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Storyteller Introduction to JASKEI

Jaskei is aworld of fantasy and adventure. It is very similar to early medieval society,
except the magical creatures and places only imagined in folklore are very real here.
Jaskei is populated with gnomes, dwarves and elves as well as humans, where magicians
sell potions at the local bazaar and blacksmiths forge huge hooves for creatures unheard
of on Earth. There are rolling seas, crowded forests and hidden chambers to explore
further afield. Please email Arcadia if you'd like a list of recommended reading about this
type of setting, including your age in the body of the message - ‘The Hobbit’, by JRR
Tolkien, is an excellent starting point.

Storyteller Summary of This Story

This story is in five chapters.

CHAPTERONE - This story starts at Winterport Community Centre. The characters find
themselves locked in with no hope of rescue ‘'til morning. After finding clues around the
centre, the only hope of escape is through a disused skylight in the attic. This proves to be
a magical gateway to the World of Jaskei.

CHAPTERTWO - Once through the skylight, the characters must struggle through rough
forest, leading to some unusual encounters! The characters should begin to realise there
is something very unusual about this place...just before meeting a group of evicted
villagers. They have been removed by force from their small but well-run and friendly home
by what looked like looters. The players find out many things by talking to the villagers,
including that the looters’ equipment was too good and their tactics were too clever - there
must be a powerful enemy behind the scenes, helping out and giving orders. Finally, the
villagers ask the characters to go to the village to look for clues, with promises of land and
money on their return.

CHAPTERTHREE - The characters, dressed in black clothing supplied by the villagers,
must look for clues in the looted and burning village in this chapter. They will find out that a
powerful local baron has given the looters money and equipment in exchange for the
removal of the villagers. The evidence is in the form of two scrolls - one is hidden in the
village, the other is held by the Baron in his private chambers at the castle, which the
villagers will discover from the first scroll.

CHAPTERS FOUR AND FIVE - It is then up to the players to fly magically to the castle, find
the second scroll and present both to the King, This isn't easy, as the baron's henchmen
are on the lookout for the strangers. The only way to survive is to be in disguise and to
make the stand against the baron in full view of the King and his official guard. Luckily,
there are some jester outfits to be found...

CONCLUSION - If the characters can complete their quest, they will be given titles and
other useful things for the next visit. If they are discovered by the baron or his henchmen,
or upset the King or his daughter, they will end up in the dungeons underneath the castle.
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CHAPTER 1 - WINTERPORT COMMUNITY CENTRE

PLAYER INTRODUCTION
1t©s Thursday night in Winterport and that can only mean one thing - disco at the
community centre! You and your friends, smartly dressed and ready to boogie the night
away, approach the door of the centre. Something©s wrong...you hear no music. Has it
been cancelled? Pushing your way through the door, you realise there are no flashing
lights; in fact, there are no lights on at all. You shrug your shoulders and turn around to
leave. Oh no! The door has shut and locked itself. How will you get out?”

STORYTELLER NOTES
The players will find it much easier to get around if they turn the lights on! The security
system means that the whole building is time-locked until 8.30am on Friday morning. The
only way out (the windows are unbreakable) is through the attic...

1 - storage room
PLAYER NOTES 'This dusty storage room is piled to head height with old gym crash mats
and stacks of orange plastic chairs. The bare light bulb is covered in old dust, which
throws shadows around the room. If you really tried, you could probably push and duck
your way into the room. There are twodo ors, next to each other, in the South wall.
STORYTELLER NOTES A locked wall cabinet in the North East corner of the room has the
blueprints of the community centre in it, along with a ten meter length of rope and an old
fashioned pocket watch made of pewter. If the blueprints are studied, both the false wall
and the attic hatch are clearly visible (the characters must succeed a mental roll unless
they know w hat they are looking for).
2 - caretakers room (with hatch to attic)
PLAYER NOTES 'the smell of paint hangs in the air as you enter thisroom. There are three
things you notice immediately here... A large metal cupboard stands against the North
wall, a battered old teachers desk is to the right of it and a strangely dressed boy appears
to be asleep on the floor. He is covered in an old greasy blanket. The only obvious way
into thisroom is the door in the South wall. °
STORYTELLER NOTES The wall to the East of this room is false - it is possible to remove a
section without damaging it, but the players must successfully perform a dex roll. Behind it
is a dusty but well preserved medieval style costume with a glowing pendant in the pocket.
The hatchway to the attic can be reached in many ways, for instance by climbing a stack of
the orange chairs from room 1. The person asleep on the floor is....
COLIN , male, 12,the janitor©s son - physical 14, mental 7, dex 15, people 7, con 14 - short
red wavy hair, brown eyes Clothes: Low, hard boots, white apron, yellow jacket and yellow
trousers. Equipment - extendable tape measure, can of furniture polish and a cloth,
compass, £6 - quirks and skills, amateur poet and songwriter, plays guitar, good at DIY,
trouble moving too quickly as his leg was broken a few years ago - character notes, keeps
very quiet until he has something useful to say.
Colin was waiting here for his father, the janitor, through the afternoon. After a few hours
he lay down and accidentally fell asleep. He is now locked in the building with the
characters and will join in the adventure in any way possible.



3 -council hall

PLAYER NOTES "The large main council hall has walls painted dark red with a dark
wooden panelled floor underfoot. On Disco night, this room is usually locked. Above your
head, a large chandelier hangs motionless. There are flags and bunting hanging off the
walls - it looks like the council have been celebrating recently. There are lots of doors and
windows in this room, your storyteller will draw them onto your map for you. The vague
smell of sausage rolls is still in the air from the last meeting.

STORYTELLER NOTES There was a council meeting last night to celebrate the opening of
a new bakers' factory unit on the outskirts of Winterport which will bring jobs into the
area. Apart from the flags and the odd stale sausage roll, there inset a lot relevant to the
main plot here.

