The Legacy of Carenlyn





	An epic role-playing adventure based on TRS's Forgotten Realms adventure setting.  The four to six players will be challenged with creature after creature, and expected to live through it all to gain the glory of finding the legendary blade, Carenlyn.  Traps are many and magic is no longer scarce.  Welcome to the adventure, for it shall soon come to you!





The adventure begins for what-ever reason you wish, but the PC's must enter the towers in order for the game to begin right.  Many of the players actions are taken into consideration here, but as all people do, we seem to leave things out.   Please feel free to edit as you wish.











1:  Greetings and welcome to the Advanced Dungeons and Dragons simulations dungeon.  All players are asked to submit a 3-6th level character in order to join in the adventure...Wizards are welcome, but most of the actual fighting can better be done by Fighters and Rogues.  Each group of four players must have at least one Mage however.  As soon as four names have been added to the listing to the side, the sim shall begin.





2:  As the party nears the dark towers of Feldon's Ruins, the scents of death and corrosion assault your nostrils...the air hangs heavy here, and the great doors leading into the ancient towers lie ahead...it takes you a minute to force the heavy doors open, but soon the darkness within sheds its cold airs to the outside...may the adventure begin...





3:  The corridor you have entered is small, only 10x8x9...ahead can be seen the openings to a room, but normal vision cannot penetrate the heavy shadows of the room itself...what shall you do?





4:  As soon as you are ably to see ahead, the first thing that catches your eyes it the glitter of gold...the room ahead seems to have a floor of coins!





5:  As you near the room the sounds of heavy footsteps begin to echo in your ears...your own feet seem to be giving off the sounds and your every move is amplified by five times...a large, round set of crimson orbs stare at you from a darkness that no light can penetrate...





6:  As you enter the room, your eyes begin to sting from the foul smels iminating within it...-1 to attack rolls while within the room.


  


7:  The creature attacks as you near its treasure, huge claws and bared fangs ripping at your skin...the battle begins!!  2#d20





8:  You deal with the creature accordingly and glance around the room...shredded cloth and ancient bones are scattered everywhere...amongst the treasure...but how shall it be divided?





--: Pit Viper...Hp: 35 Lv: 3 Ac: 2 Xp:500 GP:--see below-- Thaco: 19 Dmg:2d4+1+poison #Att:3/2





9:  Treasure:  145 gold, 400 silver, 218 copper, 4 gems, 3 daggers, Beautifully Crafted Long Sword, Elven  Crafted Long Bow w/o String, 8 Silver tipped arrows.





10: The room itself seems to have no exit, but any Elf can see that there is something more...behind a pile of decaying bones is a tunnel, only small enough to crawl through, but apparently leading further into the dungeon...seeing it as the only way to go, you crawl through and find yourself in a small cramped room...looking up, you see a trap door in the ceiling only six feet up...muffled speach can be heard, not human, but a rough, muzzled common coming from something that has a very deep voice...





11: The room is much larger than the previous, having twenty feet from wall to wall, and a good four yards to the ceiling...it has to be big...because big things live in it...the huge eyes of an ogre stare at you, and a huge club swings high!





--: Ogre Guard...Hp: 40 Lv: 4 Ac: 6 Xp:750 Gp:--see below-- Thaco: 17 Dmg:2d4+3 #Att:3/2





12: Searching the room you find the following among the dead, and in a small chest:  A golden Key, 52 Gold, 13 Platinum, 1 gem, A long ebony Wand, A scroll.





13: Looking around the room, you see that it has three exits: The trap door you came through, a locked door to the left, and a long corridor to the right...





14: Left: The room is small and damp with only a small lantern giving it light.  You hear a sound to your left.  You can see a woman tied up to a rack, she appears to be elven and healthy, and her robes tell her to be a mage.  For some reason she seems to be urging you to turn around.  A screach fills the room and you are all knocked down...looking up, you see three goblins swinging a big bourd...who wants to kill them first?





