The Caverns beneath Neverwinter City

Recently in the Underdark underneath the Neverwinter Woods and stretching to the Trollmoors, a huge power shift took place. Several Drow houses were displaced or destroyed altogether and numerous other races were rendered homeless. One of the homeless factions was a neutral-aligned clan of Drow that had lived in isolation for many years. They were away from the major Drow houses so they never paid much heed and as such they had aligned themselves with dwarves and deep gnomes to uphold an alliance of sorts to protect each other from the other evil races. 

During the power struggle, an evil was unleashed that changed the course of events in the Neverwinter area. Hordes of undead began to pour out of the underground mines and caves underneath Port Llast and began consuming everything in sight. The dwarves who controlled the mines of Port Llast were the first to pull out after an unsuccessful battle with a horde of ghouls that dwindled their numbers. The gnomes who also operate the gem mines in the areas also had to pull back as the undead began to take over their enclaves. The Drow, seeing no other alternative, was stuck between the marauding evil races of the Underdark and this undead menace. As a group they petitioned for Neverwinter to help them.

Neverwinter has numerous caves and caverns under and around them. The undead began coming out of the caverns and into the city graveyard looking for new disciples, so to speak. The lord of Neverwinter agreed to let the Drow stay underneath the caverns of Neverwinter in return for protection from the evil creatures below. In return, the city provides protection in the way of magic or whatever else may be needed.

Currently the caverns below the city are filled with evil beings such as a cult of Talona, some driders, and even a rival Drow sect who was displaced from the recent war. The Drow occupy one of the top levels of Neverwinter where they can stop everything from attacking Neverwinter en masse. They are joined with dwarves and humans and also keep an eye on anything that the ruler of Neverwinter may need to know about that may be happening in the Underdark. The Drow enclave is a secret, as the majority of the inhabitants of Neverwinter would probably go berserk if they were to learn that Drow lived underneath their cities.

Recently, rumors speak of a vampire cult that has made its way into the Neverwinter region that uses the caverns as a base of operations. So far, it has not been located. How the other factions of the Underdark will view the vampire cult is still undecided.

Underneath the Neverwinter Woods

The Dwarven Ruined City of __________

Directly beneath the Neverwinter Mountains is an ancient dwarven ruined city completely sealed in from within and guarded by the spirits of the dwarves who died inside eons ago. There are a couple ways into the fortress but they are sealed with a huge magical door that defies any attempts to break or teleport past.

The doors that seal it are huge (20feet tall) lead doors several feet thick. It prevents anything from passing through the door magically but does not prevent them from bypassing the door and going through the stone although I guess the dwarves would have though t of that and place some wards on the stone around it.

Basically, it contains a forge said to be able to make and destroy artifacts due to its intense heat (supposedly it is the hottest volcano in all of Faerun) and was sealed up due to some unfortunate circumstance. I can flesh out further if you want.

> I haven't done much in the way of maps yet. Am I right to assume that most of the work you have done has been beneath the town of Neverwinter itself, rather than beneath the forest?>

I only had adventurers go underneath the forest once and that was only briefly. I did not expand it very much, although I did have mongrelmen and driders there.

>> Most of the development that I have done has been in the volcano, the forest, and the tunnels beneath the majority of the woods themselves. If this is true, we could complement each others work perfectly here.>>

You are mostly correct. I did do some work in the mountains of Neverwinter but it is very minor and is an ancient elven ruined city with a temporal gate that opens occasionally.

>> I was just looking over what I've sent you so far, and I'll add some more to either this post or the next, depending on whether it is readable.>>

Perhaps the mongrelmen trade with the kobolds of Kata Komw.

>This could work. The mongrelmen lived above ground so it should not interfere with your plans for the kobolds.>

Coastal Caverns of Neverwinter, Port Llast, and Luskan

I have detailed caverns that extend below Neverwinter all the way to Luskan. If you desire, I can detail that for you.

>>How monster heavy do you develop? I tend to develop smaller volumes of monsters, but I make sure that all monsters fit into the ecology of the area, and can utilize it to it's greatest potential. I also don't put a lot of magical items into my campaign, and a lot of those I do, I develop a history for (excluding most single use items and some minor enchanted items).>>

I do not place a ton of monsters, instead valuing quality over diversity. I just cannot see how a bunch of different types of monsters can coexist in a level of dungeon. I agree with that and the magical items as too many powerful magic items that come back to bite you later on.

>>What sort of monsters do you have in the mines? I can see a great adventure with a Silkat that has found it's way into the mines accidentally and is trapped in a lower area with some miners. The PCs have to search the mine for the miners without meeting the Silkat, and beat the Silkat to the miners, which have to reopen the exit into the caverns so the Silkat can leave. I can't remember if I mentioned the silkats to you, I'll send you the description if not.>>

I do not recognize the name, no. In my campaign, the mines underneath Port Llast towards Neverwinter are filled with undead but there are portions that do not. This may warrant looking into...

>>Where do the lizardmen fit into the mines? Are they friendly or dangerous to the miners?>>

They are not in the mines, they are in the sewers. There is not enough water in the mines to keep them alive so they stay in the sewers. Another creature that took their natural habitat forced the lizard men there.

> I have several vampire clans in Waterdeep, and a PC who has just become a Vampire and converted to a priest of Shar (Rutaki from the story on the Drowfic list), is trying to start a vampire sect of the church.>

We can use this. I have yet to define the vampire clan except for the fact that rumors state that there is a rash of biting deaths around Neverwinter. I had envisioned the vampires to either be nobles or wealthy merchants. 

>The only real werebeast type that would live in the mines though, would probably be werebats, or wererats.>

I agree. There is a great wererat adventure with maps in the Dungeon magazine that I was going to exploit for this.

> Why the castle for the dungeon crawl? Wouldn't it be in use and patrolled?>

Well, there are some areas of the castle that are magically sealed from even the Cloaktower. Basically, I planned on having a way into the castle being found from the caverns and as such can open up the lower levels to adventurers. There are all kinds of magic (stasis held creatures, etc.) that I can place in there.

> Or are you intending to have it sealed off? That would make a good plot - the ruler wants to reopen and use the caverns but knows there is something down there. They create a competition, offering a small land grant in the city to the winners. Adventuring companies are invited to clean out the caverns and make them safe, being able to keep any found treasure except ______. >

I did that with the Greyhawk ruins but I placed them in the mountains north of Silverymoon and that is what I plan on doing with this. That way, if some people just want to dungeon crawl then they can just ignore the plot hooks and just go dungeon crawling. Perhaps some areas of the caverns are accessible only by way of Castle Never.

>They come from all over to participate, and the PCs need not only confront the monsters but up to ten rival adventuring companies competing for the loot. They can form alliances and teams but must be wary of betrayal if they do.>

I have played evil (PK) adventuring groups that can confront groups in the castle. Even a group of wererats or the vampires listed above may wish to get a share of the power in the ruins.

>When you say list of things, do you mean below the woods, or Neverwinter town?>

> What I would like to see however, would be the development of the powers that be in the area. Not just evil groups, but more the local population, towns, farms, road/trial maps, standing arms, rulers, good churches, several benevolent wizards and adventuring companies, in general, the civilized regions and their defenses. >

The Mouse

>Thanks for sending that stuff, in the underneath Neverwinter file, what is the connection between the wererats of level three, and Mouse and the undercity of level 2? Even the name mouse makes me suspicious. :)>

The Mouse is a minor NPC who is a human who was deformed badly at birth. He lived his entire life in the sewers of the city living off of scraps and things he can find. He views the ruins of the city as his responsibility. Very few people have seen him, except for those in the ruins who are under the disposition that they do not care about his looks but see his great heart. He has many eyes and ears around Neverwinter with whom he protects vigorously. He is nicknamed the Mouse because he seems to be everywhere and knows everything in town, although he is careful not to get on anyone's bad side. He views the wererats as another cursed race trying to survive away from the bustling city above. He knows of their evil deeds but basically thinks that it is their nature and they do not bother his "family" so he gives them free reign. Unfortunately, the wererats are abusing his kind-heartedness by using his place as a front to hide their actual location.

>I see, are the people of Neverwinter at all suspicious about the wererats
existence?>


The town in general only knows that a thieving ring is operating in Neverwinter but since no racketeering or protection money is being paid and everything is low-key nobody knows who is doing it. The officials in Neverwinter have their suspicions and a few of them are correct in their assumptions that the wererat clan from Waterdeep has expanded to Neverwinter but have no clues as of yet. Mouse knows more than anybody but to everyone except a couple people the Mouse is either a myth or does not exist at all as Mouse wants nothing to do with the surface dwellers and does not wish to bring undue harm to his people.


>Great. Is mouse just a normal 0th level human?>

Well, I am at a quandary. I had envisioned him to be a 0-lvl human but after many years of surviving on the streets and under the city he would have probably picked up a few thief skills along the way. Perhaps a 0-lvl human with exceptional survival skills? I have not played him yet with stats so I guess we can make the decision, as we need it.

>>> Yeah, I say make him 0th level, but with some high level thugs watching his back as bodyguards. But he would have very good scores in trailing and tracking, survival and information gathering. He could be powerful from his network not his personal skills.>>>

Exactly what I envisioned. With all of the high‑level thugs hiding out down there, I could see several high level thugs of all classes down there ready to defend him if need be.

>>> Does Mouse know anything of the Sultrue? It is not really his area though I suppose. Maybe somehow it would be better to give clues like the Vampire killer always tries to avoid hurting the PCs critically, and leave evidence pointing to the killer being of good background, rather than direct evidence against the Sultrue. That will make them wonder then, not what are the sultrue, but why is this person trying to kill them.>>>

Mouse would not know the identities per se, but would know the Nightcrawler clan identities as they use his tunnels. He may mistakenly lead them to the Nightcrawler lair whereas the group goes for more information. Perhaps at the Nightcrawler lair a list encrypted magically with the names of all of the Sultrue members could be found later on in the game. They would have to earn it though;)...

>>> hmmm... doesn't fit my thoughts, but go with what works. See Nightcrawler notes above.>>>

I agree now...What other string can we use so that we can transition the group from the Nightcrawlers to the Sultrue? Want to go with the battle at the Sultrue residence mentioned earlier? 

Talona Sect in Neverwinter

> As for the Talona clergy, what if they were vampires? Or at least some of them, and the rest used as tools by the vampires. Alternately, they could be a clan in themselves, like the nosferatu, that have turned to the worship of Talona for power, desiring to create a plague that affects only vampires to wipe out the other clans. What was your original motivations for the Talona guys?>

I only started the idea and didn't advance it any further. There is a person who has a business in Neverwinter that is used as a front for the sect. I have yet to develop motivations, and I am wary of using the vampire string too much as the players may get suspicious and think that everything is connected to the vampires. If we can avoid this then I can buy into it. Their interaction with the Talona sect depends on this. Perhaps it was started by a vampire of this group, or with a person from the Black Ring (the lich's secret infiltrating association).

Let me know if you want me to develop the specifics on the vampire society and their contacts with the others like the werebeats and the Talona sects. 

>How do you think the vampires would view this cult of Talona? Would they work with them? Aganist them? Blackmail them? What do you think?>

 I think they would approach the priests and offer to help, making the willing priests into vampires, but charming the rest. They would then have several spell casting slaves of power (the older more powerful priests would be the most likely to succumb), and a lot of useful allies to do the day time work and guarding for them. They would most likely let the priests believe they were free willed too, and frame most vampiric activity on them, so if they were discovered, the priests would take the fall, letting the original vampires slip away.

>I like this angle. Use it at will. This would make sense, as the Talona cult is arrogant enough to believe that they can control the vampire cult, especially if they are charmed. Then, once the hammer falls, the Talona cult is left high and dry. It would be easy to make the city officials believe that the Talona cult IS the vampires, especially if it is the Sultrues who are in the government scheme. This would make for the perfect front for the Sultrues in town, and I like it very much. Good work!>

>4) The chase leads to the old sewer level that the wererats live. The group (hopefully) will not tangle with the wererats; just follow the clues to the Talona sect in the caverns.

