability to heal wounds, influence followers, and repel undead creatures.”
Powers: 
(Good)
- Useable by: Paladin
- Useable by: Cleric
- Useable by: Good
- Diplomacy +2
- Healing +2
- Bonus Feat: Extra Turning
- Bonus Feat: Ioun Stone - Charisma
(Neutral)
- Useable by: Paladin
- Useable by: Cleric
- Useable by: Neutral
- Bluff +2
- Healing +2
- Bonus Feat: Extra Turning
- Bonus Feat: Ioun Stone - Charisma
(Evil)
- Useable by: Paladin
- Useable by: Cleric
- Useable by: Evil
- Intimidate +2
- Healing +2
- Bonus Feat: Ioun Stone – Charisma
- Bonus Feat: Extra Turning
Cost Per Unit: Not available for sale.
_______________________________________________

Boccob's Blessed Book
Stack Size: None.
Item Tag: mca_spell_wfocus_10
Other Info: Spellbooks are non-consumable, and required to recover Vanican arcane spells on resting.  A Boccob’s Blessed Book serves as a spell focus for all wizard spells, levels 0-9.
Description: “This well-made tome is ten inches tall, eight inches wide, and one inch thick. It is waterproof, covered in dragon-hide, and boasts a stout mithral lock, hinges, and corner protectors. Despite its diminutive size, a wizard opening this spellbook will quickly discover it has over one thousand pages, each capable of holding a single spell of any level.”

“These tomes are greatly prized by mages as traveling libraries, and most would count such an item among their most valued treasures.  A wizard with such a book could discard all of their other spell tomes in favor of this one.”    
Powers: 
- Useable by: Wizard
- Lore +10
Cost Per Unit: Not available for sale.
_______________________________________________

Captured Level X Enemy Spellbook
Stack Size: None.
Item Tag: mca_spell_wfocus_1 to mca_spell_wfocus_9
Other Info: Captured enemy spellbooks behave like any store-bought spellbook of their level in all respects except one:  They have a 1 time use unique ability that generates three random scrolls of the spellbook’s level when used – representing potential new spells the enemy caster knew that the player did not.  
Description: “”This is a captured spellbook – what new and powerful magic dwells within its cover is impossible to imagine.  You open the covers with great anticipation…

“Use the captured spellbook to generate several magical scrolls, which you may then scribe, sell, or use in combat.  Once you’ve extracted the scrolls, the tome is in all respects a normal spellbook of its level.”
Charges: 1
Powers: 
- 80% Item Weight Reduction
- Useable by: Wizard
- Lore +1
- Unique Power: Self, 1 charge per use – Summons 3 random scrolls of book’s level.
Cost Per Unit: Not available for sale, sells as a normal spellbook.
_______________________________________________

Pouch of Conjuration 
Stack Size: Unlimited.
Item Tag: mca_comp_10
Other Info: Material components are consumed upon successfully casting of a spell.  This pouch is unlimited in its uses and functions as a material spell component for all spells of all levels for all classes.
Description: “This astonishing pouch instantly produces any material spell component required by a caster.  The value of this small bag to any magic user is indescribable - you'd best keep it well hidden, as the unscrupulous would certainly kill to possess such a treasure.“
Powers: 
- Useable by: Wizard
- Useable by: Cleric
- Useable by: Druid
- Useable by: Paladin
- Useable by: Ranger
- Useable by: Sorcerer
- Useable by: Bard
- Useable by: Favored Soul
- Useable by: Spirt Shaman
Cost Per Unit: Not available for sale.
_______________________________________________

Hierophant's Ritual Kit
Stack Size: None
Item Tag: mca_spell_focus
Other Info: Ritual kits are non-consumable and required for druids and rangers to recover their magic spells on resting.  In all wilderness areas, there is a resource point where a druid or ranger’s ritual kit can be assembled with a 20 difficulty survival check.
Description: “This particular Ritual Kit must have belonged to a powerful Druid - perhaps the leader of a circle or a Hierophant.  Its talisman and other implements seem especially potent, as they not only enhance the potency one’s summons, but allow a caster to call forth a powerful elemental spirit to fight on their behalf.“
Powers:
- Useable by: Druids
- Useable by: Rangers
- Survival: 2
- Concentration: 2
- Cast Spell: Summon Orglash, 1x per day
Cost Per Unit: Not available for sale.
______________________________________________________________________

NX4 Companion Equipment Upgrade System: 
A Description Equipment Upgrade Process.

