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LOCATIONS

The adventure of the Maiden Of Deya is set in Rethem
at sites around Boka Bay and the Tirsa Islands. The main
sites are the manor of Deya and Ithiko Castle in Emetern
Hundred (C6), Golotha (D7) and the slaver encampment in
the Tirsa Islands (B6).

Deya Manor is a large manorial establishment of 47
households on the shores of Emetern Bay. The manor has a
small fishing fleet and a reasonable acreage under
cultivation. Due to the salty windswept coast, most of the
manors homes are located off the coast behind the protective
lee of Deya Haugh, a small wooded ridge to the west of the
manor. The map and a brief description of Deya are
provided herein.

Ithiko Castle, the birthplace of the Balshan Jihad, is the
home of the Earl Barzak. It is the site of the upcoming
Spring Moot, and also the home of the slaver who secretly
sold Buetten to the Games. It is detailed in Castles Of Harn,
Product # 5017 of Columbia Games.

Golotha is the capital of the Kingdom of Rethem and
the site of the Pamesami Arena where Buetten is due to
fight. It is detailed in Cities of Harn (Pr# 5002) and Son of
Cities (Pr# 5015) of Columbia Games.

The Tirsa islands encampment is the onshore base of
the slavers who have Allace. It is located in an isolated inlet
on the fourth largest of the Tirsa islands. It is hard to find if
you don’t know where to look, and only Buetten knows
exactly where it is. The map and a brief description of the
camp are provided herein.

All other sites they players may wish to travel to or
through are unrelated sites and not provided.

THE PC PARTY

For Iviniacon 2003, the PC group consists of: the 5
characters below. Information sheets are supplied for each at
the end of this adventure pack, and it is assumed that the
characters will be rolled-up by the players before play. If
used with an existing group it is up to the GM to supply the
initial hook for the PCs, but it would be easy enough to have
the merchant hire the group in Cherafir or have one of the
player’s relatives sending for their assistance.

The Iviniacon characters are:
The Squire

A young man in his late teens who has been training
under Sir Neadyn, the liege of Deya. When the voyage to
Cherafir to get the millstones was planned, Sir Neadyn
needed someone he could trust with the 80 shillings the
Hutheng Lava millstones would cost, plus the additional 20
shillings expenses money — his squire was the only choice.

The band set out with high hopes in early Savor, but the
outbound journey was plagued by bad fortune. One of their
number was washed overboard by the early winter storms,
and the voyage took longer than expected. Then, in
Cherafir, it took an age to get hold of the millstones, and the
harsh winter of 719 set in. While the young man managed
the expenses money well, the long delays of winter meant
that the money ran out. Indeed, the young squire now owes
the men a bonus he promised them upon their return.

But Deya now looms on the horizon, and the young
squire has his own reasons to be elated. Prior to the intrepid
group’s departure, the liege hinted that he would like to see
the young man married to Allace and enfoefed in his own
name at Haudy (Deya going to his Gauric).
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The Miller

The Lancastrol family have been millers in the Emetern
Hundred for generations, with the mills at Ithiko, Abeggy
and Cedury all in their control. As the son of Petryn of
Lancastrol, the miller of Ithiko, the young journeyman
miller has a decent future in the Miller’s Guild, but like any
other miller, he had to learn his craft. To that end, he was
sent to Chofiel of Postin, the master miller of Deya, in early
719. When the voyage to Cherafir was planned, Chofiel
suggested to Sir Neadyn that it would be good to send the
able journeyman on the trip to assess the quality of the
stones they were buying, especially as he had some
experience handling a small boat. Sir Neadyn agreed, and
the journeyman was assigned to the group. as an
inducement, he and Chofiel hinted that if the endeavour
went well, they would look to see him installed as the miller
of Haudy to replace the aged miller Nowdan of Gyrusm who
wants to retire.

As Deya looms on the horizon, the able journeyman has
his own reasons to be elated by their return. Prior to the
intrepid group’s departure, the liege and Chofiel hinted that
if the endeavour went well, they would look to see him
installed as the miller of Haudy to replace the aged Nowdan
of Gyrusm who wants to retire — and now he’s back.

The Man-At-Arms

An old hand at combat, the grizzled veteran learned his
skills training as a gladiator in the Pamesani arenas of
Rethem until he won his freedom at a royal games. Then he
plied his trade in various private armies — and not a few
ships - during the reign of Chafin II. But that was over ten
years ago, and he is getting older. With his mercenary days
behind him, he’s been looking for a safe haven and a steady
income, and Deya looked safe enough. When he offered his
sword it landed him aboard the Cherafir expedition.

Now, as Deya looms on the horizon, the grizzled
veteran allows a smile to light his face. Prior to the intrepid
group’s departure, when he offered his sword, Sir Neadyn
accepted and a job as a man-at-arms awaits; And not a
moment too soon, as without the wages he could be forced
back to the arenas as a debtor.

The Local Fisherman

The Cializ family have been fishing the waters of the
Gulf of Andurien for generations, and this crusty seadog is
no different. He knows the local waters like the back of his
hand, and in his day he’s travelled to Aleath and Cherafir.
Now, normally he offers up some bountiful Cod and
Haddock as his service to his liege, but once again Sir
Neadyn asked that his 60 days labour be served sailing to
Cherafir and back. The voyage should have been safe
enough, and the round-trip should have taken less than 60
days, but now his cousin lies in the Gulf of Ederwyn, and
the sixty days were up 3 1/2 months ago!

Now, as Deya looms on the horizon, the crusty seadog
looks forward to getting home. And he has his own reasons
to be elated by their return. Prior to their departure, Sir
Neadyn offered a bonus of either 30d if they made it back in
40 days or 6f per day if the voyage took more than 60; So
now he’s looking forward to the extra wages the delay will
give him - [ mean Sir Neadyn has always been a fair and just
liege hasn't he? And 150d is a decent sum.

The Mercantyler

Sir Neadyn was concerned that someone skilled at
bargaining should do the negotiations in Cherafir, so he
looked to his local merchant. The canny trader was happy to
go. Sure, it meant a winter away from trading in Rethem,
but his apprentice could handle the shop, and the
possibilities Cherafir offered might make up for it.
Moreover, it offered the chance to visit the physicians of
Cherafir to see about the headaches and slightly blurry
vision that have been a problem of late. Maybe they might
have the answers!

That was then, but now as Deya looms on the horizon,
things are different. Sure, he has some deals lined up to get
oils and essences for Koqu of Shanal — perfumer at Ithiko —
spices for the lord’s table, and some fine silks and linen for
the local clothiers. But time isn’t on his side; the
physicians’ news wasn’t good — some kind of cellular
poison — and his days are numbered. One physician even
suggested he’d be dead before the end of Kelen!!

Note: the Merchant is dying of cancer (not that he knows what it is) and it is
incurable. Should he offer his life in the arena to free Buetten (essentially

allowing Buetten to kill him and thus win his freedom) then he can play
Buetten for the remainder of the adventure.

THE SHIP
The last member of the party is the Fisherman’s ship,
the Sea Terri _'k._li_s—_a:r‘gbust ship in good

shape, though- (;OIIdlthIlS __Ite cramped asfhe hold contains 4
pairs of Hutheng l‘ava mlllsﬂénes ui transpprt crates.

LENGTH (feet) 18-30
BEAM (feet) 0.36
DEPTH (feet) 0.33
BURTHEN (tuns) S

HULL Factor '.
SEAWORTHINESS — 71— — Sea
RIGGING Fittors
CREW Factor
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PLAYER'S BACKGROUND

The background knowledge each character has is
detailed on the character data sheets supplied at the end of
the adventure pack. Players should select the character they
wish to play based on only the brief information of the basic
description. Thereafter, they can read the full information
on the sheet.

GM’S BACKGROUND

The ambitious knight-bachelor Erluscon of Arsesia was
bailiff of Sir Hernel of Neadyn's second manor Haudy, a
smaller settlement a couple of miles inland from Deya. Sir
Erluscon had been embezzling from the manorial accounts,
but he was getting careless. Sir Hernel, a somewhat overly
trusting man, had in the past assumed that the low returns
were due to problems other than Sir Erluscon’s greed, and
he had not looked too hard at the accounts. However, given
his planned expenditures, he became increasingly
concerned, and in the winter of 719 he demanded Sir
Erluscon come to Deya to report the manor's progress, and
to once and for all explain the poor financial results.

Sir Erluscon knew he could not fool the old man for
much longer, so he came up with a plan. He would kill Sir
Hernel and his young son Gauric — blaming the murder on
some hapless peasant — wed Hernel’s daughter Allace and
claim the two manors for himself. With this plan in mind,
Sir Erluscon and his sergeant, Rillit of Oremech, set off for
Deya full of enthusiasm.

Late in the evening after the dinner had been cleared, in
his private room in the manor, the elderly, widowed Sir
Neadyn, attended by his 15-year old son Gauric, confronted
Sir Erluscon with his recent suspicions and asked him flat
out if he, Sir Erluscon, had been embezzling. Free to
confess at last, Sir Erluscon gloatingly confessed all,
strutting like a peacock as he detailed how he had been
milking the manor for years. Then, taking the Neadyns by
surprise, he lunged at Sir Hernel and cut his throat. Gauric
stood there in shock as Sir Erluscon killed him with a thrust
through the heart. The double murder might have been
possible to hide, except the beautiful young Allace,
Neadyn's 16-year old daughter, had witnessed the act.

Luckily, Rillit caught the girl before she could summon
the servants. But she complicated matters; Erluscon had
hoped to dispose of the bodies discretely and marry Allace,
but now she knew too much, and he was forced to get rid of
her, but he found it hard to bring himself to kill her too. His
sergeant, Rillit, suggested that rather than kill her and
risking yet another body be found, Erluscon could make
some money selling her to slavers. He stated that he had
heard there were some working in the Tirsa Islands off the
coast, and he knew someone who could likely contact them.
Moreover, Rillit supplied, the unwitting middleman might
prove an excellent scapegoat for the murders.

Sir Erluscon agreed with this new plan, and Rillit acted
quickly. In the morning, Erluscon announced the murder of
Hernel and Gauric, and the disappearance of Allace (who
was secured in a closet in Erluscon’s room!). While a hue
and cry was let out for the murderer, Rillit went to see a
mousey local n'er-do-well Buetten. Rillit knew that Buetten
had ties to the Tirsa slavers, and he sent Buetten to fix a deal
for Allace.

To arrange the deal, Buetten needed to get out to
Aquieth Island were the slavers had a camp. He asked a
local fisherman, Oneyus of Cializ, (who was unaware of the
true purpose of the trip) to loan him his boat for a couple of
days, and the next morning he set out on the high tide —
having secreted Allace aboard during the night. Two days
later he was at the slavers’ camp and the sale was made.
Buetten returned to Deya three days later, looking forward
to spending his fee.

However, Erluscon was worried that Buetten might let
something slip or that Oneyus might divulge that Buetten
had borrowed his boat, so he decided that the two must be
removed from circulation. The two men were quietly
arrested, and Erluscon tried to work out what to do with
them. Rillit pointed out that Buetten, if executed, might say
something on the scaffold, and there had been too many
murders of late. So he suggested that Erluscon should
quietly have him sold to a group of mercantylers who were
taking captives to the Pamesani arenas in Golotha. The
hapless rogue would soon die in the gladiatorial arena, and
no one would miss him before then. As for Oneyus, he
didn’t know enough to cause problems on the scaffold, so he
could be executed for the murders. Of course, he would
need a proper sentencing, and that could only happen once
Sir Erluscon was confirmed as liege, but that would happen
soon enough at the Spring Moot.

All this happened during the last few weeks of Nuzyael,
and that was only a few days before the players return to
Deya. As it stands, Erluscon and Rillit are residing at Deya
manor, comfortably idling away the time before the Spring
Moot. Allace is sitting in a cage at the slavers’ camp fearing
for her life as the slavers search for more prisoners. Oneyus
of Cializ — the Fisherman’s brother — is rotting in the
manorial cell under sentence of death for the murder of
Hermel and Guaric (motive? We don’t need no stinking
motives!). Meanwhile, Buetten has just arrived at the
gladiatorial cages of Golotha arena.