>>> And the Sultrue plant the evidence to make it appear like the Talona cult are really the killers if the party is succeeding, to direct the authorities attention there, while the vampires secretly target the Vampire killer.>>>

Thinking back, the Sultrue would plant this evidence at the Nightcrawler lair to make it seem that it is the Talona cult pulling their strings...then the group attacks the Talona cult, whereupon we can place the string implicating the Sultrue vampire cult...perfect!

Silkats

>> I guess we could say that they were created by the same evil mage who created the mongrelmen that now live in the underdark also. Heck, the silkats probably prey on these same mongrelmen. What do you think?>>

> Actually I saw the silkats as a naturally developing predator, filling an empty role as highest order predator in the ninety-mile caves. They evolved from a small group of displacer beasts that found their way into the tunnels and discovered the catnip type mushrooms. They have developed a more cunning intelligence over time, and became territorial with the patches. They have learnt to cultivate them, and guard them jealously, using the awesome power they gain from the mushroom effects. Hence very few have ever been killed, and fewer still by the local residents. They are solitary, and rarely team up, so therefore the probably would be more of a random encounter thing, but they are cunning, and never attack a large group. They are conscious of magic and magic‑use, and like to use their illusionary abilities to lure solitary members away from large groups. It should also be noted that they hunt for sport, especially bipeds, and are very good at it. Therefore,both the kobolds, the mongrelmen and any other humanoids in the area would be potential targets. I intended to have the kobolds being the dominant humanoids beneath the western third of the forest, so while there would definitely be room for other small groups of humanoids above and below the ground there, I don't think the local ecology could support much more than the kobold city. Where did you intend to have the mongrelmen located, and how many? I wanted some other races in the remaining 2 thirds of the forest, that would come to Kata Kome to trade, but nothing that could challenge the kobolds significantly.>

> The Silkats would definitely be a random encounter though, but not one to throw in too often. Played to their potential, I believe one of these babies could decimate a high level party, one or two at a time.>

I agree an uncommon one perhaps, as they would be found in more abundance near their "stash" but rarely in other places unless they are hunting.

Neverwinter Woods Above Ground

I have built up Thundertree quite a bit. I took the Neverwinter Nights map with all of the little towns and I incorporated that into my campaign. I am starting to flesh out those towns with the complement of good guys and bad guys (but I have yet to work on the bad guys). I am currently fleshing out the Darkearth area on the Forgotten Realms mailing list and eventually all of that will go on my website.

> I'm great at creating many layered insidious plots, and natural ecologies, and malicious evil beings, but I seem to fall down when developing the good guys. They anyway seem to twist to become opposed to the PCs somehow.>

I could take the good guys off your hands. Now, be warned ahead of time: I do not go for the Elminster or Khelben Blackstaff all-seeing, all-powerful. I like to develop powerful good guys with weaknesses and limitations, as I do not even have Elminster and others in my campaign (although I do have a watered down Khelben Blackstaff)

I plan on starting by fleshing out the small farming and trade towns on my Neverwinter map (Nightsedge, etc.) and placing them on my website. Be forewarned though that my campaign varies from the printed campaign because I got tired of trying to change my campaign to match the printed word that usually contradicts itself either.

> There is in fact a ruined elven city in the woods that is mentioned in

Volos guide to the North. I had the name written down, but I've lost it.

It starts with 'S'. I haven't even touched on most of the woods, so that

would be fine, but which mountain is the ruins on?>

I will have to look in my Volo's guide for that. We can incorporate that if possible. Nightsedge is built in an ancient ruined elven city and is occupied solely by elves that are not too keen on adventurers looting their artifacts so maybe I can use that. The ruins on the mountain are on the south side in a ravine between two peaks and are nowhere near the volcano. 

>>>Hey, what does the baelnorn do with the mongrelmen? What are they aims? Is the baelnorn evil?>>>

The baelnorn stayed behind when the elves retreated and now defend the ancient elven remains from intruders (like the Zhentarim and the occasional adventurers). No, baelnorn are not evil, they are lawful good elven liches.

>>> I see why the Zhents are there. The Zhents would definitely be interested in opening the gates, and the Cult is very low key. As long as the Zhents were only concentrated to a small area away from the mountains, preferably closer to the edge of the forest, so it is feasible that they could have found the ruins with the gates, and could use the gates for trade routes.>>>

>>The ranger Ansal's logging method being met by grudging approval by the elves of the forest. This says to me that the elves have at least some degree of influence within in the woods, and I believe is something that we should take into consideration.>>

I use that in my Thundertree post. Basically, the elves laid down laws of which trees to cut down and not cut down, what animals to kill, etc. and the druids of the area baby-sit them. In reality, the town of Thundertree could probably get backing from the Lords Alliance, who relies heavily on their products, and crush the upstart elves, but Ansal is not of the alignment to do that. He sees a beneficial existence with the elves. (Lord Penryn is a half-elf, does he have an interest in the woods?).

I doubt the Lord’s Alliance would agree to something like that in any case. I just meant my note because I hadn't actually placed any elves in the forest yet, or even considered them being there in any force. How big a settle of elves do you want to place there? A few wandering tribes of wood elves? A town/city of several thousand moon elves/wood elves?

I have two settlements: one called Nightsedge near Port Llast (look at my map on my website) which has around 500‑1000 elves. I also have one deeper in the woods called Melderyn, which has the baelnorn, the 500 or so mongrelmen, and roughly 200‑300 elves. There is a smaller encampment of wild elves near Thundertree that has around 50‑100 elves in it. It is inhabited by a priest of Tymora who has a connected past with them.

>Hmmm. I could use that. I developed some wild elf stuff for a purely elven campaign in the misty forest that we could transfer to here. There is another epic adventure I made for that campaign too. It was a goblin tribe/uncovered crypt type plot too, but with a few twists, it was one of the most fun games I've ever played. I'll have to look at getting that in electronic format to you soon.>


One thing I played in though...There was recently a smuggling ring that was killing exotic animals (can we say unicorn) and stuffing them in hollow logs that are then floated down to Neverwinter with some kind of secret marking. The smugglers in Neverwinter then grab the marked log and "get the goods". This has angered the elves, especially since Ansal cannot find the "rangers gone bad". 

Actually I was going to use it as a low‑ to medium‑level campaign but the group never got to it. I still plan on using it for my next low‑level group, perhaps using it as a pretext to a Thundertree based campaign.

> I think it would be correct to assume that there is plenty of space in the woods to add your ruins, even within the areas I am working with would be feasible.>

Underdark Underneath Neverwinter Woods

The Zhentarim are very low-key and only doing what it takes to get the gates open. Unfortunately they have drawn the ire of the baelnorn who is fighting them and has gotten some help from allies friendly to the baelnorn (although they still are not a match for the Zhentarim' muscle). The Zhentarim use the driders as scouts and as underdark foot soldiers. I use the gates as part of the orcgate string in that an ancient civilization used elven magic to create gates to summon orcs from their homeworld to fight their wars but unfortunately the tanar'ri (see my elven prophesies posting on my website) who lead the orcs through otherwise. Unfortunately, the Zhentarim have not done much research and they only see the gates as a way to transport materials across great distances very quickly. There is one zealot of the Zhentarim who has had a "vision" (planted by a tanar'ri trapped behind the gates) and wishes to open them for her own purposes. I have her detailed on paper but not electronically. Let me know if you are interested in this.

>>> It would definitely make for an interesting plot to have the tanari being the antagonist of your game and the Baatezu being the enemy of mine, but both of Shar’s plan being dependant on both games. :)>>>

You know, this would fit perfectly into my campaign. My main baatezu antagonist, Zhaegos, who is one of the nobles of Waterdeep, is aligned with the Twisted Rune, but has his own covert organization called the Scarlet Knighthood. I could see how this would weave perfectly, actually making it better. Not only does he want to bring on the orcish horde from Orcgate but also other things as well. Look at my elven prophecy post on my site that Toby Mekelburg wrote last April. It will give you more insight into my antagonists' goals.

>>> Why would Driders be there alone away from the drow cities in larger numbers? What about if it was a community built around a temple of Selvetarm? The driders could have a high percentage of converted priests of Selvetarm. I've only briefly touched on this diety in my game, and would like to bring him in more. I used him in the mentioned temple in Undermountain, which I've made a monastery. They are drow wardancers, a class I got from somewhere on the web and modified to suit my game, and are allied with the temple of Lolth in Skullport. >>>

To be honest with you I did not plan on buying the book as I use Monster Mythology for the majority of my material on this. Driders are normally solitary but I could see if many driders of a certain house would get together for protection from other creatures (especially if their lives were at stake). In my Darkearth campaign, one of the driders was able to pull a retriever (Fiend Folio spider nasty creature, let me know if you need stats) and the retriever has drawn "followers" to worship it. If you could, give me a synopsis of Selvetarm and I could use that.

>>>This is all good, otherwise, as long as the distinction is made between the eighty miles caves, and the Underdark beneath. The Underdark is deep beneath the cave network, and the inhabitants of the Underdark rarely enter the caves. I've included the word 97 files that contain most of what I have been able to type up so far. It will at least give you an idea of where I'm coming from in this; I can't remember what I've sent you already, so I'll send everything. It still needs a lot of work and some patching up, but it is a start. Let me know what you think, or if you can't read them. >>>

To be honest with you, since I did not flesh out my Underdark very much, I could probably use your material as long as you do not mind me placing a mongrelman enclave in there. Tell me what you think and I will go ahead and start my detailed information on the towns of the area or anything else you may need me to do.

>>> I've attached a jpg image of the volcano. It was drawn several years ago now, and is very out of perspective, but has a narrow focus on the events of my game and does a good job of demostrating it's target areas in a rather exaggerated fashion. :)>>>

Looks good; I will see if I can do some work on rendering it graphically.

Also, there is an old Dungeon module that details some of the Underdark under the Neverwinter Forest. I will see if I can find it and scan the maps for your use.

>>>I sent the silkcat details to you in those attached files last time, let me know if you didn't get them, or couldn't read them.>>>

Yes, I did and I was able to read it. I planned on just using them as a random monster in the Underdark as I do not know if you have planned on them having a distinct society. I guess we could say that they were created by the same evil mage who created the mongrelmen that now live in the Underdark also. Heck, the silkats probably prey on the mongrelmen. What do you think?

>> I'm working on below the woods themselves, because Kata Kome and the volcano is the primary interest in my game. But you’re right the woods are massive. I would like to claim a large portion of below the woods for my Silkat/Kobold ecology, maybe a 1/4 to a 1/3. I will describe it to you once I have a map on hand (to area beneath the volcano and to the east, maybe 90 miles), but the rest of the area will have plenty of room for your elven cities, mongrel men, and Driders, plus maybe more later. Let me know what you think. >>

My elven ruins are above ground so it should not interfere. Many things above ground happen with no consequence to the Underdark. I only need about 1/3 to 1/2 of the Underdark underneath if that much. The mongrelmen live above ground, going in the underdark by way of tunnels from the surface. This is what I will need to place in the Underdark:

- A drider civilization on the fringes of the eastern border of the underdark.

- A Zhentarim presence, also in the eastern border.

- A duergar civilization on the northwestern edge of the underdark.

- My dwarven ruins mentioned above, somewhere near the volcano.

- An underground forest, on the eastern side, more western than the other two.

That is all I can think of. I guess our first job is to draw up a map if the area and parse it out. I can see what the Dungeon magazine had and scan it, then we can build onto that.
I could possibly use that, but only long term. I've been thinking about the direction of my campaign, and I think I should think of some type of structure to keep it moving, rather than the players choose the direction only. One of their ultimate goals will be to destroy Shars girdle of faces, a holy artifact, and save an item holy to the church of Selune. This forge would be a perfect place to stage that.