One of the biggest features of NX4: Nightsinger's Bane is the addition of upgradeable companion equipment.  These items allow you to grow your companion's power without having to delve into crafting - or worrying about your party looking as though a unicorn vomited  on them.   

 Equipment Upgrade Mechanics
 Each companion begins with between five and eight pieces of gear - some pieces start out enchanted, others, (initially), have no innate powers at all.  (The average is five wearable magical items, a character history relic, and one or two  enchanted weapons per character).  Each item is designed to match the theme of the character, averting  your team looking like rainbow-hued murder-clowns. 

Most of the Companion's magical items begin in the +4 range, with item utility ranking somewhere above the top items in the OC but below the more powerful objects in MotB.   As they grow, they will become truly mighty artifacts.

NOTE: Enchanting Companion Items, while possible, will not carry over on a tier upgrade.  Keep this in mind before you use rare components to enhance

Each piece of equipment can be upgraded up to three times - first using a bar of Asterite, then Netherium and fianally Arcanium.  These rare crafting materials are sprinkled about the main campaign in dangerous dungeons, hidden passages and other difficult to find locals.  During the primary story arc, a player will encounter enough bars to fully upgrade two companion's gear if they explore every nook and cranny.  

Additional bars can be won by:
- Completing the harder arena challenges.
- Getting very, VERY lucky at the Shadow Thieves "member's only" gambling table. 
- Farming the stronger bosses in the Infinite Abyss.
- Stealing from certain NPC's during side-quests.

Below you can see the starting state for Ammon Jerro's Armor: 
_________________________________________

Name: Ammon Jerro's Flesh
Type: Mithral Breastplate
Description: This suit of composite armor has been through hell and back again - literally as it turns out.  Though badly worn from years of the worst punishment, the armor's constant exposure to infernal energies has imbued it with stunning magical power far beyond what one might expect given it's tattered appearance. 

Powers:
- +4 Armor Class
- Damage Reduction 5/Adamantine
- Material: Mithral
- 80% Weight Reduction
- Useable by: Human
- Useable by: Neutral Evil
- Useable by: Warlock
_________________________________________

By giving Sage Melchior an Asterite bar, and selecting the piece of gear you with to upgrade he will take the old item, and replace it with a more powerful version:
_________________________________________

Name: Ammon Jerro's Flesh - L2
Type: Mithral Breastplate
Description: This suit of composite armor has been through hell and back again - literally as it turns out.  Though badly worn from years of the worst punishment, the armor's constant exposure to infernal energies has imbued it with stunning magical power far beyond what one might expect given it's tattered appearance. 

Powers:
- +5 Armor Class
- Damage Reduction 5/Adamantine
- Material: Mithral
- Immunity: Paralysis
- 80% Weight Reduction
- Useable by: Human
- Useable by: Neutral Evil
- Useable by: Warlock
_________________________________________
The process repeats with a Netherium bar:
_________________________________________

Name: Ammon Jerro's Flesh - L3
Type: Mithral Breastplate
Description: This suit of composite armor has been through hell and back again - literally as it turns out.  Though badly worn from years of the worst punishment, the armor's constant exposure to infernal energies has imbued it with stunning magical power far beyond what one might expect given it's tattered appearance. 

Powers:
- +6 Armor Class
- Damage Reduction 5/Adamantine
- Material: Mithral
- Immunity: Paralysis
- Immunity: Fear
- 80% Weight Reduction
- Useable by: Human
- Useable by: Neutral Evil
- Useable by: Warlock

_________________________________________
Fianally, after locating a bar of ultra-rare Arcanium, the armor takes its final form: 
_________________________________________

Name: Ammon Jerro's Flesh - L4
Type: Mithral Breastplate
Description: This suit of composite armor has been through hell and back again - literally as it turns out.  Though badly worn from years of the worst punishment, the armor's constant exposure to infernal energies has imbued it with stunning magical power far beyond what one might expect given it's tattered appearance. 