Back at Deya, rumours abound. Some talk of ghosts
and beasties (rumours started by Erluscon) disturbed when
the new mill was built on the mound of an old barrow. Some
wonder where Oneyus buried the body of Allace — fully
convinced that he carried her off after killing Hernel and
Guaric. And there are a few who muse that the
disappearance of the rogue Buetten points to something less
Arcane or savage — most likely slavery.
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PLOT CONCERNS

The general outline of the plot is simple. The players
arrive home to Deya tired, exhausted and without ready
funds. When they get back, they find, in general, that their
key expectations will not be met as Sir Neadyn is dead.
Moreover, Sir Erluscon has no intention of honouring the
commitments of his predecessor.

Thus the Squire will find he owes monies on oath and
no longer has a liege. The Miller does have a journeyman
job to go to, but the master miller position is not necessarily
his. The Man-at-arms faces life as a debtor and a possible
return to the arenas. The Fisherman faces his brother being
executed for Sir Neadyn’s murder and his family owing a
blood debt. Even the Mercantyler loses out as the large sum
he could earn for his family in his few remaining days look
unlikely. Thus there should be enough incentive for the
players to look into the situation.

Their goal is simple. Find Allace and bring her to face
the Spring Moot. To do that the players will need to
discover that Buetten holds the key to her location. They
will then need to find Buetten and somehow either rescue
him or force him to tell where Allace is. As Buetten faces
imminent death, he is only likely to share the information
about Allace if he is freed. Once the players know where
Allace is, it is a simple case to locate the slavers’ camp and
rescue Allace. Lastly, the group must travel to Ithiko and
get there before the Spring Moot. As a final obstacle, Rillit
will bar their way at Ithiko and he will have little to lose.

Along the way, a key consideration will be funds. The
players apparently have no money, but in fact have a
valuable resource, the Hutheng millstones. They are worth
up to 120 shillings at a local retail rate, though the players
are unlikely to realise that much. That said, Buetten could
be rescued by buying him before the Royal Games. The
slavers would also be willing to sell Allace for the right
price. Finally, one of the pairs of millstones is for the Earl
of Ithiko, so could be used as a “bribe of introduction” to get
into the moot court. The GM should not look to remind the
players that they have such a resource with them as the
information is provided in the character data sheets, and it is
up to them to use their resources. Note too that the Sea
Terrier can only carry five people unless the stones are sold!

A final consideration is the skills each character
contributes. All have some seamanship to sail the boat
(except Buetten). The Squire gives introductions and
fighting skills. The Miller adds the least, other than the best
price for the millstones and some contacts. The Man-at-arms
adds fighting skills and knowledge of the Golotha arena
layout. The Fisherman gives the skills to run the Sea
Terrier. The Merchant gives some contacts, trading skills
and a possible martyr to save Buetten. Finally, Buetten
gives the location of Allace.

THE OPENING STORM

The opening scene is to help establish group hierarchies
and possibly weaken the Sea Terrier for future encounters.

After more than two weeks at sea, the familiar
coastline of Emetern finally looms up on the horizon
ahead, with Cape Whyd far off to starboard. Deya is only
a few hours sail away, but night is quickly closing in, and
heavy grey storm clouds are massing of the port side
adding to the darkness. The North-westerly wind is
picking up, and the icy waters of the Gulf of Andurien are
starting to whip across the bows as the Sea Terrier starts to
haul into the wind and head for home.

A gale is brewing up and will soon be upon the little
ship. In response, the players essentially have four choices:

1. They can raise the full 4 quarters of sail and reach
Deya by watch-end. The manoeuvre is risky as
they are racing for the shore and risking grounding,
but they can beat the storm if they hurry.
Deploying full sail will generate enough MPs to
reach Deya. As the weather is Steady, no Weather
Hazard roll is made, but an EHR15% Grounding
Roll is made. They will land at Deya by 6pm.

2. If they are more careful with their sail, raising only

2 to 3 quarters, the ship will not reach Deya before
the watch-end. They will then have to risk a watch
at full Gale as they head for Deya.
Deploying less than full sail means that the Sea
Terrier will face a Weather Hazard at (avg
Seamanship & Pilot) —15 (3Q sail) or —10 (2Q).
The ship will then face an EHR10% Grounding
roll. They will land at Deya at 8pm-9pm.

3. [If they are extremely careful with their sail, raising
only 1 quarter of sail, the ship will only reach Deya
after running through two watches in a gale.
The Sea Terrier will face two Weather Hazard rolls
at (avg Seamanship & Pilot) —5, and then face an
EHR10 Grounding roll. They will land at 11:30pm.

4. Otherwise, they can opt to batten down the hatch
and weather out the gale, a very risky manoeuvre.
The players will face 3 watches at Gale, each with a
Weather Hazard roll at (avg Seamanship & Pilot)
—25. At any time they can opt to change their
minds and head for home, switching to one of the
options above, but after three gale watches the
weather moves to steady. Moreover, there will be
enough light to avoid the grounding roll. Also, if
they raise 4Q of sail the Weather Hazard roll is at
—20%. Each watch at sea adds 4 hours to their
landing time, although weathering the full gale
means that they will land just before dawn.

Note, any C roll results in injury only and not being swept overboard.
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DEYA

Location:
Holder: Clan Neadyn / Sir Erluscon
Liege: Earl Barzak of Ithiko
Village 211; Manor

Deya is a coastal manor in Rethem that has been held
by the Clan Neadyn from Earl Barzak of Ithiko. However,
Sir Erluscon of Arsesia and his sergeant, Rillit, has
murdered Sir Hernel of Neadyn and his son Gauric, sold
Hernel’s daughter Allace into slavery and is making an
appeal to Earl Barzak to be recognised as the legitimate
holder of both Deya and the Neadyn’s other manor Haudy.
The manor itself is located on the north shore of the Gulf of
Andurien between Cape Whyd and Malasin Point on the
Emetren Bay. Deya is only 6'/, miles from Ithiko by a
decent road, but most rely on trading by boat.

Hohnamshire, Kingdom of Rethem

Population:

Deya lies on a fertile plain bounded by Emetern Forest
to the west and Arketh Moor to the East. The vegetation is
mostly grassland, heather, thrift, gorse and bramble with low
woodlands of birch, pine, sea buckthorn, hawthorn and
hazel. The manor lies on the lee side of a low sandy ridge a
bit back from the long shingle beach shore. Three fresh-
water springs bubble forth below the Northfields hill
providing a shallow but protected anchorage.

The manor is mostly located in the lee shelter of the
wooded ridge. Here the salt spray off the bay is less intense
and the villagers’ vegetable plots provide a decent yield.
The wide main street is the sight of a farmers’ market every
week where the villagers of Deya and Huady sell their
produce, along with the few craftsmen of the two villages
There are some villagers living on the beach coast and their
huddled homes, and the Welcome Haven Inn, provide the
first sight most have of Deya, along with the pronounced
mounds of Deya Haugh located at the top of the ridge.

Interestingly, it is the shingle beach, and the intricate
shapes and forms found in some of the split stones that lead
the ancient tribes to look to this coast with awe. The three
springs at Deya reinforced their belief of the site as a sacred.
Thus, those ancient tribesmen build the burial mounds of
Deya Haugh — located on the ridge so that all may see — and
the priests of Agrik have followed them by building a larger-
than-normal temple just inland of the mounds.

Current Affairs

Deya has been held as a knight’s fee by Clan Neadyn
for over 150 years. The family prospered over that time,
and gained Haudy about 80 years ago. Unfortunately,
despite the prosperity of the estates, the family itself has
fallen under some misfortune. Sir Hernel’s three younger
brothers were killed during the strife of Chafin II'’s reign —
and all without issue. The two estates, Deya and Huady,
were left to Sir Neadyn as the only surviving member of the

Clan. In 703, Sir Neadyn married Deane of Vandique and
they were blessed with two children, Allace and Gauric. But
misfortune struck again when Deane was killed in the
dragonship raids of 715. Sir Neadyn looked to leave the two
estates to his children and keep the clan name alive.

However, Sir Erluscon of Arsesia, Sir Neadyn’s bailiff
of Haudy, had other plans. Erluscon had been embezzling
from Haudy for some time, but now looked to kill Sir Hernel
and Gauric, marry Allace and take over the Neadyn estates.
He put this plan into action when Sir Hernel called him to
question over the poor manorial returns.

Unfortunately, Allace witnessed the murders of her
father and brother, and Sir Erluscon felt he could no longer
risk having her around. Through his sergeant and a local
n’er do well Buetten, he sold Allace to a band of slavers
operating in the Tirsa islands. He then betrayed Buetten by
selling him as a gladiatorial slave for the Pamesani games.
Finally, he looked to cover up the murders of Hermel and
Gauric by arresting a local fisherman, Oneyus of Cializ,
under trumped up charges and fake evidence. All he needs
to do to complete his plan is have Earl Barzak of Ithiko
confirm his position at the upcoming Spring Moot.

Sir Hermel was a good friend of Earl Barzak, the two
men were the same age and had fought together many times.
However the Earl has been taken in by Sir Erluscon’s
explanations — after all, he felt that Hermel trusted his bailiff
so why shouldn’t he? That said, the Earl is saddened that
the fiefs will not belong to the Neadyns and he would be
favourable to the last of the Neadyns — Allace — becoming
liege. Especially as that would mean that Earl Barzak would
receive significant wardship funds from the two profitable
fiefs for either five years or until Allace was married — a
consideration that would also be fully under his control.

Economics and Agrarian Life

Deya has 2,290 gross acres making it one of the largest
estates in the hundred. Of the total, 503 acres are woodland
— about 80 of which are in the Ridge Wood. The remaining
1,787 acres of cleared land are split with 856 acres held by
the tenants and 931 acres in the demesne. The principle
crops grown are oats, barley, rye and beans and there is a
significant percentage of hemp grown for sailcloth.

Rethem also has a strong tradition of cattle rearing and
leatherworking and Deya is no exception. Most of the
leather, however, is worked in Haudy rather than Deya, and
only one leatherworker lives in the village.

In fact, Deya and Haudy do work very much in
conjunction with each other. The odiferous businesses are
in Haudy — leatherworking, and a small fulling operation,
while Deya acts as the central market. In addition, Deya has
a small focus on the maritime trades, supporting as it does a
number of fishermen, a sailmaker and a cordagemaker.
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The Village Residents
1. THE MANORHOUSE

The manor site consists of two parts. The main house is a three-storey
shingle-and-mortar tower connected to a two-storey timber-frame house
and surrounded by a 6” deep water-filled moat. The rest of the site is the
outer timber-palisaded compund which contains three granaries, a
bunkhouse and a stable and slave quarters.

The shingle-and-mortar tower possesses corner crenels so as to be deemed
uncrenellated, but it is quite secure as there is only one window per side per
floor, and they are all arrow slits. It has a well in the lower floor and can be
secured from the rest of the house.

The original house was destroyed by fire in the raid of 715, and Hernel had
the new house rebuilt in a more comfortable style. The house itself is a
timber framed building with wattle and daub walls. Unusually, it possesses
glass windows made by Hardin of Rachyson on the southern wing, theough
the northern end has only shuttered windows.

The house served as the residence of Sir Hernel, Guaric, Allace a cook, and
a couple of servants. Since Sir Erluscon has taken over Guaric’s room is
inhabited by his mistress, and Allace’s by Sergeant Rillit. The tower has
room for two men-at-arms, and the two present now are cronies of Sir
Erluscon. The cellar of the tower has also a pair of cells in the well room,
one of which houses Oneyus of Cializ.

The outer compund bunkhouse, being more comfortable than the tower,
was used by Sir Neadyn’s squire, another man-at-arms and an ostler,
though only the ostler is present now. In the stables block there is room for
five horses at one end and the slaves quarter’s at the other. Although Sir
Neadyn did not have any slaves, Sir Erluscon’s slaves Jaymis of Dinese, his
wife and four children presently live there in cramped and sparse
conditions.