Drow House Dalael 

As for the Drow, the Drow are not a house per se, just a renegade house that uses the Underdark to perform their trading and smuggling. The drow could very easily use the kobolds for transorting items through the winding caves of Kata Kome. They do not live there but live on an island in the Darkearth Sea to the east of the Neverwinter Forest. We could place the eastern border of the Katakome next to this Darkearth Sea although it will have to be due east as I have placed an underground "forest" (where the roots of the great trees of Neverwinter have penetrated the Underdark making an upside forest of some sorts feeding off the cool, moist air currents of the Darkearth Sea). What do you think. This forest is not too big; perhaps 1 hex on the map, if that much (roughly 5 miles x 10 miles).

I was thinking that the Drow might have had a lot to gain from dethroning the previous drow tenants and as such use the kobolds to further their own gains. The drow clan is only 30‑40 drow so they are nowhere near a threat to the kobolds. The Drow are more business oriented seeing the true strength of the region in economic security and in offering their mercenary services. They should pose no threat to the kobolds and could even be used by the kobolds to further their own ends (such as spies against the other factions in the area). What do you think?

>I suppose that the Drow house Dalael could be a presence, but as a covert merchant only. House Dalael could use the kobolds inadvertently (as they have a duergar clan under their control). House Dalael is the equivalent of an underdark thieve's guild. They do not have the power of a major (or even a minor) house but definitely has the spies and such to control trade. If the kobolds have that bitter of a hatred then they would definitely have contact perhaps through a bugbear, orc, duergar, or another denizen of the town who has set up shop in that area. What do you think? Is this possible?>


I agree that the drow could use the kobolds or trade with them, but the drow themselves definitely could not approach the city. It is not even so much a bitter hatred by the kobolds, rather a necessary precaution to prevent the drow from ever trying it again.

>House Dalael works perfectly as a covert underdark spy and smuggling ring.>


Could you possibly be able to send me a little more on these guys, or are you going to be putting them on your webpage soon? They sound perfect to be a base for Vhaerun following drow, maybe even a temple. That would fit well into my campaign, since the drow are followers of a sect of Vhaeruns with big plans. They are always on the look out for possible allies and recruitments. There head priest Quild (8th level) may enough be a subordinate from that temple, where are these guys aims? Vhaeruns Legion wants to create a city wholely dedicated to Vhaerun in a huge cavern relatively close to the surface beneath the high moor, that has a strong radiation considering it's proximity to the surface.


As you read my comment on the Drow house of Dalael (which is not a true house) I kind of made Kata Kome as a hotbed of intrigue with the Zhentarim and House Dalael having contacts as well as other factions (perhaps the Harpers have a few paid informants on their payroll located in the city). I would think that with this area being so hotly contested that KAta Kome would be the ideal pawn for everyone involved. Heck, I would think that even the Firebrands would have some sort of presence there as their sanctity and safety is definitely in question with all of this going around.

>What is Vhaerun's background? Would he/she fit their profile? If so, it sounds good, send me your Drow NPC stats and backgrounds and I will weave then into my House Dalael writeup.>

Vhaerun is the god of drow males, and drow thievery/espionage/underworld etc. Him and his clergy are enemies of lolth, and their ultimate aim is to have power on the surface world, and to work with surface drow. They are still CE but in a different way to Lolth following drow. Vhaeruns Legion, the central drow group in my game are followers of Vhaerun trying to work with the DragonsHoard (c. Daughter of the Drow) and they are basically a renegade mercenary group from uluitur (a magic and trade oriented drow city located roughly beneath Waterdeep) who have helped establish a guard a small temple and base of operations in Undermountain, near Skullport. The PCs from that section of the campaign have been doing assassinations, raids, and establishing contacts in and around skullport.

>I like this, it would be perfect for Drisinil Dalael's aims. Dalael is not a house in the traditional sense, just that the Dalael family (mainly Drisinil) runs the operation. Vhaerun sounds perfect. My only question is about Skullport. As you will read, Skullport's major factions are at odds with Drisinil for taking a cut of their operation. Will that make a difference, or are the Vhaerun cult independent of any of Skullport's control? If this is the case, I would be highly interested in getting the Vhaerun cult's background so I can weave Dalael's background into it.>

As for my Drow NPC stuff, most of them except Quild have a background, and grounding in Uluitur, or earilier in Ssuspituran beneath the storm horns. I haven't done anything much on on Quild yet, except to say that he was sent by the clergy of Vhaerun in Uluitur to consecrate the shrine, and give godly guidance. If you would really like a good crossover though, the best way is to simply say that House Dalael (it wouldn't be a house though, Vhaerun drow reject the lolth family group arrangements, ie Began D'aerthe and Jarlaxle), Commune Dalael was established by the church of Vhaerun in Neverwinter region for some reason or other. That is what the clergy of Vhaerun do. The priests establish a temple in a strong or resource rich location and encourage a community of Vhaerun following drow to settle around it. They then help the community become self sufficiant, and inniate a bunch of new acolytes into the faith, them move on to repeat it all over again, leaving the new recruits to hold the previous location in Vhaeruns name. Vhaerun also encourages crossbreeding with other elves and humans, because half drow parentage almost always breeds true in the next generation.

>I could accept that the "commune" follows Vhaerun directly (it makes sense due to their hatred of the Drow family that deposed them and because of their "skills") but I am not so sure that Drisinil would go for someone pushing her buttons (unless there was a higher directive). Tell you what; look at the House Dalael write-up I made and tell me what you think we can change and I will go from there. I suppose that the dead Matron mother may have went to the Vhaerun cult for assistance and "protection" and the cult may have helped them get established, but with Drisinil in charge, I really do not know which direction she would take the "commune".>

>>> Vhaeruns Legion is independent of Skullports main figures. Though the way I run Skullport, there is not really any one group running skullport. I have a council of powerful inhabitants that acknowledge the skulls directives and look after their own welfare first and Skullports second. Among these figures is an elder orb called Zarxanthar who is a powerful information dealer and smuggler in the region, at odds with the Eye and the Hand. The Eye and the major figures in the Eye and the Hand are also on the council. Both of these have their Eyes of Vhaerun's Legion and have requested service off them one or twice, against each other mind. That left VL in a precarious position but they are trying to avoid both Beholders now.>>>

Good. Plenty of intrigue for Dalael to hide under.

>>>There is also many of the major figures of skullport on the council, which includes a couple of mind flayers, including Sangalor, the hag Mhaug, the leaders of the hired horrors, Laeral under the guise of Irusyl Eraneth, Shradin Mulophor though he pretends to not listen much and offen does not attend, Vhondryl, the Yuanti Zstulkk Ssarmn, one or more of the Cryptkey mages, and Larrac ‑ one of my own a very powerful necromaner shade, with a low profile, and on occasion even Halaster shows up. There are several others but I haven't defined who yet. The Council does not rule so to speak, but is called by the skulls to stop when there is ongoing conflict in skullport that needs to be resolved or there is a great threat to skullport that requires combined resources to prevent.>>>

As I have never developed Skullport in my campaign, this would be perfect. Now, lets see...which one would make the perfect antagonist to House Dalael?

>>> Most likely the Eye and the Hand and/or Xanathar's Guild, they have alot of powerful in skullport and waterdeep, mainly through extortion and slavery, and smuggling. Possibly the Shadow Thieves would make a powerful and good antagonist as well.>>>

Out of all of these, I would see Xanathar's Guild as the best one. The Shadow Thieves, although being much broader in scope, do not do a lot of Underdark action, but since Drisinil got her start in Skullport, she could have worked under Xanathar (which is how she learned all of her skills!) and now took a huge piece of his action. Xanathar now wants his upstart pupil taken out. What do you think?

>>>I like it. Or maybe even put some hidden players and plots in this too, another group or two, maybe the unseen, want to infiltrate Drisnils network, and are using Xanathar to find her only to betray his agents when they do.>>>

>>> The only point really to make here is the only female priestess of Vhaerun allowed are the traitors, priestesses of lolth who secretly worship Vhaerun for extra power. I definately think that these guys would worship Vhaerun, but unlike Lolth, the priests of Vhaerun don't necessarily have to be in charge. They would run the temple and demand support and sacrifices, but they could be appart from much of the power structure of the place. Therefore the priests have alot of power but aren't the ones giving orders. They would just go to Drisinil with certain demands on occasions, direct from Vhaerun, how true that is is campaign dependant.>>>

Makes sense, perhaps a "you scratch my back, I scratch yours" arrangement. I can see this. I could see a Vhaerun "spiritual leader" as one of Drisinil's second‑hand men. With the influence and money that she could bring to the Vhaerun religion as a whole, this would work perfectly, kind of like the Roman Catholic church was to Charlemagne. Sure, you are the spritiual leader and all, but when it comes to decision making, I will do what's best for my Commune and for Vhaerun.

>>> I like your comparison. :) Just like that yes.>>>

Good, then I will rewrite House Dalael and put all of the juicy items in it.

Kata Kome

> I'm working on below the woods themselves, because Kata Kome and the Volcano are the primary interest in my game. But your right the woods are massive, I would like to claim a large portion of below the woods for my Silkat/Kobold ecology, maybe a 1/4 to a 1/3 which I will describe to you once I have a map on hand (to area beneath the volcano and to the east, maybe 90 miles), but the rest of the area will have plenty of room for your elven cities, mongrel men, and Driders, plus maybe more later. Let me know what you think.>

> That sounds perfect. The kobolds can dominate most of the western side of the forest, and about 75% of its length, from the southern end up. The dwarven ruins sound like they could really fit anywhere, but the SE quarter of the volcano, at the base would be ideal, especially if the entrance was very hard to find. The underdark, while having links to the surface caves, is deep beneath the 90 ninety-mile caves, and anything in the underdark itself will not interfere much with the surface and underground placings. Though it would be preferable not to have any significant Drow settlements beneath the immediate area, since the kobolds don't get along too well with drow, and I wanted the drow to avoid them after the failed attempt. Parsing will be great, since we will need to place every thing on a map eventually, and might as well do it as we go.>

The mongrelmen lived above ground so it should not interfere with your plans for the kobolds. Perhaps the mongrelmen trade with the kobolds.

>Definitely. I visualize Kata Kome as a huge underground series of sprawling caverns taken up by ragtag stone and wood huts, haphazard markets, and narrow winding streets full of rubble. The rubble is the remains of the drow war 15 years earlier, but the only time it gets cleared is if it suits someone with the resources to do it, or the gradual reduction from residence taking pieces to build their houses.>

Perhaps there could be a couple of mongrelmen NPCs living in catacomb set up as merchants for the mongrelmen? I have a couple that would work out perfect. Let me know if you could use them. They could trade the foodstuffs and items found on the surface in great supply to the kobolds for things like metals, weapons, and even information (perhaps the kobolds have spies in the Zhentarim).

>There would most likely be mongrelmen merchants trading with the kobolds as you mentioned, but it is highly unlikely that the kobolds would have spies in the Zhents, more likely to be the other way around.>

I agree. I will go ahead and state that the Zhentarim have spies in the kobold city (since they do have kobolds in their army it would be easy) and we could approach it from that. We could make a couple kobold NPCs and it would be good.



> The story behind the drow problem lies 15 years ago, about 2 kobold generations. Drow from a house in menzoberranzan decided it liked Kata Kome's position, resources (good mining area), and prosperity, plus the thought of many kobold slaves. So, they got 1000 slaves, and tried to take the city by surprise, by coming into to trade then attacking to take a defendable cavern. The kobolds fled before them, and the bugbears only came about 5 years ago so weren't there. They took Kata Kome with only about 100 loses to their slaves, and about 300 dead kobolds. They held the city for 3 days, but it was empty, the kobolds all fled. Slowly they returned, to watch the drow curiously, completely surrounding the drow in vastly superior numbers, but always disappearing down crawl tunnels and into the caves when the drow approached. The drow waited the three days in anxious anticipation to be overrun, relishing the stupidity of their arrogance only after being pinned down. Finally they decided for a hasty retreat back the way they came. The Kobolds had in the meantime littered the area with traps and sealed tunnels, then harrassed the fleeing drow with poisoned spears and blow darts, herding the drow and their slaves down the right tunnels. The kobolds
were cunningly driving the drow through the tunnels to a chasm with an underground river of lava near the volcano. The drow however pulled their own trick however, catching the kobolds by surprise, they abandoned the slaves, driving them on before hiding in ambush, levitating on the roof of a cavern. They sacrificed the slaves, which the kobolds drove to the edge of the chasm, then slaughtered and drove them over by collapsing the lip of the ledge. The drow meanwhile descended into the rear of the kobolds, firing into them with poisoned hand crossbows and destructive spells, the 100 hundred drow then went to work on the back of the kobolds, fighting their way free, then running for their lives. Half to 3 quarters of the drow didn't escape, but in return, almost 1000 kobolds were killed. Ever since, the kobolds have hated and feared drow, and ambush all drow on site, or lead them into traps in they are not strong enough to take the drow at the time.>


 I have drow PCs, and I wanted Kata Kome to be as dangerous for them. All other humanoid races, even the wood elves on rare occasions will trade at Kata Kome, but drow are attacked on sight.