Powers:
- +7 Armor Class
- Damage Reduction 5/Adamantine
- Material: Mithral
- Immunity: Paralysis
- Immunity: Fear
- Immunity: Death
- 80% Weight Reduction
- Useable by: Human
- Useable by: Neutral Evil
- Useable by: Warlock

_________________________________________
As noted above, some Companion Items begin with no innate powers.  Don't get rid of them!  Even a pair of humble boots have hidden enchantments lurking below the surface.  While Companion Equipment cannot be sold, these trinkets CAN be dropped, and if abandoned someplace the player can never return - or dumped in an incinerator - they might be lost forever.
_________________________________________
Sage Melchior

While exploring AP2: The Tomb of Horrors, the players may discover Sage Melchior - the last surviving architect of Acererak's murderous labyrinth.  

The wily arc-mage divined his employer's murderous intentions, and hid himself away within a pocket plane inside enchanted painting.  There he has remained, trapped for untold centuries, with only his bound genies for company.  

Sage Melchior knows spells and magic from forgotten ages - some of which has become lost or forbidden in the modern era.  With his ancient magic, he can draw innate magical powers out of seemingly mundane objects - or enhance the powers of already enchanted items.

If the party decides to assist Melchior, he will travel to Crossroad Keep and open a shop inside Sa'Sani's Merchant Headquarters.  Besides his primary function of upgrading Companion Items, he's capable of changing equipment appearance using Charlie's Appearance Changer for a small fee.


NOTE: Using the appearance changer on Companion Items or Quest Objects is unadvisable, as it may break them.  With great power comes great peril!  
_________________________________________

Character History Relics:
Each companion has an inventory item related to their character lore.  Observant players may recognize many of these items from their play-throughs of NX0, NX1, NX2 and AP1.

These objects provide a description of why it is important to the character's narrative, and grant a small passive bonus.  Just like a companion's other equipment, History Relics are upgradeable, and they are usable only by the race, alignment and class of their owner.  
Some of the relics can cast spells when used, generally using charges to do so.  A player should be cautions when employing their relic's active powers, as these items vanish when the charges are depleted. Upgrading an item will restore its charges to maximum.
Current History Relics:
- Ammon Jerro: The True Name Scroll
- Kaelyn The Dove: Grandfather's Feather Token
- Bodvarr: Uthgardt Thunderbeast Fetish
- Charissa: Holy Symbol of Tyr
- Eirinn: The Lantern of Cliodhna
- Finch: The Collapsible Clockroach
- Gann: The Telthori Totem
- Khelgar: Ilrah's Rib
- Kistrel: Spellguard Credentials
- Mantides: The Root of Life
- Ithefelle: Grinning Skull Ioun Stone
- Neeshka: Leldon's Lucky Coin
- One of Many: The Malarite Totem
- Ribsmasher: The Ivory Horn of Valhalla
- Rinara: Nightmask Keycharm
- Safiya: Aramin's Aromatic Draught
- Terukawa: Mist Dragon Token
- Umoja: Bal-alak's Tusks

Here you can see the standard form of Ammon Jerro's True Name Scroll:
_________________________________________

Name: True Name Scroll
Type: Miscellaneous Small Object 
Description: This scroll contains a jumble of writing in a script undecipherable to your eyes. To a trained sage however, this document lists the True Names of the Shadow Reavers. This scroll is part of a set used to utterly destroy the creatures during the final war against the king of shadows. 
While the papers no longer serve their original purpose, they still confer great magical power to those who bear them. 

Powers:
- Bonus Feat: Combat Casting
- +2 Concentration
- Useable by: Human
- Useable by: Neutral Evil
- Useable by: Warlock
_________________________________________

As with other items, each step increases its might - here is Asterite:
_________________________________________

Name: True Name Scroll - Level 2
Type: Miscellaneous Small Object 
Description: This scroll contains a jumble of writing in a script undecipherable to your eyes. To a trained sage however, this document lists the True Names of the Shadow Reavers. This scroll is part of a set used to utterly destroy the creatures during the final war against the king of shadows. 
While the papers no longer serve their original purpose, they still confer great magical power to those who bear them. 