2. TEMPLE OF AGRIK (ORDER OF HERPA THE MACE)

The temple of Agrik here in Deya is unusual for a simple manor. It was
built originally by Balsha’s disciples S83TR because Balsha claimed that
spirits of the warriors residing in the barrows of Deya Haugh would one
day become powerful allies. In 642TR, the church of Agrik took over the
temple. They had intended to destroy the building, but they discovered that
the Morgathians had dug a number of tunnels towards each of the various
barrows but stopped short of breaking in to the barrows themselves.

Intrigued, the priests of Agrik took over the temple and the tunnels as
well. In the intervening 78 years they have tried various methods to break
into the tombs within the barrows, but they have been unable to break the
large rocks that form the tombs outer shells. They doubled their efforts to
break into the barrow that now forms the base for the new windmill as the
new mill was being built, prompting the mill builders to report hearing
strange knockings from underground. The redoubled efforts are about to
bear fruit as the priests are on the verge of breaking in to the tomb.

As for the temple complex itself, it consists of the main temple building, the
round end of which is the temple, the squared end the priests’ quarters.

Entering the ground floor of the squared end you come to a front hall that
serves as a meeting room and dining hall. Behind it is a kitchen and larder.
Upstairs on the first floor is a book room, a pair of rooms for the Viriahn
Bruze of Golyn (High Priest) and a single room for the Aperani Elai of
Jalber (Master). Upstairs again to the second floor is a dormitory for the 4
junior Agnichari (Acolytes) built into the angles of the roof. There is also a
secret staircase descending to the basement from where four tunnels lead
off towards the various barrow (one goes to the little barrow and windmill
barrow). Only the priests know of the tunnels.

In the temple precinct is a pair of granaries, a guest house for visiting
priests — at present empty — and a cramped slave quarters housing the four
members of the Rakersins and the four members of the Mauders.

Finally, there is a gatehouse that has room for up t five Terahnis (Warriors),
but there are only two present at the moment, Frenik of Bieria, and Enchio
of Gerrarra, both members of the Red Shadows of Herpa..

3. DEYA HAUGH

Deya Haugh is a complex of seven barrows built on the ridge of Deya.

Four of the barrows remain fully visible to this day, while another forms the
base platform for the new windmill. One more is buried under the temple
end of the Agrikan Temple, while the last one has been worn down and is
lost in the north end of the Ridge Wood.

Built over 1,700 years ago by the Kuboran tribesmen living in the area
(possibly the Suyari), the barrows were burial tombs for their chiefs. The
tribesmen chose the site because they felt it must be magical after they
found many of the stones on the beach contained wonderous carvings and
etchings. Rumours have always been rife that strong spirits reside in the
barrows, and many of the locals feel that the decision to build a windmill on
one of the mounds was imprudent.

4. THE WINDMILL (CHOFIEL OF POSTIN)
Size: 4 Quality: ***

Chofiel of Paostin is an old hand at milling, having been in the trade for
over 20 years. He could grind better flour and meal, but the millstones he
possesses are not up to the job. He lives in the house next to the mill with
his wife and two children, while his two employees live in the old mill on
the cove.

Prices: Average

He is looking forward to the return of his journeyman who has been away
for over five months in Cherafir trying to obtain some Hutheng lava
millstones for the mill.

5. THE OLD MILL

The old mill was an inefficient horizontal mill that used the spring-fed
waters of the cove to drive the wheel. In 719 the windmill was built on the
top of the barrow mound and the millstones were taken up to the new mill.
Since then, the old mill has served as a house for Chofiel’s two employees
and for storage.

6. THE WELCOME HAVEN (ROWBIE OF WARRET)
Size: 5 Quality: ***

Rowbie and his wife wife run a friendly and efficient inn with three small
rooms for available for visitors to Deya. Since the death of Sir Neadyn the
locals have been drinking more than usual which should have increased
Rowbie’s revenues. However, Sir Erluscon’s sergeant Rillit has been
quietly threatening the innkeeper unless he pays the mercenary a large
percentage of his extra revenues.

7. SHINGLE LANDING

Prices: Average

The long shingle beach is not a good one for beaching boats except here at
the shingle landing where the headland opposite provides some relief from
the North-westerly gales that often blow up in the Gulf of Andurien. The
four fishing families of Deya keep six boats pulled up and beached on the
landing when the are not out at sea.
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8. MERCANTYLER/CHANDLER ( )

Size: 2 Quality: ***
The mercantyler lives here in the building behind his shop, while his
apprentice lives in a small room above the shop itself. At present, the
mercantyler is away in Cherafir with the group trying to procure the new
millstones, and he has been gone for over five months. In the meantime,
his apprentice Gillgan of Libuddy has been doing his best to run the shop,
but Sir Erluscon has been taking his fill of the shops goods and profits such
that the current stock is not what it once was.

9. METALSMITH (JAUSEN OF BRANTS)
Size: 1 Quality: *#**

Jausen is a big man whose ability to do fine work belies his strength, and

his fine quality work has kept him and his wife quite well. Yet for all his

wealth — monies that Sir Erluscon is unaware of — Jausen feels his life is
poor as he and his wife have never been able to have children of their own.

10. WOODCRAFTER (KILMA OF KARVER)
Size: 2 Quality: **
Klima and his son operate a rather poor excuse for a woodcarvers. Klima is

usually drunk, and his son Ragbar doesn’t like the trade — not that he has
the ability for it anyway — but the villagers have little choice.

11. CHARCOALER (EREC OF HORKER)
Size: 3 Quality: ***

Erec 67, his wife Madlein and son Joss are excellent woodsmen. Erec

despite his age, is still one of the fittest men in the village and he puts it

down to loving his work in the woods. As well as being an skilled collier,

he also supplies the local wives with various herbs and wild plants for
cooking and medicinal purposes.

12. GLASSMAKER (HARDIN OF RACHYSON)
Size: 1 Quality: *#**

Hardin is a newcomer to Deya, having lived here for only five years. He
was hired by Sir Neadyn to make the glass windows for the manor, and
when he arrived here from Golotha he found the local sandy soil and wood
to be perfect for making a fine glass, so he asked Sir Neadyn if he could
stay, and he and his wife have been here ever since.

13. HALF-VILLEIN (WILLIT OF PANGONE)

Prices: High

Prices: High

Prices: Average

Prices: Low

Prices: Very High

Willit is one of the many Pangones living in Deya (They are Deya’s largest
extended family) but he is also one of the least successful farmers. His
many misadventures have seen him descent from villein to half-villein, and
with his luck it won’t be long before he’s a cottar.

14. HALF-VILLEIN (GEORJI OF YARUK)

Georji is Deya’s oldest resident, and at 81 is nearing his last days. His son
Marko and daughter-in-law live with him and take care of his land, while
his grandson (who lives alone in a house off the map) tends his fields.

15. HALF-VILLEIN (HARDIN OF DIPERSO)

Hardin is a man at his wits end. He lives with his wife and six daughters in
a house that is always alive with the sounds of shrieks and yells. So much
so that he is know locally as the Bogman as he often hides in the privy.

16. HALF-VILLEIN (FILIP OF DIPERSO)

Hardin’s younger brother Filip lives next door with his wife and two
daughters. Having seen his brother’s life, he is now scared to get too close
to his wife for fear that he too will be plagued by a houseful of
uncontrollable women.

17. COTTAR (JERGIN OF CIALIZ)

The youngest of the three Cializ brothers, Jergin found that he had no
stomach for the sea — nor anything else — and so has turned his hand to
farming instead. Presently he is worried about his brother Oneyus, and is
waiting for his brother’s return from Cherafir to seek is guidance.

18. HALF-VILLEIN / COBBLER (Y ARBROND OF DIPERSO)
Size: 3 Quality: **

Yarbrond, his son and his daughter are yet another branch of the Diperso’s

living in Deya. Yarbrond came up with the idea of becoming a cobbler

after a drunken discussion with his brother, and he and his kids are still
learning the trade.

19. COTTAR (MYTHAR OF BIYER)

Prices: Low

Mythar is the eldest of the three Biyer brothers, and the most grumpy —
probably due to the troubles his son Buetten has caused him. His wife and
younger son prefer it when he spends the days out in the fields, though they
would like him to look into where Buetten has gotten to.

20. COTTAR (TARTAL OF TATTIN)

Tartal of Tattin is the younger brother of Gurta, Hardin of Diperso’s wife,
and he is often playing host to his distressed brother-in-law.

21. VILLEIN / HORSETRAINER (HORST OF WISSPUR)

In addition to his labour fee, Horst usually spends a further 30 days a year
tending his liege’s horses as an unofficial ostler and helping the aged Brak.
The extra revenue he makes from this is enough to comfortably support his
large family. Recently though, Sir Erluscon has been less than generous.

22. VILLEIN / FORESTER (STEFFAN OF GRAEF)

Young Steffan got an early start on family life when his young wife
produced twins one year and triplets the next. Wenda is now pregnant
again, and Steffan worries that there will be four babies to add to his family
in a few months.

23. COTTAR (JANDER OF BIYER)

Jander is the middle of the three Biyer brothers and the most hard-working.
He hopes someday to rise above being just a lowly cottar.

24. COTTAR (VORTHRIN OF LINNERDUN)

Vorthrin and his brother Shem are Orbaalese Jarin rebels who fled
westwards after the Jarin rebellion in 701 and a price was put on their
heads. They tried many places along the coast until Sir Neadyn granted
them the right to live in Deya. When the Ivinain raiders came in 715, the
two Linnerduns faces some prejudice, but the villagers are a bit more
trusting after the two brothers ferociously fought off the raiders.

25. COTTAR (SHEM OF LINNERDUN)

Unlike his more taciturn brother, Shem has been more outgoing, and in 710
he married a local girl. They have had two children since.

26. COTTAR (PARMER OF BIYER)

Where Mythar is grumpy and Jander hard-working, Parmer — the youngest
Buyar brother — is just reckless. He has had affairs with both his brother’s
wives (Mythar’s youngest son Gaven is actually Parmer’s) as well as a
number of other women in the village, and so far hasn’t been caught.

27. YEOMAN FARMER (ROGAR OF MINNUS)

Rogar was made a Yeoman by Sir Neadyn after the dragonboat raid of 715
and Rogar killed three Ivinian raiders with four arrows.

28. COTTAR (MYLUVE OF TATTIN)

Myluve, Gurta and Tartal’s cousin, is a very attractive older woman who
lives quietly on her own. Like her home, hHer vegetable and herb garden is
immaculate and lush, which has lead a few to wonder if she isn’t using
magic. In truth, it is just down to her skills as a gardener.

Myluve came to Deya about 10 years ago. Originally, her father fled Deya
over 40 years ago, and became a freed man in Golotha. Myluve, for her
part, became a courtesan in Golotha and earned a good living. However, as
she got older, she became disenchanted with the troublesome city, and
decided to return to the family home at Deya. Sir Neadyn agreed to take
her back without penalty, so long as she kept a clean house — an agreement
she has literally held to ever since.
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29. VILLEIN (ADIUT OF JYNNE)

Adiut and his brother (who lives on a farm off the map) can claim to be
cousins or brothers to many of the villagers of Deya. Adiut’s elder sister
married Filip of Diperso, his middle sister married Gerri of Pangone, and
his younger sister married Steffan of Graef.

30. HALF-VILLEIN (DEAN OF DIPERSO)

Dean recently married his second wife Marretta — his first wife was carried
off by the Ivinains in 715 - and he is hoping to finally have a family.

31. HALF-VILLEIN (MARTYN OF CARRICCA)

Martyn is an able enough herdsman who, along with his brother Dyngar
(who lives off map), two sons and nephew, tends the largest of the villages
cattle herds.

32. VILLEIN (GERRI OF PANGONE)

Gerri has made a solid niche for himself and his two sons tending the
village Flax crop, while his wife, two daughters and a niece spin the fibre
into thread.

33. YEOMAN FARMER (LUWIS OF ANDEREN)

Luwis has been a yeoman in Deya for over 16 years, and has a strong
respect for the rule of law. While he suspects that Sir Erluscon is involved
in the death of Sir Neadyn, he feels he must honour the fact that Sir
Erluscon is now his liege — or at least will be.

