TERRORS AT THE MYLAN UPS

Part 1: Against The Giants

New lord-councillor of Brent , or any large city, will summon the party and ask for their assistance.  Apparently on the edge of the region a group of Hill Giants look like they are settling in for a season of raiding over the winter.  One caravan has already been attacked and demolished.  Scouts found a number of tracks leading to a rough and wild hilly region.  The area is called the Mylan Ups, a series of undulating downs in fact with three knolls at its centre.  The place is one of great mysticism and mythology to the folk of Brent and the area around.  Since the time before the empire stretched beyond measure, since before the dwarf clans before them, this has been a place of intrigue.  I can seem to muster few locals who will dare venture into it so I call upon you as champions against peril and outsiders with no ties to this land to rid me off these giants either by force of words, force of bribe or force of arms….

 As a reward / incentive an offer is made of reduced taxes and cheaper use of the cities facilities for until the first bluebell of spring is seen in the cities gardens (between 10 + D weeks time).  Also within that time the lords shaper, or some other skilled artisan will make an item, an object of the adventurers choosing, within reason of course

For example.

· A ritual of Binding Investment 

· A weapon of +2 ranks

· A staff that casts 7 rank 8 Fireballs, or Healing, or Ray of cold, or Opening.

· 12 ghost-touch arrows or bolts that bypass phantom armour such as worn by wights and their ilk.

Also all funeral costs, and services of a healer for wounds gained in the fulfilment of this duty.

Sign here please….

Synopsis.

The giants have outgrown their own community so a raiding party has arrived in this region to over-winter here and gather what can be gathered before heading back to their ancestral lands when the weather gets too severe.  They aren’t many in number but are well lead by Snarrog, a sorcerer of the mind, and an astute military scientist.  Most of the raiders with him are adult males with effective ranger skills.  The site of mystery they have taken up in holds no fear for Snarrog and indeed he has somewhat sensed the intrigue of the area and he is encamped in its centre.  He is in fact encamped on (above) the site of the workshop, and last ‘resting’ place of two powerful eleven adepts, Maraj The Shaper and her husband, an enchanters called Tym….Great treasures await those who stumble into the area, if they can bypass the cunning devices protecting the place…and of course the inhabitants are exactly dead…and they wont be happy about being woken up, the pair are both prophesised to sleep until the Time Of Sarlan-Su, which in star elf* theology is their equivalent to Ragnorok, Armageddon, etc.  And involves the core of the earth springing forth a horde of dragons and the world is consumed in flames…

  *In the writers world all elves are somewhat ‘celestial’ so are divided in star, dark, sun, moon and shadow elves….

Mylans Up

Should be a good 2 to 3 days from any isolated homesteads and at least 7 days ride from any major city.  It should also have a major trade route run upon some of its circumference, the only alternative perhaps being a more expensive, and harsher in winter, journey by ship, or through a disease-ridden swamp…

The area itself is roughly circular about 12 miles in radius.  The outer area consists of roughly undulating downs, some very chalky and white, others pervaded by marsh formed from the river that meanders through very slowly.  The central area is a ring of 3 1200ft knolls that touch in the centre and has a grand step-way climbs up it, around 300ft high.  Here is the encampment and hidden adobe of the adepts…

Mylan Steepentread is the name of a dwarf spelunker who first explored the area.  His work has been lost to time.

The Journey.

Encounters:  will be as for ‘small field’ except for the last 48 hours where it becomes ‘moderate rough’.  Boars, Bears, and Orcs may be especially prevalent.  Hill Giants will only 20% be likely part of the raiding party.

The closer the party get to the ups the more likely they are to hear gossip about the giants.   All encounters with men will likely be with wary, nervous types (-10% to reactions) and groups up to (D-5)*10% bigger than normally indicated.  Military types met on the road will likely be in the service of Brent and be a patrol, warders to calm the populace, etc.  Reactions with ‘humanoid’ types that react favourably are likely leaving the area; those who are hostile will be trying to join up with the menace.

Area around the Mylan Ups (within a day to 36 hours of the place).

