BIRTHRIGHT OF THE NORTH (FINAL)

Authors: B & D W-Husey

Hours of Play: 20-40

Levels: 1- 14 (recommend start of 1)

Players: 1+ (5 recommended max)

Other work by B G P Hughes can be followed at the vault with the portfolio B G P Hughes Tracker.
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Background and Play:

Set in the world of the upcoming Bloodknight Trilogy (B G P Hughes), this module starts with the most traditional of beginnings, but soon diverges into a mysterious world of discovery. It is best suited to new characters, and certainly not to those above level 3. You will be under attack almost immediately so it is wise to prepare your character once entering the module. 

The module has an overriding epic quest, but it is up to you whether you wish to do it (or whether you will even find all of it!), and since the module is not linear, you can approach it in many different ways. Also the module is designed to be played more than once, so has a great deal of variation built into it (dependent on alignment, skills, class, random elements and even the custom treasure changes). 

From initial feedback this module is regarded as tough in single player, particularly for the first four levels. Approach the module like real life, be prudent and run away if your enemies are too powerful. Don’t rush through the module thinking you can speak to everyone once, pick up the quests and get to it. It doesn’t work like that! Getting information often requires a little more effort (to see the difference play the module first with a character with Int 10, Wis 10 and charisma 10, then with 13,13,14). In single player wizard, rogue and particularly monk are tough. Druids should avoid taking bear or dire wolf as a companion.

So how do you make it easier on yourself? Well keep your eyes open – the best rewards are usually hidden. Also, keep your ears open, characters give you clues as to who to talk to, and where to look. If you need further help then look at the spoilers section at the end (split into vague spoilers, which are more like hints, and definite spoilers).

Notes: Birthright of the North

The initial idea behind Birthright of the North was to create a large module for starting characters that would allow players to roleplay how they liked, while at the same time providing an overriding ‘reason for being’. In this case the reason for being is discovering whether you are truly the son or daughter of a king who has already had two sons murdered and whom you know nothing about. This provides the reason for why you start adventuring, but does not determine what you must do. In style the module plays something like Baldur’s Gate – there are major interlinked quests, but there are also many areas where characters can go adventuring just for the fun(?!) of it.

The module is designed to be as realistic as a fantasy world can be. It draws from the world of the Bloodknight Trilogy by B G P Hughes (currently seeking publishers), which has been developed by the authors of the module (D & B Hughes) over a period of fifteen years. This gives some depth to the backdrop and reason for items being where they are, how they work etc. The mechanics of the module are also enhanced by limited rest (with wandering monsters), bleeding rules with an accompanying chance of being finished off by nearby enemies, and NPC’s that in the most part die. 

Characters themselves are not one dimensional: NPC’s will talk about each other, respond dependent on class, charisma, race, deity, intelligence or wisdom (or who else you have spoken to), and there are several special NPC classes (alchemist, jeweller, herbalist and Magesmith) that fulfil other functions. Most monsters and items are also customised in some way (including potions you have to drink to identify like in good old PnP!).

Throw in a few illusions, slippery surfaces, riddles, puzzles, language skills and a large number of secret areas and the module should offer something for everyone!

================================================

Your starting character:

Skill & Attribute uses:

In order to be fully informed about the choices you make in generating your character, it is worth knowing that in this module your skills and attributes have the following effects/uses:

·Strength

Moving obstacles

·Dexterity

Grip on slippery surfaces

·Constitution

Recovery from coma

·Wisdom

Knowledge of the world you live in (additional conversation options), detecting illusions, bonus to language ability

·Intelligence

Insight (additional conversation options), language ability

·Charisma

Number of helpful rumours available, extensive conversation options, and ease of gaining quests.

Many skills give experience when used, plus have the additional benefits below:

·Heal

Stabilising in a coma (preparation through understanding trauma)

·Persuade
Additional conversation options & quests

·Search 
Finding secret doors and illusions

·Spot

Detecting Illusions

·Lore

Detecting Illusions

In addition class & alignment can affect the experience you get, how characters react, and is modified on occasion. Playing an evil character is not forbidden but is not as enriching.