34. FARMER (FRENK OF ANDEREN)

As well as tending the fields, Frenk’s has a small herd of swine that he
allows to run in the woods near his house.

35. FARMER (SINETER OF DERRIUN)

Sineter and his family are the most respected plantsmen in the village, and
Sineter has been the village reeve for over ten years — a position that he his
regularly reselected for as the villagers trust his judgement and his fairness.

36. FARMER (GEOI OF DERRIUN)

Like his brother, Geoi is an excellent farmer but he is also extremely
gullible, and is often the but of many practical jokes. He takes it all with
very good humour, feeling that since he has the best looking woman in the
village as his wife and handsome, strapping son is life could not be better.

37. VILLEIN / SAILMAKER (SWIENER OF KUSNATS)
Size: 3 Quality: *** Prices: Average

Using both the flax thread produced by Gerri of Pangone, along with much
of the wool from the village sheep herd, Swiener and his family produce
reasonable quality sails for the local fishing vessels and for trade in Ithiko

38. VILLIEN / CORDAGEMAKER (KADENE OF DANNA)
Size: 6 Quality: *** Prices: Average

Working with Sweiner and his family, Kadene and his family produce all
the cordage, nets and sacking needed by the village, as well as a fair amount
for trade in Ithiko.

38.A VILLIEN/ FISHERMAN (WILLEM OF SNIDE)

(northernmost house of the row) Willem is a superstitious old seadog
whose best sailing days are now sadly behind him. Along with his younger
son Mika, he pulls in an average catch of fish and then spends much of his
proceeds at the Welcome Haven.

38.B VILLIEN / FISHERMAN ( OF CIALIZ)

Probably the best seaman in Deya, the eldest of the Cializ brothers has been
away for over five months on the voyage to Cherafir. Meanwhile, his wife,
Meggan, and two children are distraught with worry that he might not
return.

38.C VILLIEN / FISHERMAN (ONEYUS OF CIALIZ)

Oneyus and his two sons have been taking care of his older brother’s family
while he was away, but money has been tight. Because of that, he was
willing to rent his smaller boat to Buetten of Biyar — the young lad who
often helped with the fishing — when Buetten said he needed to get some
things in Ithiko. Oneyus isn’t sure if that was the reason, but he is fairly
sure that the reason he is languishing in the manor cell has something to do
with Buetten.

38.D VILLIEN / FISHERMAN (PURCIL OF SNIDE)

Willem’s younger brother Purcil is nearly as superstitious as his brother, but
he has become even more so when he thought he saw a ghost stand up in
the bay. What he saw was Allace in her white shift struggling as she was
being carried away, but Purcil’s drunken state didn’t help with his eyesight.

39. SOUTHFIELD

The southfield is Deya’s most productive soil having a slightly less sandy
consistency. It extends out to a large woodland that lies between the
manors of Deya and Haudy. The Haudy road forms the southern boundary
of the ploughed land, and a number of homes are on the road off the map.

40. NORTHFIELDS

The Northfields are a collections of fields that run up to the north-east along
the higher ground but behind the coastal ridge. The soil is quite sandy
which has hampered yields, especially with the salty sea air.
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Deya Village Census

Family Name

i VVerischain

P4 Rakersin
el Mauder
A Postin
IS} Warret

4 Brants

s} Karver

] Horker
pN¢ Rachyson
iRl Minnus
j¥4 Anderen
jRe! Anderen
i¥: Derriun
f¥! Derriun
pNE Wisspur
i Graef
iR Kusnats
kRl Danna
AV Shide
Pl Jynne
Pl Jynne
A Pangone
pxZ Pangone
pAsl Pangone
2 6REUIIS
YA Diperso
pAs Cializ
pA Cializ
g0 Snide
¥l Yaruk
k¥4 Pangone
e Yaruk
ki Diperso
k¥ Diperso
kfé Diperso
X{ Carricca
fs Carricca
ke Cializ
Z4e Biyer
Xl Tattin
L. Biyer
%] Linnerdun
¥ | innerdun
¥ Biyer
XS Tattin
:X{Dinese

Tenant Occupation

Labour

Kind

Days Rent Fees
Church of Agrik 8 100 0 4 0 0 0
Slave of Agrik 4 70 0 0 600 0 0
Slave of Agrik 4 70 0 0 600 0 0
Craftsman/Miller 6 60 0 20 0 180 266
Craftsman/Innkeeper 6 60 0 10 0 120 232
Craftsman/Mercantyler 2 45 0 5 0 90 191
Craftsman/Metalsmith 2 70 0 30 0 240 180
Craftsman/Woodcrafter 3 75 0 20 0 180 146
Craftsman/Charcoaler 3 45 0 5 0 90 191
Craftsman/Glassworker 2 65 0 30 0 240 216
Farmer/ Yeoman 3 80 0 60 0 120 66
Farmer/ Yeoman 6 60 0 15 0 75 21
Farmer 4 55 0 45 0 330 51
Farmer 5 65 0 50 0 360 56
Farmer 3 65 0 50 0 360 56
Villein/ Horsetrainer 7 30 26 0 104 60 32
Villein/ Forester 7 55 27 0 108 60 33
Villein/ Sailmaker 3 50 22 0 88 60 28
Villein/ Cordagemaker 8 60 22 0 88 60 28
Villein/ Fisherman 7 75 26 0 104 60 32
Villein 4 60 25 5 100 60 36
Villein 4 70 28 0 112 60 34
Villein 6 65 36 0 144 60 42
Villein 8 95 31 0 124 60 37
Villein 6 85 34 0 136 60 40
Villein 7 100 30 0 120 60 36
Half-Villein/ Cobbler 3 80 11 0 44 60 17
Half-Villein/ Fisherman 4 60 15 0 60 60 21
Half-Villein/ Fisherman 5 80 15 0 60 60 21
Half-Villein/ Fisherman 4 90 15 0 60 60 21
Half-Villein 1 95 19 0 76 60 25
Half-Villein 5 40 14 0 56 60 20
Half-Villein 4 55 20 0 80 60 26
Half-Villein 7 75 13 0 52 60 19
Half-Villein 4 65 19 0 76 60 25
Half-Villein 2 80 16 0 64 60 22
Half-Villein 5 60 14 0 56 60 20
Half-Villein 5 85 11 0 44 60 17
Cottar 2 80 5 0 20 60 11
Cottar 4 60 1 0 4 60 7
Cottar 1 80 1 0 4 60 7
Cottar 3 65 0 0 0 60 6
Cottar 1 75 1 0 4 60 7
Cottar 4 65 3 0 12 60 9
Cottar 2 70 4 0 16 60 10
Cottar 1 65 3 0 12 60 9
Slave of Liege 6 90 0 0 600 0 0
Totals 201 507 349 3,828 4,245 2,370

Notes

Fees include 240d licence
Fees include 216d licence
Fees include 180d licence
Fees include 144d licence
Fees include 120d licence
Fees include 180d licence

Fees include 180d licence
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THE STORY AT DEYA

How the story of Deya unfolds depends on how the
players react upon their arrival. The prevalent weather
might also have an impact, as will the players’ decisions
regarding the storm.

Arrival Time

The player’s arrival time will depend upon their
decisions during the storm. The weather timetable for the
first few watches and the passing of the gale is as follows:

Watch Time Weather Notes

N1 16:00 - 20:00 [ENJEEIAY Players land under 4Q Sail
N2 PAHOVI Gale Players land under 2 or 3Q Sail
N3 00:01 - 04:00 NERIN Players land under 1Q Sail
D1 Gale

D2 08:01-12:00  Steady Players land after Gale

D3 12:01-16:00  Gale

N1 16:01 - 20:00 NEAIE

N2 20:01 - 00:00 NEEIN

N3 00:01 - 04:00 ENJGELNY

D1 04:01 - 08:00  Steady

D2 08:01-12:00  Steady

D3 12:01 - 16:00  Light

Note, the millstones can only really be unloaded safely
in steady weather or less, and unloading in a gale or dark
risks injury. Landing times listed here should be confirmed
with those listed in the storms section.

Due to the recent situation, the locals have been
drinking more than usual, and there will be drinkers in the
Welcome Haven from 15:00 through 01:00 (watches N1 and
N2 plus an hour either side). As it is also an Inn, At least
one of Rowbie, his wife Tasha, or three staff will be around
at any time of the day.

If the players are landing during the N1 or N2 watches,
including the extra hour either side, they can be guided into
the shingle landing by the lights of the Welcome Haven.
The lights of the other homes will be out by the end of the
N1 watch.

Where would they go first?

The characters have been away for over five months, so
they will likely want to go home, however, it unless they
weathered the storm at sea, they will be landing during a
howling gale, and the lights of the Welcome Haven could
well be inviting.

Should the players think of unloading the millstones
from the boat at this time, they should be reminded that the
weather is a gale, and it is the middle of the night. If they
landed after the gale, they should be welcomed at the dock
which is described later.

THE SQUIRE:

The squire has two choices — he can go to the Welcome
Haven, or he can trudge through the storm to his home in the
manor bunkhouse.

If the squire does go to the manor, he will find that the
gate of the manor palisade will be locked during the night
watches and no-one will be able to hear the squire over the
howling wind. If he arrives during daylight hours he will be
taken to see Sir Erluscon presently, told Sir Erluscon’s story
(see below) and that the knight has no intention of taking on
the squire because he sees him as a financial burden that he
doesn’t want (not to mention Sir Neadyn’s man). The squire
will then be put out.

If the squire goes to the inn, he will discover one or
more of the Inn Stories (see below)

THE MILLER:

The miller has three choices — he can go to the
Welcome Haven, the Old Mill, or the Windmill.

If the Miller goes to the Windmill to report his return,
he will be fed by the miller, and told Chofiel’s Story (see
below). If he goes to his home in the Old Mill, he will find
Kinneth of Ruce, the apprentice, there and told Kinneth’s
Story (see below). Otherwise he will discover one or more
of the Inn Stories (see below).

THE MAN-AT-ARMS:

The man-at-arms has two choices — he can accompany
the squire to the manor or he can go to the Inn.

If the Man-at-arms goes to the manor during a night
watch he will, like the squire, discover that the manor is
locked up. If he goes during the day he will taken to see Sir
Erluscon after the squire. He will be told by Sir Erluscon
that finances are not what they were five months ago, and
the job no longer exists. He will not be deemed important
enough to get any details from the knight, but he can talk to
Rillit (see Rillit’s Story below), the two men-at-arms
Durgun and Tonay, or Joane the maid (see below).
Otherwise he will discover one or more of the Inn Stories
(see below).

THE MERCANTYLER:

The Mercantyler has three options — he can go home to
his house behind 8 on the map, or he can call upon his
apprentice Gillgan or he can go to the Inn.

At home, he will find that his house is as he left it, only
very dusty. If he calls upon Gillgan, he will find that his
store is now very poorly stocked and that Gillgan looks
somewhat haggard and aged. He will be told Gillgan’s story
(see below)
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THE FISHERMAN:

The fisherman is the character most likely to have the
most to do upon the party’s return. Initially, he can go to the
Inn, go to his home, or check in with his brother to say thank
you for taking care of things in his absence.

If he goes home first, he will be told Meggan’s Story.
He will likely go to next door to see his brother Oneyus
next, where he will be told Cottie’s Story, and if he goes to
see Purcil, he will be told that Purcil is in the pub.

SIR ERLUSCON’'S STORY

Sir Erluscon will only grant an audience to the Squire
and man at-arms and give them the following information.
Sir Erluscon will act in a very saddened and disappointed
manner in dealing with either player.

The Squire

He will tell the squire that things have changed quite
dramatically over the last five months. It all started about
three weeks ago. He had been present when Buetten of
Biyer, the son of a lowly cottar, had had the audacity to
come before Sir Neadyn and ask the liege for the lady
Allace’s hand in marriage. He asked this as the two had
already become close, and he wished do the honourable
thing. The Sir Neadyn was of course incensed by the idea,
and forbade Buetten any further contact with Allace.