4 - meeting room

PLAYER NOTES "Thisroom is where the day to day businessof the council takes place,
along with the odd marriage and business meeting....needlessto say, not many of your
friends come to this room very often. The walls are a sensible mahogany brown and a
podium stands to the North wall. Row upon row of seats are fixed to the floor in the centre
of the room. Thereis adoor inthe West wall and a screen door on the South wall.”
STORYTELLER NOTES On the podium are the points of order of the last council meeting.
They are of no interest. There is a copy of the Bible hidden under one of the seats.

5 - toilets

PLAYER NOTES 'This is the mixed bathroom area. There are toilets against the North wall
and sinks and mirrors are attached to the South wall.The smell of pine is really strong. You
can get here through the doors in the East and West walls.”

STORYTELLER NOTES There is nothing of note in this room.

6-roomB

PLAYER NOTES 'Room B is hired out by the council when all of the other rooms are full. At
the moment, the only things in the magnolia painted room are a dirty carpet roughly
stretched out over the wooden floor and a machine of some sort sitting on top of it. This
machine is covered with tubes and pipes - it's about twice the size of a vacuum cleaner.
There are twodo ors on the West wall, two do ors on the East wall and three doors together
on the South wall.”

STORYTELLER NOTES Behind the lower door in the East wall is a cupboard, full of small
stationary items. It is locked - the key is on a table in the cafe room. The machine is a
powerful carpet shampooer. It has been overloaded with cleaning solution by Colin and
will go berserk if switched on. Have fun!

7-corridor

PLAYER NOTES "You are in an 'L'shaped corridor, which the Storyteller will draw for you.
The door at the West side of the centre has been locked for as long as anyone can
remember. The carpet is very springy and there is a strong smell of pine in the air.”
STORYTELLER NOTES The carpet has been cleaned recently using the big machine from
room 6.

8 - caferoom

PLAYER NOTES "You have spent many hours in this cafe - it's the place to be before the
disco starts. The room is painted in a grafitti mural style and brightly coloured tables and
chairs are everywhere. There is a screen door to the North with newspaper stories about
the cafe pinned all over it. A door leads South and another leads East, through a beaded
curtain, into the kitchen.”

STORYTELLER NOTES If the characters search this room, they will find a half-eaten
chocolate bar and a small key. This key opens the stationary cupboard in room 6.



9 - kitchen

PLAYER NOTES "Green tiles are the order of the day in this fully stocked community
kitchen. This is where the disco crowd usually buy their orange squash and chocolate
biscuits. There is a cooker, fridge, freezer, cooking utensil drawer, fire extinguisher and
everything else you would usually find in a well-run, clean and tidy kitchen. A few health
and safety notices are on the wall along with letters in cheap plastic frames.’
STORYTELLER NOTES Among the health and safety notices, there is one that mentions an
attic. It says that it has been sealed off and is not alarmed. The letters are from charities,
congratulating the kitchen staff on raising money for various causes.

10 - sports hall

PLAYER NOTES "This is the room that the disco usually happensin. You are used to it
being full of people dancing, flashing lights and deafening music. The silence is a little
scary. The turntables and lights are still set up from last week, set into an alcove in the
West wall. Posters of popular bands are on the walls, apart from the East wall where there
is a huge mural of the crest of Winterport. Basketball and football markings are on the
light wooden panelled floor.There are two doors in the West wall and a large window in the
South wall. Smaller windows are to the East."

STORYTELLER NOTES

11 - entrance hall

PLAYER NOTES "This hall is marble and red, with a trophy cabinet in the North East
corner. Passages lead o ff West and North, with a door to the East.”

STORYTELLER NOTES The trophies belong to Winterport FC youth squad and are for
being league leaders for three years running in the seventies.

12 - Statue

PLAYER NOTES "A tall, white stone statue of a man with a fishing net stands here'
STORYTELLER NOTES A plague on the base says that the statue is in honour of the
founders of the town of Winterport, who were fishermen. Caught in the stone net is a five
pound note!




THE AT TIC - Once the characters discover the sealed Attic hatch, they must open it (a
strength roll is required, using the items around them to prise the hatch apart). Once it©s
open they may enter. There is no light up there, so the characters will have to improvise.
The nails used to fasten the hatch down are very unusual - big and roughly made, with
extra large heads - allow the players to notice this without any rolls required. Inside the
attic itself, there is a thick film of dust coating everything. All of the boxes that are
stacked, one on top of the other, around the attic are empty. If the attic is searched, a old
brown leather sack is found, containing three candle lamps and a large box of matches
with the date "1847  printed on it.

In the roof, by far the most obvious thing in the room, is a roller blind. Underneath it is a
rusty old skylight with flakes of green paint crumbling off it. The panes of glass in the
skylight, although very dirty, allow the light of the full moon to beam down on the
characters. If the frame is examined, a hollow exactly the same size and shape of the
pocket watch from room 1 will be discovered. Engraved into it are the words ‘time flies'
and "annodo mini 1823". If the pocket watch is pressed into the hollow, there is a click and
a groan...please read this to the players - "'you stand back, filled with amazement, as the
skylight begins to light up. The sky outside seems to be changing - the stars are swapping
positions and another moon appears to be forming right nextto the one we are used to.
Looking harder, even the frame seems to be glowing greener and greener. A mechanical
whirring echoes around you and sudd enly.... SMASH! The window shatters into a
thousand pieces. Above you is the strangest night sky you have ever seen. The faint smell
of smoke anddamp trees is unmissable. You all look through the hole where the window
was. Where's Winterport? All you can see is a massive forest stretching off in every
direction, the shadowy trees look a little unnerving. As you look around, you realise you
are in the branches of a tree yourself! Winterport has disappeared....’




