1. The Region

Campaign is set around a group of islands and a large land mass in a Northern Region of a world not unlike our own.  See map 1.  It has long bright clear mild summers and a long cold dark winter with much snowfalls.  Narvin and Northern Arron are often iced in over winter.  As many islands form the area naviagation, sailing, fishing etc. are very much a part of this area of the world

2.  The Peoples

Many different peoples inhabit the region and often share the same village etc.

2.1 Humans.  Typical DQ humans dwell in the isles of Pelin, parts of Arron and scattered homesteads in the Far North, and in Narvin.  The Instonians are a viking like race of humans, who are great seafarers.  The Southron Federation is a collection of over a dozen diverse human peoples in one great union.  Disputes are common and one or other of its component is likely at war with another or the Instonians.  The one cause that keeps them together is an evil and corrupt empire that lies below the federation and beyond the scope of this campaign.

2.2 Dwarves dwell in many areas occupied by humans and indeed dwarves where very wide spread centuries ago and the legacy of their monuments, forts, mines and settlements are found throughout the region.  Narvin is 90% dwarf, with Arronview about 40%.  Many dwarves live in Pelin but form less than 1% of the populace.  Dwarves are great travellers and traders and many wish to unify themselves as one great nation again, perhaps in Arron where many of them once dwelt.  

2.3 Elves.  Elven communities appear in three areas of the region. Nearly all elves are members of magical colleges and those that aren’t where probably born outside the three homelands  

2.3.1  The Star Elves dwell on Alfheim, they are very much into celestial star magic, air, illusion and naming.  Lighter, pale colouring.

2.3.2  The Deep Elves (or Delff as they are sometimes called) dwell on the sister island of Alfarin.  They are mostly celestial dark magicians, sorcerors of the mind and fire adepts.  They are darker in colour, perhaps grey.

2.3.3  The Wood elves (or fair elves or Fayrun) live in the mystical lands of Fayrun West of the Instonians who they get on with very well and mutually aid each other.  Typically into enchantments and earth magic.  They are a  earthy brown style of colouring.  It is these who are typically adventurers and form relationships with humans to produce half-elves.  

2.4.   Orcs are very rare in the region and are either servants or slaves of the Fallen Star or have journeyed here from beyond the region.

2.5.  Halflings are rarer than orcs and will always be from beyond this region's boundaries.

2.6.   Shapechangers will be as prevalent and as feared as they are in any other land.

2.7.  Giants are fairly common in Arron especially in the mountains around the volcano itself where cloud and frost are most common.  The Northern coasts of some of the southron lands have scattered fire giant communities and Pelin itself has stone and hill giants in its more isolated areas.

2.8 Other races of note are many goblins in the Middle & Eastern areas  of Arron, Gnolls in fair numbers in the South of Arron, Hobgoblins scattered throughout any regions they can dominate and they are the most common of the near humanoid races.  In the past they filled the ranks of the demonists armies.  Many suarime live in Southern Arron.

2.9  Monsters.  A chimera lives in a great hollow in the ground (site of a lava outcrop 100’s of years ago), to the east of the river Arron, which occassionally takes goblins (DN7).  Trolls live in various abandoned dwarf storage holes, only the biggest ones able to take wagons and the famed skimmers the dwarves use to traverse the ice.  Trolls are possibly encountered in (DN6).  Hippogriffs frequent the Arron mountains (see DN7), a Nagian dwells in the forests in Southern Arron (DN1&8).  Unfortunately Undead haunt many areas.  

3.  The History,

 About 103 or so years ago the college of greater summoning was a vast entity, seeking conquest in the name of their dark masters.  The great arch-summoner, Serellius , the greatest of his order was planning to summon in a demon-king of awesome might.  He was foiled at the last by a great alliance of men, led by Lord Pelin, and dwarves, led by Bregor, and also contributions from elves and a Nagian and her suarime ‘children’.  At a battle near the summoners temple on the isle of demons the ‘great demon’ , for few will utter his name was dispelled before he could fully form, and the arch-summoner Serellius was killed.  The temple was damaged but not wholly destroyed.  Bregor and many of Pelins knights1, the knights visionary, and other allies died this day.  Large numbers of hobgoblin allies and several demonists still lived, so the allies withdrew to their ships seeing their job as complete as possible.  

