FORGOTTEN REALMS CLANDESTINE

PART ONE: WINTER SOLSTICE
In the frost-laden frontier town of Solstafir, the Winterlord Asarin called a town meeting together in an empty ship yard by the town’s prominent canal system. The date was Nightal the 20th, the Winter Solstice, the first day of a long season of harsh, inclement weather to follow.  Docking up his lavish, ornately detailed houseboat, Asarin looked down at the amassed townsfolk and revealed his plot to expand the militia forces and bureaucratic workers of Solstafir in anticipation of the visit of Lady Alustriel, the active leader in the loosely connected confederation of the Silver Marches. While Asarin gives his speech, Opie, Rian, and Devero worked their way through the crowd. Instructed to take residence in the Silver Marches by the legendary Dalelands adventuring outfit the Guild of Cormanthyrian Freedom, the party found themselves once again thrust into high politics. Rian made himself nearly invisible amongst the masses while Devero silently watched the proceedings and Opie decided to brew up trouble.


Casting himself into the icy depths of the canal, Opie began to swim in the still waters, attracting attention from the crowd and distracting Asarin. This obsequious behavior put the spotlight on the kitten-sized dragon, who was targeted by Asarin for a demonstrative conversation. Asarin claimed that Opie was the free-spirited, adventurous, and exotic specimen that the frontier town pulled in and encouraged, and invited Opie to be the first member of the Dragongate Militia, who would oversee the most prominent keep system in the town for a short period and complete the town’s mandatory policy of “civic duty”. Offered a free stay and a tax-exempted tenday of service, Opie sarcastically acquiesced to the failing ruler’s attempts at diplomacy. All the while, the beautiful sun elven maiden Olaf tried to control the anarchic townsfolk and the two brothers Luferis and Drinnian conversed with Tulloch, an adventurer who once fought alongside Asarin, and had a falling out with the warmage ruler. Apparently, Asarin and his band of adventurers had come upon the canal when it was the center of destroyed town once known as Beradona. A frost wyrm known as Ozmankar had laid waste to the town, destroying nearly all of the buildings and stockpiling the peoples’ treasure. Tulloch, Asarin, and three other adventurers had felled the beast in a great battle and built the city of Solstafir over the ruins of Beradona, using the substantial treasure to fund their great, decade-long construction. In the short fifteen years that followed, Solstafir had become a bustling town at the heart of the frontier, and now Asarin was bucking to increase his state’s power. 

After Opie agreed to help, the brothers Luferis and Drinnian complained that they should be offered the same opportunities. Asarin wanted a diplomat for the group, and the mysterious Luferis, with his hood pulled over his eyes, stated “I’m a bit of a diplomat” ominously in the silent crowd. Both were appointed to the militia. Needing order, Olaf was encouraged to join the union, and the party of Opie, D’Amico, Devero, and Rian became aware of Asarin’s nervousness as a leader and his failure to control the meeting, a weakness Opie seemed to love to exploit. Shortly after the somewhat disastrous affair, Asarin retired to his quarters in the houseboat. Aerwyn arrived to the meeting as the crowds were dispering, and conversed with Olaf, a prominent male noble, and the Dragonsgate militia organizer, Captain of the Watch Sir Ingimar. Ingimar was intrigued at the armor, weaponry, and bestial support of Aerwyn, who was shortly thereafter accepted into the militia. Aerwyn seemed to join in solely to get to the bottom of what Asarin was trying to do with the militia. Skeptical of the groups aims, she journeyed to the Dragonsgate towers at the north side of town to meet up with the others, who were trading furs and timber, or in the case of Rian and Opie, participating in espionage.


Opie snuck up to the top level of the houseboat to listen into a conversation Asarin was having with an Uldra in his room. This secret advisor and house-spirit spoke of keeping something secret from the townsfolk, while Asarin believed he should come clean about the true aims of the heightened civic groups. Rian decided to forgo subtlety and swim around the ship, sneak on board, climb into the kitchen, tiptoe past the chefs, ghostwalk up the stairs, and appear in between the guards at Asarin’s bedroom door, knocking them both unconscious with blows from his fist and nunchaku. When Asarin and the house-spirit went to investigate the audibly felled troops, Rian invisibly snuck in the room and grabbed up all the documents he could find that belonged to Asarin, and came out the other side. He accompanied Opie to the Dragonsgate towers, going in to the militia secretly along with the similarly non-aligned Devero. 