Chapter 2 - The Dark And Forbidding Forest...

The characters will be lost in the forest for enough time to have the five encounters
below. Here is what happens in each one. After the five encounters have been
resolved, go to the ‘'meeting the villagers' section. Once that is complete, continue to
the next chapter. Please practise your storytelling by making these basic situations as
atmospheric as possible while the players try to puzzle their way out of them.

TURN 1 - The characters hear a hooting coming from above them. This sounds like an owl|
but is a natural quality of a tree nearby them. On examination, the characters find that
they can strip off branches and blow through them to make the exact noise of an owl.
TURN 2 - A pit has been dug in the ground in front of the characters. It is covered with
branches and leaves to disguise it. They must accidentally discover it beforehand, or just
fall down it and take the consequences. At the bottom of the pit is a pouch with five gold
coins in it.

TURN 3 - An old man is wandering through the forest alone. He is a friendly and powerful
wizard and will help the characters by answering three questions. He will answer two
guestions about the adventure truthfully but one answer will be a lie.

TURN 4 - The group see a herd of deer. They are twitchy and nervous, will charge at the
players and must be avoided. If a dex roll is failed, take one die's worth of CON from the
character concerned. If they can think of a way of diverting the deer, all the better. This
charging sequence should be played in quicktime.

TURN 5 - An apparently hurt priest tries to be enlisted by the team, stealing items from
them for as long as possible before either being caught or running off. The “priest' has a
DEX of 14 and must roll on this to succeed each time otherwise the character will see or
feel the attempted robbery happening.

;{rcadz’a




MEETING THE VILLAGERS -

PLAYER NOTES "As you trudge through the increasingly dark and dismal forest, slowly
losing hope of ever seeing Winterport again, you see the flicker of light through the trees
ahead. Increasing your speed, you quietly make your way toward the source of the light.
Eventually, the flickering shows itself to be a campfire and you can count three people
sitting around it! They are dressed in what looks like fancy dress- you've seen clothes like
this in history books about the middle ages. There are two men and a woman, talking
guietly but passionately about something.’

STORYTELLER NOTES There is a fourth man hiding up a tree on the other side of the
campfire. He will protect the group around the fire by casting a shrinking spell on any
character acting suspiciously. This spell will shrink any living object to a tenth of its normal
size and can be reversed using the same spell. It costs one CON point to cast.

The people around the fire are the villagers mentioned in the storyteller summary. They
will tell the characters, if they can get it out of them, that their village has been looted and
taken over by a group of dirty but well armoured men, all carrying new and expensive
looking equipment and weapons. They feel that someone must be in charge of this

happ ening and want to know who and why to tell the King. If the players tell the villagers of
their situation, they tell them that they have a wizard friend that could send them back to
their home world, but they need their village back first! They will ask the charactersto go
into the village secretly and find out what they can in exchange for a magical ticket home.
It is difficult, if not impossible, to convince the villagers to come with them on the mission.
If the players agree, the villagers will give each character a black robe and a piece of
sharpened flintto help them in their quest. One player will be put in charge of a glass tube
full of liquid, being told to "cast it to the floor in an emergency’. The tube, when used, will
smash on the floor, sending a pillar of fire into the air. Once the characters can look up
again, they will have gone back in time an hour (six turns or so) and can make their
decisions again. They will then escort the players to as near to their village as they dare
go, wishing them the best of luck. This leads them to Chapter Three - The Village.

THE VILLAGERS
Groissa (Serving maid at The Journeyman), female, 14, long brown straight hair, height
and weight small, blue eyes Clothes: High, soft boots, white apron, red blouse and red long
skirt. No equipment, no money. Physical 12, mental 17, dex 13, people 16, con 12.
Excellent wood carver, eating meat makes her come out in spots. Loves talking about
woodcarving, steers the conversation around to it whenever possible.

Wohahan (Baker), human, male, 31 years old, brown wavy hair, blue eyes, height medium,
weight medium. Clothes: Low, hard boots, gray jacket and gray trousers. No money or
equipment. Physical 15, mental 11, dex 13, people 12, con 15. Has good survival skills, a

large scar is on his left forearm.

Galiavudd (Landlord of The Journeyman), human, male, 36 years old, height and weight
large, no hair, gray eyes Clothes: High, hard boots, brown jacket and brown trousers,
carrying the cloaks and the tube in a backpack along with enough food and water for a
week. Physical 18, mental 13, dex 4, people 6, con 18. Always sounds slightly grumpy but
is an excellent arm wrestler.

And hidden in the forest...

Ybuldan (Citizen), human, male, 57 years old, height large, weight small, long blonde wave
hair, green-brown eyes Clothes: High, soft boots, brown coat and brown trousers.
Carrying a bag full of sharpened flint. Physical 13, mental 14, dex 15, people 11, con 13. A
proud and polite gentleman of the village, can speak the language of elves and sprites. Will
not tolerate fools gladly!
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1 -main gate 10 - schoolhouse

2 -temple 11 - baker

3 - Holy Woman's house 12 - half built shop
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6 - old Zilico’s farm 15 - the magician's house
7 - general store 16 - feast hall

8 - blacksmith 17 - mysterious shape

9 - tanner



CHAPTER 3 - THE VILLAGE OF DROWGATE

STORYTELLER NOTES

Every time the group or part of the group enter a new location, roll a die; if the resultis 1 or
2, thereis a henchman in the area! Be creative about what the henchman could be doing
as the characters approach the location - are they asleep on a pile of bread rolls in the
bakery? Could they be trying to smash a door down, but not doing very well and getting

Irritated? A typical henchman is below...
Baron©s Henchman, human, male, 32 years old, tall, thin - physical 17, mental 4, dex 12,
people 3, con 17 - equipment, long blonde straight hair, brown eyes Clothes: High, soft
boots, brown leather padded jacket and brown trousers. No money - equipment, new
sword and shield, chestplate for protection, two looted objects (your choice). Gruff but
obedient in front of commanders but will slack off when not being watched.
It may be useful to draw this area for the players, filling in detail as they discover it.