However, Buetten was not to be thwarted. He
persuaded his sometime employer, Oneyus, to help him
“rescue” Allace from the manor so that he and the girl could
run away together. Sir Erluscon does not know how Oneyus
was persuaded to join Buetten — he has refused to tell — but
the two swam across the moat one night about two weeks
ago. The entered the manor house, and were looking to
escape when it would seem that they were disturbed by
Gauric. Gauric was as surprised as the others and could
bearly call out before Oneyus stabbed him with his fishing
knife. The three fugitives then heard Sir Neadyn arising.

Oneyus told the two that they had a life together, and to
flee immediately. What would seem to be the reason is that
Oneyus must have intended to steal Sir Neadyn’s purse — it
has not been found — but what is certain is that Oneyus
stayed behind and slew Sir Neadyn. He was caught by Rillit
as he was fleeing across the moat as by that time the trusty
sergeant was awoken by the commotions in the house.
Buetten and Allace however got away to the smaller of
Oneyus’ two boats and sailed off. They have not been seen
since.

Sir Erluscon is only sorry that he could not have
awoken sooner, or stayed awake so as to have thwarted the
murders. However, the murders have occurred, and the fact
that Sir Neadyn’s purse is missing puts a serious crimp in
the manorial finances. Sir Erluscon is sorry that he is unable
to make good the quires promises.

The Man-at-Arms

The man at arms will not be given all the details that are
given to the squire. He will however be told that since the
murder of Sir Neadyn, it has emerged that the manorial
finances are in a very sorry state, and the late knight was
trading on capital he did not possess. For this reason, Sir
Erluscon is not in any position to offer the Man-at-Arms a
job, nor indeed can he even afford his upkeep.

The Fisherman

If Oneyus brother comes to the manorial lord to ask to
see his brother, Erluscon will confirm that Oneyus is in the
cells awaiting execution, but he is not allowed any visitors.
If angrily pressed for a reason, Erluscon will state that it is
for fear that he might reveal to them where he hid the
manorial purse and that it would be lost to the estate.

Generally

Sir Erluscon will be generally pleased to see the party’s
return, and he will ask that the millstones be unloaded as
soon as practicable.

RILLIT'S STORY

While waiting for the knight, Rillit can be approached
by the Man-at-Arms. Similarly, the squire may seek out the
sergeant after his interview. In either event, he will confirm
the respective comments made by Sir Erluscon.

He will add however that Sir Erluscon has not rested in
trying to find Buetten. Rillit has been out to Ithiko to make
inquiries there, as well at the various inns and pubs in
between (if the players check they will only find that Rillit
has been to the pubs, but no-one will remember him asking
any questions). Of course Chas of Lavehn, Sir Neadyn’s
previous man-at-arms, was dismissed because of failing to
stop the two villains. He was found to be asleep when the
incident occurred. As far as Rillit knows, Chas left for
Ithiko, and may still be there.

DURGUN AND TONAY’S STORY

Durgan and Tonay are two thuggish mercenaries hired
by Erluscon as his personal bullies. If approached by the
squire, they will be deferential, but unable to provide any
other useful information. If approached by the man-at-arms,
they will recognise a man of martial experience, and be a bit
more forthcoming, however, they will only be albe to add
that they were both at Haudy when the incident happened,
although they have noticed that there is an air of unrest here
at Deya. They will also confirm that Oneyus is in the cells
awaiting execution, but he is not allowed any visitors for
fear that he might reveal to them where he hid the manorial
purse. Lastly, they will also support Rillit’s comments
about travelling around the various pubs and inns looking
for Buetten by stating that they “accompanied Rillit on his
enquiries”. They will not confirm that they made enquiries
themselves.
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JOANE’S STORY

Joane is the Neadyn’s senior housemaid and lives in the
main house along with the cook and the other maid. If
asked she will tell the player that she was clearing up in the
kitchen when she heard a commotion — the cook had gone to
bed as he had to get up early to prepare breakfast for the
liege, his family and the guests (Sir Erluscon and Rillit), and
the other maid was feeling unwell so had been in bed for a
couple of days. The slaves had of course been locked up for
the night (If a player does enquire anything of the slaves or
other staff, they will only be able to confirm Sir Erluscon’s
story. Aisle of Lonicera, the younger maid doe know a bit
more though (see below)

She regrets that, fearfully, she remained in the kitchen
for some time before getting the courage up to see what was
going on. She went upstairs and found that Sir Neadyn and
Guaric had been stabbed. Sir Erluscon was in a rage and he
told her that there were villains about. She should be
careful, return to her room and lock herself in until it was
safe. She did as she was told. If asked about Rillit or
Oneyus, she will state that she did not see either person at
that time, nor did she hear anyone else about. She will also
suggest that the players talk to Brak of Parclose, the liege’s
aged ostler.

BRAK’S STORY

Bark of Parclose is the aged ostler of Deya Manor. He
is 72 years old, but wear and tear make him appear older.
He is usually aided by Horst of Wisspur in his duties
because of this. If the players do ask what he knows of the
situation, he can only confirm the story of Erluscon as he
was alone in the bunkhouse at the time. That said, he does
wonder a bit about Erluscon as both he and Rillit seemed
quite agitated when they arrived earlier that day.
“Suspicions of an old man, really” he says.

AISLE’S STORY

Aisle is the younger of the two maids in the manor, and
she served as Allace’s handmaid. While she was ill the
night of the murders, she can add to what is know about
Allace and Buetten, and that Chas told her he was going to
Ithiko and as far as she knows he did. She will act slightly
evasive, as she knows some information she is scared to tell.

Everybody knew Buetten, he was a rakish young boy
with an air of trouble about him, and fancied his chances
with any girl in the estate. He tried an approach on Allace,
but she had never said anything about the two of them to her
—and Aisle is sure she would have.

If the players get the idea that Aisle is hiding
something, and press her, roll rhetoric/intimidate, on a MS,
she will confess that she and Buetten have been an item for
six months, and Buetten had proposed. He could not just be
using her to get to Allace, but she does seemed slightly
concerned that that is the case.

CHOFIEL’S STORY

Chofiel the Miller is openly joyous about the return of
the party, and deeply saddened by the loss of Jen of Cializ,
the fisherman’s cousin. He is saddened too that the players
have returned to such an unhappy village.

He will relate that much has transpired in the last five
months. There has been the murder of the liege and his son.
It would seem that Oneyus is guilty, but he does find that
surprising. Then there is Buetten and Allace running off to
wherever they have gone to. And then all the problems that
they had during the building of the mill. The workers kept
telling tales that they heard the spirit of the mound trying to
claw his way out. Superstitions only, but the visiting
millwright did seem to allow himself to be spooked.

In fact, the millwright left the day before the murders,
and the knocking hasn’t been reported since the day after
that, so some theorise Oneyus may have been possessed!

KINNETH’S STORY

Kinneth is a young apprentice who’s somewhat still the
excitable child. He is overjoyed to see his “room mate”
safely back, and he wants to know all about the adventure.

When finally turned on to the news of Deya, he will
relate the same tales as Chofiel, but he is much more
adamant about the spirit sounds. He was in the windmill on
a number of occasions when the spirit was “knocking” it
was eerie. He remembers that he heard the spirits the last
time on the day of the murder, about the time Oneyus had
come up to buy some bread — maybe he was possessed!

He is very surprised about Buetten. He sometimes used
to hang around with Buetten, and had never expressed any
more passion for Allace more than any other attractive girl —
except maybe Aisle, Allace’s maid. That said, Buetten had
said that he was hoping to collect a bit of money so...

GILLGAN’S STORY

Gillgan is the mercantyler’s apprentice. A 22 year-old
man of slim build and slightly accident-prone nature, he is
very happy to see the return of the Mercantyler.

He will explain that things have been bad recently. The
liege was killed — they say it was Oneyus — and that Buetten
has run off with Allace and stole the liege’s purse in the
process. And Poor Guaric was also killed! However, the
theft of the purse is what has really hurt. Durgan and Tonay,
Sir Erluscon’s men came by and said that new taxes needed
to be levied to cover the loss of the purse. At least some
Ithiko traders brought in some new stock about a week ago.

One thing that puzzles him is that on the night of the
murder he though he saw Buetten and Oneyus by the shingle
landing when he left the inn — but that was after the time of
the murder, so he must have been wrong about the time or
who he saw.
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MEGGAN’'S STORY

Meggan is the Fisherman’s wife. She will be in tears on
seeing her husband alive and well, but so distraught over his
brother Oneyus; she will also wonder where Jen is. Her
words will come babbling forth.

Oneyus has been arrested for the murder of Sir Neadyn
— a man he felt was fair and just — and his son Gauric. And
he supposedly did this while breaking in to the manor with
young Buetten! Some say he was possessed by the spirit of
the barrow mound that they are using for the base of the
windmill — it makes sense that the spirit would want to kill
the liege for agreeing to the new mill. And helping Buetten?
Although Cottie said that Buetten did talk to Oneyus about
renting his small boat for a few days.

She will say that they must help Oneyus somehow — he
was so good them while the Fisherman was away. Is there
some way to discover if he was possessed by an evil spirit?

COTTIE'S STORY

Cottie is as overjoyed at seeing her brother-in-law as
Meggan was — and as distressed about Jen. She is a little
more rational than Meggan though.

She will tell how Buetten did come to see Oneyus on
the night of the murder — late — and Oneyus said that Buetten
wanted to use the small boat. They went out to look over
the boat, and Oneyus didn’t come back. It was late and she
was sleepy, and she fell asleep. The next morning, Oneyus
wasn’t home, so she looked for him, but no-one had seen
him. She went to the manor to report Oneyus’
disappearance when Rillit told her he hadn’t disappeared but
been arrested for killing Sir Neadyn and Gauric. She
doesn’t believe that Oneyus did anything like that, but she
doesn’t know what to do. She didn’t think to check the
small boat, but it was there up until today when Doyas,
Oneyus’son took it out. She is very concerned about him as
hasn’t returned and the gale could well have swamped the
small boat.

STORIES AT THE INN

A number of the local villagers are in the pub when the
party get there and they are all glad of their safe return. The
critical individuals are listed below. The other villagers at
this point will only relate the general theory.

General Theory

Buetten wanted to run off with Allace. He went to his
erstwhile employer Oneyus and asked for his help. Buetten
was unaware that Oneyus was possessed by the spirit of the
barrow, and when they entered the manor, the Spirit drove
Oneyus to kill the liege and his son. In the confusion,
Buetten and Allace escaped and set of into the night in
Oneyus’ small boat with the liege’s purse. The spirit of the
sea got them though and dragged them into the depths, and
the small boat washed up on the shore later on.

Rowbie of Warret — the publican

Rowbie tends to think that the stories of the spirit of the
barrow are fuelled by alcohol, as he has seen the stories get
more esoteric as the drinkers get going. He just doesn’t
know why Oneyus would kill Sir Neadyn.

Millie of Cosna

One of the serving girls at the inn. She was taking some
rubbish out just after closing that night and thought she saw
Oneyus’ small boat out on the bay. She couldn’t tell if
anyone was in it though.

Klima & Ragbar of Karver

Klima and his son had worked on the windmill, and
they heard the knocking of the spirit during construction.
They are not so sure about the spirit possessing Oneyus
though, as they would think that they should have been
possessed and they are almost envious. They also suggest
that maybe it was Buetten who was possessed, and that he
bewitched Oneyus

Willit of Pangone

Willit tends to go with the flow, but does add that he
was coming back from the inn that night, and he thought he
saw Rillit out in the Market, but that could mean anything.
He doesn’t like Rillit though and thinks that he is shifty.

Hardin & Yarbrond of Diperso

The Diperso brothers are regular heavy drinkers in the
inn, but they are happy drunks who solve all the problems of
the world when they are flying. They are the main
proponents of the possession theory, and their theory gains
embellishment with every sip.

Jergin of Cializ

Jergen occupies the house just behind the manor. He
points out that if Oneyus and Buetten entered the manor,
they would have gone past his house and he didn’t hear
anything. He claims that he was awake all night with a
stomach ache, and he is sure Oneus is innocent.
Unfortunately he is not telling the truth about being awake,
and is secretly worried about his brother’s innocence. He
will confess the truth to his brother, but only if they are
alone. For all that though, he does have a point because the
house is close enough that he probably should have heard
something.