 The two elven homelands near the isle of demons agree to watch over the place. 

  Bregor was buried in a secret tomb, known only to a select view in the Land of Arron.  Over a decade of diplomatic and military campaigns Lord Pelin united the main island of the North, and it was renamed Pelin, and the great city that sprung up called Pelinorr (‘Of the North’).  Much of the land of Arron came under his protectorate and peace was made in alliance with the viking-like  Instonians in a decisive victory against the massed Southron states.  A battle was fought aiding the dwarves against the cult of the Fallen Stars, an elf group with evil intent and dreams of dominion over the region, and the stale-mate turned to a diplomatic solution based on respecting boundaries and trade.  

  By some 80 years ago peace has settled throughout the North.  Pelin dies of natural causes some time after, and a democratic parliament is set up to govern over the Pelin Protectorates.  Leaderless the knights visionary cease to be a great force, but occasional tales of their heroics spring up in tavern tales and troubadour poems.  

  This is the state of affairs until about now.

 1 These knights were called by the elves as Pelin-kin, due to the extreme closeness and almost family nature they lived, which was pleasing to the elves.  The knights indulged in loud singing prayer and accolade to the college of white magic, so much that the dwarves mockingly called them Pelin-din.  This was mis-pronounced by the elves as Pala-din, and that name has stuck to be associated with virtuous, dedicated and incorruptible knights.

4.  Rules Addendums and Options Used.

The absolutes of the campaign are that nobody can be a Greater Summoner or start as a member of the college of White Magic.  No other college is absolutely excluded.  

  In Pelinorr, for example, Necromancers are held in great reverence and serve the city in many ways, but a PC necromancer may not quite fit.  Black magicians range from little old ladies who help to fix certain marital and other problems  to power hungry maniacs who cavort with demons and such.  

  Celestial magicians will likely be elves or taught by elves.

  Other Elementalists are quite common as are Thaum and a Namer PC is encouraged.  Of the arcane magics Shapers ply their art in Pelinorr.  I very occassionally used Rune Magic, especially in (DN7) and see it as a lost art.  Many lesser summoners work for the demonists but this shouldn’t bar there use as PC’s.

  The party will need items made not in this plane to fully complete the campaign.  If they don’t find ones that are ‘scattered’ throughout the campaign scenarios then side adventures will be necessary to find some.

  Specific rules options used in writing the adventures were:

Extra damage due to weapon rank.

5.  The Dragon-Newt Campaign Adventures.

  The party I ran with started with about 15000xp.  By DN9 they had about 100000xp.  This included completing all 9 DN’s and about a dozen non-campaign adventures.  Due to its nature some exclusions to magic are used and these are outlined in section 4.

  The demonists are about to raise their ugly heads once more.  

  The suarime possess a strange talent that is passsed through their generations and it gives them an edge somewhat.  They have powerful taste organs, rather like certain snakes.  Once they have tasted the scent of something, its taste is carried through the generations, so they can immediately identify that which seems mysterious but has been seen before and know whether something is an ally or enemy.  Several Suarime tasted the great demon and their generations carry this scent.  By alchemical means the summoners, acting under the will of only a few select demon lords rather than many,  mean to distill the ‘essence’ of the great demon  and return him fully to this world.  With no Pelin or college of white magic nothing can surely stop them?

  The campaign will follow, or thereabouts, the following synopsis.  

  By accident the party will stumble into the summoners activites, by either running into a demon-ship  used to carry selected suarime (DN3), aiding the Nagian mentioned in the history section (DN1) or following the plight of an escaped suarime from a place where their suitability is tested (DN2).  From all these three, and their order is fairly lose the location of the shipping off area for the suarime is found (DN4).