1 -main gate

PLAYER NOTES "The villagers wave good bye and wish you good luck - they will meet you
in the undergrowth nearby after you have found what you have come for. To your North is
the main gate into the enclosed village of Drowgate. Through the twin stripp ed tree trunks
of the gate itself you can see many buildings made of mud and sticks of different shapes
and sizes. Flames are still flickering from the odd roof, providing you with a little light. You
move forward with your heart in your mouth and Winterport seems a very long way away
indeed.”

STORYTELLER NOTES The gate is unguarded; the henchmen are not well trained and no
longer care noe that the villagers have gone. A pouch of 5 gold coins has been dropped at
the right post of the gate, which can be found if the area is examined.

2 -temple

PLAYER NOTES 'Brightly coloured blankets hang from the walls of this unusually shaped
building, made out of mud and sticks like all the other buildings in the village of Drowgate.
To the north of the building is a communal area with incense burners and wood en planks
to sit on. Further into the building, a tunnel leads to a smaller area with space for just one
and a mat to sit on. °

STORYTELLER NOTES The people of Drowgate worship natural forces like the wind and
rain. Unknown to them, there is a magical sprite living under the ground beneath the
Carpet who will grant any wishes made on the mat, whether accidentally or on purpose,
on aroll of 1 on a die. Each character only gets two attempts, even if they do stumble
acrossthis creature's existence.

3 - Holy Woman®©s house

PLAYER NOTES "This roughly made house was once very well looked after, with hangings
from the wall and d ecorations hanging from the ceiling. Now, all of this is in a pile in the
middle of the floor, smouldering and with small flames dancing acrossthe surface of it".
STORYTELLER NOTES If the players try to look through this pile, they must decide who will
be doing it. This character must then make a dex roll. If the character succ eeds, he or she
will find a necklace of orange glowing beads which has not burned. This necklace will
protect the wearer against heat or fire damage if the character wearing it canrolla 1l or 2
on a die. Nothing else has survived the flames. If the character fails the dex roll, he or she
will burn himself or herself for one die's worth of damage.



4 -‘The Journeyman' tavern

PLAYER NOTES ‘The Journeyman Tavern has a well-worn swing do or, through which you
can see a tree trunk sawn in half with wooden mugs scattered all over it. A lute leans in the
corner, as good as new - everything else is smashed and piled up in the corner of the large
room. There are three of the invaders here, asleep and slumpe d acrossthe floor!
STORYTELLER NOTES The henchmen are drunk and trying to sleep it off. They will wake
up onaroll of 1 on adie for every turn the characters stay in here. If a wandering
henchman comes in, he will ignore the others.

5 -village lake

PLAYER NOTES The Drowgate Lake is a beautifully clear stretch of water. You can hear the
gentle lapping of ripp les against the banks of the lake. The air smells clearer here -it's nice
to get away from the devestation of the rest of the village for a while. In the silence, you can
hear talking...”

STORYTELLER NOTES Unless the characters hide, they will be spotted by the two
henchmen leaders on aroll of 1 on a die every turn they are here. A people roll from each
character will allow them to hear the following setences; a badly failed roll will mean that
the character has misheard the sentence - make up a false bit of information to confuse the
player. Here are the sentences - “I love the flames - they reflect so well on our brand new
equipment, thanks to the baron” “how do we know we won't be doublecrossed? Don't
worry Grintol, we have his word and in writing. But | can't read!” “We have a scroll which
binds him to his word, hidd en nearby”"

6 - old Zilico's farm

PLAYER NOTES "You are nearby a small farm, with only one overused field and a run down
farmhouse in the middle of it. Can you see movement at the door?”

STORYTELLER NOTES Old Zilico is still in the building - his farm was not ransacked. He is
atthe door with a lasso, ready to try and trip anyone coming close to the house -he's very
good at this, succeeding on aroll of 1,2 or 3on adie if the characters are close enough. If
the characters can prove themselves to be friendly, the huge bearded farmer will shout “on
your way then!” and wait for them to disappear out of sight. There are beautiful strawberry
- like fruits growing in his farm at the moment. OId Zilico will not leave his house, neither
will he allow the characters into his house while conscious...

7 - general store

PLAYER NOTES 'The door to this shop has been rippedoff. Through the gap, you can see
piles and piles of everyday household items like spoons, mugs, cooking pots and
parchment. Everything else is black and charred.”

STORYTELLER NOTES Each character can try and find an everyday item of their choice in
the pile. They willfind it on aroll of 1 or 2 on a die - only one chance per player and only if
they ask todo it!

8 - blacksmith

PLAYER NOTES "This building has smoke pouring out of it. There is a door if you wish to
enter’

STORYTELLER NOTES The door is very, very hot, causing 2 damage to the character
touching it. If they open the door anyway, the building is seriously on fire. If the door is left
open, the fire will spread to the outside of the building and eventually ignite the tanner and
the general store. Going into the building is foolhardy - decide your own hazards and
punishments for attempting this.

9 -tanner

PLAYER NOTES 'the door to this building will not open.”

STORYTELLER NOTES A physical roll will open the door. Piles of raw and tanned leather
blocked it. The shelves have been stripped. Nothing else is in this shop.



10 - schoolhouse

PLAYER NOTES "A sigh, written in English, proclaims this building as ®The School House®°.
As you peer around the door, you can see three desks with rough wood en chairs next to
them. Around the rest of the rough building, everything else has been thrown into piles,
broken or unwanted objects are everywhere, including objects from other areas. Empty
shelves still stand by the muddy walls. There is a pile of horseshoes, a pile of steak pies
and one of farm tools here.

