Names and Places

Human Realm



Other Realm (Verdis/Lai)
What it is

Great Western Cemetary

Androst


City of the Dead

Urborix



Barakh
/Galeon

City of Light

Dimensions:

The ‘other realm’ is not another plane, but rather another dimension of the material plane. This other realm is the Arthurian ‘Faerie Realm’, whereas there is also the Spirit Realm. 

Layout

The great river, RIO LUSTERA, runs through VIVILUSRTRUS and halves the city URBORIX. A canal system in URBORIX flows out in several direction providing the source for many other streams and rivers. 

Another river RIO ARGENTA, runs from the north to the southwest, passing by Occamercantera and ending at the western sea at Portus Turbia. A mountain range, MIRTO MONTANI, runs by Portus Turbis, to its south and bending south-east. 

Mirto Montari has tiny amounts of Mithril (Mirto) deposits, and no living person knows what Mirto is anymore. Some of it is heald in the Imperial Archives, but it is kept top secret (like the Arc in Indiana Jones). 

In the Faerie Realm, there is a great dwarven settlement in Mirto Montani. They have very little Mithril, but some veins are left in the old mines which the group can explore as a DUNGEON at somne point in order to secure some for weaponry. 

The Great Western Cemetary contains a tomb in which part of the great sky-ship can be found. (Maybe somethinbg else?), whereas in the Faerie Realm, the neighboring city to the cemetery is inhabited by very powerful undead. Some of this power bleeds over into the mortal realm, making the area a high taint zone and ensuring that some undead exist there too. Perhaps the ring of the sky (Vilya) is in one of these locations. 
Key persons (NPCs and GMPCs)
Administrator (Serif), wife Elerr. Jopseph (son).

Administrator of Occemercantera (Markus) MA 03% PA 30%

Assistant to Markus: Daniel MA 10% PA 84%

City guard in Tannis: Eric MA 45% PA 17%

Chemist in Occemercantera (Trelaen "Treh-line") MA 12% PA 21%

Restaurant in occamercantera = Golden Finch

Staff of golden Finch: Gordon (chef), Oro (Manager), Sinclair (waiter 1), Robert (waiter 2), Lorn (waiter 3), Selina (waitress)

Shay's parents- Sasha & Misha

Thalon - 300 years: initiated a civil war between the eastern emperial courts and the western trade archons.

Ancient COMMUNICATION STONE

Bronzium Book

Guidance Small Damascus Short sword 1d4 (crit 17-20/x2) Eight Rayed Star (red cut jewel) in pommel with Guidance in DRACONIC script.
Glen's home township is Tannis.

The three plants in Saeros' letter to Glen are:

Saph Orchid

Grey Bloomtail

Druur's bane

Saph orchid is circled with 'likely' written next to it. 

Story notes:

1,333 years have passed since the 'bookams game' ended. The ship is still around and will come into play again. Needs remodeling.

Drwo is now captain, Jaques is first mate. Drow is level 11 Magic user, Jaques is L11 ? + L25 magic user (no accessable with artifa-spike).

Glen's char will be on a quest to find out who has been killing the administrators in his city, set forth to him by a Prior. He will go to city (Occemercantera) where Shay is living. Shay will meet glen in the marketplace, and notice a small birthmark on his brow, in the shape of a star. Shay has a similar birthmark, and it will bring back what seem to be memories of a dream. 

Shay will bring Glen to meet Saeros, who will give glen a pendant (two triangles, one locked in the other, both loose and pointing downwards made of a bluish metal). Saeros will give Shay a metal box with a star shaped keyhole. 

(In the box, which is locked is the energy hammer which can break the seals. The key is in the keeping of the Drow. The hammer cnnot be used as a weapon, except against ascended beings such as the Ori or the Ancients.))

Saeros lives in Occemercantera (western trade city) and the starting location is the continent REGIA EX VIVU INLUSTRUS, now simply called VIVILUSTRIS.

The capital city is URBORIX (city of the ori), formerly URBUS EX DIVILUSTRIS (city of the gods of light).

TARANIA - Asian culture both language and country.

Saeros will tell them that the marks they bear are a birthmark of nobility, and that they should seek for the coasts if they wish to find out more, as the secrets of their heritage tie in to the missing administrators and another darker plot which he has only heard vauge rumors of. 

On the western coast in the city (Portus Turbia) they should look for a man named Jaques, who will take them o someone who can tell them more. Jaques, according to Saeros is one of his trusted contacts in the western coastal district. He is "well traveled, and full of useful tidbits, though not very wise in appearance." "Though just what he is capable of, in a pinch, may very well surprise you."