>I agree. I will go ahead and state that the Zhentarim have spies in the kobold city (since they do have kobolds in their army it would be easy) and we could approach it from that. We could make a couple kobold NPCs and it would be good.>

Sounds good. I have quite a few made already, but only a couple are fully developed, the rest are personalities and positions with so basic stats and levels, etc.

>As you read my comment on the Drow house of Dalael (which is not a true house) I kind of made Kata Kome as a hotbed of intrigue with the Zhentarim and House Dalael having contacts as well as other factions (perhaps the Harpers have a few paid informants on their payroll located in the city). I would think that with this area being so hotly contested that Kata Kome would be the ideal pawn for everyone involved. Heck, I would think that even the Firebrands would have some sort of presence there as their sanctity and safety is definitely in question with all of this going around.

>>>This is an interesting angle, I have never considered the idea much. I suppose these things are possible, but I have always considered the chaos of the city and the danger of the environment not worth the gain. To conquer for the position maybe, but to leave the kobolds there... The kobolds rip themselves apart on a regular basis, mainly with traps on unfortunate bystanders rather than deliberate attacks, but there is many guerilla factions trying to oust the bugbears that make terrorist attacks to make examples. One faction even believes that only kobolds belong there, and the leprecauns of course, but all others should be killed or ejected.>>>

I wholeheartedly agree. I do not see anyone wanting to have active control over the chaotic city as it would be a dangerous situation, but I could see some political positions with different factions trying to control the city politically while some may want to use the city for their own purposes and do not want the city to be controlled as such. This will work perfect.

>>> That is what the Bugbears did. No one is really sure whether the bugbears answer to someone further up the chain of command, or whether they are the top rank, just using brute force and "Kings" orders to get what they want. They are the royal guards, but they pull the kings strings, did I put this in the Kata Kome description? I can't remember. Maybe, the Zhents or some third party interest, the Baelnorm or the Twisted Rune, or the Kraken Society, or the Host tower Arcane(My favorite choice here), already secretly command the Bugbears as their own muscle directing the king second hand. What or who do you think?>>>

Let me tackle these one at a time...

1) The Zhents would definitely have an interest in controlling this area and could have the capabilities of building a bugbear "puppet state". Especially if we use their presence trying to open the gates nearby.

2) The baelnorn cannot operate outside of the Neverwinter Forest and her powerful magic cannot reach too far underground, since her magic comes from the forest. She would probably have mongrelmen in the city keeping their eyes open, but nothing else.

3) The Kraken Society is a good one also, but how would they interact with the Zhentarim? If I remember right, I remember that the Kraken Society has influence in both the Hosttower and the Zhentarim, so perhaps they could be the upper level of the organization.

4) The Hosttower would not have the organizational skills that the Kraken Society has, but it would work if they use the Kraken Society as a front. Imagine the Kraken Society's infiltration and subterfuge skills teamed up with the Zhentarim's military arm and the Hosttower's magical arm...then we could play up House(Commune) Dalael's presence (they would not take too kindly to the Kraken Society poking their theives around their location). Especially since the Zhentarim have hired House Dalael to assist them in finding the gates and opening them, what if House Dalael learned of their alliance? Would theypossibly team up with the Firebrands? If you like this, I will make an organizational relation chart on Power Point establishing the alliances so it will make more sense to you. This would definitely make for a volatile area. Imagine the possibilities, although I want to keep the original intent of the city as much as possible.

>>>I like the Kraken society option, but using the zhents and host tower as its arms. This would make for some intense gaming with the PCs thinking it is all the host tower sticking their noses in the area, but wait the zhents have some double agents turning up, maybe the zhents are behind the whole thing... Plus none of my PCs have heard of the Kraken society yet which makes them the ideal choice.>>>

>>>I think the Firebrands would largely avoid the area and rely on the safety offered by the cult of Bayemirr. The cult on the other hand frequently hunt kobolds for sacrifices to Bayemirr, and rather stupidly see the kobolds as easy targets, to avoid the persecusion risk in claiming human sacrifices. There is currently some bitter kobolds watching the place, planning how to make their move.>>>

>>>In fact, I have one mage in the Firebrands, Landrayis, who is a powerful (14th lvl) Invocker who's real loyalties lie in the Host tower arcane. Maybe he is just there guiding the interests of the Firebrands and secondly the cult, and is the main reason why the Kobolds haven't retailiated en mass. Thus only a couple of guerilla factions seek vengance, because he is the one there controlling the bugbears on behalf of the host tower. Ooh! ooh! another thought ‑ One adventure I ran with the cult of Bayemirr when the Waterdeep PCs came there accidently through a gate and got into conflict with the cult. What happened was they attacked the cult who were just wary, but were defeated and captured when they realised that there was alot more of them than they originally thought. They were being held for sacrifices and they knew it, so they made and escape by picking their way free of the cell and defeating the Jailer, then crawling out a small vent shaft out the side of the mountain. They escaped and was found injured and hungry by an Eldath druid in the forest. The Druid, Danielle, told them about some trouble she had been having with some Urds (flying kobolds). The kobolds normally respected and avoided the druids but these ones were under the sway of a mage living in the volcano called Shmali Darab(F7/M(fe)7 griffon rider with a lance). He discovered the pool in her sacred grove was magical and could heal those resting near it fast, or when drinking the water on the night of a full moon. He was demanding free use of the pool as a secret safe house, and Danielle refused so he said he would take it by force. He didn't have many friends in Cult or the Firebrands, only the half‑orc jailer Frog (F6/T7), Landrayis, and a fire elementalist called Robert (5th level mage). Landrayis and Frog are both spies from the Arcane Brotherhood, so maybe he was too. Obviously he and his urds attacked while the PCs were with Danielle, and they one, killing Shmali in an epic battle, and killing the Urd Chieftain charmed by Shmali, thus scattering the rest of the urds. The evidence therefore points that maybe Shmali was working for the Arcane Brotherhood also, and that is where he got his supply of urds, and he was trying to secure a safe haven for them incase they ever came into conflict with the cult. I never thought about that before, I didn't really give him alot of background but it all adds up nicely. :)>>>

This works great, and I will run with this. I can use your NPCs you mentioned above for my Neverwinter Forest bit. If you have not developed them fully, I will take that off your hands once the proper time comes. If we go with this, Landreyis would be the major power player, perhaps having inspirations above everyone...

Nilgeranthrib the Lich
To make it short, basically a renegade lich many centuries ago set up a cult underneath what is now Port Llast. Eventually he was killed by an underground organization called the Order of the Light whose sole purpose was to slay liches. One of them, a paladin, decided to rule the area to stay on the lookout for the lich in case he arrived again, as they could not find his phylactery. The lich corrupted him and made him do a very bad thing. Recently, the lich, by the use of fortunate circumstance for him, appeared again and rose this paladin as a death knight. He has rebuilt his temple underneath Port Llast and has raised all kinds of undead to assist him including the death knight. This is the menace I was referring to. I know that I sort of breezed through it but I will send you the full details once I flesh them out.

Vampire Cult in Neverwinter and Luskan

I thought that we could say that the lich was able to contact them and am now using them as spies in Neverwinter and probably Luskan. Since the vampires are old enough to have infiltrated both societies I think that they could be powerful allies for the lich. Then, once the lich decides to place his final plan into motion, then the vampires can be at the top of the new hierarchy.

I like your idea of the vampire clan. They could occupy one of the levels of the caverns underneath Neverwinter and are now infiltrating the societies of Neverwinter. They would have the safety of the caverns and plenty of prey to feast upon above. Now, there is a bit about the Talona clan in the caverns. How would they get along with them? The vampires could be "infected" nobles or original vampires who became nobles due to age or whatever. That would give them their financial and power base in the city, as well as a means to motivate the werebeasts. I could go on all day with this string...

>>> I work vampires differently than standard MC sheet variety. They drain constitution, so that way they can feed on 0-th level humans without killing them, rather than PCs only types. The master vampires (as opposed to slaves) can still choose to drain levels by drinking forcefully rather than passively. I'll send the details of what I have on paper for this method once I get a chance to type them up. >>>

I can leave this up to you. I like your idea a lot, especially the vampire skills listed above. I also planned on them being more the "masquerade"-type since they are, in fact, on the upper fringes of society.

Let me know if you want me to develop the specifics on the vampire society and their contacts with the others like the werebeats and the Talona sects.

I thought that we could say that the lich was able to contact them and is now using them as spies in Neverwinter and probably Luskan. Since the vampires are old enough to have infiltrated both societies I think that they could be powerful allies for the lich. Then, once the lich decides to place his final plan into motion, then the vampires can be at the top of the new hierarchy.

> Yes thats cool, but I also see some of the vampire clans having a problem with working for anyone but themselves. Maybe there could be a further plot there whereby one group of vampires actually employs the PCs anonymously to seek the Lich out for them. So even if the PCs don't succeed, the vampires will know of the liches lair location and can attempt to destroy its phylactery.>

Ooh, this is good. Perhaps they have their own agenda. They joined the Black Ring in search for more necromantic power and as such are biding their time until Nilgeranthrib the evil lich falls. There is actually another lich named Maubar who is his second in command but wants to take over Nilgeranthrib. Perhaps the vampires are aligned with him or are against him. Then, we can have the PCs as the innocent pawns being played by the vampires against the lich.

I like your idea of the vampire clan. They could occupy one of the levels of the caverns underneath Neverwinter and are now infiltrating the societies of Neverwinter. They would have the safety of the caverns and plenty of prey to feast upon above. Now, there is a bit about the Talona clan in the caverns. How would they get along with them? The vampires could be "infected" nobles or original vampires who became nobles due to age or whatever. That would give them their financial and power base in the city, as well as a means to motivate the werebeasts. I could go on all day with this string...

> That would make sense. I like the idea of the werebeasts working with the vampires too, they would respect the vampires, but they would probably see the vampires as more or less their equals, so would not bow to them.>

I view it as a mutual existence with them seeing the benefit of cooperation.

> I would depend on how you see the vampire origins, for example, whether they are migrants from the Waterdeep clans. In Waterdeep I have the different clans established in the various levels of society. >

I could easily see them infiltrate the various areas of Neverwinter once they get a foothold. It would be easy to do once they get involved with the noble section of town. 

> There is actually another lich named Maubar who is his second in command but is wanting to take over Nilgeranthrib. Perhaps the vampires are aligned with him or are against him. Then, we can have the PCs as the innocent pawns being played by the vampires against the lich.>


I would see the nosferatu working with the lich for power, but looking to do away with him. 

>That is why I thought of Maubar for this task. The vampires could easily see the lich Maubar as an important short-term ally. Maubar has his sights on the necromantic side of the Black Ring and feels that the espionage and subterfuge portion is unbefitting of a lich. He would probably plan on doing away with Nilgeranthrib and giving the vampire clan control of the Black Ring espionage network. Of course, until the vampires get greedy, but Maubar would have contingencies in place.>


The Nosferatu clan would definitely be interested in that but I don't know
about the others.