STORYTELLER NOTES The head henchman has been using the schoolhouse as a storage
area for the best pickings from the village. Among the pile of pies is a long, thin carved
wooden box. It islocked - the key is in area 17. If the box is opened in any other way than
with the key, it will belch magical smoke from the keyhole, making everyone in the area
lose five pints of con and lose consciousnessfor an hour. In the box is the scroll which is
evidence of the Baron paying the henchmen in top classequipment to get rid of the
villagers from Drowgate, in advance of him taking the land as his own.

11 - baker

PLAYER NOTES "The bakery is the largest and most important looking shop in Drowgate.
The door is open, through which you can see the clay ovens used to make the local bread.”
STORYTELLER NOTES The henchmen, having found nothing of interest in this building,
have tipp ed d ough all over the floor here. The characters must perform a dex roll each
turn they're in here - if they fail, they will slip over in a comical fashion, causing themselves
1 point of con damage. If a search is done here, a few loaves of the local bread will be
found.

12 - half - built shop

PLAYER NOTES "A half - built shop stands here - wooden struts strap the walls together
while the mud dries. Segments of roof are inside the shell. There is no obvious damage to
this building.”

STORYTELLER NOTES There is nothing unusual about this location.

13 - hardware store

PLAYER NOTES "A shop counter is directly in front of some shelves in this shop. A till
hangs open, sitting in the middle of the shop floor. Some rakes and shovels hang on nails
from the shelves. Apart from that, this area has been stripped bare.”

STORYTELLER NOTES There is nothing else of interest in this location.

14 - Barber Barrabus

PLAYER NOTES 'A red and white pole is suspended from the roof of this shop, along with a
sigh which you cannot read.. Inside, all that has been left by the raiders is a large,
comfortable looking wooden seat and a gruesome - looking pair of metal pliers.”
STORYTELLER NOTES The sign says "barber Barrabus'in Elf language. If the players
examine the pliers, they will find a red powder on them - this is a mixture of rust and
blood... There is a locked cabinet fixed into the base of the chair - inside is a small tube
with a label, written in ElIf language, saying 'knock-out drops'. These will knock out any
character or non player character that takes a drop of the liquidon the tongue. There are
three drops left in the bottle.



15 - the magicians house

PLAYER NOTES If this house was touched by the henchmen, there is no sign of it. A large
seven-pointed symbol hangs above the door. A hooting is coming from the roof of the
building.”

STORYTELLER NOTES This house has been magically locked and protected by the
magician, using the symbol above the door. If the players try to get in, they will disappear
and then reappear in the middle of the lake! The hooting is the magician's pet owl.
"Mortimer" will join the party and fly with them until they start chapter five if they use the
hooting branch from chapter two to attract it from the rooftop.

16 - feast hall

PLAYER NOTES "You are outside a large, open windowed hall that seems like it was used
for village feasts and special occ asions. It has been stripped bare. All that remains is a
makeshift meal of scraps from around the village, hastily thrown on the huge centre table.
STORYTELLER NOTES There is nothing else of interest in this room. The meal has ants in it
which won't be discovered unless one of the characters has a good look at it..

17 - mysterious shape

PLAYER NOTES 'This area is very strange indeed - a large spiral, the size of three of you
end to end, has been drawn on the ground in white chalk. It looks very, very old indeed.
Your attention keeps being drawn to the middle of the spiral; you feel a little dizzy."
STORYTELLER NOTES Any character wishing to make it to the centre of the spiral will find
themselves walking in the opp osite direction to their intended one. The only way to getto
the middle is to lay a straight object acrossit and walk or crawl along. If the characters
make it into the centre of the mysterious shape they will spot a tiny key embedded into it. It
opens the scroll box in area 10. The head henchman has put it here as the locals and his
crew are very superstitious and will not walk on the shape. If they search the area, they
will find a watch chain with "Dr. Halsey Anno Domini 1847 engraved on it.



Chapter 4 - Flying To The Castle

PART A -BACK TO THE VILLAGERS
Once the characters return to the villagers with the scroll, they will thank the players from
the bottom of their hearts. Ybuldan will heal up to 2 points of con for each character if they
wish. He will also gather up the cloaks and flints, telling the party that they were magically
detected by the baron who will now have put a price on their heads. Please read this to the
players -
“Wohahan examines the scroll and gasps. @This is the evidence we're looking for! As we
suspected, Gristle the local land baron has paid the raiders in equipment for our village.
The King must see this, Gristle must be punished and our land must be returned by Royal
decree. We are relying on you, strangers - our faces are too well known.° At this, he waves
his arm over a pile of thick tree branches, saying something that sounds like 20idle
Spoidle®. Amazingly, they slowly lift themselves into the air to waist height and come to
you! @You must travel to the castle tomorrow morning - the branches know the way. Land
in the thick growth outside the castle anddisguise yourself as soon as you can, you may
be able to getto the King safely either when he is alone or in alarge crowd of loyal
subjects without fear of the baron's wrath. Take the scroll and good luck!®

It should be noted that the characters should probably be very tired by now - it's the
middle of the night back in Winterport. The villagers will entertain the characters with a
rough meal and some singing before they are offered a blanket to curl up in, hidden from
sight at the base of a tree. When the characters wake up, the villagers are gone but they
have left the scroll, the flying sticks and a hearty breakfast.