Although it is not necessary to do so, you will be given a little help at the start if you choose one of the following Deities (type just the name in Proper Case):

Kos, god of nature – Not widely worshipped except in Phoenicia, Kos uses the symbol of Bud and Bone, and preaches that harmony and balance reside in the natural order. Kos is suitable for roleplaying any alignment group or racial group, although it is most frequent amongst dwarves and half-orcs, and Kos is commonly worshipped by rangers and druids.

Vangorn, god of chaos – Vangorn uses the symbol of the trident and lightening bolt. He is worshipped in the far south, and is suitable for any chaotic or neutral character. Suitable races are human and half-orc, but also dwarves and gnomes.

Oten, god of storms – The formidable mountain god uses the hammer and anvil as his symbol, and is also the god of smithcraft (and most dwarves). Characters of all alignments worship Oten (who may even be a more modern incarnation of the ancient god Coream), and he is a favourite of dwarves, half-orcs and humans alike, particularly barbarians, fighters and clerics.

Mithras, god of light - suitable for lawful good/true neutral/neutral good characters. The patron deity of most kingdoms, and of many knightly Orders (alongside Helios and Beregan) uses the symbols of the cross and the sun, and is a favourite of humans, half-elves and elves, particularly paladins and clerics.

Beregan, the One God – The youngest religion, worship of Beregan is strictly monotheistic and dedicated to the destruction of evil. Founded by the prophet Bedrin and championed by the Bloodknight, followers of Beregan are almost uniquely high-born human, elf, dwarf or halfling (and always good alignment) and often cleric, paladin or wizard.

Setur, god of darkness – The Great Serpent uses the symbols of the spear and snake (which is holy to Setur). Not as secretive as Ashar or Bel (the god of thieves), Setur nevertheless is cloaked in secrecy, and favours the night. Setur is suitable for any alignment (although good is more rare) and is favoured by humans, gnomes and half-orcs.

Ashar, the Hidden One – almost nothing is known of Ashar, except that his followers pursue knowledge relentlessly, and carry out this pursuit out almost invisibly. Ashar’s holy symbol is a double circle on a stem, obscured by clouds. Ashar is popular for any alignment, particularly amongst elves, half-elves, halflings and humans. Sorcerors, bards and less frequently rogues are common worshippers.

Gods that confer no starting bonus:

Baracon – ancient god of the warrior and day

Coream – ancient god of the warrior and storms

Helios – ancient god of the sun and nemesis of the undead

Bel – god of thieves

Adunis – god of the sea

Special Notes:

1. Like in life, a dead henchman (unless generic) is generally permanantly dead! This also goes for important NPC's.

2. Dead characters go into a coma which they may or may not stabilise in/recover from.

3. Death carries a heavy xp and gold penalty, to encourage players to care about their characters. Playing with intelligence brings much greater rewards than charging in!

4. The module includes secret doors that rely on your search skill, use of the mouse, or other methods.

5. Character statistics, skills and classes do effect conversation nodes. Sometimes this is advised to the PC, but rarely. This makes the module more replayable.

6. Use your brain. Not only does the module contain puzzles, but some areas do not scale - if it's too hard, leave it for later!

7. There are wandering monsters when you try to rest. The chance and type is dependant on where you are.

8. Resting is limited to every 1 + rounded(0.5*HD + 0.5) hours. You will need to play cautiously, particularly at first. The module is not designed to be walked through!

9. I advise playing the module with item level requirements switched OFF: magic is rarely given, but is often too high to use when it is.

About the map:

External areas are almost always 16 by 16 for ease of mapping, and you will notice that areas fit together like tiles. This should not only help you to avoid getting lost, but allow you to find your way to areas using different routes. Map note pins are used for most, but not all, points of interest. Some you will need to mark yourself (particularly secret areas).