> the Sultrue noble family from Waterdeep - rich, sadistic, sexy and brutal (one of their powers gained with age is an increasing ability to withstand sunlight 35);>

I think that this would make the perfect antagonist. They may have signed on with Nilgeranthrib because he has in his possession an artifact called the Necronomicon which gives unearthly powers and spells for necromancy. Perhaps it is their main goal. They would fit the noble image of the Neverwinter landowner that I wanted also as well as being able to withstand daylight, something that would give them more power over the standard vampire.


> The Cragsmere noble family of Waterdeep - passive and subtle, neutrally aligned and wise (20-30);>

I had not thought of this before but perhaps one of the Cragsmere family is a vampire hunter (i.e. Blade) who views his vampirism as a curse and has a vengeance against the Sultrue family because of their imbalance. In the movie Blade, there is a vampire cult that is very big but mostly stays behind the scenes and feeds off of homeless people and are not very destructive but since the Surtrue family is very evil he may have targeted them. He could be used as a powerful NPC. What do you think?


>It is definately possible. I thought of the Cragsmere like the Ventrue from the Masquarade, and the Sultrue like a combination of the Brue'harr and that sexy vain clan. The Nightcrawlers are similar in some ways to the masquarade’s nosferatu, and the Nosferatu like the dark hidden clan.>


>>>I have an idea as to how the Cragsmere will be done in my campaign. What I was envisioning was a noble family that was infected by the Sultrue in an attempt to become their pawns but instead fought off the effects (genetically, perhaps) and now is trying to defeat the Sultrue in an act of vengeance. They are trying to find the master vampire so that they feel that if they kill this master vampire, then the curse is lifted. What do you think?>>>

 Sounds great, go with whatever you think. I haven't even really

considered them, and it sounds like you've got them all worked into you

campaign history a little already.

I say just use the Nightcrawler clan with the werebeasts, and the Nosferatu in Neverwinter. I'll develop the nightcrawlers next, after I finish the Nosferatu and get them up on the website.

> Keep the Vampires really low key. Vampires don't exist as long as they have in the area if people know what they are. They would be quickly hunted down, in fact there is even an adventuring company in the city of splendors, I can't remember their name, that specifically hunt the night feeders. The vampires operate from a network of charmed followers, and only feed very discretely (using my new system) so they don't kill or make anyone suspicious, and they rarely feed on the same person very much. They know their limitations, and prefer targeting the weak willed, only feeding off adventurers in direct combat, and usually to the death. I don't know how you would really connect the Talona cult, maybe just through a couple of nightcrawlers, with rats as there animal totem, working with a group of wererats.>

>I am still up in the air over this. Do we need to connect them at all?
Perhaps they have some huge scheme of things (like poisoning the water supply and such) and do not wish to ally themselves.>

I suppose not. But I was thinking that the vampires would know a lot of what is happening to them.


>Nightcrawlers are basically vampires with an affinity for a particular animal that they have power over and can feed off. The animal type also determines their personality and alignment to some degree also. They will usually feed in that animals form.>

Is it possible to say that the Nightcrawlers could be used to infiltrate the werebeast guild? Perhaps they are just along for the ride, or with a purpose alien to the Sultrue cause, or would they get along with the Sultrue? 

>I like this as we could use these as powerful NPCs for when the party takes on the werebeast faction (what do you mean he starts sucking my blood?;))>

I think that one should be enough (Surtrue) and since I have material on a great werebeast clan then I will use what I have.

>>> The Nightcrawlers would just be along for the ride so to speak. They would enjoy the company of the werebeasts, but only the totem animal

werebeasts, and would appreciate the security offered by the werebeasts during the day. They would not get along with the Sultrue, infact it would likely come to open conflict should their paths cross. If the Nightcrawlers knew of the Sultrue they would watch they warily from a distance and avoid contact, but the Sultrue would probably try and coerce the nightcrawlers into doing they dirty work and conflict would quickly result.>>>

If this is the case, then do we want to use the Nightcrawlers as a major antagonist? Maybe we should just only one Nightcrawler (maybe a few more but not enough of a threat to the Sultrue) with the werebeasts. Enough that they fear them on a vampire v. vampire basis but is building their werebeast power structure to overthrow the Sultrue as the dominant vampire clan of the city. 

How about this for a twist: perhaps it is the Nightcrawler vampires that are out killing people left and right. The Sultrue, who have been here for a long time, are angry about their prime hunting ground being taken over by a bunch of upstarts. Sure, the Sultrues used to feed, but only occasionally and very discretely to avoid suspicion. Now, with this new rash of killings, the authorities are now investigating further. The Sultrues are now in the predicament of being investigated because of these upstarts....

I like this!! The Nightcrawlers, upon finding a new place to feed as well as the perfect ruse, take over the wererat clan and begin building their power base. Upon learning of the Sultrue, they now are building their thieving empire to defeat these vampires. I would envision the Nightcrawlers with their information knowing who the Sultrue are and threatening their identities in order to get their way. The Sultrue are probably very upset about that and would probably use the adventurers in the direction of the wererats in order to take out the Nightcrawlers and keep their secret safe.

>>> Kind of, but see above. I also thought of the Nightcrawlers as being the type to just watch the Sultrue from a distance if they discovered them, but not moving against them unless the Sultrue came into their teritory. Like natural predators though, they would avoid hunting in an area already claimed by another, and would not deliberately hunt in the Sultrue region of the city. But take whatever works best for your campaign, that is the most important thing.>>>

After reading everything I have to agree.  The Nightcrawlers are too animalistic to do that. They would probably view everything below town as their "territory" but perhaps their hunting grounds are expanding. I like your idea much better.

>>>This I like. Then if the PCs did suspect the Vampire activity, you can easily drag out the plot significantly by using the Sultrue, reguardless of

the course of the adventure, to keep the focus off the Sultrue. They can then quite easy make subtle pushes to direct the PCs at the dangerous

Nightcrawler problem. I would like to see the Nightcrawlers being individually much stronger than the Sultrue clan, maybe even requiring odds like 3 Sultrue to best one Nightcrawler, but the Nightcrawlers are feral and don't have the subtleties and planning skills of the devious Sultrue.>>>

This sounds great then. I am starting on writing up my Sultrue landowners. I suppose we could make 3 Nightcrawlers but with beefed up physical stats (perhaps they are quicker and stronger, with more animal instinct, especially if they can share the powers of the ir wereform) and then I can spin off a large werebeast ring for the Nightcrawlers to control. I was going to use them as a side trek (during the party when the group is guarding the nobles, these werebeasts appear and start causing a diversion for the Nightcrawlers to attack. At this moment, of course, our NPC vampire killer also decides to do his thing during the confusion. What do you think?

>1) The group is hired as guards at a party of some sort in reaction to a couple slain landowners (vampires killed by our vampire‑killer NPC). They are hired by a Sultrue landowner that fears for their lives.

>>> I like it. :) If the PCs are successful, the Sultrue will then turn around and play on the deaths, making it look like land owners are targeted to scare others away and drop prices, then sweep in and buy up everything they can afford.>>>

>2) During the party, the vampire‑killer strikes. Several clues are left behind making the party suspicious that the landowner is not who they appear to be (such as the killer using silver weapons filled with holy water, other things.).

>>>Be careful with that though. I know my players would think Vampires immediately with me DMing them. I would hold offer on any direct clues, maybe I'll put something non traditional in have to kill a Sultrue that only the vampire killer knows, like alcohol or something similar.>>>

I was going to use my old Dragon magazine article that has over a dozen real‑life vampire legends and how they were killed. Perhaps some special herb (like cinnamon) drives them crazy and is lethal to them. The group can smell cinnamon that is coated on the weapons or whatever. That would keep them buzzing for a long time.

>3)The party chases the vampire killer to the underground city, where they lose track of him. From there they bump into thugs sent by the Sultrue to take care of the vampire killer but get involved with the party. I may weave Mouse into this if the party needs info to continue.

>>>Cinnamon. Nice, that will keep them guessing, but I suggest you don't say directly that it is coating the weapons, only if they ask. Just the scent of it left in the vicinity of where they know the killer has been, make them think it could be perfume (a female killer). And if by chance they happen to acquire one of the killer's weapons somehow, then tell them it is strong on the blade. :) Then my PCs will immediately assume it is poison and gather as much as they can to use on their own weapons :) Especially if they witness its effect, that would even be another clue that the killer is avoiding hurting them when they don't use the poison against the PCs.>>>

I was contemplating something more obscure like frankincense. Something you would not find in a local spice shop (unless you special order it). Perhaps it is something from the Sultrue's past that is linked to them by a curse, but nonetheless it is a spice that is hard to locate with a strong signature. Also, makes coating their weapons very expensive (imagine finding enough of an expensive herb to fully coat a two‑handed sword?).

The way I would play is "you smell a sweet, tangy smell" or something like that. Unless they take the time to investigate the body (which would be very difficult, seeing as the Sultrue would want to "dispose of the evidence". I could see them buying a bunch of this "poison" or "vampire killer" stuff and then hit a normal vampire with no effect..I would probably die laughing!!!

>What about the Nightcrawler implications? Would the Sultrue try to take them out first? Last? Would they even risk it?

>>> Maybe the Sultrue don't even know of their existence yet. Or alternately, they fear the Nightcrawlers, and avoid them unless they can guarantee victory, or it is crucial to enter their territory.>>>

This is perfect, which would explain them "teaming up" with the Talona sect. Then, once the group is lead to the Nightcrawlers, evidence would lead them to the Talona cult, with the Sultrue leaving something behind (what I do not know yet) to implicate their involvement as vampires. Then, involve the Black Ring and tada!!!

>>> The party then have to, hopefully without too much DM prompting, reach the conclusion that the killer was good, and couldn't be the evil Talona cultists. Then you can put in an epic end scene, where the party follow some trail into the Sultrue compond via a secret underground entrance. There they find the vampire killer, immediately identified by some

possession that the party has found of theirs,>>>

What about the Cragsmere family symbol on a necklace? 

>>>I meant something identifing the killer immediately on viewing them as being the killer they were chasing. Are you bringing the Cragsmere family into this as well? I didn't relise, so the vampire hunter is a vampire themself hey? I think I remember you mentioning something about that.>>>

Just one of the Cragmere family...

The group knows Maskado very well, so perhaps they go to him asking for information on what the symbol is and Maskado could use a history of "the Cragsmere are noble cursed vampires whose sole purpose is the eradicate the Sultrue who cursed them eons ago in a bid to get more nobles on their side. They are eternally hunting down the Sultrue...etc." Did you ahveanything else in mind?

>>>fighting a losing battle for their life against several of the Sultrue servants. The PCs must then decide who to help, since the fact that they are vampires will not be immediately apparent to the party, and the killer won't side with them because they don't know whether the PCs know about the vampires and are working for them.>>>

>>>Then even further, if the PCs side with the servants and the kill the hunter, then one Sultrue noble will arrive, and the PCs should still not be

sure whether they are human or not, and offer them a great reward, and let them stay in the family mansion. Then that night, each and every PC will have to fight and individual win for their life, trapped in a locked room, separated from the rest of the party, if they even wake up. :)>>>

I would probably rather not have it a combat, but perhaps the Sultrue decide to charm them once and for all by sampling the wares...Especially if one of the characters survives the ordeal and decides to save his "friends" who are now charmed!

>>>Devious. :) I wasn't actually thinking that the Sultrue would try and kill them, instead greatly reward them, by giving them the ultimate gift of eternal life. :)>>>

Exactly...they would try to "change" them one by one. Perhaps the Sultrue have former "henchmen" adventurers on their payroll that had accepted their "gift"...