If had no encounters thus far could use one of the following:

A

Hear a tremendous roaring noise, sounds like anger and distress.  (Noise of from a bear being trapped and baited by orcs.  They are about 600 yards away in a slight hollow, near a very small lake and one of the few slightly wooded areas.  They orcs have the bear tied with tough rope to stakes and are testing their bravery against it.  They have a few tents scattered about.  With an easy PC roll can see 7 orcs doing this baiting, a couple of which look injured.  Careful approach should get with at least 400 feet before the orcs even have a hope of spotting the party.  At this range can see bits of kits, and weapons untidily strewn about.  A military scientist, or other relevant skill may note that there is an awful lot of stuff here for just 7 orcs.  Indeed just beyond the small copse, down a ravine another 8 orcs, and the leader, are both collecting a tasty batch of mushrooms and examining the open cast mine remains that once existed in the ravine.  If the leader hears the parties intervention he will send one orc to see what is happening while the others around him fully equip themselves and approach their camp in good order in a sort of V shape with melee troops shielding 3 bowmen and the leader.  

 The bear will be dead within 18 pulses of the party getting within 400ft, and may only barely wound another one orc.

  The orcs either have crossbows and scimitars or short-bows and daggers.  All carry a shield as well.  All are in leather armour.  Between the lot of them they have 3D * 200 SP in mixed coins and small gems.  Have about 2D of common herbs (betony and such as well).
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Add 1 END and 3 FAT to leader.  Add another rank in scimitar and crossbow to leader.

B

Potentially surprise, or are surprised by a group of 3 dwarven trappers, with 2 big mules.  They have mostly been harvesting wolf skins and they are now heading for Brent.  They have had little humanoid company of late and will fairly pleasant and will act very nice if they find the party has any alcohol or sweet food on them.  They have 2 braces of fat partridges for supper and will gladly share. They have been out for 2 months and are heading back because they feel winter will arrive early this year.  They know nothing about giants, but will be thankful for any warning.  Observant characters will note:

· They favour crossbows and have particularly nasty barbed looking arrows.

· Some of the head look like they shatter to inject a poison or toxin of some kind.

· They have a number of viscous looking mechanical traps (Rank 4).

· Got about 15 pelts of various sized wolves (actually butchered a whole pack) and one large package well wrapped up.  Contains a female pelt of a near pure silver Dire Wolf…..Unfortunately the male mate of the wolf has put a curse upon the dwarves that each day they will walk slower and become great in thirst.

The male dire wolf is also tracking the dwarves, with 4 of his kin, and is waiting for the dwarves to get slow and very riled.  During these days of leisurely pursuit the wounds some of the wolves received in an encounter with the giants are healing.  The lead wolf was intent on his quarry and his team fell prey to the sorcerous workings of the giants.  One of the wolf’s daughters was ‘controlled’ and taken away several days back….

“ As you begin to tire a bit of tales of hunting and skinning a huge black wolf with red glowing eyes and a terrifying aura about him”..Fear check from his PB of only 3….

It speaks “Give me back my Silvermane or perish foolish, foul dwarves….” It isn’t gonna banter words and mess about.  After just a few pulses his allies will have circled around in the quiet and be ready.  It doesn’t wish to engage the party but will.  If the party try to reason with the dwarves on his behalf it will likely listen to their attempts…

It will back off and go unseen before launching any attacks.  Already under a spell of ‘enchant armour’ and ‘speak to creatures’.

Each dwarf will have 4 of the 7 skills listed in the template below, and all the weapons skills listed.
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+5 magic resistance v thaumaturgy

+15 magic resistance v enchnatments

-5 magic resistance v entity


Assume Dire wolves allies are the same except 3 less FAT each and MA of 3 so up magic resistance to 29%.

Into The Ups and Downs

The area is very much one of small rolling hillocks.  Some steep, some shallow.  A mist seems to hang in the air.  Small areas of marsh seem to bubble up from the ground, filling small patches of ground with warm geothermic water.  Where this reaches the cold air of late autumn the mists seem to spiral and play forming seemingly wispy and wistful spirits.  After a few minutes these cool and the ‘ghost’ are dispersed, only to be replaced by another as more water wells up.  The whole area feels very quiet, maybe the mists and fogs dampen out bird-song and insect life…or maybe there is little bird song and even the insects stay away.  (After an hour-1*rank survey a ranger will conclude that ‘life’ does seem to be somewhat lacking for such an area, maybe up to 90% less life than one would expect).