Shem of Linnerdun

Shem thinks that the whole story sounds far-fetched,
and argues that the solution lies in who has the money. He
doesn’t have a theory, but he doesn’t buy the story of ghosts,
spirits or spectres. He also says if Sir Erlescon caught
Oneyus in the manor — as is suggested — then where is the
money/ If Buetten has it, where is he? He thinks that Earl
Barzak should be looking into the matter. Typical nobility
really, not to want to know.
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Steffan of Graef

Steffan is only slightly drunk, and tends to add a sober
almost logical note to the discussions. He questions the
various theories but no one will listen to him. Only if he is
quietly asked will he comment that he was awake that night
helping with the children, and he decided to go for a stroll in
moonlight as it was such a lovely night. He though he saw
Buetten push a boat off the shingle landing and there was a
large white bundle in the boat. That doesn’t sound like two
lovers escaping, and if Buetten left in a boat, why are all the
Deya boats on the beach? He can’t remember exactly, but
he seems to think that the boats have been there all week
except for when the fishermen went out fishing.

Purcil & Willem of Snide

Purcil and Willit of Snide were going home from the
inn and Purcil thinks that he saw a ghost on the water
standing up and moaning — Willit didn’t see it, but doesn’t
doubt his brother. They think that it was a water spirit that
came in and possessed Oneyus, and they will argue the point
vehemently.

Kadene of Danna

Kadene argues Oneyus must be innocent because he is a
good man. He has been his next door neighbour for ever,
and the man has always been solid. Buetten is the n’er do
well — I mean he’s bee involved with some pretty unsavoury
types in the past hasn’t he. Kadene suggests that Buetten
may well have kidnapped Allace to sell to Morgathians, but
everyone thinks that Kadene is talking only out of loyalty.

Jander of Biyer

Jander, Buetten’s other uncle thinks that the whole idea
of possession is right, but you need to look at a less spiritual
source. He heard strange noises coming from Myluve’s
house that night, an he thinks that she was casting a spell.
He has been sure that she is a witch for some time now, but
no one will believe him. He thinks she learned her balck
arts in Golotha before she came to Deya. After all, that’s
why she has such a great crop each year.

Parmer of Biyer

Parmer is very fond of Buetten, but also aware of his
nephew’s shortcomings. He tends to think that Buetten
would not break into the manor at all as that strikes of too
much courage. It seems out of character. He doesn’t think
that Buetten is capable of murder either. As well as that, he
also defends Myluve against Jander’s argument that shecast
a spell over Buetten, but that is because he was with her at
the time and knows she was otherwise occupied.

He does know that Buetten was much more of a tear-
away in the past, and that the two years he ran away from
Deya he worked with slavers for the Pamesani Games , but
that was years ago, and he isn’t that kind of guy now. He
will tell people this if pressed about his reasons.

MYLUVE OF TATTIN

Myluve was awake that night, but she was not casting a
spell. She was enjoying herself with Parmer of Biyer. She
did get up to open a window shutter and she saw Rillit and
Buetten heading up Temple Lane wheeling a large
wheelbarrow with something heaped in it. Oneyus was
nowhere in sight. The problem is she doesn’t want to come
forth because for a while she was a prostitute in Golotha,
and Rillit was her boss’ enforcer, although she would be
willing to talk to the players so long as the squire gives his
word not to tell Rillit. As it is, he hasn’t recognised her, but
she doesn’t want to draw attention to herself. She knows
that Rillit kept contacts with many of the wrong people,
including a slaver in Ithiko, and she wouldn’t put it past him
to make people disappear.

Myluve also knows two other pieces of useful
information. One, that Chas of Lavehn is staying at the Boot
and Purse in Ithiko because he asked her to go with him, but
she hasn’t made up her mind to run just yet, and two, she
noticed that Oneyus’ little boat was missing for nearly three
days when Oneyus was in the cells.

MYTHAR OF BIYER

Mythar is Buetten’s father. He is certain that Buetten
did not run away with Allace, as there is no way he would
devote himself to one woman. He thinks that his son would
be more likely to kidnap the girl for ransom or profit — he
did that in the past as he used to work with slavers.

He also knows that Rillit came to the house the night of
the murder, but he will only confess this point if he is
intimidated (penalty on the roll of —25) or if the interrogator
bluffs him into thinking that they already know that Rillit
was there.

THE AGRIKAN TEMPLE

The priests of the temple will welcome the party home,
but with regards to the murder they will stay tight lipped.
They will, however, comment that these rumours of ghosts
and spirits from the barrows are untrue and should be
disregarded.

EREC OF HORKER

If the players start to explore the woods, they will likely
run into Erec. Erec will comment that he doesn’t really
know much about that night, but he thought he saw Buetten
three days after the murder heading into the manor in the
early hours, but he cannot be sure. It was the same day those
Ithiko traders came through.

He also advises the players that they should try and find
Chas. He was in the manor that night, and he may know
something. For that matter, the squire should try and get the
Earl of Ithiko involved. Too many people think something
sinister went on, but don’t think Oneyus was himself.

HarnWorld Copyright © Nicholas Lowson, N.Robin Crossby and Columbia Games, Inc. 2003



MAIDEN OF DEYA 16

THE SLAVER BASE

Assuming Buetten survives or at least talks, he will
inform the group where the slavers are, but only if they take
him with them. He will deal with them honestly as they did
rescue him, but he will not tell them anything until he is
away from Golotha and unlikely to be sold back into
slavery.. Note, at this point, if the merchant or any other PC
sacrificed themselves to rescue Buetten, Buetten can join the
group as a willing PC — his motivation to join them is to see
Erluscon undone as a revenge, and Allace rescued as he has
now experienced slavery first-hand.

With Buetten’s directions, the players can be racing to
the Slaver Base with the intention of rescuing Allace from
the slavers clutches. Critically, the voyage can affect the
players’ capacities to effect a rescue and get away as the Sea
Terrier may be quite damaged by the weather now. Also,
the players may be bruised both from weather and battle.

Ostain Island, The Tirsas

The Tirsas are a group of 22 islands off the coast of
Rethem. Mostly are covered in heath and heather, although
some are rocky and some are wooded. Rumour has it that
they are a haven for pirates and that the islands hide
numerous bases. The slaver base is one such encampment.

The base is located on the northwest side of Ostain
island in a well sheltered and hidden anchorage. The
players should be realise that without Buetten’s help, they
would have been hard pressed to find the little inlet.

Ostain island itself is a rocky wooded island that has a
number of small, cliff-rimmed hills. From a distance a
number of fresh water streams can be seen pouring down the
some of rock-faces, while overhead gannets, puffins, terns
along with a numerous predatory birds create a noisy
moving cloud of black, white and flashes of orange.

Protected by a tall rocky point, the camp inlet has a
small single beach. Off the beach is a small wood palisade
abutting the Cliffside. Behind are a couple of huts, five
cages and, invisible from the shore, a cave mouth.

The 8’ high palisade does not have any towers or wall
walk other than a earth and stone platform above the gate
and two others 30° away on either side of the gate. At least 2
slavers are on guard duty, and 1 will be on a platform.

Of the two huts behind the palisade, one is used to store
empty casks and the other cordage, sailcloth and other ships
stores. The cages are used for slaves, and at present two of
five cages have two young boys each. There is no sign of
Allace. The only other visible point is the cave mouth.

The opening leads into a wide, high-ceilinged cave that
is cool and damp. At the centre is a large campfire with log
benches around it. The fireplace is the camp cookhouse, and
a large pot of stew bubbles away.

. [ [ &_'.i £ e"-v- iy
The Palisade Gate of The Slavers Outpost

To the left of the cave is a passage leading upwards to a
pair of small chambers. These chambers belong to Moas of
Litipure, the slaver captain, and Anderleas of Inat, his
lieutenant, who are presently away on their ship, but some
clothes and spare weaponry can be found in the room.

Straight ahead in the cave the ceiling drops to only 5’
before rising again to 6°. A pair of strong wooden cages fill
the left-hand side of this area, one of which has Allace, and
the other Maybel of Lerie, 13, the only other female slave.
The right side has a small pool of clean clear water. The
pool has a small 20’ long underwater passage that leads to a
second cave passage that in turn leads to the surface about
200’ away from the palisade (At the grey rock on the map).

Back in the main cave, the right side has various small
niches for stores and sleeping areas for the men. During the
day, the remaining of the 6 men at the camp will be here (ie
2-4 men here, 4-2 in the palisade area.). At night, the other
5 men who go out fishing for the camp will be back and then
the majority of the men will be around the campfire.

SLAVERS
12 STR 10 EvE 10 INT
12 STA 10 HrG 10 AUr
13 DEX 10 SML 10 WiL
11 AGL 08 Vol

SKILLS & ATTRIBUTES

Initiative 60, Endurance 12, Move 11, Condition 70 (if
used)

Dodge 60, Unarmed 65, Short Sword 80, Spear 75, Dagger
55, Short Bow 60 (at most only three will have bows)
Awareness 70, Heraldry 35, Intrigue 50,

Languages: Harnic 74

ARMOUR

Leather Cap, Cloth Hood, Cloth Shirt & Leggings
(Wool), Leather Boots, Quilt Tunic
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Rescuing Allace

Depending on their resources, the players will have five
methods to rescue Allace.

Buy Allace

The players have one ace they may not think about;
Buetten is known to the slavers and indeed gave Allace to
them a couple of weeks ago for 250d (money since pocketed
by Erluscon). Thus, the slavers will deal with Buetten and
the party. They will sell Allace to them for 750d (they know
something is up if Buetten is buying her back). Similarly
they will sell Maybel for 300d and the boys for 250d each
should the players wish to buy them..

Barter for Allace

Without resources or in desperation, the players may be
forced to barter one of their own to the slavers for cash
equivalent. The squire and man-at-arms will be worth 350d
each if uninjured (half if injured but mobile), while all the
others will be worth 275d (again, half if injured but mobile).
After introductions are made, the slavers will trade for
Buetten if approached to do so by the others, but as they
know him for a rascal he is only worth 175d.

Sneak in to the Camp

The players could try to sneak into the camp either
frontally, or by finding the “back-door” tunnel to the water
pool. A risky but possible idea that could turn into a battle.

Fight into the Camp

Cutting to the chase, the players may just opt to attack
the camp. There are only five guards, and the odds are not
bad if the players are uninjured. If staring defeat in the face,
or spotting Buetten, the last two of the slavers will run back
to Allace and threaten to kill her unless they are spared.

SOME OTHER IDEAS

At this stage the players will be close to completing the
adventure. They should have found out what they need at
Deya and Ithiko. Rescued Buetten from Golotha, and now
reached the Slaver’s Outpost.

However, if the Maiden of Deya adventure is used as
part of an ongoing campaign, or in a situation where more
time is available (During IviniaCon 2003 the adventure took
about 9-10 hours of intensive gaming to resolve), the GM
might like to extend the adventure out.

While the information provided herein would look to
see the adventure reach a conclusion at Ithiko at the Spring
Moot, there are a few possibilities that could be added or
altered at this stage, namely:

Allace Has Been Sold On

As the adventure stands, the slavers have two women in
their possession — Allace and Maybel. This could be altered
to be only Maybel being present, with Allace being sold on.
Depending on how the players approach the slavers, either
they or Maybel could tell of a group who came to buy slaves
from the slavers. The buyers could be Orbaalese warriors,
men from Tormau or a group that fits with a GMs long-term
plans for a campaign. The players would then have to move
on elsewhere to rescue the girl. Obviously, the date for the
Spring Moot would likely need to be moved back.

Allace Was Killed

There is nothing to prevent the fact that either Buetten,
Rillit or the slavers actually killed Allace (although the
slavers would have little reason to). One possibility is that
Buetten told the players that Allace was with the slavers so
that he might get a chance to escape. While the possibility
is tragic for the players given all that they have been
through, it could offer them a significant motive to kill Rillit

The Slavers Capture The Party

Another option is to add to the number of slavers
present, and to have the slaver’s ship return and block off
the cove. Thus the players could be captured and sold into
slavery with Allace. Thus the players story will spin off in
an entirely different direction.