>>>If they side with the hunter and kill the servants, several Sultrue arrive and attempt to charm the PCs into believing that the Killer is the real enemy and to stop the killers escape until the law arrives. Meanwhile a third Sultrue steps up and backstabs the killer, leaving him mortally wounded, if the PCs don't side with the Sultrue and avoid the charm. The PCs are then on their own, and have to either face 3 master vampires, who are all about 10th level thieves in addition, or fight their way free and run for their lives through the sewers with the Sultrue chasing them, trying to divide them up. Their only hope is to keep running deeper and deeper, until they reach the werebeasts, upon which time, the Nightcrawlers will attack to Sultrue for entering their teritory, and the PCs must make a choice again. If they help the Nightcrawlers, they may have to give up some hefty prices to be allowed to walk away, or fight a couple of Nightcrawlers and several werebeasts to live. Or maybe a third option of fleeing to Mouses city to be sheltered from the werebeasts, and then only fighting a small group of werebeasts on the way.>>>

>>>If they flee the nightcrawler‑ sultrue battle, they have to fight the werebeast servants who think they are the Sultrues servants. I'm far too sadistic, I think I would probably end up killing my PCs in this campaign.>>>

Lizardmen and the Menace that Drove them from their Homes

>Do you know what that other creature is going to be yet, the vampires? Werebeasts? >

To be honest with you, when I created this plot hook, I left that open for a monster to be named later. If you have an idea, let me know. I do not think it could be either the werebeasts or the vampires because their ecologies and goals are completely different. I could more easily see the vampires and the werebeasts coexisting, perhaps with the vampire society using the werebeasts as thieves and infiltrators (even as guards). No, the lizard man menace must be something that lives in their old habitat; a dragon or some such, maybe sahuagin. Tell me what you think.

To be honest with you, when I created this plot hook, I left that open for a monster to be named later. If you have an idea, let me know. I do not think it could be either the werebeasts or the vampires because their ecologies and goals are completely different. I could more easily see the vampires and the werebeasts coexisting, perhaps with the vampire society using the werebeasts as thieves and infiltrators. No, the lizard man menace must be something that lives in their old habitat; a dragon or some such, maybe sahuagin. Tell me what you think.

> Maybe some sort of tunneling creatures like a tunnel worm or bullette. My first image was of a massive creature bursting through the walls and grabbing any lizardman not moving quick enough. Sahuagin are deep sea creatures (but mind you I haven't been able to get that sahaugin terror of the deep source book yet to say that too confidently), but maybe Kuo‑toa would fit that position nicely. Or what about something completely different? Like a dug up evil artifact they are terrified of, or a plague that affects only reptilian creatures, and their dead are still rotting in the only lair, maybe becoming undead. Like the traditional vampire myth, where they die of the plague only to rise again.>

We can go with the bullettes, I used a purple worm variant in the Trollmoors that eats things by burrowing underneath. A few years back I had a monster plague hit Neverwinter (it was planted by Thayvian beacons) so I guess it could be a remnant of that.

>That would be nice. You know, this would work perfectly, as the burrowing bullettes were drawn to the city after their lair was destroyed. Perhaps a Thayvian beacon got washed into the sewer and a mated pair is nearby. This could also cause problems in the city if they decide to see where their "food source" came from. Imagine the havoc of two bullettes (with kids also) crashing through the sewers of Neverwinter...perhaps a "Godzilla" image of a mated pair wanting to lay eggs in a nice, moist place full of food.>

Wererat Thieve’s Guild

>I agree. There is a great wererat adventure with maps in the Dungeon magazine that I was going to exploit for this.>

Basically, it is a huge thieve's guild with major guilds all over the North. They are extremely powerful, having a "baron" or "king" wererat. In my campaign, they filled the void in Waterdeep when they went on a crusade and exterminated the old thieve's guild. Unfortunately for them, this guild is more powerful and much sneakier. I think it is called the Rat Trap. It has many NPCs and names for us to use, as well as an entire background.

>>>I have many maps of the volcano and the caves within that I could scan in and send you if you like, as I mentioned earlier, I've attached the rather exaggerated regional picture with this post. That was about as clear as I could get the maps to scan in, so it will have to do, at least until I can find a decent mapping program. >>>

I have CorelDraw so maybe I can render some of it for you. Please send me what you have and I will do what I can. I will be buying CC2 in the near future so I will try to develop them with that and convert them to .GIF format.

> What was the old thieves guild you had in Waterdeep? I use the Unseen to great effect and in a lot of depth. I use the Eye and the Hand, which now also controls the remains of Xanathers old thieves guild, but mainly only run slaving operations now. >

Actually I kept Xanathar in Waterdeep, I used an extension of the Shadow Thieves from Amn (from the LOI boxed set) and as such Waterdeep went on a holy war to exterminate them. The wererats were driven out from another town (or perhaps came to Waterdeep on a trading vessel.) and found Waterdeep perfect for the picking. I use Xanathar as an antagonist to the wererats being very secretive. He is very minor in power and is very afraid of attracting the Lords' attention. He is very behind‑the‑scenes using his henchmen (of which two I have used as contacts for the group).

> I never worked out a background for where the wererats came from, and this guild you mentioned would be perfect, since the wererats were never caught. If possible would you be able to send me anything on that? >

See above. There are many things we can use as to where they came from. If you need assistance, perhaps I can bring something up. Perhaps they snuck on a trading ship (Waterdeep has a huge merchant navy) as being wererats they fit in perfectly with the rest of the rodents, probably having their own merchant house. Imagine a pirate who attacks suddenly seeing three times the people than before as the wererats change shape to attack...

>The town in general only know that a thieving ring is operating in Neverwinter but since no racketeering or protection money is being paid and everything is low-key nobody knows who is doing it. The officials in Neverwinter have their suspicions and a few of them are correct in their assumptions that the wererat clan from Waterdeep has expanded to Neverwinter but have no clues as of yet. Mouse knows more than anybody but to

everyone except a couple people the Mouse is either a myth or does not exist at all as Mouse wants nothing to do with the surface dwellers and does not wish to bring undue harm to his people. Pehaps an adventure can be developed where the group goes to seek him for help.>

Zhaegos and the Twisted Rune

 It would definitely make for an interesting plot to have the tanari being the antagonist of your game and the Baatezu being the enemy of mine, but both Shar’s plan being dependant on both games. :)

>You know, this would fit perfectly into my campaign. My main baatezu antagonist, Zhaegos, who is one of the nobles of Waterdeep, is aligned with the Twisted Rune, but has his own covert organization called the Scarlet Knighthood. I could see how this would weave perfectly, actually making it better. Not only does he want to bring on the orcish horde from Orcgate but also other things as well. Look at my elven prophecy post on my site that Toby Mekelburg wrote last April. It will give you more insight into my antagonists' goals.>

I'll take another read. I'll send you the prophecy for my game too. What type of Baatezu is Zhaegos?

>I used the writeup from one of the old MM2 demons and used it. He approaches demigodhood but he is the major antagonist after all. I also use Maaril from Waterdeep as an associate. If you know of Zhaegos in the Waterdeep accessory, use his background in Waterdeep (I believe he is also called Ulmar "the Watchful" or something like that.).>

I think he is under the noble families, and I think it is Ulmar the Watchful.

Miscellaneous Ramblings

>>> I also ran an adventure up near Yartar recently, I don't know if you saw the start of a story I sent to the FR list about it, with the orcs sieging the keep. It turned out to be an epic game, even though there was only a small number of undead in the ruined orc temple of Yurtrus in the hill beneath the keep. I could send you the details on that too if you would like>>>

Well, in my campaign, Yartar and Triboar were just freed from tyranny, BUT I can definitely use your orc stuff for another section of my campaign I am working on. All of your stuff looks very good and I would be honored to plagarize it;).

Campaign Notes

Session I:

I attached my writeup on the Neverwinter Vampires below. I just wanted to tell you how the first episode of the game went.

The characters in the game were: 

Shockly (9th level Bounty Hunter)

Galvana (10th level Mage)

Lavin (11th level Thief)

Kratar (7th level Fighter/10th level Mage)

When the game began, they were invited to Lady Dahlia Mingor (the Sultrue leader) manor to be offered a job. Shockly hasan amulet that detects any scrying or mental attempts so it briefly picked up on hf Dahlia's servant's doppleganger ESP attempts. The group started scouring her area inspecting all of the statues to see if they were basilisk creations or what‑not. After their suspicions were removed, they went to the gala as her bodyguards where the wererats, upon being caught trying to steal, starting trying to run from the party. Once the lady screamed, the players decided not to leave the Lady's side. One of them, Lavin, who is a kender, was following them from a distance so he was watching the fighting from a distance. Several guards went to try and apprehend the wererats who, with the vampire Nightcrawler, proceed to kill them all (I assumed that the average city guard was around 2nd level with Captains raning around 5th level). Upon seeing the slaughter, the mage stayed with the Lady while the other three decided to engage the wererat group. At that point, the Cragsmere vampire struck, slaying a Sultrue with an electrum shaft filled with spice, killing him almost instantly. The mage could smell the bittersweet smell that was present, and rolled a Dex check to see if she could see where the smell came from. She surmised correctly thatthe shaft held the spice in question, but she would not taste it as she thought it was poison. The group was fighting the wererats and killed three before the rest ran away. Kratar, being rather foolish, challenges the vampire to one‑on‑one combat. The vampire used his fear gaze to no effect and attacked whereas the group hurt the vampire badly with a few lucky rolls and the vampire retreated with the rest of the wererats. Lavin the thief, upon examining the bodies, saw that there were markings on their necks much like a vampire. Kratar, deciding that they were cursed, decided to try to kill all of the survivors even though they had no markings and was stopped by the bounty hunter. 

The next morning, the group talked to the Investigator who was at the scene of the crime whereas he hired them to solve the crime as the nobles in town were getting restless. (I used the Investigator as a charmed servant of Lady Mingor who will prod the group where she wants them to go. He is the equivalent of a Scotland Yard Chief Inspector). They went to the Sewer Worker's Guild where they bribed a clerk 1000gp to get a map of the sewers. The map was only an "official" copy so it did not have all of the areas (the guild is corrupt and purposely does not make certain areas mapped) but the thief Lavin went invisible and snuck in, taking three other maps. (BTW, the thieves guild learns about the stolen maps and kills the clerk for betraying them since one of the maps that was stolen gave clues to their hideout, adding more suspense.).

The bounty hunter decides to hang out at the wharves where all of the recent deaths have been occurring and sees a couple of the wererats he saw the night before picking up prostitutes. After following them, he saves the prostitutes by firing two bolts into each of the wererats where they run away. He gets the gang and they follow the blood trail to an abandoned warehouse. They find the closest main sewer drain and the thief enters trying to find a "back door" but he remembers that the sewer maps did not jive with the sewers (he saw the unauthorized map with the secret locations) so he returns. Meanwhile, the mage and the fighter/mage were guarding the warehouse and saw a few wererats enter through holes thanks to the fighter/mage's X‑ray ring.

The fighter/mage yells at the top of his lungs, alerting the wererats to their presence. Then, once the entire group was there, they ambushed the party. I used NPCs from the Rat Trap module (adding three wererat assassins and a mage from it) as well as the vampire that was encounterred before who wanted to finish them off. The fight began fairly well until the vampire arrived and decided to take on the fighter/mage that challenged him the night before. Well, the fighter/mage failed his fear check, making him an easy target. Unfortunately, the bounty hunter was knee‑deep in summoned giant rats and wererats to help him out. The fighter/mage got bitten and clawed and in two rounds he had lost two points of Con and two points of strength. He lost all of his benefits due to high Constitution, dropping him from roughly 60 hps to ‑4 hps in two rounds. I could have easily killed him, but I let the vampire attack the seriously wounded bounty hunter until I had the Cragsmere NPC shoot the vampire guy with an electrum bolt filled with holy water (I know, I was being too nice). The vampire turned gaseous and went away, making the wererats scatter. 

So in all, it all went well. I expanded our original game plan to include the Investigator who is a pawn of Lady Mingor to urge the group in the direction she wants them to go. I also expanded it to include the Sewer Worker's Guild. I surmised that the thieves guild has the guild on the take so that they stay away from their secret areas. The clerk, when assigning tasks, ensures that the guilds secret hallways and areas are kept secret from worker's prying eyes. The thieves guild plainly found out that the maps were missing and killed the clerk after finding 1000gp on him, thinking that the clerk sold them out. Let me know what you think and what I may have overlooked. I will type up the adventure notes in a final version for you to use when you get to that point in your campaign.

