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The Kingdom of the Seven Lights

GM here the party can choose to continue on, or follow the trail on the medallion. | GM if you do not use this with the Corelub main quest start with the party finding the medallion, and again choose to continue on, or follow the trail on the medallion.

Depending on when the party starts their journey use the following

GM this is all an illusion roll to see if the party is under the illusion or not. Continue rolling as they get closer to the source. If they are not under the illusion they will see orcs, and goblins made to look like people. If they are under the illusion they only see people.

GM the party can buy items, or continue through the city streets depending if they are under the Illusion, or not. Those under the illusion will continue to see things as described. Those not under the illusion will see orcs, and goblins pretending to be these people, and a desolate area.

GM the party may choose one, or the other or both.

GM if under the illusion it all looks as described, if not the party sees a room full of orcs, and goblins attacking both people and animals for food.

GM here the party can give congratulations for the new prince's birth or engage in some business talks. If they question their surroundings the mood of the king, as well as the entire area grows dark, and  foreboding. | GM if under the illusion it all looks as described, if not the party sees a room full of orcs, and goblins the king being an Orc with a staff on the throne and the guards both orcs, and goblins.

GM once the battle is done the players find a total of 50cp 100sp 10gp,

GM the party can choose to open the door or not.

Orc Illusionist with staff of illusion, and a short sword

Ors 20 10 with short swords, and 10 with bone clubs

Goblins 30 10 with spears, 10 with clubs, 10 with daggers
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D&D side quest

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.


GM if you use this in combination with the main quest Corelub start with the scenario below.

You continue on your journey at the point when you were so rudely interrupted. Travel for half the day you meet the gypsies who sold you the sacred rabbit pelts.  They are overjoyed at seeing you. They thank you for bringing peace back to the kingdom as trade has not only restarted it is better than before. Now the kingdom of Rabe along with King Hannon’s lands are free from fear, and tyranny. Queen Adela has married, and was asked to be queen over king Hannon’s  kingdom bringing prosperity to them both. Rabe as well as their kingdom has joined, making the entire area peaceful again. They have a new King Sir John was asked to take over he was humbled by the trust they have placed in him vowing to be a just ruler. 

The deep gnomes were able to return the original High Priests body to the Rannons who had interned him within Rannon no longer named Nar. The assassins left for more profitable shores who knows where. The gypsies are free from false rumors of their being part of any of the trouble. All is at peace now. Before they leave you the gypsy woman gives you a medallion telling you this was once a great kingdom now long past. It is said to have many riches, and dangers. If you wish to follow the trail inscribed upon it, or notis your choice. With that she kisses you both with deep love for all you have done.
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GM here the party can choose to continue on, or follow the trail on the medallion.


GM if you do not use this with the Corelub main quest start with the party finding the medallion, and again choose to continue on, or follow the trail on the medallion.
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Looking at the medallion you see on the front a large tree with a trail leading to it. On the other side a crude map showing the way. The beginning of the trail is only a day's ride from here two days on foot. 
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Depending on when the party starts their journey use the following
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The ride/walk was peaceful as the sun/moonlight warmed/cools you along the way. Arriving at the trails, the first thing you see is a large well sculptured door made of stone. Upon it one word, “Welcome.” touching the doors they open with ease showing you a stone road leading forward. The entire area is well maintained as if someone tends it often. You are on this road until almost twilight/daylight when you see the kingdom. The design is different from any you have seen. On the great sculpted doors is the emblem of a giant tree, and the path leading up to it. Under it is written the Kingdom of the Seven Lights. Touching the door it opens as easily as the first one did.  The sight is beautiful yet completely silent except for the sounds of nature itself. Stepping through the door a great bell rings, and a voice speaks, “Welcome to the Kingdom of the Seven Lights all are welcome here be one with the light, and ascend.

Entering the city itself you are amazed at how well kept it is for a city long past. You hear the sound of wagons being pulled by horses coming towards you yet there is none in view. Puzzled you continue on. It is getting dark/light yet the city grows brighter with each step. At full dark/light the city is alive with life.
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