PART B - FLYING TO THE CASTLE
There are encounters for the players while flying to the castle.
1 - Pleaseread - 'It's a beautiful day. For the first time you can see this new world by the
light of their two distant suns. Once you take off, the view of the forest sprawling out in all
directions is awesome - there must have been forests like this in England at some point.’
While ascending on their sticks, each player must roll their dex or below on two dice. If
they succeed, the flying sticks shoot up and change direction very quickly. If the roll is
failed, the character concerned falls off causing 3 points of con damage. Once the whole
party isin the air, there is no further danger of them falling off and the sticks will fly over
lush wood lands to chapter 5.
2 - 'You are approaching a thick bank of cloud - your sticks seem to want to fly straight into
the centre of it'. The sticks are going by the quickest route, they don't change course for
the weather. Characters will be able to hear a booming and see bright flashes coming from
inside the cloud - there is a lightning storm to contend with. It takes a turn to reach the
cloud. If the players are still carrying anything metal, a streak of lightning will be attracted
to it! The players affected must succeed a dex roll or be hit, causing 2 dice damage! If they
fall unconscious they will stay magically on their stick.

Once this has been dealt with, the sticks will dip sharply down and head toward the drop
off point for the Castle - chapter 5.
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Chapter 5 -the Castle
STORYTELLER NOTES

While the characters are inside the castle walls, there is a chance that one of the following

non player characters will either be already in the same location as them or will enter

shortly after. Roll a die -if you roll 1 or 2, roll again and check the chart below to find o ut
which has appeared in the area. Have fun running these characters, remember the players

are trying to get their characters secretly to the king and should be in disguise to avoid
getting into trouble with those loyal to the Baron! The castle is illuminated by open flamed

torches, in metal holders high on the walls.

CHANCE MEETINGS IN THE CASTLE

1 - Eroamond (Healer), 42, loyal to he King, human, male, height and weight medium, short
brown straight hair, blue eyes Physical 9, Mental 16, Dex 17, People 12, Con 9. Clothes:
High, soft boots, grey coat and red trousers Wealth: 12 gold coins and 2 groats. Can heal
up to two points of Con for a price - one gold coin per point.
2 - Peribo (Knight), loyal to the King, hobbit, male, height medium, weight large, very
young, long auburn wave hair, blue-green eyes Physical 16, Mental 13, Dex 13, People 11,
Con 16. Clothes: Low, hard boots, green cape, brown trousers Wealth: 5 gold coins and 7
groats Stats: Strong, high skill Weapons: Morningstar, short sword Armour: Ringmail.
Suspects the baron is evil and will help the characters if approached in the right way.
3 - Rhaedry (Merchant), Loyal to the Baron, gnome, male, midd le age, very short brown
straight hair, green eyes Physical 6, Mental 15, Dex 10, People 10, Con 6. Clothes: Low,
hard boots, gray coat and green trousers Wealth: two gold coins
4 - Uliratrem (Farmer), loyal to the Baron, human, male, 18 years old, 171 cm, 75 kg, brown
wave hair, brown eyes Physical 16, Mental 8, Dex 15, People 8, Con 16 Clothes: High, soft
boots, brown coat and brown trousers Wealth: six gold coins and 3 groats
5 - Etedri (Town elder), loyal to the Baron, human, male, 41 years old, 183 cm, 94 kg, very
short black straight hair, blue-brown eyes Physical 9, Mental 17, Dex 12, Peoplel6, Con 9.
Clothes: Low, soft boots, blue jacket and blue trousers Wealth: eight gold coins

6 - Edaohar (Knight), loyal to the King, human, male, 56 years old, 192 cm, 97 kg, long

auburn curly hair, blue eyes Physical 15, Mental 14, Dex 14, People 7, Con 15. Clothes:

Low, hard boots, black coat and gray trousers Wealth: three gold coins and 1 groat
THE KING, PRINCESS ALLISS AND THE EVIL BARON GRISTLE

The King - human male 63, physical 14, mental 17, dex 12, people 18, con 14
Height tall, Weight large, Appearance bald below his crown, wearing purple robes and
golden chains of office. Large black leather boots. Equipment none Money none
Quirks and skills The King is an excellent debater and judge of true character. Never
carries equipment or money. Fantastic sense of humour. Character notes Speaks to the
whole room, not just one person.
Princess Alliss - human female 22, physical 11, mental 17, dex 16, people 18, con 11
Height medium Weight medium Appearance long blonde hair, purple gown and a bunch
of white flowers in hand at all times. Equipment flowers, skeleton key to the entire castle.
Money none. Quirks and skills Can grow, arrange and pressflowers of any type. Expertin
flowers and plants. Will not speak publicly. Character notes - shy and retiring, speaks
guietly if at all.
Gristle, the Evil Baron - human male 54, physical 15, mental 15, dex 11, people 7, con 15
Height medium, Weight large Appearance scraggly black hair, big red robes to cover his
size up, large hooked nose, generally ugly. EQuipment dagger. Money 20 gold coins.
Quirks and skills Likes to bet money, constantly loses. Has a fine singing voice! Character
notes interested only in the gathering of cash and boosting his social standing.



1 -drawbridge

PLAYER NOTES 'The magical sticks come to a rest in some thick undergrowth to the North
of the drawbridge, which looks like a ten metre high garden gate from back home except
with chains and pulleys attached to every corner. The drawbridge crosses a wide and deep
looking moat. There must be a special event in the castle today - the drawbridge has been
left open and the most amazing looking people you've ever seen walk busily over it in both
directions. This is the first time you've really believed that you're not on a film set some-
where - not everyone walking by is even human, you can recognise gnomes and elves from
movies that you've seen. With a gulp, you decide your first move to get the undivided
attention of the King himself..."

STORYTELLER NOTES If the characters watch for long enough, they will notice that there
is a pile of clothes right next to the drawbridge which they could disguise themselves in.
Unfortunately, this is the busiest area of this location. The players may use their cunning to
find a way of getting and using these clothes. They turn out to be bright red and orange
jester outfits. As it happens, the jesters themselves have fallen down a pit on the way to the
castle, so bear in mind the characters could be called on to perform at any time while in the
castle! The drawbridge crosses a moat which it is possible to swim across, butthere are
little fish in there that bite. The players must succeed a physical roll to crossthe moat this
way, then must take a die's worth of damage to Con because of the fish. If they cross the
moat in this way, they will float around to the secret location 20.