Powers:
- Bonus Feat: Combat Casting
- +3 Concentration
- Useable by: Human
- Useable by: Neutral Evil
- Useable by: Warlock
_________________________________________

Followed by a Netherium bar: 
_________________________________________

Name: True Name Scroll - Level 3
Type: Miscellaneous Small Object 
Description: This scroll contains a jumble of writing in a script undecipherable to your eyes. To a trained sage however, this document lists the True Names of the Shadow Reavers. This scroll is part of a set used to utterly destroy the creatures during the final war against the king of shadows. 
While the papers no longer serve their original purpose, they still confer great magical power to those who bear them. 

Powers:
- Bonus Feat: Combat Casting
- +4 Concentration
- Useable by: Human
- Useable by: Neutral Evil
- Useable by: Warlock
_________________________________________

And finally, after an Arcanium Ingot, the scroll takes on its final and most powerful form:
_________________________________________

Name: True Name Scroll - Level 4
Type: Miscellaneous Small Object 
Description: This scroll contains a jumble of writing in a script undecipherable to your eyes. To a trained sage however, this document lists the True Names of the Shadow Reavers. This scroll is part of a set used to utterly destroy the creatures during the final war against the king of shadows. 
While the papers no longer serve their original purpose, they still confer great magical power to those who bear them. 

Powers:
- Bonus Feat: Combat Casting
- +5 Concentration
- Useable by: Human
- Useable by: Neutral Evil
- Useable by: Warlock
______________________________________________________________________
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MNX4 Musical Score: 
The Soundtrack of Our Game.

Song Title: Calling From Heaven
Composer: Manabu Namiki
Album: Akumajo Dracula Tribute - Vol. 1
Song Title: The Thousand Year Old Cerulean Woods
Composer: Yoshitaka Suzuki
Album: Etrian Oddessy - Super Arrange Version
Song Title: The Capital of Shinjuku
Composer: Yoshitaka Suzuki
Album: Etrian Oddessy - Super Arrange Version
Song Title: Bird Shaped Vane on the Roof
Composer: Rebecca Evans
Album: Etrian Oddessy - Super Arrange Version

Song Title: The Green Green Woods
Composer: Yoshitaka Suzuki
Album: Etrian Oddessy - Super Arrange Version
Song Title: Heaven's Rock Seat
Composer: Yoshitaka Suzuki
Album: Etrian Oddessy II - Super Arrange Version

Song Title: Woodland Ruins
Composer: Norihiko Hibino
Album: Etrian Oddessy II - Super Arrange Version

Song Title: Forbidden Forrest
Composer: Norihiko Hibino
Album: Etrian Oddessy II - Super Arrange Version

Song Title: Scarlet Rain
Composer: Takahide Ayuzawa
Album: Etrian Oddessy II - Super Arrange Version

Song Title: Water Woods of the Submarine Ridge
Composer: Kimihiro Abe
Album: Etrian Oddessy III - Super Arrange Version

Song Title: Waterfall Woodlands
Composer: Azusa Chiba
Album: Etrian Oddessy III - Super Arrange Version

Song Title: With Eyes Blazing
Composer: Yukihiro Jindo
Album: Etrian Oddessy IV - Super Arrange Version

Song Title: The Legend's Successor
Composer: Yukihiro Jindo
Album: Etrian Oddessy IV - Super Arrange Version

Song Title: The Emperor's Wont
Composer: Masayoshi Soken
Album: Final Fantasy XIV - A Realm Reborn

Song Title: Solatrus
Composer: Curtis Schweitzer
Album: Starbound - Origional Soundtrack

Song Title: Arctic Constellation
Composer: Curtis Schweitzer
Album: Starbound - Origional Soundtrack

Song Title: Arctic Exploration
Composer: Curtis Schweitzer
Album: Starbound - Origional Soundtrack

Song Title: Arctic Exploration 2
Composer: Curtis Schweitzer
Album: Starbound - Origional Soundtrack

Song Title: Event Horizon
Composer: Curtis Schweitzer
Album: Starbound - Origional Soundtrack

Song Title: Gravitational Collapse
Composer: Curtis Schweitzer
Album: Starbound - Origional Soundtrack

Song Title: Impact Event
Composer: Curtis Schweitzer
Album: Starbound - Origional Soundtrack

Song Title: The Deep
Composer: Curtis Schweitzer
Album: Starbound - Origional Soundtrack

