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An Old Man's Revenge

GM the party will choose to help him or not here. If you chose to help he will thank you if you don’t he will turn back to his wagon either way when you turn to leave he will state

GM She is a small fairy elves, and half elves have heard tales of her kind. She is very fluttery, not one to wait for answers yet keeps speaking in questions or telling her stories. If asked she will tell you her name is Emerald.

GM The party can choose to stay the night to start fresh in the morning, or return to the estate tonight.

GM checking the fireplace you will be able to tell that these are permanent spells left over from when the house was in its prime, so no one would ever feel left in the dark. (If the party rolls a 15 or over they will find a brick that moves inside there are 5 jewels in each box of both downstairs fireplaces valued at 1,000gp. Along with a scroll containing mass healing, and mass confusion.)

GM left side of the entryway room #1

GM searching here you find a few things of value: several pieces of jewelry dropped, or removed to play (2 rings 25gp each, 3 odd earrings 10gp each, and a broken necklace 15gp, and an old small harp dirty but still in good shape harp of seeking). | GM left side of the entryway room #2

GM Searching here you find a medium sized tomb reading it will grant each player who does so knowledge of the ancient elven language. | GM left side of the entryway room #3 under the stairs

GM  there are 3 ghosts in this room who will attack the party. Once defeated (searching the room you will find 10 golden candlestick valued at 50gp each embossed with the emblem of a deer sitting under a tree). | GM right side of the entryway room #1

GM searching here you find 2 half full decanters of elven wine, one ¾ full of brandy, 2 half full small kegs of ale, and one unknown liquid that smells extremely sweet full except for 10 drops (this is a rare eleven wine 1 drop in a glass of water creates a powerful drink).

GM examining this you find a small scroll behind it. (3 spells light, heal wounds, and cure poison). | GM right side of the entryway room #2

GM  searching you find 2 candlestick holders of scrying, and a small wooden box (6 candles for the holders, and 4 incense sticks of protection). | GM right side of the entryway room #3 under the stairs

GM in the stove here is a small flame sprite. She will be friendly to the party as long as they cause her no harm. She will weep droplets of flames, as she tells you the fate of her mansion. (Same information as Emerald the sprite told you along with how much she misses them, and using her powers to make them their best dishes). | GM searching you will find a chest filled with silverware 2 sets of 12 one gold, and one silver with the tree, and stag coat of arms on them. (value unknown it will take an elven historian to get this information) (GM put value on these as you see fit for the party).

GM The stairs are old, and must be climbed with care dexterity check will be needed to make sure they reach the top without falling, or slipping.

GM if the party straightens the picture it will open into a small room containing 1cp, 1sp, 1gp, 1 1X1 inch bar pp as well as a small doll’s rocking chair carved from one piece of white birch engraved in gold with family crest of tree, and stag.

GM left side upstairs room # 1

GM The party hears a child's laughter here, searching you find a gold locket with the coat of arms engraved with to our daughter light bringer worth 50gp. | GM left side upstairs room #2

GM searching the party will find a short bow (of true aim) with 6 arrows (+1) along with a small square block made of black onyx  engraved with the family crest to our son light protector. | GM left side upstairs room #3

GM searching the party finds several rings 3 worth 25fp each; they appear to be ones picked up by the servant after the guest had left. | GM right side upstairs room #1

GM searching they will find a comb (of disguise), and a journal)

GM right side upstairs room #2

GM searching here the party will find another journal one that shows the servant was in league with the old man.

GM searching the party finds a mirror, comb, and brush set in ivory value 200gp if the party rolls over a 15 they will find tucked under an old pillow a large opal 1,000gp. | GM right side upstairs room #3

GM  the chest will need to be opened either by force, or by picking the lock once open  there is a music box with a fair on top with a latch on it. If the latch is opened you will find 8 darts of seeking.  Removing the music box the party will be able to see a small handle inside the bottom tray where you see the orb of light along with instructions on how to use it. When the party reaches in to get the items . the spirit of the servant now an evil ghoul attacks you. Once the ghoul is defeated the party can get the orb, and instructions to bring those trapped here back. Thus ensign the dimension trap, and destroy the old man.
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GM this quest can be run on its own, or can be used in combination with Corelub the main adventure. You can use these scenarios or make up some for your adventures.
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	You can adjust items found as you see fit.

	You can adjust the area for wandering monsters as you see fit also.


