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CHAPTER ONE

INTRODUCTION

Welcome to Lost Colossus, the first supplement for Frostgrave: Ghost Archipelago. In these pages you’ll find a ten-scenario campaign that will send your Heritors travelling around the Isles in search of the pieces of an ancient statue that hold clues to the location of the Crystal Pool. While it is possible to play these scenarios as standalone adventures, the campaign has been designed to tell one continuous story, and there are rules for how ‘winning’ one scenario will give the player a slight advantage in the next, and even, in some cases, choose the next scenario that will be played.

In the introduction for the main rulebook, I called Ghost Archipelago a ‘narrative wargame’, and it is my hope that this supplement demonstrates that philosophy and gives players an example of how to construct a larger story with each game that they play. I have found that the more I focus on this overarching narrative aspect in my own games, the more I enjoy each one I play, win or lose, and the more I enjoy other aspects of the hobby as well – painting, modelling, scenario writing etc.. I hope you will find the same.

Most of the scenarios in this book call for rather specific pieces of terrain – namely, the pieces of the Colossus. I am aware that most people do not have giant stone hands and legs in their terrain collection. Now, if you were looking for an excuse to add these items, here it is! Otherwise, don’t worry too much about matching the terrain called for in the set-up exactly. All of the dimensions given are approximations, and rarely will a couple of inches here and there in the size of a terrain piece make much difference. Additionally, it doesn’t really matter if that stone bridge across the river is a perfectly modelled ruin of a giant stone leg, or if it is a roll of tinfoil. As long as the players have a decent imagination there is still plenty of fun to be had with more mundane scenery.

Along with the scenarios, this book also contains a couple of new specialist crewmen to aid your Heritors on their explorations, a load of new monsters to fight, and a new table filled with wondrous new treasure to find. Also included is a new, expanded system for magic arms and armour which vastly increases the variety of items that can be found. I think this is one area of the main rulebook that probably didn’t get as much attention as it deserved.

Finally, I just want to reiterate something I’ve said before: all of the rules and scenarios presented here are just ideas. Players are encouraged to change them to their hearts’ content, just so long as everyone involved in a game or campaign are in agreement. There is really only one way to play Ghost Archipelago wrong, and that is to not have fun.

If you are enjoying Ghost Archipelago and would like to hear more about the game and see what other players are up to, join us on the Frostgrave: Ghost Archipelago Facebook page, on the Frostgrave page at the Lead Adventure Forum, and follow my personal ramblings on my blog: therenaissancetroll.blogspot.co.uk.
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CHAPTER TWO

THE CAMPAIGN

Long ago, the great Colossus of Argantheon stood upon one of the outer islands. Its body was engraved with the stories of the Lost Isles, and its vast, outstretched arm pointed the way to the Crystal Pool. Or so the ancient texts claim. Then, during some forgotten war, the Colossus was shattered, and its parts flung across the Archipelago to lie in ruin. Until now.

A crew of cutthroats has recently returned from the Lost Isles and claims to have seen the great plinth upon which the Colossus once stood. Using this as a starting point, it might just be possible to follow the trail of destruction and find all of the missing pieces. Although broken and scattered, and weathered by millennia of rain and heat, the Colossus might still contain clues to the location of the Crystal Pool.
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PLAYING THE CAMPAIGN

The Lost Colossus campaign is a series of ten adventures designed to be played by 2–4 players. Each scenario should only be played once, and all players should participate in each scenario if possible. This campaign uses all of the campaign rules from the core rulebook, including experience and finding and spending treasure. However, the treasures recovered during this campaign represent not only loot and magic items, but also the knowledge the crew has gained from their explorations of the Colossus’ ruins.

Unlike normal campaigns, where scenarios are rolled randomly, or decided upon by the players, the Lost Colossus campaign is designed to be played in a specific order. Players should start with Scenario 1 and proceed sequentially, unless instructed to do otherwise. Also, because the hunt for the Colossus is essentially a race around the Archipelago, it is possible for one crew to get ahead in that race. Within the campaign, this is referred to as ‘gaining the Advantage’. Players can gain the Advantage in the campaign by accomplishing specific things during a scenario – usually capturing the central treasure. A player with the Advantage will sometimes have the ability to dictate which scenario is played next, and will often get some small bonus in the next scenario. In this way, the scenarios are truly linked into one narrative.

By the time the players reach Scenario Ten they should have a hardened crew of explorers, ready to face the final challenge of the Lost Colossus, and potentially gain a major step forward in their search for the Crystal Pool.
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SCENARIO ONE

THE PLINTH

The search for the Lost Colossus can begin in only one place, the grand plinth upon which the statue once stood. Thankfully, the plinth is located on one of the more stable outlying islands, which can usually be located with little difficulty. It is said that from the top of the plinth, other parts of the Colossus are visible. If you can be the first to reach the top of the plinth and get a fix on those other pieces, it will give you a significant advantage in piecing together the secrets of the Colossus. Unfortunately, there are rumours that the plinth has recently become an outpost for the snake-men…

Set-Up

In the centre of the table place a flat-topped building to serve as the plinth. This building should be approximately 10” square and about 6” high. This building should have one door. The location of this door should be determined at random after all of the crews have been set up on the table. The top of the plinth should be mostly bare, except for a trap door that leads to the stairs inside (see below). The rest of the table should be covered in a dense mixture of vegetation, rocks, and other small bits of ruin.


Two snake-man hunters should be placed on the top of the plinth, standing in opposite corners. Increase this number to three if there are three players, four if there are four players, and so on. A snake-man warrior should be placed in front of the plinth door.

Next to the main board, there should be a small 10x10” table representing the inside of the plinth building. This table should contain a staircase that leads onto the roof, and a scattering of fallen rocks and other rubble. Place a pair of snake-man warriors on this table about 4” from the door. Place the central treasure in the centre of this room.

Finally, players should each place two treasures on the board, following the standard rules for placing treasure, with the exception that none of these treasures should be on
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