--: Goblins...Hp: 5 Lv:1 Ac: 7 Xp:15 Gp:--None-- Thaco: 20 Dmg:1d6 #att:1/1





15: You let the woman go and she falls to the floor wheezing...looking at the filthy cloth that covered her mouth you don't blame her...she introdices herself: "I am Selina Elverlink, Thank you brave warrios, they would have killed me, or worse...please, I beg you, help me find my husband...he's been taken hostage by the wizard who owns this place...you just killed his son if you got past the ogre..."





16: Re-entering the room, you are once again faced with the choice of directions...Back, or to the corridor...





17: Right: This room appears to be a sleeping quarter...four bed-like structures line the walls...one of them seems to be occupied...a small humanoid form lies there snoring loudly...





18: After searching, you decide it was a bad idea...you find nothing, and one of you gets a splinter...





19: The room has two exits, back and to the right, which seems to curve in a northward and upwards slant...





20: As soom as you enter the curving corridor, you sense something wrong...you hear a clicking sound...rouges need to make Find Traps Roll.





21: Fail: You hear a squeal as a door opens on top of you...a hissing sound is hear, and extreme pain is folowed...black liquids ooze off your flesh, taking the flesh with it... 3d6 damage ...





22: Success: You find a small crack in the floor, revealing that you've partially pressed down a pressure plate.  If you move too fast it may set off and if you step on it, the adventure's going to be over real fast...ahead you can see a trap door about to open from the ceiling, a dark liquid seeping through and burning through the floor...





23: After the acid incident, you continue on, this time being more wary of hidden things...up ahead you can see the light ofa torch approaching from around the bend in the tunnel...





24: As the light nears, you can hear laughing.  Two goblins enter carrying a tray, probably food for the ogre due to its large amounts of food, and a man in black robes follow...he gives out a scream as he sees you!...his hands begin to wave in the motions of a spell...





--: Mageling...Hp: 15 Lv: 3 Ac: 3 Xp: 1,500 Gp:--see below Thaco: 20 Dmg:1d6+1 #att: 1/1 Spells: Magic Missile, Charm Person, Web Spell, Acid Bolt





--: Goblins...Hp: 5 Lv: 1 Ac: 8 Xp: 10 Gp--none-- Thaco: 20 Dmg:1d4 #att: 1/1





25: After dealing with the mageling, obviously not the one you came here for, you can see that he had treasure...





26: Treause: Obsidian Ring, Silver Dagger w/ red flames, 13 Gold, 2 gems





27: The tunnel ahead seems quite enough, and you continue...for about sixty feet, nothing is seen or head, but then the light hits you...from an unseen corner the light is amost blinding, a dozen torches line the walls and you can't see how you missed it.  Human voices come from the room, one of a deep, wispery voice, the other of a young man...the elf you saved says that it's her husbands voice and that they must hurry...





28: As you enter the room you cannot see any mage...her husband is standing still, his gaze locked on the nearest fighter.  He draws his blade and attacks...the Elf you helped vanishes from sight and reappears in the upper-left hanbd corner...her elven features meld away, and they take the form of a dark eyed female mage, human in origin, but with the slightest hint of elven features...she smiles wickedly and waves her hands...a door opens from a wall, a door that hadn't been there when you entered, and a trio of Hob-Goblins enter, complete with their five kobald fighters...they point to you and issue a rough order...the kobalds attack while the Hob-Goblins guard the mage...





--: Magelord...Hp:35 Lv:8 Ac: 0 Xp:10,000 Gp:--see below-- Thaco: 18 Dmg:2d6+2 #att: 3/2  Spells: Magic Missile, Chill Touch, Burning hands, Shocking Bolts, Invisability, Web, Shadow Strike, Fireball, Lightning Bolt, Dispel Magic, Fire Shield, Summon Undead, Ice Storm, Teleport





--: Hobgoblins...Hp: 25 Lv: 4 Ac: 4 Xp: 350 Gp:--none--  Thaco: 16 Dmg: 2d6 #att:3/2





--: Kobalds...Hp:15 Lv: 2 Ac: 6 Xp: 100 Gp:--none-- Thaco: 19 Dmg: 2d4 #att: 1/1





29: Ask you cpmplete the grizzly task of killing the last one, you look about the havoc...two of the torches fell over during the fight and caught a desk on fire...any mage sees the spellbooks there and saves them from their fates, taking 2 damage from fire...numerous other items of value can also be found...