>>>1) The Cragsmere Vampire. The group is bound and determined to go wererat hunting and the poison ruse worked too well. Now, how can I get the group to change their attention on him later on? The way I thought, I guess the Investigator could prod them perhaps after another attempted assasination, but would the Cragsmere Vampire go after the Nightcrawlers? I was just trying to justify him using the electrum bolt on the Nightcrawler Vampire. True, he is a vampire killer, but the Sultrue are the greatest threat.>>>

 From your idea of the Cragsmere's, I would have to say that the Sultrue would be his first and foremost passion, and would only hunt down the Nightcrawler after he had killed off all the Sultrue available for killing in the area. To bring him back in again and again, have him start tracking/stalking the PCs, he obviously is aware of their connection to the Sultrue, and we could start turning up on the scene at every meeting with the Sultrue they have, and attempt to slaughter their contact. This would most certainly keep him in their interest and will raise several interesting scenarios:

First, since his is tracking them and as lures for solitary Sultrue, when he attacks it is hard and fast and brutal. The PCs will have to start to think about who he is and whether they are going to attack him. They should since they will be unaware that the Sultrue are vampires at this point, and he is implicating them.

Which brings us to the next issue, whenever one of the Sultrue goes to meet with the PCs they disappear, the rest of the Sultrue are going to start thinking, hang on... Maybe these guys are really the ones we hired them to find and protect themselves from. The Sultrue will lose trust in the PCs and will post a hidden watcher at the next meeting, charmed non‑vampire, to record the events, and maybe even the contact will not be a vampire most likely too. If the PCs don't attack the killer then the Sultrue will start targeting them as enemies to be watched and destroyed.

Also, it should become obvious that he has been targeting the Sultrue and their allies specifically, and is therefore likely to be the killer they are after. It might be a good idea at this point to lure the PCs away from the werebeasts and nightcrawlers.

>>>2) The Nightcrawler Vampire is truly one deadly critter, especially with the attribute draining effect. Playing that they run off of instinct, if they are able to drop a victim to the ground, would they stay on it until they are completely drained even though there are other threats around? Or, would they attack someone else? I guess I am just wondering how instinctive they are.>>>

 They are still very cunning not stupid killing machines, but to answer that correctly, I would have to say it would depend on the animal type of Nightcrawler. Think about what that animal would do, e.g. cats would incapacitate one and make off with the kill to eat in peace, but if confronted would fight anyone else over their kill. If the other PCs try and stop it, it will attack fast and hard to drive them away then take their kill and leave. Use their strength to throw PCs back, break legs (make easy prey later when they have finished their first kill). Rats will attack savagely against weak or solitary opponents but just watch powerful or numerous ones, but they will run at the signs of a powerful enemy or bright light.

Session II:

>>>The group, after licking their wounds from the previous battle, decided to do some investigating.  They went to various weaponsmiths and moneychangers trying to find out who could make a weapon and who could work with electrum.  The mage went to the records at the Temple of Oghma to learn more about the Sultrue name whereupon she stumbled upon the link to Waterdeep and their checkered history there.  I never did tell them about the Cragsmere family secret though.  The two that were asking around stumbled into one of the smaller moneychangers in town that I used, and I made up a quick history on the fly to support the fact that the moneychanger did procure large amounts of electrum but was trying to keep it secret.  Well, the thief picked up on his reluctance and decided to stake out the place late at night while his buddy went back to get the other mage and talk ideas at Maskado's.>>

At first they thought incorrectly that the vampire cult was killing landowners so that they could make a play on their land until much later when I gave them the final bit of information.

>At Maskado's the wererat guild struck back for the previous evening.  A messenger arrived with a booby‑trapped message and three fireballs erupted, destroying Maskado's house and killing his best friend.  This definitely caused some problems with the group as they feel very guilty about it.  The thief that was staking out the moneychanger was also unfortunate in that when he tried to sneak into the building to get more clues, the Cragsmere vampire caught him and was about to kill him when the moneychanger made him stop.>

He was upset that the vampire could find him either though he was under Improved Invisibility.  Cragsmere have heightened senses that I assumed let him easily spot him.  He knew that he was not an ordinary person, but later on when the group came to save his butt, the leader of the group surmised by the clues that he was a vampire of some kind.  He just could not make the fact that one vampire would kill another vampire.

>>The group, after being fireballed, got healed when the authorities arrived and told the investigator all they knew, which he of course told the Sultrue.  The investigator decided to hire the group to barge into the moneychanger's establishment to capture or (hopefully) kill them so that the Cragsmere threat would be taken care of. The thief woke up from a poison‑induced sleep that the Cragsmere put him in seeing the moneychanger and a dwarf who was responsible for making the weapons.  They were getting geared up to catch the Cragsmere vampire that is going to the Sultrue estate to finish her off. The investigator, upon hearing all of the info the group had, told the Sultrue and set up a trap so the two were going to stop him from getting killed.  The thief decided to help them out after getting a bunch of questions answered, right when the investigator and the rest of the group showed up.  The trio inside the building snuck out a secret passageway and the party, upon opening the door, gave pursuit.  The trio ended up in the sewer during high tide so there was 3‑4 feet of water. They were heading through the sewers when they were attacked by 24 wererats and two vampire Nightcrawlers (the brothers).  The fight was not looking good, until the rest of the group showed up.  The mage shapechanged into a bat and flew ahead and upon seeing her friend in trouble, decided to help her friend out by giving spell support.  She ended up in a spell‑fight with another mage (a wererat) but bought enough time before the group showed up.  The investigator stopped his troops 50 feet away waiting for the fight so that he could kill the victors and tie up the loose ends. All of the guards with him were hand‑picked charmed soldiers so they did not question his motives.  The investigator also ordered to have oil released upstream so it could be lit.  He also dropped portcullises to block all of the combatants.>>

It almost cost them their lives.  Had the Nightcrawlers not turned on the high mage and the investigator they would have been toast, but I wanted to add an epic touch to the game.

>>Well, to make things short, the mage tossed a fireball at the wererat mage that caught the oil on fire and everyone in the battle was caught on fire. The wererats retreated, as did the final surviving vampire whereas the investigator decided to kill the group.  The mage of the group had just exhausted most of her spells, but cast a cone of cold that froze everyone but the investigator and a mage into a large block of ice. The soldiers, upon being caught in the ice, could not help but be carried out to where the pipe dumped out into the bay.  The high mage cast an electrical lightning bolt but only rolled 11 points on 9d6. I could not believe it. One of the NPCs was unconscious, one was in single digits, and the leader that was in the party was under 20hps.  The mage could not cast any more spells and the group could not get past the portcullis. As the high mage was about to finish their lives off, the surviving vampire leaps out of the water and attacks both the high mage and the investigator (the group really battled hard and fought well together so I did not want to penalize them by having them killed like fish in a barrel.). While the vampire was in his frenzy, the group finished getting the portcullis open and ran to safety.  The kender was tempted to see if he could get anything from the dead bodies but the rest of the group hastily urged him otherwise.

>>The next session has them talking to the NPCs and getting ready to take on the Sultrue, all of them.  Should be a good one.>>

Before I forget, my campaign has taken a serious turn that now takes the group into KataKome to find the dwarven ruins where they will restore a magic item (see my next post).  That means I will ahve to get with you.  I will design the caves leading to KataKome ad place my duergar and stuff and I can better support your efforts.  Let me know where I need to start. Please write to frederick.s.sexe@boeing.com and not to the address above, as my normal email address at work is unstable and I have to use the above address to receive external email.  Thanks.

Session III:

The final chapter took place after the battle with the investigator had taken place.  Another player, who had been gone wanted to bring in his stuffy, goody‑too‑shoes Paladin, so I typed up a nice introduction.  He is a paladin of Helm and as such is responsible, when not playing, for restoring order in the city.  I told him about the deaths to the nobles and about the random deaths on the Dock Ward, as well as the wererat thieves.  I then told him about the explosion at Maskado's and about the lightning bolt at the Dock Ward and about the investigator and his boys being fished out of the bay in a giant chunk of ice.  The one survivor, a Lieutenant, told him about the brutal attack by an adventuring group and how they were ambushed in the sewers.  Of course, he was a charmed servant of the Sultrue so it was a little bit biased.  The paladin actually role‑played it well, and when he followed the clues to the moneychanger, he was about to come to blows with the adventuring group.  He had another character, an NPC of his, with him for support and when he found out that these evil adventurers were his friends it took over an hour of game time to talk him out of taking all of them in.

Once that was done, they decided to hastily ride out to the manor of the Sultrue big‑wig.  Before I started I made a few assumptions:

1) The investigator's messenger got to the Sultrue ahead of both the group and the Cragsmere vampire in time for them to set up an ambush at a crossroads for the adventurers and to set up an ambush for the Cragsmere vampire at the mansion.  

2) The Cragsmere vampire got there first (a one‑hour head start) and was ambushed.  He managed to kill the Sultrue vampire that was leading the assault (not the main one) and many of the charmed workers and two hell hounds but finally succumbed once a Sultrue vampire used a magic item that created sunlight, rendering him harmless.

The group, not expecting an ambush, got ambushed at the crossroads a half mile from the mansion.  I really thought that the group would have gone cross‑country as their paranoia normally makes them do but they stumbled into it.  

The ambush was carried out by a charmed adventuring party I had used in the past.  In the first round a priest of Shar cast Hold Person on three people and actually affecting the mage, which was bad news.  The two mages then cast lightning bolt right down the middle of the group, killing all of the horses and dropping their hps dramatically.  Several people could not get fully healed from the fight with the wererats and one actually died.  The last mage cast a Web spell, catching two of the fighters in the web.  That left an NPC fighter/thief, a kender thief, and a fighter to face the three fighters and the priest who were now going into melee.

The mage cast Fear and the fighter/thief failed miserably, making him scamper into the woods screaming.  The fighter/thief was holding his own against the lead fighter but the two fighters managed to take out the lone fighter and attack the guys in the web.  Things looked really bad for the group as the priest was fighting the invisible kender who could be seen through the thick fog. The mages kept firing spells and all looked really grim.  I was not going to give quarter for their carelessness instead planning on having them as prisoners.  The paladin finally got free to help against the fighters but he was down to less than 20hps against two 6th level fighters.

Then, a break happened.  A mage, casting a Polymorph Other spell, fumbled on the cast, turning the priest into a turtle.  The thief ran to engage the mages, keeping one busy so it could not cast spells.  Another fighter broke free of the webs and they finally began to beat back the fighters.  Eventually, the mage's Hold Person spell wore off and she let out her frustration by blasting the final mage with two lightning bolts.  The group won the battle, but the most hps anyone had was the mage, and she had roughly 30hps.

The group makes their way to the mansion where they see the bloody finale of the battle between the Sultrue with his charmed servants and the Cragsmere vampire.  There were dead bodies everywhere (for a reason).  I had a vampire with four ghasts waiting at the far end of the manor for the party to arrive.  The group, after looking at the dead bodies, decided to enter the manor.  Then was when all hell broke loose again.  The vampire cast Animate Dead on the dead servants and the two hell hounds and had them enter through the front door.  There was a glass atrium at the back of the house that the group was investigating that had a glass door.  Suddenly the group was attacked by 24 zombies and 2 monster zombies while the vampire and the ghasts tried to enter from the atrium door, which the mage quickly wizard locked.  The wizard, upon finding out that the paladin could not turn all of them, places a Wall of Fire between the group and the zombies.  The vampire charms one of the fighters and the fighter, in a brilliant bit of role‑playing, begins to attack the mage. She hits the mage, breaking her concentration and bringing the Wall of Fire down.  The ghasts made their way to the front of the manor and joined the fray while the vampire charmed and cast spells from the other side.  The paladin was cut in two when a hell hound zombie bit him, leaving him at ‑17hps.  The other hell hound also critically hit him, causing another 32 points so he was toast.  The vampire, upon losing some of his zombies, animated him also, making him a 4HD armored zombie.  The ghasts paralyzed the largest fighter of the group and the NPC fighter/thief making things grim once again.  At this point I let the paladin player play the paladin's stepbrother a priest of Mystra who rode up to the manor.  He managed to turn the four ghasts until a fighter attacked and hit them, thus breaking the turning attempt.  The vampire, upon seeing the priest, immediately attacked the priest who got very lucky and beat him to 1/4hp before he made a gaseous retreat (it was a lesser vampire and not a Sultrue, I was being nice).  The group finally killed the undead, but not before losing two characters and two NPCs. The priest ripped a lightning bolt down the stairs he was standing on, hitting two characters and killing most of the zombies.  The main fighter lost everythiing but his armor and two potions on failed saves.