Song Title: Dragon Rider
Composer: Thomas J. Bergersen & Nick Phoenix
Album: Two Steps from Hell: Archangel

Song Title: Norwegian Pirate
Composer: Thomas J. Bergersen & Nick Phoenix
Album: Two Steps from Hell - Archangel

Song Title: He Who Brings the Night
Composer: Thomas J. Bergersen & Nick Phoenix
Album: Two Steps from Hell - Archangel

Song Title: Friendship to Last
Composer: Thomas J. Bergersen & Nick Phoenix
Album: Two Steps from Hell - Archangel

Song Title: Titan Dune
Composer: Thomas J. Bergersen & Nick Phoenix
Album: Two Steps from Hell - Archangel

Song Title: United We Stand - Divided We Fall
Composer: Thomas J. Bergersen & Nick Phoenix
Album: Two Steps from Hell - Archangel

Song Title: Strength of One Thousand Men
Composer: Thomas J. Bergersen & Nick Phoenix
Album: Two Steps from Hell - Archangel

Song Title: Archangel
Composer: Thomas J. Bergersen & Nick Phoenix
Album: Two Steps from Hell - Archangel

Song Title: Mercy in Darkness
Composer: Thomas J. Bergersen & Nick Phoenix
Album: Two Steps from Hell - Archangel
Song Title: The Last Stand
Composer: Thomas J. Bergersen & Nick Phoenix
Album: Two Steps from Hell - Archangel

Song Title: Nero
Composer: Thomas J. Bergersen & Nick Phoenix
Album: Two Steps from Hell - Archangel

Song Title: Atlantis
Composer: Thomas J. Bergersen & Nick Phoenix
Album: Two Steps from Hell - Archangel

Song Title: Army of Justice
Composer: Thomas J. Bergersen & Nick Phoenix
Album: Two Steps from Hell - Archangel

Song Title: Sanctuary is Lost
Composer: Thomas J. Bergersen & Nick Phoenix
Album: Two Steps from Hell - Archangel

Song Title: Mesa
Composer: Matt Uelmen
Album: Diablo II - Official Soundtrack

Song Title: Kuldahar Theme
Composer: Jeremy Soule
Album: Icewind Dale - The Soundtrack

Song Title: The Dragon's Eye
Composer: Jeremy Soule
Album: Icewind Dale - The Soundtrack

Song Title: The Heartstone Gem
Composer: Jeremy Soule
Album: Icewind Dale - The Soundtrack

Song Title: Marketh's Palace
Composer: Jeremy Soule
Album: Icewind Dale - The Soundtrack

Song Title: Bonus Track 4
Composer: Jeremy Soule
Album: Icewind Dale - The Soundtrack

Song Title: Guardian Legend Naju Overture
Composer: Russell Cox
Album: Overclock Remix

Song Title: Archer
Composer: Fukasawa Hideyuki
Album: Fate/Stay Night - Unlimited Bladeworks Soundtrack I

Song Title: Rin: My Wish
Composer: Fukasawa Hideyuki
Album: Fate/Stay Night - Unlimited Bladeworks Soundtrack I

Song Title: Fist of the Desperate
Composer: Fukasawa Hideyuki
Album: Fate/Stay Night - Unlimited Bladeworks Soundtrack I

Song Title: Souls to Fight
Composer: Fukasawa Hideyuki
Album: Fate/Stay Night - Unlimited Bladeworks Soundtrack I

Song Title: Warfare Again
Composer: Fukasawa Hideyuki
Album: Fate/Stay Night - Unlimited Bladeworks Soundtrack II

Song Title: Blazing Ashes
Composer: Fukasawa Hideyuki
Album: Fate/Stay Night - Unlimited Bladeworks Soundtrack II

Song Title: Counterattack
Composer: Kawai Kenji
Album: Fate/Stay Night - Unlimited Bladeworks OVA Soundtrack

Song Title: This Illusion (Instrumental).
Composer: Fukasawa Hideyuki
Album: Fate/Stay Night - Unlimited Bladeworks Soundtrack II

Song Title: Fukaki Nemuri UBW Extended
Composer: Fukasawa Hideyuki
Album: Fate/Stay Night - Unlimited Bladeworks Soundtrack II