Jaques will tell them that "the captain has lots of things with a star like that one". If they ask who he is referring to, he will just repeat "the captain", and become frustrated. Jaques will take them to the captain if asked. 

Drow (Curonthól)captain seems to recognize Shay, and recognizes both birthmarks. He tells them he has been long expecting Shay to visit him, as her uncle has mentioned her to him often in his correspondences. He admits that he hasn't visited since she was a child, right before 'the incident'. (Shay can make an int check to recall heeing him before.)

Drow will tell them of an island, on which is located many ancient ruins bearing that mark (the star), and that he had recovered some relics and antiquities from there. He will show them a tablet, and a blue metal key (star shaped key).

Thus the quest for the island and the first seal is begun anew...

The temple is the same, only the entrance is open (though covered by overgrowth). "Compass" is inside, in a room on the second level.

"Compass" has it's namesake (Compass) etched in the blade in draconic. inlaid with blue metal (crackling energy- like a fire cracker under a DC 35 assence) in Imperial is "Guidance".

Compass/Guidance can now be used to gather clues about where the seals are.

Seal is a spinning disc of energy in the lowest chamber of the dungeon. It has the image of green/brass (?) and (appropriate crystalline?) dragons in luminous energy. The disc radiates a small field of darkness which acts as a shadowy backdrop for its design. Only the hammer can break it. 

The seals were made by the extremist Alterran worshippers of ori (who later become the ascended beings known as THE ORI) to aid them in civil war with the Alterran illumian philosophers (magic users). 

When the seal is broken, a mist of darkness will escape from the seal, take the form of a demon with blue glowing eyes, and fly straight upward, breaking a small hole (about 1" circular) through the ceiling, all the way up and exiting in the elephant's head., while the spiritual heads of dragons with bodies of mist will pour out of the broken seal and  around the room (some battling each other in mid air) and slowly exit through the walls. 

Finally, a small mote of energy will fly after it, and the party members will be able to get one request before it leaves. (Treat as wish with DM decided limitations). 

Long term goals: 

Quest of the seals:

Release of the eight bringers of darkness: When broken, each of the seals will bring an additional 'level' of both arcane and divine magic to the world. Some seals are in alternate dimensions and sothers will require gate travel. Four are on the 'home world'.

Each home world holds the spirit of three great dragons, plus one part of the ori's Power and one bringer of darkness. (Like the four horsemen, demonic worshipers of Xo.)

Some of the seals locations in the prime dimension are totally inaccessible, and therefore THE TEAM must seek where they reside in an alternate dimension (not another plane), and can only be broken from there. There is a special stargate/device that can shift them to this dimension where they will meet elves, dwarves, pixies, etc (like the Arthurian faerie realm, but no funky aging). They will meet The Guardian which is for all intents and purposes Dungeon master from the D&D cartoon.

Then, when in the faerie realm they will have full access to all levels of magic, as it is the true D&D REALM, whereas their home realm is the STARGATE REALM. Both aspects of the story will have features in both places but will keep their strongest impact in the real that features them. 

Once in the D&D realm they TEAM will have problems figuring out how to get back, even after they break the seal which will result in SIDE QUESTS both outlined and random at the players choice.

Short term goals:

They will also be given a hammer that has a head of pure energy. It cannot be used as a weapon.

Seal is a spinning disc of energy in the lowest chamber of the dungeon. It has the image of green/brass (?) and (appropriate crystalline?) dragons in luminous energy. The disc radiates a small field of darkness which acts as a shadowy backdrop for its design. Only the hammer can break it. 

When the seal is broken, a mist of darkness will escape from the seal, take the form of a demon with blue glowing eyes, and fly straight upward, breaking a small hole (about 1" circular) through the ceiling, all the way up and exiting in the elephant's head., while the spiritual heads of dragons with bodies of mist will pour out of the broken seal and  around the room (some battling each other in mid air) and slowly exit through the walls. 

Finally, a small mote of energy will fly after it, and the party members will be able to get one request before it leaves. (Treat as wish with DM decided limitations). 

Long term goals: 

Box of Shan'ril

Quest of the seals:

Release of the eight bringers of darkness: When broken, each of the seals will bring an additional 'level' of both arcane and divine magic to the world. Some seals are in alternate dimensions and others will require gate travel. Four are on the 'home world' (in both dimensions at once)

.

When all seals are broken, there will be a choice: The ninth seal can merge both dimensions.

Each home world holds the spirit of three great dragons, plus one part of the ori's Power and one bringer of darkness. (Like the four horsemen, demonic worshipers of Xo.)