30: Treasure: 80 gold, 15 platinum, 9 gems, A Snake Headed Staff, A golden ring, 2 fine long Swords, A double bladed Axe, and a Silver Shield





31: Looking around the room you see no reason to stay...you make your grizzly war back to the entrance and once again feel the cool air of a breeze...sighing, you continue back towards a nearby town...





32: TOWN:  As you enter the town you have the same options anyone else does, you do as you want.  There's a inn/tavern, a temple of Torm, a blacksmith/weapons dealer, a small mage shop selling components and scrolls, a shop selling potions and healing salves, numerous houses, a rangers guild, and a city guards barracks.





33: INN:  The inn is small and cozy with few people at this time of day(its 8:30), with most of its patrons on duty or farming.  The keeper is friendly and serves you a platter of venison and rolls, along with a pitcher of ale, for two copper.  He offers his last remaining two rooms to you for five silver apiece and returns to his cleaning.





34: ROOMS:  Your rooms are large being 10x20x12 and each have two windows, two beds, a tub filled with steaming water, a dresser, numerous wall hooks, and a chest to hold belongins.  The view overlooks the town square and shows a glistening fountain and a few peasants moving goods along.





35: TEMPLE:  Soaring towers and white-washed walls glisten in the sun, stained-glass windows depicting battles shine in the daylight, and the songs of morning mass fly high through the air.  A cleric greets you at the door and motions for you to join the sermine.  When it finishes, you all have the equivilance of a BLESS spell(+1 on rolls).  The priest meets you afterwards and asks your wishes...





36: BLACKSMITH:  A burly man in am apron greets you heartliy and shows you his wares: (Long Swords, 15 gold),(Daggers, 1 gold),(Staff w/Blade, 2 gold,),(Mace, 35 gold),(Dagger belt, five throwing daggers, 10 gold),(Chain Mail, 45 gold),(Leather Armor, 5 gold),(+1 to a weapon, 500 gold),(Silver edge to a weapon, 100 gold),(Bless a weapon, 50 gold)





37: MAGE Store:  A man in robes shows you through the store, revealing exotic potions and rare spell components...anything asked for can probably be found here...





38: BARRACKS:  You are not allowed into here...











39: Divider: ||********************************||











40: As you prepare for the night you are greeted with a knock at the door.  The innkeeper has brought a basket of rolls and a pitcher of mead as a night snack. Innkeeper: "Night friends...meet me in da mornin, 'cause I got somethin I gotta tell ye..."





41: The night passes quickly, with no interuptions...guards change as preferred and little of interest can be done...Light seems into the room through the windows, walking all.  You can see nothing wrong(a rare thing in my adventures), and find another basket of buttered rolls and a pitcher of apple cider at the table.





42: As you enter the rooms below you can hear a bustling.  Four men in dark chain mail are holding the keeper at knife point...  Bandit Raider: "Where are they???  I know they're here!!!" ...they quickly notice your entrance and draw short swords with black flames dancing along their blades.. Bandit Leader: "Get the scum!!!"  ...they attack!





--: Bandits...Hp: 22 Lv: 3 Ac: 3 Xp: 750 Gp: 100 Thaco: 18 Dmg: 1d6+2 #att:3/2 





43: As the battle ends the innkeeper runs up to you... Innkeeper:  "Thank ye, thank ye, I was hoping you could help me...they've been stealin from me fer years...they'll be sending more unless you help me...they'll kill me!"  He tells you about a nearby stronghold where they stay and hands you a map... Innkeeper:  "If ye help me, I can reward ye!...amd there's more where these came from!"  he holds out eight diamond wirth at least 500 gold apiece....











44: Divider: ||********************************|











45: COUNTYSIDE:  The lands around the town are beautiful, with islands around rolling grasslands on a sea of ever-green forrest.  The map shows the stronghold to be located six miles into the forest, the towers of which you can see even from here.