 To keep the party on their toes perhaps a die roll to may be needed for the following:

· A particularly deeper pool is entered needed a roll not to slip, or a swim / climb to get out, perhaps near the river that ebbs from the knolls

· One wisp looks particularly scary requiring a WP * 5 to avoid rolling on the fear table at –15.

· An unwary / unstealthy party member disturbs a poisonous snake or lizard that will strike once and then try to flee.

· Somewhat more real will’o’wisps may try to lure party to a watery depth.  Roll under 5*WP to not be entranced and get lost in a thick fog area.  Will then need a magic resistance roll to not allow one self to be drowned by these malignant spirits.  This malicious mist can be turned away by lights, fire or a show of spirit and strength (for example by a critical success on a WP roll or MR).  Any one that needs rescuing must roll on fear table at –5 after they have been saved.  

  As the mist occasionally parts, or when on higher ground one can clearly see the three towering knolls in the centre of the ups.  The closer the party get the less the ground seems to undulate less and gets less foggy and damp.  Within a mile of the knolls giant footprints may be visible, numerous ones wandering hither and thither.

Giants on Patrol

The 6 miles from the outskirts to the knolls may take as much as 6 hours to travel, as it should be a cautious slog.  Any faster and consult the fatigue rules on travel.   With a ¼ mile of the knolls a sort of path runs next to the ebbing river.  This passes into the centre of the knolls in the Eastern side, the likely direction the party have come from Brent.  Hidden in some crags at the base of one off the knolls on the other side of the river can be some giants.  If the party cant handle the whole clan in once encounter it is suggested some be here (as much as one-third, but not quite one per party member).  Their tactics will be to launch spears at the party and kill them, and eat them and keep any loot they find from the rest of their clan.  Only when one of them falls will the others consider running and seeking assistance.  
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Into The Knoll

The path eventually becomes a set of steps leading to a rise in the centre of the knolls.  With a PC*3 characters can see small water falls sprinkle down each of the knolls starting to from the river from small lake at the top of the rise.

  It is likely when the party enter within the knolls there own lights may be spotted by the giants, or the party may spot the giants own fires / activity.

  The number of giants should be equal to the parties’ number plus 1 plus the giant leader.  Each morning the giant sorcerer casts precognition spell that last cover the time within 5hours of the casting.  This means if the party arrive between 9am and 2pm the giant is aware that something bad is coming this way and will have his men prepared.  They will all be on alert and will be ready to throw spears from the top of the rise down at the party.  The sorcerer will also have cast a control animal spell on one of the Goshawks that nest high up on the knoll.  He will use this to attack spell-casters.  He will also be purified and in a trance state ready to cast force-shield on himself.   He will heal his allies but after two are downed, or he has run out of fatigue and it doesn’t look his is winning easily, he will be most open to parley.  Remember he is somewhat resistant to magical heat and cold and can’t be stunned.
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If the party choose to parley the giant leader says he will leave and return up to a third of all the booty he has stolen if any adepts in the party can help him.  He can feel there is a magical edge to the place but has been unable to find its source.  He is willing to share whatever this source maybe if the party can help him find it….

The giants have made their home on a large flattish rise near where a small lake forms from water running down from the knolls.  A large number of tree flourish here, some of which bear a pear like fruit.  There are also quite a lot of non-biting insects.  The giants sleep under large tents they have brought with them.  There are various bits of booty scattered around.  They have raided a few food transports and have casks of preserved and salted meat and fish.  Some ale they have been getting through rather than saving.  A box of tools they find a bit small to use, some cloth and drapes they have been using to add to their comfort and other such goods and the GM may have fit for the party to find here…

The Adventure continues in 

Part 2: THE SECRETS OF THE ANCIENTS