Allace Reports That Oneyus Was The Killer

This storyline would require a few twists, but the idea
essentially is that Sir Erluscon’s story was broadly accurate
except that Buetten took Allace to sell her not to wed her.
To make it fit, the idea that Oneyus was possessed would
then prove to be correct. The players would then need to
prove that the spirit drove Oneyus to kill.
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RETURN TO ITHIKO

Assuming that the storyline is not altered from the
initial plot (for example, using one of the variants listed on
the previous page) and that the players have successfully
rescued Allace, then the group’s next move is to get back to
the Spring Moot of Lord Barzak to confront Sir Erluscon
and prove him to be the liar that he is.

The purpose of the Moot is to assess taxes, pronounce
edicts and to review any issues that may arise. One of those
issues is the future if the estates of Deya and Haudy.

It should be remembered that Earl Barzak is in need of
cash for his mercenaries, and so he is hoping for strong tax
revenues. However, since the winter was so harsh, few of
his vassals have met his needs.

This is part of the basis of Sir Erluscon’s plan to be
vested with both the Deya and Haudy manors — an option
that the players might otherwise find hard to believe. Sir
Erluscon plans to surprise the Earl with the higher than
expected tax revenues that he has made by effectively over-
taxed or pillaging the estates. To add to the players’
discomfort, the sale of Buetten and Allace plus the
mercantyler’s wares has provided a strong additional return.
Thus Sir Erluscon needs to wait for the right moment to
hand over the large tax purse and make his claim.

For the group, three possibilities exist for their arrival.
They can arrive a day or two early, on time, or too late.

Early

If the group is early, they will need to gain an audience
with the Earl. However, with the Moot approaching, the
Earl will tell them that they can present on the Moot day.
The players will need to find somewhere safe to stay — the
miller’s is the best choice — and then go to the castle on the
day of the Moot. If Erluscon finds out that they are in town
before the moot he and his men will attempt to eliminate
Allace and Buetten, and possibly the players. If the players
avoid Erluscon, they will be on time for the Moot.

On Time

If the group arrives on time for the Moot they only have
to overcome the last obstacle — getting into the Castle to get
to the Moot. Even if they have petitioned the Earl already,
Rillit will be standing guard at the castle door, and the two
man-at-arms will be outside the gate keeping an eye out for
the squire (By now Erluscon will know that the group have
been asking questions). Thus the players have four choices:

Storm the Gates

The players could engage the men-at-arms to get
through the gates. While some of the party hold back the
men, the others could rush through where Rillit will be
waiting. All they need do then is hold Rillit back as the
others race into the Hall. This is the straight combat option.

Bribe the guards.

If the players have any money left they can offer
Durgay and Tonay monies to stand aside. They will do so
for 300d each, as they realise that if Allace gets in, Erluscon
is out. They still need to fight past Rillit however.

Sneak in

The floorplans for Ithiko are in Castles of Harn. The
guards would likely be in attendance in the hall save one or
two on the roof (roll 85% for one and 75% for the other as
per the diagrams). The players could try to scale the walls
and sneak into the hall using the ship’s grapple and cordage.

Sneak in by disguise

The Earl is expecting the delivery of the Millstones, so
the players could put Allace in the crate and sneak her in on

a cart. It would require bluffing their way past the guards
and then they only have to face off against Rillit.

Once in the court

If the party get to the Moot from the outset and Allace is
alive, Erluscon will try to kill Allace surreptitiously —
because he will realise that if she is alive he is lost. If she is
not there, and only Buetten or the players are there to stand
up to shout the “truth”, Erluscon will bide his time.

If Allace is alive and present when the Earl calls for the
liege of Deya, the ending is easy. Earl Barzak will vest the
estates in her name, and she can dismiss Sir Erluscon.
Allace can also then accuse Sir Erluscon of murder. The
knight will blame Rillit, but if Buetten is alive and present,
he can back up the claims against Sir Erluscon by telling
how the knight arranged with him to sell Allace to the
slavers after Rillit came to fetch him. With Allace vested in
the estates, Erluscon can be searched for Sir Neadyn’s purse,
and he will be found with over 1800d on him.

Without Allace, the players can only accuse Erluscon of
murder. He will deny all unless Buetten provides details, in
which case he will lose his composure. and Barzak will call
for Trial by Combat between the knight and his accuser.

Late

If the players are too late, a laughing Erluscon will greet
them. He will be the new liege of the two manors, and
relishes telling the players how they have failed.

The Squire is homeless and without supporter.
Moreover, he is in debt to the others.

The Man-at-arms will have to face being a debtor and
being sent back to the games.

The Miller will not get to be the miller of Haudy.

The Fisherman’s brother Oneyus has been executed for
the murder of Sir Neadyn.

Buetten will be executed for selling Allace into slavery.

And the Mercantyler can only look forward to his last
days tied to the shop contract he had with Sir Neadyn.
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TIMETABLE

17

Cold NW2 Cd Snow
Cool NE2 Cd

Cold N1 OC

Cool NE1 Cd

Cool SW2 OC stead

Cool NW3

Hot S2

Warm SE2

Hot S1

Cool NE1 OC

Cold W1

Frzg N1 Cd

Cold NW3 Cd

Cold NW2 OC

Cold SW3 OC

Cool NW2 OC Shws
Cool NW3 OC Shws
Cool NW2 OC Shws
Cool NW2 OC Shws
Cold NW3 OC

Warm SW3 Cd Shws
Cold N3 OC Snow
Cool NE3 Cd

Warm SW2 Cd Shws
Warm SW3 Cd Shws
Cool NW3 OC Shws
Warm SE2

Cool NE2 Cd

Cold NW3 Cd Snow
Cold NW3 Cd

Cool SW2 OC steady
Cool NW3

Cool NW1

Warm SW1 Cd Thnstm

Warm SW2 Cd Thnstm

Cold NW2 Cd
Cold NW3 OC

Cool NE1 Cd

Cold N3 OC Snow
Cold N1 OC Snow
Cool SW2 Cd Shws

Cool NW2
Hot S2
Hot SO Fog

Warm SE1

Warm SE1

Hot SO Fog

Cold W1

Frzg NO Cd Fog
Frzg N1 Cd

Cool SW2 Cd

Cold NW3 OC Hail
Cold SW3 OC

Cool NW2 OC Shws
Cool NW2 OC Shws
Cool NW2 OC Shws
Warm SW1 Cd Shws
Cool NW2 OC Shws
Warm SW3 Cd Shws
Cold N3 OC

Cool NE2 Cd

Warm SW1 Cd Shws
Warm SE2

Cool NW2 OC Shws
Cool NE2 Cd

Cold N1 OC Snow
Cold NW1 OC

Cold NW2 OC

Cool SW4 Cd Shws
Warm SW2 Cd

Warm SW2 Cd

Cold NW3 Cd Snow

Cold NW1 OC
Cool NE1 Cd
Cold NW3 OC
Cold NW3 OC
Cool NW3

Cool SW2 Cd Shws
Cool NW1

Hot S1

Hot SO Fog
Warm SEO Fog
Warm SE2
Warm SW2 Cd
Cold W1

Cold NW1 Cd
Frzg NO Cd Fog
Cold NW2 Cd

Cold SW1 OC
Warm SW2 Cd Shws
Cool NW3 OC Shws

Warm SW2 Cd Shws

Warm SEO Foi

Warm SW2 Cd Shws
Cold NW2 OC

Cold N3 OC Snow
Warm SW2 Cd Shws
Warm SE1

Cool NW3 OC Shws
Warm SE1

Cold NW2 OC

Cold NW2 Cd

Cold NW3 Cd Snow
Cool NW2

Hot S1

Warm SW1 Cd

Cold NW2 Cd
Cold NW3 Cd Snow
Cold NW2 Cd Snow
Cool NE2 Cd

Cold N3 OC

Cool NE3 Cd

Cool SW2 OC stead

Cool NW1

Warm SWO0 Cd
Warm SW1 Cd Thnstm
Hot SO Fog

Warm SE1

Hot S1

Cool NE2 OC

Cold W3

Frzg N1 Cd

Cold NW3 Cd

Cold NW3 OC

Cold SW1 OC

Cool NW2 OC Shws
Cool NW3 OC Shws
Cool NW2 OC Shws
Cool NW3 OC Shws
Cold NW2 OC

Warm SW1 Cd Shws
Cold N3 OC Snow
Cool NE1 Cd

Warm SW2 Cd Shws
Warm SW1 Cd Shws
Cool NW4 OC Shws
Warm SE2

Cool NE2 Cd

Cold NW2 Cd
Cool SW2 OC steady
Cool NW2

Cool NW3

Cold NW2 Cd
Cold NW3 Cd Snow
Cold NW2 Cd Snow
Cool NE2 Cd

Cold N3 OC Snow
Cool NE3 Cd

Cool SW2 OC stead

Cool NW1

Warm SWO0 Cd
Warm SW1 Cd

Hot SO Fog

Warm SE1

Hot S1

Cool NE2 OC

Cold W3

Frzg N1 Cd

Cold NW3 Cd

Cold NW3 OC

Cold SW1 OC

Cool NW3 OC Shws
Cool NW3 OC Shws
Cool NW2 OC Shws
Cool NW3 OC Shws
Cold NW2 OC

Warm SW1 Cd Shws
Cold N3 OC

Cool NE1 Cd

Warm SW2 Cd Shws
Warm SW1 Cd Shws
Cool NW4 OC Shws
Warm SE2

Cool NE2 Cd

Cold NW2 Cd Snow
Cool SW2 OC steady
Cool NW2

Cool NW3

Cold NW3 OC

Cool SW2 OC steady

Cold NW2 Cd Snow
Cool NE2 Cd

Cold N3 OC Snow

Cool NE2 Cd

Cool SW2 OC steady

Cold NW2

Warm SWO0 Cd
Warm SO Fog

Cool SEO Fog

Frzg NE2 OC

Warm SO Fog

Frzg NE1 OC

Frzg W2

Frzg NO Cd Fog
Frzg NO Cd Fog
Frzg SW1 0C

Frzg SW2 OC

Cool NW3 OC Shws
Cool NW2 OC Shws
Cold NW2 OC

Warm SW1 Cd Shws
Cold NW3 OC

Cool SE1

Cool NE2 Cd

Cold N1 OC

Warm SW1 Cd Shws
Cool SEO Fog

Cool NW2 OC Shws
Warm SW1 Cd Shws
Cool NE1 Cd

Cold NW2 Cd Snow
Cold NW3 Cd Snow
Cold NW2 Cd Snow
Cold NW1

Cold NW1

Low mass (Agrik)
Night of the Murder.
Rillit rides off

Allace given to Slavers

Buetten given to Slavers

Buetten arrives in Golotha

Players Arrive

Low mass (Agrik)
Latest for Golotha N1

Royal Games (D2. D3)

Latest to leave G'tha N1

Latest for rescue D2

Spring Moot (D2)

Notes: OC is Overcast 80%+ cloud cover. Cd is Cloudy 20%-80% cloud cover. Shws is Showers, [l = Storms, Bl = Gales. [@l88H arc Critical Events.
Latest to leave Golotha and Latest for rescue times notes latest time at maximum sail (1Q in gale/storms) to be able to make the Spring Moot. Latest for

Golotha indicates the time the group must leave Deya/Ithiko by boat to get to Golotha befor Buetten dies in the games (9:D3). Thus, for example, players
could attend the low mass in the temple and still possibly make the Games.

Day 0 is 21 Peonu. The Royal Games are on the 30™ — Yaelmor — the “new moon’ day. Agrikan Low Masses are held at the Deya temple on the 8", 18"
and 28". The murder occurred on 9:N1 Peonu

Travel to/from Golotha and the base is weather dependant.
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KEY CHARACTERS

SIR ERLUSCON OF ARSESIA SERGEANT RILLIT OF OREMECH

PR L 3
Sir Erluscon is the principal villain of the piece. He The sergeant is Sir Erluscon’s right hand man — the

killed Sir Neadyn and his son, and has orchestrated the main heavy. He has a sordid past in the Golotha underworld
entire situation. He is aloof and superior in manner, and and he will do anything to ensure his best interests and Sir
should easily annoy the players with his patronising manner. Erluscon rewards him well.

