Campaign and Brightstone Current Events & Reminders for 2007 Campaign

It is month 1 of the year 602 - one year has passed since your last exploits.  A relative peace and calm has permeated into the area.  The wars to the north and the incursions have ceased, at least for now.  Ket to the south has not made any contact, nor has it interfered with the occasional trade caravans that head up and down the mountain pass which Brightstone Castle (and your group) helps protect.

So, what is there for you to do, you may ask?  First of all, you continue with the mining and trade operations, which (as you will see from the excel document attached to my email) nets your group a little over 300 gp in profit per month.  That isn’t much, but it’s net – which means all other expenses are covered.  All you need to is oversee the operations, eat, drink, and be merry.  Spend or save the 300 gp per month as you see fit.  Incidentally, this means you now have an additional 3600 gp in party treasure – representing average earnings for the previous 12 months of operations.  Someone may want to make a note of that.

Then comes news.  About a month earlier all contact with Mistress Tasha (the region’s foremost Sorceror) ceased.  And strange magical effects have been seen in her canton, especially near her Tower.  A group was sent by the Voorman of Perrenland to investigate.  As suspected (and as happens in these games), no one from that group returned.  Now, Ordin is requesting your assistance – to form a task force and enter Tasha’s lands and investigate the problems, and report back.  Ordin will pay each of you 2000 gp for your service.  You will also gain limited acquisition rights to anything which you find that does not already belong to Tasha or the first group that was sent in.  Plus, you get an increase in Reputation and all of the gratitude and usual platitudes that come with a job well-done.  You know the drill.  

You can have up to 2 weeks to outfit and equip your group for this mission, as you see fit.  To journey to the area in question, overland, will take approximately 1 week (foot/horse combo) to reach the border of Tasha’s lands.  Then another day’s overland journey to reach her Tower.  If you have faster means of travel, by all means use it.  However, no wizard in the area is willing to Teleport you there due to the unpredictable nature of magic in the region.

The area into which you travel, as stated, has been experiencing odd magical effects.  No one has been able to fully determine what those effects are, and no one sent in has returned to explain them.  Local sages and wizards have done their best to get some useful information, which is provided at the end of this document.

Even more importantly, you have ONE YEAR in which to engage in any training, building, trading, or whatever.  This means you must let me know what (if anything important) your character has done for the past year.  Special requests are welcome.

And now, closer to home, a few definitions and explanations of Brightstone may be helpful….

Your GM doesn’t have any maps of Brightstone Castle on his computer that he can share with you.  However, here are the dimensions and details of the existing structures in and around the castle:

The Castle (or "Keep" as it is sometimes referred to) is roughly 7-sided, consisting of 5' thick and 20' high stone outer walls with 3 1/2' walkways uptop, 3 round stone towers (20' wide x 30' tall) used primarily as battlements (each can hold one large or two small siege weapons on their topmost level) with one entry door at ground level, a double-portcullis style entryway to the Castle itself, and 3 interior buildings.  

As of last game, the Castle had 3 siege weapons: two ballistae with a few magical bolts, and one heavy catapult which Jim’s character modified to make it +1 on to-hit and damage and Seeking.

Building 1 (Library & Storage) = 20' wide x 35' long x 20' high exterior.  Usable interior space is 16' wide x 30' long, per floor (hence, the exterior walls are about 2' thick).  Used as living quarters (for a couple of characters I believe) plus storage and library.  There are 3 levels: two above ground and one underground.  There is one entry way to the building (opens into interior courtyard), and 3 small windows on each of the top 2 floors.  The building is made of stone exterior, and mostly wooden interior.  It is located right next to the main portcullis entrance, in between Towers 2 and 3.

Buildings 2 and 3 are close to each other, but are located on the opposite side of the courtyard from Building 1.

Building 2 (Primary living quarters) = 25' wide x 50' long x 20' high.  Usable interior space is 20' wide x 45' long.  Used by most of the characters as their primary living space.  As with Building 1, there are two levels above ground and one below.  Building is stone exterior, some interior stone walls, but otherwise mostly wooden interior.  There is one entry way, and 4 windows on each of the top 2 floors.  Top level of the building is adjacent to one of the walls, and can hold additional siege weapons or guards-in-combat should the need arise.

Building 3 (Kitchen and Common Hall) = 35' wide x 80' long x 20' high.  Used as living quarters for guards assigned to the Castle and as kitchen and common meeting areas, place to store some of the party treasure, and so forth.  As with other Buildings, there are 3 levels - 2 above ground and one under ground.  Building is stone exterior, some interior stone walls, and wooden interior otherwise.  There are two entryways - one main and one side door.  There are 3 windows facing inward to courtyard, per level.

Interior Courtyard = approximately 150' long x 100' wide, on average.  Ground is dirt though a small vegetable garden has been planted between in a small space in between Buildings 2 and 3.  Near Building 2 is a well, near Building 3 is a decorative fountain.  There are 2 main and several side cobblestone walkways.  A small makeshift stable and blacksmithery has been set up against one wall (nearer to Building 2).  

Special Note:  the exterior side of all the castle walls have been enchanted with a Grease spell (courtesy of one of Baron Ordin's wizards), while the interiors of those same castle walls have been enchanted with Spiderclimb spell.  The net effect is that anyone on the inside can easily climb the inside of the walls to get to the top (no rope, climbing gear, or climbing rolls required), and anyone trying to scale the outside of the walls will have a helluva time.  The tops of the walls, towers, and interior buildings are not enchanted with anything, nor is the main portcullis or any of items within the courtyard.  At least, not as of the time I wrote this document. 

The Canton of Helmburg.  This is the smallest of Perrenland’s 10 cantons.  It is located approximately 75 miles north of Marikest.  Mistress Tasha, a Sorceror of reknown, has been in charge of this area for about 18 years.  She stopped previous Hill Giant incursions taking place in that area, and as a reward was given charge of that, arguably, most wild of places.  The region itself is mostly plains and flatlands, with occasional scrub, and hilly areas closer in to the Yatil Mountain range to the west.

The magical “effects” in the canton radiate out for about a league in all directions from her stronghold, which is located about dead center of the region.  The best explanation for the effects has been mis-alignment of magical reality.  In other terms, that means that magic of most (all?) sorts suffers from odd and variable consequences in the area.  Whether it gets worse farther in than on the fringes, is anyone’s guess.  Weather patterns have been affected by this, but tend to take the form of dark skies (though cloudless) and random winds and temperature changes.  No storms or earthquakes, or similar disasterous occurrences, have been reported.  Attempts to fly overhead using familiars or other magical means have been met with unpleasant consequences (i.e. dead/missing familiars, etc.).

In practical terms, for you as players, this means that anything magic (items, spells, even some supernatural abilities) may not function 100% as one might expect.  That’s all the explanation I can provide for now – you’ll obviously learn more once you undertake the mission.