46: It seems that the only way to get there is to transverse the pristine forestry, or to fly...which I douby any of us can do.  You have only a few options about what you can do. 1: Enter forest  2: Try to go around  3: Return to town





47: AROUND:  You travel for more that three miles with no avail...it seems that the forest is the only entrance leading to the towers, a logical setting if you didn't want to be found easily.





48: BACK:  --Goto Town opts--





49: FORREST:  Around you grows the true life force of the worlds, true energy captured and put into life by the nature of these lands...The trees are massive, ancient trunks of elven care, kept alive be the magics that bind the spirit's of these woods...the growth is so dense that a tracking proficency check is required to get anyway fast... d20





50: You struggle through the brush and trees and finaly break free into a clearing...almost without notice the birds chirping ends and all movements stop...the air grows still and nothing seems to make a sound...you look around the 100 square yard area and see nothing out of the ordinary, but the smells of trolls hand heavily everywhere...an ambush!





--: Trolls...Hp: 35 Lv: 5 AC: 3 Xp: 1000 Gp: 35 Thaco: 14 Dmg: 2d6 #att: 3/2





51: Looking aroung the carnage of the battle, you can see a glimmer of light within one of the nearby trees...it seems that you have infiltrated a troll lodge, because all of a sudden three more jump out of the surrounding branches to the guard  horde! d20





52: The stench of burning trolls smolder in your lungs and force you to grab what you can and leave... Treasure Found: 34 Platinum, 7 gems, A gold ring of Dancing Lights, A dagger belt w/ three daggers and a small throwing hammer, a scabbard mode of silver complete with a red-glowing long sword





53: The treasure may have raised your hopes, but the sounds of twigs breaking in the distance bring you back to reality...from the left you can hear movement...big movement...and a 7 foot wide head to go along with it...the forest giant stares its beady green eyes into yours and vanishes into the foliage.





--: Forest Giant...Hp: 89 Lv: 11 AC: 2 Xp: 5500 Gp: --None-- Thaco: 9 Dmg: 3d6+5 #att: 5/2





54: The massive beast falls to the ground, its arms transforming into limbs as it falls, and its entire body turns into another massive tree...as the last of its life force dwindles away, only a bare limber, dead tree marks its grave...





55: Looking around, you barely find a glance of the towers you search for.  You are now only a few hndred yards from it, and if you weren't careful you would have passed it by... everyone make intelligence checks and dexterity checks... d20 d20





56: Success:  You notice a wire on the ground benieth you and jump out of the way only seconds before the trap expands and forms a cage...you were lucky, but thins was only a baby compared to what lies inside...you hear yells as someone notices the traps setting off!





57: Failure:  You cry out as you see a spark of light fly at you...you look aroung and find yourself handing ten feet in the air and in an iron cage...you can see three elves in chain mail looking at you from the games to the stronhold, two of them rush towards your position!





--: Elven Guards...Hp: 18 Lv: 3 Ac: 3 Xp: 150 Gp: 15 Thaco: 15 Dmg: 1d10+1 #att: 3/2





58: The guards lie dead before you with no treasue to give to their defeaters...apparently they have never had that problem until now...what shall you do now?...THe two massive doors leading into Ebony Keep lie waiting, and so does your blades...





59: Divider:  ||********************************************||





60: Entrance room to Ebony Keep:  This room appears to be nothing like what you had expected to see.   A square stone building sits atop a marble slab at the shore of a glistening crimson river at the edge of what appears to be an underground forest.  A wooden door sems to be the only way in, unless you prefer to venture into the strange woods without knowledge of what lies within...





61:  DOOR:  The door creaks loudly when opened, allerting those inside.  To the parties surprise they see the beginning to a grizzly ceremony...A naked woman lies atop an ivory pedestal, four priests in black robes around her, with a fifth holding a curved dagger above her chest.  The cleric with the dagger bellows out an order and immediatly you are conftonted by four mace weilding clerics of Malar.  The head preist of Malar grins evily and turns back to the woman, who is still unknowing.





--: Clerics...Hp: 24 Lv: 4 Ac: 8 Xp: 350 Gp: --None-- Thaco: 16 Dmg: 2d4+2 #att: 1 Spells: Cure Light Wounds, Cause Light Wounds, Charm Person/Mammal, Heat Metal, Slow Poison, Flame Blade.