SIR ERLUSCON SERGEANT RILLIT

16 STR 18 EVE 16 INT 17 STR 13 EvE 13 INT

11 S1A 18 HRrG 14 AdRr 16 STA 17 HRG 13 AUR

11 DEx 10 SML 14 WiL 15 DEX 10 SML 18 WIL

12 AGL 12 Vol 14 AGL 13 Voi

SKILLS & ATTRIBUTES SKILLS & ATTRIBUTES

Initiative 60, Endurance 14, Move 12, Condition 80 (if Initiative 70, Endurance 17, Move 14, Condition 97 (if

used) used)

Dodge 60, Unarmed 85, Broad Sword 90, Spear 75, Dagger Dodge 70, Unarmed 95, Short Sword 102, Spear 75, Dagger

55, Short Bow 40 55, Short Bow 70

Awareness 50, Heraldry 75, Intrigue 90, Awareness 68, Heraldry 55, Intrigue 40,

Languages: Harnic 74 Languages: Harnic 74

ARMOUR ARMOUR

Cloth Shirt & Leggings (Wool), Leather Boots, Quilt Cloth Shirt & Leggings (Wool), Leather Boots, Quilt

Tunic or Tunic or

Plate Half-Helm, Cloth Hood, Cloth Tunic & Leggings Plate Half-Helm, Cloth Hood, Cloth Tunic & Leggings

(Wool), Ring Hauberk, Leather Gloves, Leather Knee (Wool), Ring Hauberk, Leather Gloves, Leather Knee

Boots, Cloth Surcoat Boots, Cloth Surcoat
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CHARACTER GENERATION

Character generation is as per the rules for HarnMaster
third edition although there are no psionics, and all
characters are human. Moreover, some character generation
elements are predetermined, as described below. Any detail
undescribed is up to the player to generate

A 40-something individual who is every inch the
warrior (Strength Min 14, Dexterity min 13), the man-at-
arms is a human born in Rethem in Weseda in the Narterin
Hundred. The only surviving member of a seafaring family,
the man-at-arms turned to the martial life over 20 years ago
(Add 4 SB to various skills, but no more than 2 per skill)
although age has yet to show it’s ravages

The recent adventure to Cherafir has also been a boon,
boosting confidence (Rhetoric 1SB) and refreshing dusty
skills at handling a boat (Seamanship +1SB.

All other elements of Character Generation are up to the
player to determine using the standard rules — note the
Medical option is in play, and players do not need to roll on
the table if they do not wish..

STARTING EQUIPMENT

The man-at-arms starts with:
0d in coinage but due 200d from the squire as a bonus
Plate Half-helm (Sk)
Cloth Hood (Sk, Ears, Nk)
Scale Coif (Sk, Ears, Jaw, Nk)
Cloth Tunic (Fo,El, Ua, Sh, Tx, Ab, Gr, Hp, Th)
Ring Byrnie (Ua, Sh, Tx, Ab, Gr, Hp)
Leather Gauntlets (Ha)
Leather Leggings (Gr, Hp, Th, Kn, Ca, Ft)
Leather Knee Boots (Kn, Ca, Ft)
Cloth Surcoat (Sh, Tx, Ab, Gr, Hp, Th)
Shortsword, Longbow (12 Arrows), Dagger, Round shield

Tinder, Whet Stone, pack, heavy Blanket, Bowl, cutlery, bandages, Small
Entrenching Pick and Spade

A second set of Cloth clothes.

Possibly a few other reasonable items with GM approval

FAMILY & EARLY HISTORY

Born so long ago now at the Weseda in Narterin
hundred, the man-at-arms has almost forgotten the early
days. The Man-at-arms lost family during Ezar’s War, and
violence has followed ever since. Sold into slavery
following the war, the veteran was raised in martial
captivity. The grizzled veteran learned combat skills
training as a gladiator in the Pamesani arenas of Rethem
until winning freedom at a royal games. Then the warrior
plied a trade in various private armies — and not a few ships
- during the reign of Chafin II. But that was over ten years
ago, and he is getting older.

EXPECTATIONS

With his mercenary days now past, the veteran has been
looking for a safe haven and a steady income, and Deya
looked safe enough. The warrior’s offer of a sword at Deya
it landed the Cherafir expedition and a possible haven on the
parties return.

Now, as Deya looms on the horizon, the grizzled
veteran allows a smile to show. Prior to the intrepid group’s
departure, with the offer of a sword, Sir Neadyn accepted
and a job as a man-at-arms awaits; And not a moment too
soon, as without the wages the veteran could be forced back
to the arenas as a debtor.

RELATIONSHIPS IN DEYA

As yet, the veteran has not spent time in Deya, but time
in the wars has lead to some contacts.

Sir Erluscon and Rillit, the bailiff and sergeant at
Haudy, are well known to the man-at-arms as strong
warriors and ambitious men.

Chas of Lavehn, the liege’s man-at-arms fought
alongside the warrior during the troubles of Chafin II’s
reign, and they shared many a campfire dinner together.

Durgun, Sir Erluscon’s senior man-at-arms was also a
fellow comrade at arms, though less approachable.

Tonay, Sir Erluscon’s younger guard at least shares
some martial history.
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CHARACTER GENERATION

Character generation is as per the rules for HarnMaster
third edition although there are no psionics, and all
characters are human. Moreover, some character generation
elements are predetermined, as described below. Any detail
undescribed is up to the player to generate

A canny and resilient 30-something man (Intelligence
Min 14, Will Min 13), the fisherman is a male human born
in Deya in the Emetren Hundred of Rethem. Now the
clanhead of the Cializ family, the fisherman and his two
younger brothers enjoy a strong relationship (Add 2SB to
any skills and 1SB to Seamanship).

The recent adventure to Cherafir has been a boon,
boosting confidence (Rhetoric 1SB) and his boat skills
(Seamanship +1SB, Piloting +1 SB), not to mention survival
in the environment of the Alienage (One combat skill +1SB)

All other elements of Character Generation are up to the
player to determine using the standard rules — note the
Medical option is in play, and players do not need to roll on
the table if they do not wish..

STARTING EQUIPMENT

The fisherman starts with:
7d in coinage and due 165d in excess wages from Sir Neadyn
A Leather Cap (Sk)
Cloth Hood (Sk, Ears, Nk)
Cloth Tunic (Fo,El, Ua, Sh, Tx, Ab, Gr, Hp, Th)
Quilt Tunic (Ua, Sh, Tx, Ab, Gr, Hp)
Wool Leggings (Gr, Hp, Th, Kn, Ca, Ft)
Leather Boots (w. resin soles ) (Ca, Ft)
Dagger, Boathook (treat as Glaive), Trident

Chalk, Tinder, Whet Stone, Fishing line, hooks, pack, heavy Blanket,
Sextant, Bowl, cutlery

A second set of Cloth clothes.
Possibly a few other reasonable items with GM approval

Note, the Sea Terrier has ships stores, fishing net, fishing line, Wood
buoys/floats, cordage, anchor, grappling hooks (2) and food and fresh water
for 60 man-days

FAMILY & EARLY HISTORY

The Cializ family have been fishing the waters of the
Gulf of Andurien for generations, and this crusty seadog is
no different. He knows the local waters like the back of his
hand, and in his day he’s travelled to Aleath and Cherafir.

The family itself is extensive. The three brothers are all
married with children, and are related to many others in the
manor as well. His wife Meggan is a good woman who runs
an efficient home. His brother Oneyus is a dependable and
honest man who has been a loyal brother and true friend, as
has his wife Cottie.

Jergen, the youngest of the three brothers has been a
comparative disappointment. Less dependable than Oneyus,

the boy still needs to grow up — and to make matters worse
he gets sea-sick! Still he tries, and is as true a brother as you
could want.

EXPECTATIONS

Now, normally he offers up some bountiful Cod and
Haddock as his service to his liege, but once again Sir
Neadyn asked that his 60 days labour be served sailing to
Cherafir and back. The voyage should have been safe
enough, and the round-trip should have taken less than 60
days, but now his cousin lies in the Gulf of Ederwyn, and
the sixty days were up 3 1/2 months ago!

Now, as Deya looms on the horizon, the crusty seadog
looks forward to getting home. And he has his own reasons
to be elated by their return. Prior to their departure, Sir
Neadyn offered a bonus of either 30d if they made it back in
40 days or 6f per day if the voyage took more than 60; So
now he’s looking forward to the extra wages the delay will
give him - I mean Sir Neadyn has always been a fair and just
liege hasn't he? And 150d is a decent sum.

RELATIONSHIPS IN DEYA

The Strongest relationships are with the family —
Meggan his wife, and brothers Oneyus and Jergen.

There are others though who are good friends.

Swiener the sailmaker and Kadene the cordagemaker
are good men who always try do do their best for the
fishermen of Deya.

The Snide brothers, Willem and Purcil, two others of
the Deya fishermen — and neighbours to boot — have always
pushed a friendly competitiveness, but have never hesitated
to help when they were needed.

Others in the village have also proved good friends, but
blood is thicker than water.
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CHARACTER GENERATION

The character of Buetten is pre-generated.

STARTING EQUIPMENT

As a slave, Butten starts without any equipment other
than:
Cloth Tunic (Fo,El, Ua, Sh, Tx, Ab, Gr, Hp, Th)
Wool Leggings (Gr, Hp, Th, Kn, Ca, Ft)
Leather Shoes (Ft)

FAMILY & EARLY HISTORY

Buetten is the eldest son of Mythar of Biyer, and has
always been a trouble for his father. He fell in with the
rowdy kids, and went from bad to worse. He started secretly
working for Ruslyn of Jak, a mercantyler in Ithiko,
kidnapping young children from various Emetren, Falwyn
and Jenath hundred manors and selling them to slavers
working the coast of the Gulf of Andurien.

As profits grew, Buetten moved further afield. He fled
to Golotha and started working with the slavers for the
Pamesani Games, and enjoyed the wealth it generated.

But then, during a drunken revelry, Buetten killed a
member of the Golotha Lia-Kavair hierarchy, and the city
got too hot to stay. He returned to Deya to allow the storm
to blow over, but life has proved a bit too quiet.

Then Rillit came by. The sergeant knew of Buetten’s
past as they had met in Golotha. Rillit had a proposition.
For 400d, and whatever he could make on the trade, he was
to take Allace to the slavers and sell her. Since his money
had otherwise been spent, the offer was too good to pass up,
and of he went.

But Rillit betrayed him. On his return to Deya, his old
colleague Ruslyn of Jak was waiting, and Buetten found that
he himself was sold to the slavers. Less than a week later
and he found himself in the cells being forced to fight for his
life.

Now Buetten can handle himself, but the dissatisfied
parties in Golotha have decided that they want him dead,
and so they have arranged to pair him off against the
reknown Gomdene. Suddenly, Buetten has learned the true
price of slavery, and he is sorry.

That doesn’t mean he intends to trade his life away to
cheaply, but he will try and tread a more decent path —
especially if the gods would smile down on him and get him
out of his current troubles..

EXPECTATIONS

Until the intervention of the players, Buetten was
thinking that he might just die in the Pamesani Arena at the
hands of Gomdene!

RELATIONSHIPS IN DEYA

Buetten has a bad rep in Deya, and by the time he
comes into play, it will not matter so much.

BUETTEN OF BIYER

10 STR 07 EvE 11 INT
10 StA 08 HraG 16 AUR
13 DEX 18 SML 08 WIL
17 AGL 17 Voi

SKILLS & ATTRIBUTES

Initiative 46, Endurance 11, Move 17, Condition 46 (if
used)

Dodge 85, Unarmed 54, Short Sword 48, Dagger 55,

Awareness 45, Seamanship 60, Intrigue 75, Forage 40,
Weather 48, Swim 79, Math 45, Law 50, Textile 24,

Languages: Harnic 74, Orbaalese 38
ARMOUR
Cloth Shirt & Leggings (Wool), Leather Shoes
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