  Mysterious goings on are suspected at the church, and tomb of Pelin, and the party may return white magic to the world (DN5)

   The group may then escort a diplomatic mission between Pelinorr and the Fallen Stars, which a summoner agent tries to disrupt (DN6) and from their find a summoner base of operations in an old dwarf fort which bears the way to Bregors Tomb (DN7) via a series of cunning puzzles.  

  By now things will be stirred up and the ‘free peoples’ will be considering armed conflict against the demon isle and perhaps armies will be gathering in a mission to destroy the isle of demons for good.  Tales of demon incursions are heard off and the party investigate only to fulfill a prophecy and they run into conflict with the Nagian, over the terrible secret she must bear (DN8).

  The expedition lands on the demon isle, destroys a hobgoblin army and kills off the few remaining summoners.   The party must enter the great demons plane and destroy it forever (DN9), using items and weapons not of this world.

6. Non-Campaign Adventures

  Used a number of either published or net available adventures to fill some gaps and allow time to pass in the campaign (i.e. for things to happen off centre stage).

Placed ‘Beauty is but skin deep’ in Arronview. 

   Used the Jack of all trades by along the southern stretches of the river Arron  and the Treasure of Socranti by on the southern tip of Arron.  Assumed the place was once a general haven for pirates. 

  Other events help fill time as during DN7 a force of undead from the Argent  attacks the Fallen stars but is just defeated.  The party then act in unison with Narvin dwarves and the Fallen Stars are Destroyed.  The dwarves then re-occupy all the North, and proceed to slowly recapture Eastern, Southern and the campaign ended with them attempting to buy up Western Arron.   Feel free to move factions, give them new motivations etc.

7. The Characters

At the start of the Dragon-Newt Campaign the party members mostly had progressed to about 15000xp each and were pushing on the doors of adventurer ‘level’.  The cast were:

Dappel.  A half-elf (actually born of a human father and a mother who was herself a half Star Elf , half Deep Elf).  Celestial (Shadow) Adept, Healer, Spy who has no weapon skills.  Very thoughtful, contemplative and slow to act. 

The Mikado.  A human from Galizhard, which boasts an assassins guild.  Assassin, Thief, Troubador, skilled in the hand and a half and throwing dagger.  Rash to act, often trying to lead the party and finding himself unwittingly in the thick of the action.  Dislike, or perhaps, jealousy of elves.

Tully Grimfire.  A human from Pelin, who would sell, and in fact probably did, his own mother to make a quick buck.  Merchant and Military Scientist, and master of many languages.  Worthy warrior, who attempts to deal with all sides of the many conflicts happening in the region.  Excels in arms dealing and the wielding of sabres.

Rodriguez.  A wood elf of Fayrun.  The oldest and most travelled of the party at the starting point.  A Namer and Astrologer, seeks knowledge of all things.  Wielder of an ancient scimitar giving him an edge in combat against more swarthy foes, he is not one to seek combat which especially annoys the warrior elements in the party.   Also the only elf in the region without a bow.

Frosti Bollox.  A dwarf from the icey town of Narvin.  A Navigator and Spelunker, some time military scientist talent, and the wielder of large blades and the crossbow.   Owner of a Nortic skimmer for travel over sea and ice domains.  Quick to engage in battle and very diffcult to stun.  The only dwarf in the region without an axe.

Chumley LongShaft.  A Halfling from place distant.  Master of the bow, the art of spying and a dabbler in enchantments.   Joined the party in mid-campaign and has filled a gap due to his great archery skill and willingness to use magic with little regard to back-fire!

Elderin  Occasional participant as he pursues his own goals elsewhere.  Another Fayrun elf, and wielder of the sword of Menelaeus.  Master Bowman and Earth Magician.  Very proactive for an elf until an incident with a giant spider somewhat calmed his effervescent nature.   

8. Maps  This are included in the pdf file DN_Maps