You have traveled for days from Adela’s kingdom. Her beauty was impressive now however you are back to seeking adventure whether for profit, overthrowing evil, or just fun the choice is yours.Turning with the road you see an old man struggling to pull his horse, and wagon out of the mud. You can tell the road was partially washed out due to a storm you saw on the horizon the day before. He sees your party and asks for assistance.
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GM the party will choose to help him or not here. If you chose to help he will thank you if you don’t he will turn back to his wagon either way when you turn to leave he will state
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I know who you are. Tales of your exploits have reached far, and wide in these kingdoms. I wanted to witness if you were truly as they say you are. Now I have my answer, with that he pushes his hand at you sending you through a dark opening that appears behind you. It closes.leaving you alone in an open field. Looking around you see a large estate battered, and worn by neglect, and age. The area around the estate is well tended, lacking for nothing you hear the sound of a bustling village beyond the estate, yet you have no idea where you are. Do you go to the village, or the estate? A choice you must now make.

The estate in its time was a glorious example of architect, and style. Many a grand ball would have been held here, a spectacle that you for some reason wish you could have seen in its prime. It is not some flight of fancy you have aroused in yourselves, but an overwhelming need to be part of it. One that makes you question your sanity. The closer you get the more the desire grows. You find yourself at the front door, wanting to step through into the amazing past. As your hand reaches for the latch to open it. You hear a small voice behind you. “Did it call you? It calls to all of you when you come here.” Turning you see this small wisp of a thing. She is only two feet tall, dressed in a green tiny gown, with matching boots. What surprises you are her translucent green shaded wings. 
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GM She is a small fairy elves, and half elves have heard tales of her kind. She is very fluttery, not one to wait for answers yet keeps speaking in questions or telling her stories. If asked she will tell you her name is Emerald. 
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“Did you help him or not,” she interrupts your answer to her, “It does not matter he would have still sent you. Come,” she says to you, drawing you away from the doors. “The others will be pleased to see you. It’s not often that we meet distant cousins. This will be a great day of celebration for us.” fluttering towards the village, she shouts back, “Hurry along now don’t linger, we have much to share.” For such a small thing she is quite fast. If it wasn’t for your size you would have a hard time keeping up with her.

Passing the estate you enter the village like her all have translucent wings of various colors, blues, reds, orange,and brown, each representing a different line of clans, yet all one tribe. All around you are their tiny homes, business, livestock, farms, and orchards as if all were shrunk to this size. She leads you to a few large stone tables, and benches. “These are from when your kind lived here too, before the old man, and his kind came causing the great battle that took you all away. You used to have such wonderful balls. We were always welcome. Now the halls are no empty, no more balls, no more distant cousins. Too big for us. Too dark once you left." She makes a sweet melody so the others will come closer. “We know why he sent you. Just as we know why he sent the others. He must be slipping to send ones like our own or half our own. He is getting old, perhaps he’s forgetting. Sit, eat with us, we will tell you why he sent you here. Why, maybe, you are the ones to stop this.”

They bring you food, and drink. It takes several of them to do so as the dishes, and cups are quite large yet they are very graceful in all that they do. “The old man came when he was still young with his army wanting to claim this land for his own. He paid no mind to us; we were too small to cause him any real harm. He intended to capture us. Using us as servants to do his bidding. What he called prettiest of us he planned to sell on what he called the black market as pets. Your kind refused to let him do so.” 

“As such the great battle began it lasted for over a month with both sides suffering many losses. Neither side could gain the advantage. He was the one who started it. That black orb,” She shuttered at the thought. Regaining control of herself she went on. “He used that orb to try, and remove your kind from here, a trap he said. Your kind had an orb as well only one  of light. Both orbs struck each other at the same time. The old man, and his army were sucked into an opening it created never to be seen again. Your kind were sucked into the bright one gone as well. We however were left here committed to neither the light, nor dark realms. Left between both worlds existing, but separate from the rest of the world” 

Pausing, she took a sip from her tiny teacup. “Now he sends travelers here. They are drawn to the house. Once they go in they never come out. We hear them at night dancing to the music of the great ball. We hear your kind as well whispering. These are not the ones we must wait for. We do not know what your kind means by this, we only know you wait for the right ones.”  finishing her tea, “Do you know what the right ones means? You can rest here with us for the night they can’t call you from here. Our village is safe from their pull. Perhaps in the morning when you are refreshed you can find the answer.”
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