Map of What You Know:

Here is a basic map of the area as you know it at the start – but even if you get lost, you can ask most common people for directions.
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Changes in this version:

· This version is final.

There is a known issue with Bioware’s hidden doors. Associates do not jump with you within an area. A temporary fix on this only seems to work intermittently. I am hoping future Bioware releases will fix this. Also, these trapdoors/doors sometimes require multiple clicks to open – don’t ask me why, just persevere!

=================================================

Credits:

Credit must go most of all to Celowyn for his excellent scripting tutorials.

Thanks to ShadeRaven for his coma and Wandering Monster scripts (now adapted) from Keep on the Borderlands.

Also to Vytek, Drav, Rehevkor, Rick Martin, Derlangrisser, Exnem, Phydeaux and one or two other unidentified people for bits of script that saved writing time!

Enjoy this - and send feedback (please!) or requests to benw_h@yahoo.com
NOTES FOR THIS VERSION:

This version is final but feedback is still wanted – please post at the vault or email me.

SPOILERS

Vague Spoilers:

1. Ernil is the key – see him often

2. There are many secret doors – think about where they might be.

3. Secret doors might use the Search Skill, or they might require you to use the mouse, or even some other way.

4. You might want a torch at the beginning of the mod – look in the barn.

5. Most characters are worth revisiting.

6. If you can persuade him, Ragnar will give you a lot of information. This depends on what you have seen when you speak to him.

Major Spoilers:

1. The Faerie Shrine is accessed through the portal behind Arathar at the Mouth of the Silt River. On the island look for secret trapdoors, and again in the corners of the shrine below.

2. The Old Crypt can be entered via the storeroom in the Source of Goblin Raiders – it’s a mouse secret door. The true part of the crypt is accessed through the bookcase.

3. To find out how to open the Old Stone Door speak to Ragnar in the Tunnels (if you are wise enough) – Ernil will also give you a clue (still stuck? see 12).

4. Silverhand is the key plot character. To find him you must speak to Ernil often.

5. The Tunnels is full of secret doors – the obvious route is also the hardest.

6. There is a back route into the Orchold that allows you to avoid the courtyard, but if you’ve found it you have done a very fine job. The Old Stone Door is the key.

7. Arathar is a member of the Faerie Folk. Be warned, if you steal the sword Karduril from the statue, then Arathar will hear of it.

8. The Sealed Barrow is entered through a secret trapdoor in the top of the westernmost barrow – be prepared if you want to enter.

9. The well in the Border Post can only be entered by smaller characters (gnome, hobbit, dwarf).

10. If you anger Magnul Herris you will not be able to discover the truth of the lost item from Crannock Keep. He hates Robert Bardson.

11. The altar in the keep (lvl 3) generates undead – you have to destroy it to get it to stop, or else stay away from it. Similarly the rat queen in the cellar on the North Road calls in rats until dead.

12. The Old Stone Door only opens at midnight – make sure you’re there then.

13. Illusions are found in the Ancient Dwarf Realm old tunnels (collapsed tunnel), the Valley of the dead burial chambers (golems), Ered Barad first floor (bookcases & books), Kharg Island:Underground (gold) and the crypt of the temple of Setur (pile of stones).

14. Melbardo’s main treasure is accessed through the chess board in the Tunnels – one of the squares reveals a key and the location of the portal, others give beams of light: red for trap, orange for creature generator. Ragnar provides extensive help on much of the Tunnels.

15. When you take ship, be prepared to be attacked at sea.

16. The Magesmith will open his store for you if you understand him, but he will only make items if you have a dictionary in order to communicate fully. He will currently craft from several basic rings, necklaces and +1 weapons.

17. Currently Sirano Chapman has nothing to say to you unless you have previously pinched his letter to Ernil from Ernil’s tower.

18. Aliax’s riddle in the chequered room refers to the following chess pieces: bishop, castle, knight.

MAP of all points of Interest: (SPOILER)


[image: image2.png]LAT)DS or .
PbADcomsﬁ




































































































































































PAGE  
1

_1115817868

_1115819908