The group was visibly shaken, and the mage and others was very verbal about "forgetting about the Cragsmere vampire".  The NPC fighter/thief, a friend of the Cragsmere, rallied the troops.  They followed the blood trail downstairs to the meat locker before finding a secret door behind it (undead are impervious to cold so it made perfect sense to place it behind the meat locker, which was at 0 deg Celsius).  The thief listened at the door and heard two voices and the Cragsmere vampire (two Sultrue). The mage made a great idea about attacking the Sultrue behind it. Unfortunately, I placed a Symbol on the door whereas the first 80hps of creatures that were living that passed through the door were dead (I allow a saving throw to just be on death's door, but needing one restoration per level of the character to restore).  Nobody checked for magic on the door, and the mage, who was invisible, entered and immediately fell.  Since she was invisible, nobody saw where her body fell so when they all charged in, they had to make a Dex check at ‑4 (everyone but two people failed).  

Normally, the fight would have been tough for a fully healed party, but for a hurt party it was lethal.  Another character died, and the Sultrue were casting spells and engaging in hand‑to‑hand combat.  They were almost done until the thief kender had a great idea and got rid of the sunlight in the room.  This allowed the Cragsmere vampire to regain his strength whereas he promptly vanquished one vampire and another one turned gaseous after losing 3/4 of his hps. The end result was the loss of two of the five PCs and two of the three NPCs.  It also resulted in the group losing a majority of their items.  

My next step is not decided yet.  I have two vampires (Sultrue and lesser) who escaped and the bodies of a group of adventurers (minus the priest who is a turtle).  After letting the group rest, the next evening I may have them attack again.  I would be tempted to have them attack before sunrise but I need to have the vampires regenerate their hps and they could possibly finish off the entire group as the mage has no spells left and the priests' healing is empty.  What I wanted was something that humbled the group and this definitely worked.

When roleplaying the Sultrue, physically they could not hold a candle to the Nightcrawlers, but when behind the scenes and with their magic and charm powers, they are more lethal in some ways to the Nightcrawlers.  The Cragsmere came out very good, but I gave them spider climb and pass without trace abilities to even them out (made them true bounty hunters in a sense).  If you can use it, I will draw up the manor, write up the NPCs, and post it on the website for you to use if you see yourself needing it soon.
****************Incorporate at will****************************

>>  Hmmm,  thats kinda cool...  I figured that the salamanders were always just there, due to the elemental rift and all, and were not really working with anyone.  They could be a force of their own though really,with there own agenda, and hardcore too.  Imagine how hard it would be to attack them, they live in the lava, you couldn't even get close, you'd catch on fire. The Pyrowugs, and the Firenewts could both be soldiers and agents for the salamanders, and all dealling with the salamanders, the "Children of Fire", is done through them, so no one ever even sees the salamanders, or knows what they are dealing with.  I think we've hit on a cool idea here.  They could be the servants of Kossoth, there to ensure that the gates to the elemental planes of fire and magma are intact, and the cult of Kossuth treat the salamanders as the voices of the flames, and their masters.  Some of the cult of Bayemirr could even be agents of Kossuth, keeping an eye on the powerful newcomers and making sure they operate in Kossuths best interest.>>

That was exactly the same way I viewed them when I envisioned your fire cult and such.  The salamanders appeared through a rift in the elemental plane of fire and found a great place to raise their kids, so to speak.  They brought more in and even brought in the pyrowugs to be like a guard-dog/servant.  I thought the pyrowugs would be perfect as they couldbe easily controlled by the salamanders (who cannot be hurt by them) and the area is the perfect breeding ground for them.  Of course, their taste for troll flesh would not be realized until they took a bite into a troll and found out how tasty they were.  That would give the salamanders more of a punch and be a larger force in the area. 

This month's Dungeon magazine had an adventure with a huge volcano where a family of red dragons lived with a tribe of fire giants.  There was a passage into the underdark that I thought would work perfectly for your setting and I plan on offering it as an alternate way out of Mt Hotenow if the group decides that retracking is too hazardous.  If I get a chance I will scan the maps and email them to you.  You would not believe how perfect this setting fits into the area.  It even has a large tribe of elves we could use.

I will upload the pyrowugs to our joint website later on today.

>> Sounds like fun.  I don't know what you can use from my campaign as my Neverwinter town is about to be partially destroyed (check below) but I am more than willing to give you what I have. My group's voyage is pretty much laid out now.  What is going to happen is this:

>

> 1)  Go to an ancient ruin in Port Llast and retrieve an ancient sword that will help them combat the Black Ring undead.

>

> 2) Go deep into the undark beneath Port Llast to take on the Black Ring.  Much harder than it sounds  as they will have to fight a Ghoul Lord and his minions, get to the underground city of the Black Ring, fight off one lich while another (who wants the other killed) tries to kill them once they succeed (if they succeed).

>

> 3) Head to the Heartstone (dwarven ruins underneath Mount Hotenow) and destroy the Necronomicon if they survive the ordeal.  Of course, the Necronomicon will be trying to stop them itself.  This will lead them through Kata Kome and most of the underdark.  That will be when I can use all of your information on the area.

>

> 4)  Head back to the city and stop an impending undead invasion into Neverwinter (which by then will most probably be occuring).

>>>Cool,  I'll see what I've got around, but it's all very bits and pieces really, I don't have alot of it down in soft or hard copy.  Its more ideas and concepts than stats and maps, but if you want any help with any

particular areas, let me know and I'll rattle off some ideas for you.>>>

First thing I have to do is detail the ruined keep that the sword is hidden in.  Then I will be piecing together the underdark area from all of my sources I have available.  This should cover most of the underdark from Port Llast to about the center of the Neverwinter Woods.  Then I will be working on the individual clans of the underdark and get started on the NPCs for Kata Kome.  I will sort of treat Kata Kome like a Mos Eisley spaceport.  I thought that a place like this wouldbe ideal for something like that. It is a place where the more questionable people can sort of blend in and in removed enough that they could escape persecusion rather easily.  I plan on detailing a few merchants I have thought of as well as a couple of contacts for House Dalael, the Scarlet Brotherhood (Kraken Society), the Zhentarim (who are busy trying to get the gates opened) and maybe a few others as the conditions warrant it.

>>>The Dragon ghoul sounds cool, I could use that in my cult of the dragon plot line for waterdeep.  If you have a soft copy of it around, could you please me it?>>>

The ghoul dragon is on the TSR back issues website with other dragons (mummy dragons and vampire dragons are exceptionally nasty) .  It is Dragon #238 or so (October issue around that number).  Let me know if you can't find it.
>>> Can the sword hurt him?  That was nice of you raise the ranger like that. Thats what I would use the lucks scores divine intervention chance for, something like that.Maybe the good side could be a spectre going after the death knight with the spectral sword.  :) Shrug.>>>

The sword used to belong to the Death Knight when it was alive and fighting for good and the sword wants to put an end to the Death Knight.  The sole of the Death Knight longgs for eternal piece but unfortunately the Death Knight part of him wants otherwise and will do whatever it takes to keep the sword from being found.  The sword will not kill him, since he has the same purpose as the sword (slay undead) but its special powers will not kick in. He is contemplating becoming a paladin before gameplay so if that is the case then the sword will have full benefits.

My group keeps emailing me wanting to meet every weekend as they are getting anxious.  Plus, with the added anxiety of the demons being released (the priest is a seer and has foreseen this) they want to go there to kick some tail and defeat them also, but I don't know if they will be ready for that.  Who knows.

Your campaign looks like a great one.  I am glad I paid the money for the Night Below boxed set.  It sounds like it is a complete campaign for many years...perhaps once we start new characters we can go to it.  Thanks for your insight.  You have helped my campaign more than I can ever tell you.  Hope to hear from you soon.

P.S. Oh yeah, as for Neverwinter, this is the chain of events:

Day -3: A horde of undead is sent through the underdark chasms to invade Neverwinter from below. They will arrive in Day 1.

Day 1:  The garrison is overrun.  The fighters in the garrison all retreat except for a handful who buy the survivors enough time to get the survivors away safely.  Among them is the leader of the garrison, a paladin of Helm which will return later on as a major undead antagonist.  The horde reaches Neverwinter on day 3, hopefully in time for the undead under the city to afford them a way into the city.

The undead reach the underground chambers of the city, but are met by dwarven and drow resistance.  Unfortunately, the dwarves and drow are not strong enough to stop them and they flee, sounding the alarm and caving in the entrances.  The undead will enter the lower levels of the city on Day 3.

Day 2:  The forces of the city fight desperately to keep the undead from reaching the city walls but eventually give in as they overwhelm the defenders.  A large spell battle takes place between the CloakTower and the necromancers of the Black Ring, led by Vierna the major antagonist.  Since the Sultrue had given the Black Ring all of the information needed to cripple their abilities, the Cloak Tower mages are defeated in an ambush almost to a person.  They do manage to destroy two of the three dracoliches and one of the two liches and buy the defenders time to get most of the city's northern ward cleared out.  Most of the Cloak Tower mages who died return as skeletal mages later on.

Day 3:  The undead underneath the city begin mining underneath the walls to drop the walls.  Undead also begin pouring into the sewers.  The Sultrue spies in town have given the Black Ring all of the maps to the city sewers and underground levels as well as patrol schedules so they time it perfectly.  Fortunately, the alarm is raised and the city prepares an attack against them, trying to minimize the damage.  The northern ward of the city is evacuated and plans are made to defend the dock ward (the only way to get supplies once they are under siege) and the south ward (where the major population is).  They concede most of the north ward to the undead while trying to seal off the underground.

The above ground horde reaches the city walls in midday and begins trying to scale the walls.  Defenders begin repelling operations while trying to contain the undead inside the city.  The city starts to send refugees on every boat available to Waterdeep but since the town has more inhabitants than boats it will take a week to evacuate everyone while at the same time taking in soldiers and supplies from the Lord's Alliance.

Day 4:  The undead, growing in strength, begin emerging out into the harbor and begin to harass the shipping.  Several ships get caught in the shallow bay and are taken over.  The ships are sunk in the harbor, causing problems for ships trying to enter the harbor.  The city, fighting a war on two fronts already, takes on a third front by trying to clear the harbor.  The thieves guild and Nigtcrawlers find it to be a perfect time to cause havoc as the city's forces are too strung out.

Day 6:  The first warships from Waterdeep arrive with soldiers and supplies but are hampered by a blockade set up by Luskan (Zhaegos now controls Luskan) and their pirate allies.  The armada breaks through only to fight the undead manning the sunken ships in the harbor.  Out of forty warships, only 15 reach the harbor intact.  Of the rest, 8 are sunk, while 17 find a place to anchor in order to begin offloading troops south of the city while constantly being harassed by the pirates. The undead start raising the drowned sailors and soldiers into zombies and prepare to storm the docks with them.

Day 7:  Things seem hopeless as the army loses half of the city and the dock ward to the undead.  Part of the army is holed up in Castle Never, while the rest of the army tries to defend the major population centers of the city.  Later this day, the two armies are separated and the army is forced to seal off the bridges across the river.

Day 8:  The day begins with mages and soldiers arriving from the Lords' Alliance bolstering the army.  They manage to fight back to the Castle but only fight a holding battle.

That is all I have for now.  It depends on the groups' interactions after this.


http://student.uq.edu.au/~s337278/