2 - guard c heckpoint

PLAYER NOTES "As you head toward the thick stone walls of the castle gate, you notice
thatthere is a group of six security guards checking people as they enter. They have what
look like truncheons hanging from their waists. Past them, you can see the courtyard of the
Castle.

STORYTELLER NOTES If the characters have the jester costumes on, they will be able to
enter with no problems. If not, they will be questioned. Interrogate the players with
guestions such as ‘who are you', ‘'where have you come from', ‘'why are you here', ‘'what is
your job at the celebration’, 'we have reports of strangers in the land, where is your place
of birth'; try to make it as arkward as possible, if the players run out of ideas then they can
substitute a successful mental roll to get past the guards. In the courtyard itself, visitors
are being invited to listen to a group of travelling storytellers. If they listen to the story, they
will hear the tale of Halsey the traveller, who came from far away and saved Jaskei from
starvation with mysterious and complicated machines from his world - feel free to
elaborate on this.

3 - tithe storage

PLAYER NOTES "Piled high in this tower is what looks like a treasure trove! Chests of gold
coins have been thrown on top of bales of rare cloths and spices, and glowing wands and
crowns lie scattered around the base. Three guards are staring intently at the amazing
horde.

STORYTELLER NOTES If any character touches any part of this pile of gifts for Princess
Alliss' birthday, he or she will be arrested and tried on the spot for treason by the guards. If
they cannot wrigg le out of this, the character concerned will be cast into the dungeons
beneath the castle. It's possible to escape, but should be made as difficult as possible!



4- stables

PLAYER NOTES "These well-tended wooden stables have seven separate areas for the
royal horses. Four horses are here, nibbling on hay. A spade and a pitchfork are in a corner
and around wooden stool sits by the door.”

STORYTELLER NOTES These horses are very domestic and will accept any skilled rider.
Anyone unskilled trying to ride the horses will have to succ essfully roll on dex every turn
while trying to control the horse. Permission must be granted by the King for use of the
Royal horses, barring emergencies, or the trial for treason as in location 3 will happen.

5 -soldier©s barracks

PLAYER NOTES "This old store house is now home for the King's personal guard. Fifty burly
soldiers sit on their bunks and polish their armour here while the walls are whitewashed by
alackey.

STORYTELLER NOTES All of the soldiers are loyal to the King alone. They will take any
threat to the King's rule seriously and so could be able to help the characters.

6 -well

PLAYER NOTES "The castle well is small and round, with a metre high stone wall around it.
A bucket hangs from arope on a frame above the well.

STORYTELLER NOTES Fresh water can be had from the Castle well.

7 - the tower of the knights

PLAYER NOTES "This tower consists of one massive circular room, painted a vivid purple,
with two entwined staircases working their ways up the wall to balconies made of brass.
Engraved on each balcony is what you can only guess is the crest of a knight. More
amazing than the area itself is the fact that it is deserted.”

STORYTELLER NOTES Various goodies lie around the main area and in the balconies.
However, if any of these are removed from the tower, a screeching alarm sounds and the
King's guard will run to arrest the characters and the treason trial will begin.

8 - the tower of the clerics

PLAYER NOTES 'This tower has a large fire in the centre of it, attended by four men in
brown robes. The upper part of the tower is coated in soot and grime, this fire must have
been going for hundreds of years."

STORYTELLER NOTES The clerics can sometimes see visions of the future in the flames of
this sacred fire and will do it for the players if asked “in the name of the King". It can only be
done once and may be wrong - the vision can be up to you



9 - esteeme d guest room

PLAYER NOTES "The dark panelled room of this door is locked.” (Once the door is open...)
‘you step into the private rooms of the important guests that visit the castle. A dressing
table and a free standing mirror are either side of the bed, in the middle of the floor. Glass
windows peer out onto the stables and the barracks. The clothes thrown on the bed are in
bad taste, with clashing flashy colours, but are all very well tailored. A chest is in the
corner of the room.”

STORYTELLER NOTES The keys to this door and the chest are hidden in the midden -
Gristle is a cautious man with no classat all. The only thing in the chest is a scrap of paper
with five words on. One of the words has a big red crossthrough it - the word "Drowgate".
Gristle has written this by hand and it is extra proof of his guilt.

10 - banqueting hall

PLAYER NOTES ‘The scene is set here for a massive banquet. The King and a young
princess are already in their thrones, overseeing the arrangements. In the middle of the
impressive, stone block chamber is a long oval table made of a light wood, piled high with
all the fruits and vegegables you know and many you don't recognise. Five tall guards
stand at the foot of the royal throne. A long, thin stage has been erected against the North
wall. Colourful curtains and tapestries adorn the walls.”

STORYTELLER NOTES Upon entering the room, the guards will swoop on the party and ask
their purpose for being there. If they can stay in this room, or be back here in time for the
banquet, they will be able to talk to the King and expose the Baron surrounded by those
loyal to the crown. The guards will not let the party to talk to the King. This room is the
setting for the Conclusion; see later.

11 -audience chambers

PLAYER NOTES "You enter a small, intimate chamber, which noticeably has nodo or. Inside
is a pedestal with a huge brass throne on it. At about the same level as the plinth is a
smaller but comfortable chair. There is a shield crossed by two swords on the wall.
STORYTELLER NOTES The sword and shield have been carried into battle by the King
himself and he is very fond of them.

12 - esteemed guest chamber

PLAYER NOTES ‘Thisroom has a large, freshly made bed in the centre. Three blue gowns
have been thrown in one of the corners.’