The duo of Devero and Rian left the towers before introduction, opting to investigate the documents at an inn where they found that Asarin was an unconfident and unstable ruler, who was hoping Alustriel would admit Solstafir into the Silver Marches confederacy so that he could relinquish some of his power to a larger body, presumably (or at least as Aerwyn believed, out of character). This, as Luferis would point out (out of character), could spell trouble for the nobles, who would lose power in the town. The affair may have necessitated Asarin’s tight-lipped approach to expanding the guard to impress Alustriel upon her visit in ten days. The rest of the party met up in the third floor of the northern tower, sharing firelight and clashing personalities. The analytical, humorless swordsman Drinnian followed the recalcitrant Opie down to the dragon’s sleeping quarters, utilizing boots of elvenkind to mask his movements. He snuck in, threatening Opie with his life if the dragon put the state in danger again. When Rian and Devero returned with news, Opie woke up from his nap and warned his side of the party of Drinnian’s considerable sneaking prowess and hatred of the dragon. All the while, the separate side of the militia, which soon became a force consisting of Drinnian, Luferis, and Olaf (Aerwyn played as more of an observer and took no sides in the conflict) met in the upper level of the tower. Ingimar got the parties together and instructed them to meet at the top layer of the tower and keep watch for the night. When the party went up, the rebellious Luferis decided to try out the trebuchet on the southern tower. Utilizing Olaf’s help, the duo fired the trebuchet disastrously, launching the flaming rock into the scant fields of carrots, beats, and lettuce that lay beyond the Dragonsgate. The rock destroyed valuable land, and while the new party panicked and ran about, Opie ran down to tell Sir Ingimar of the chaos, blaming the unrelated Drinnian for the damages. Ingimar came up, furious, attacking the new party and demanding an explanation for what could become a food-shortage disaster in the winter months to come. Consulting Olaf, a noble he believed he could trust, he was fed lies and told that Opie was in fact the creature that did the damage. Ingimar saw through Olaf’s thin veil of deception and harshly reprimanded her for her lies. Playing at damage control, Luferis stepped forward and claimed full responsibility for the attack. While inner-party turmoil ensued, the tower suddenly came under siege. The foundations shook and the party ran up to the cold, crenellated heights of the tower to confront a nine foot tall ice golem that was assaulting the walls.

The golem scaled the walls easily, walking upon the ice as if it were treading on a staircase. It reached the top, flinging itself into a brutal melee with the new party and Opie. Devero and Rian fled for help to try to see if the builder of summoner of the golem was about, but came up empty-handed. Meanwhile, Ingimar readied himself as the party slowly damaged the creature. In the battle, nearly every party member suffered visible wounds and Luferis suffered a grievous hit and was knocked unconscious. Drinnian was grabbed up and nearly crushed to death and was saved by Devero, who returned with Rian to battle the creature. Devero shot the creature with a searing light spell, and Rian back-flipped through the creature’s clutches to engage it in melee. The golem followed up by knocking over Aerwyn’s badger companion and brutally beating Rian until he blacked out and slowly began to bleed to death. Devero took multiple hits as he ran between the creatures’ legs to heal the ailing Rian, who barely lapsed out of his coma. Aerwyn, Opie, and Olaf were the only members capable of injuring the golem as they chipped away at its icy armor with fire magic, acidic breath, and magic missles, respectively. At long last, the creature collapsed, leaving an Ice Golem gem in its wake. The party was left severely wounded, the brothers Drinnian and Luferis fled the tower, and all were left pondering what force had created the golem, and what, if any consequence the damages of the field would have for the party now that they saved the northern gates from further damage and possibly saved lives.


What will become of the Dragonsgate militia? Will the party remain sorely divided? Will Luferis serve prison time for his indiscretions? Will Olaf loose standing for her deceptions? And what new threat has come to attack the town in this critical period in Solstafir’s history? 
The story continues the day following Christmas. To each adventurer- good luck, and well played!

Awards

Defeat of Ice Golem………….1,200 XP

Roleplaying (entire party)……40 XP x Level

Absent PCs XP Gain…………600 XP

Defeated Characters………….Luferis

Level-Ups…………………….None