62:  The girl awakens as soon as the last priest dies and quickly covers herself in one of their robes.  She introduces herself blushingly and doesn't seem to know what was going on or how she got here.  You can tell by the way she moves that she can fight well, and she says that she still remembers some of her spells.





--: Sirane, Female Elf...Int: 18   Al: NG   AC: 5   Mv: 12   HD: 3+3   Hp: 15/22   Thaco: 16   #att: 1   Dmg: By Weapon   Sa: Spells   Sd: Invisability 2/Day   Mr: 10%, 90% vs. Charm/Sleep   Sz: M(5') 





63:  A spiralling staircase to the north moves further into the building...it goes up what seems to by about fifty feet before stopping in a large room.  It appears to be a combination of a study and sleeping quarters for the clerics.  Books line the dusty shelves and beds are neatly arranged along the walls.  Scrolls of all types can be found here along with 25 platinum, 10 gold, 300 silver, and 2 gems.  Mounted on the wall is a golden bladed sword of the finest quality any of you have ever seen.  It glows brightly once you enter and seens to be humming.





--: Sword of Dancing...Hp: 60   Lv: 7   Ac: 2   Xp: 2,500   Gp: 45,000  Thaco: +3 to Thaco   Dmg: d10+4   #att: 2   Spells: Faerie Fire, Continual Light, Invisability, Detect Evil, Detect Good, Detect Undead, Detect Magic, Identify





64:  Having nowhere else to go or search you head back to the outside.  The forest lay before you, but first you must cross the river.  You can see a canoe that the priests use to cross but it can hold only two people at one time.  You can see tiny ripples in the water and dark patches that seem less than natural.  Something is waiting...and watching.





--: Scrags...Hp: 15   Lv: 3   Ac: 5   Xp: 100   Gp: --none-- Thaco: 18   Dmg: 2d4   #att: 2





65:  The remaining scrags dive for deeper waters, terrified of those who killed their kin...you see them wander far away, too far to bother you for a while.  The small canoe seems fine and can carry you to the shore easily.





66:  The canoe touches shore and vanishes, leaving you standing knee deep in water...looking back you can see it waiting on the other side for its next unfortunate passengers.  The forest here is filled with a riot of plant growth, though not as thick as the woods you left earlier.  The animals and birds do not seem quite as plantiful as the other, but them again this place isn't exactly natural.  The only way that you can seem to go is north.  The castle walls climb high to the east and west, with the river south...the forest seems to be your only option...elves, make a detect doors roll.





67:  SUCCESS:  Through careful examination of one of the walls you find a small latch...it turns easily and opens up to a gleaming room.  Coins of all types lie everywhere, in towers too plentiful to carry.  Small chests of all sizes line one of the walls and normal weapons are neatly arranged on the western wall.  Nothing of value, other than the money, can be found here.





68:  FAILURE:  You can find no other option but to trudge on through the underground rain forest and try not to get caught on any traps...





69:  Once again you hack your way through the dense brush, and once agian you sense something is wrong.  Your magic items no longer seem to tingle, and all magical effects have vanished.  You hear a scream as two men with spears run past you, almost stumbling at your sight, chasing a small deer obviously for supper.  They wonder what you are doing here but make no move to attack...they probably think you are Mage hire-ons.  If you allow them they escort you to the recruitment room where you are given equipment.





70:  Travelling further through the wods you come upon an unusual scene...A pond, roughly 30 feet across, fills the center of a small clearing.  Moss grows on the edges of the pond and over a huge rock that sits at the pongs edge.  Birds fly overhead, and small animals scamper about.  They all seem to give the pond a wide berth.  Staring at the scene, you notice pieces of broken bones lying in the grass.  From somewhere deep within the pond itself, a glitter of emerald light shows its flickers to the outside world.





A death mold actually guards it:


--: Death Mold...Hp: 5   Lv: 1   AC: 9   Xp: 3000   Gp:--none--  Thaco: special   Dmg: 2d12+2  #att:---


Sa: Spore cloud 30x30x30 stun 1-4 rounds, 1d8 damage.





71:  





Lagged.





