STORYTELLER NOTES The gowns are usually worn by servants of important visitors.

13 -royal guest room

PLAYER NOTES 'This is a grand bedroom, with a beautiful posted bed made from black
wood. It is freshly made. A wardrobe and private wash area are here, along with a jug and
bowl.

STORYTELLER NOTES There is a ‘potty' under the bed. No royalty has been invited to this
banquet and so there is nothing else in this room.

14 -royal kitchens

PLAYER NOTES Heat and smoke billow out of this frantic open-flame kitchen. Birds hang
above fires, liquids are bubbling on a real metal hob and five cooks, three men and two
women, are desperately trying to keep anything from burning before the evening.
STORYTELLER NOTES If the players spend too long in the kitchen, the bossy cooks will
have the characters helping with the feast, peeling potatoes and stirring gravies, until it's
served up or until they can give them the slip.



15 -vacant rooms

PLAYER NOTES "These empty rooms have the smell of flowers coming from them.”
STORYTELLER NOTES A wooden vase of flowers, a bit like daffodils, is standing on the
floor by the bed.

16 - kings private chambers

PLAYER NOTES 'Thick rugs and detailed tapestries make this room the most comfortable
one of all. A small fire, well guarded by old swords and spears stuck in the ground, keeps
the room lit and warmed.”

STORYTELLER NOTES Anyone spending more than one turn in here will trip a magical
switch, which alerts the King. He will send guards immediately. The players have aturn to
get out before they arrive.

17 - princess Alliss' rooms

PLAYER NOTES ‘The room in front of you is guarded, but the door is open. Inside you can
see beautiful delicate cloths and drapes hanging from the walls and the bed frame. A set of
three full length mirrors are at the base of the bed.”

STORYTELLER NOTES The mirrors are magical. PrincessAllisskeeps her many
possessions, diaries, perfumes, toys, gifts and novelties from other lands in the centre
Mirror - she simply pushes her hand into it and asks for what she wants from it.

The characters cannot do this!

18 - the wizards tower

PLAYER NOTES ‘Through the doorlessframe of the tower, it is obvious that the light is not
from torches on the walls. As you get closer, you can see that the entire inner area glows
with a bluish purple light. A young man is beckoning you in.’

STORYTELLER NOTES The young man is an illusion, a trap for strangers to the castle. If
any character gets within a metre of the illusion, he or she will be transported, with a flash
of light, into a random part of the moat.

19 - servant quarters

PLAYER NOTES 'Row upon row of small but clean beds is in this room. Each has a bedside
chest and an unlit torch above it. The room is very clean and has a cheerful air about it
with the odd vase of flowers around it."

STORYTELLER NOTES In each chest is a bag of five gold coins, a spare set of clothes, a
thick brown cloak and a thank you card from the King with "date of this land AH194"
beautifully inscribed on it.



20 - midde n

PLAYER NOTES 'This room houses the very basic toilet area of the castle, basically a pit.
Something unusual about it though, you can't quite figure out what."

STORYTELLER NOTES There is a vague light in here, even though there shouldn't be. If the
characters check behind a pile of rocks, they will find an old fashioned paraffin lamp just
like the ones from Winterport community centre . Hidden beneath it are the keys for room
9, the esteemed guest room. Also behind here is the secret entrance to the castle from the
moat.

21 - games field

PLAYER NOTES "There is a sports field here about the size of a football pitch. There are
lines on it, but not markings for any game you know of. Three balls lie on the field.”
STORYTELLER NOTES Nothing more of interest here.

22 -the tower of the medics

PLAYER NOTES "This tower is whitewashed and is full of tables and seats. Even though this
looks like a medical room of some sort, there is no equipment at all.

STORYTELLER NOTES The medics work with the wizards to cure their patients extra
quick. Under one of the tables is a magical tongue compressor which cures any mouth
disorder immediately.




CONCLUSION

The exposure of the evil Baron Gristle is very much down to the players and when they
think they can safely and successfully present the evidence directly to the King without
being stopped by Gristle or thrown in the dungeons by a suspicious King's Guard.
Remember, the Guard will not let the characters within earshot of the King. Here is the plan
for the night...

THE EVENING'S EVENTS
DUSK - The great bell in the Wizard's tower will toll three times and everyone will start to
make their way to the banqueting hall. The court musicians will play soft music until the
baron, his party of three fellow landowners, the castle's staff and the heads of the King's
guard have arrived.
DUSK PLUS ONE HOUR - The King will makes a short speech welcoming the Baron to his
castle and announcing the banquet's beginning. He will order music and food .
DUSK PLUS TWO HOURS - The King will order the jesters to perform. This could be the
characters'big chance. If they are here using other means, one of the King's guard will be
called over and shouted at by the King, after which the tempo of the music increases to
dancing speed and the King and Princess Alliss take to the floor.
DUSK PLUS FOUR HOURS - The bell will again toll three times, marking an end to the
evening.

TELLING THE KING ABOUT THE BARON
This should bring the whole room to a shocked standstill and should be as exciting and as
full of detail as possible. The King will order the Baron to the dungeons immediately on
seeing whatever evidence the characters have. They will be awarded the Key to Drowgate
and the rest of the revamped party will be in their honour.

Afterwards, the King will personally take the characters to the Tower of the Wizards,
where they will be transported back to the community centre attic where the window will
be completely undamaged. It will be eight o'clock on Friday morning, the pocket watch and
inscription on the window will have gone and the janitor will just be unlocking the door.
What a story they'll have for him!

FINALLY...
Don't forget to give the players Brownie points; | hope that you've enjoyed the first Journey
To Jaskei, remember to keep an eye on www.arcadiacasting.co.uk for new stories and
games from Arcadial



