Resurrection





„Ok, so let’s resurrect him!“ - „Uh, oh, errm...I’m not so sure about this...after all it’s a RED dragon...“





A Fantasy Roleplaying Game Adventure by Andreas Hartmann








�
Plot overview





	The players hear from a legend that tells the tale of  an ancient castle. The lord of this castle vowed he would defend the realm of any danger coming from the south (and in exchange married the beautiful princess, of course), but when danger came in form of an ancient red dragon sweeping to the north over his castle, he and his knights failed to stop him, thus breaking his vow. So they still roam the castle as spirits, void of voice, till they fullfill the vow. It is said that upon the right constellation of stars, the castle reappears and they have a chance to right their failure. Unfortunately, the dragon did not return, so still the castle reappears and the knights wait.


	As chance happens, the players find out that the next appearance is due and set out to watch the spectacle...The castle appears, the players enter the castle and the lord begs them to get the dragon to attack the castle, so he can fullfill his quest and find peace. He promises them the castle and its treasures if they succeed in their quest.


	So the players set out, find the dragon’s lair after some difficulties, and stand before the skeleton of an ancient red dragon and the burnt platemail of the knight that killed him. Hmmm...you need the dragon alive to let him get killed again by the lord and his knights. „Ok, so let’s resurrect him!“ Considering that this was a really evil dragon that scorched several cities, ate dozens of virgins, and so on, this might not be easy choice for the players, Wha ha ha, ha!:) They do it (scared out of their socks, hopefully) and have to persuade the dragon 1,) not to eat them, 2,) to let himself get killed by the lord, 3,) eat them after he scorched the castle (hoping the knights succeed killing the dragon...they’re only phantoms after all...), 4,) generally let them alive.


	In short, they have to think about what they do with the dragon after they fullfill their quest.


	But the dragon suffers from a permanert alignment change and can now be considered chaotic good, with a slightly pyromanic or sadistic (err...He’s got this hungry look in his eyes again, guys!) touch maybe... It’s hard to get used to being good if  your only experience with normal social interaction with other beings consists of  setting them afire (knights) or eating them (virgins). Maybe the players get just good friends with him. Note that this plot itself involves no fighting, if the players do right. It would be better for them if they did, anyway.








A silent night in town





	The players arive in their favorite tavern, maybe returning from some awesome adventuring, and are looking for some fun, which consists of relaxing and having a drink with their buddies there. The overall atmosphere in the tavern is relaxed and joyful, with some people playing darts and an old grandpa telling stories to his audience.


If the players decide to listen, he will just happen to tell the legend of Lord Shibban and the Dragon (See page 2). If they decide not to listen, he tells the story and after finishing it will take a seat close to the players, mumbling things like „the young don’t listen to the stories of  old anymore...where will it end when the virtues of honour are not spread any more...“ and „ahh...they don’t believe me...Ignorant little rats!“ while ordering some spirit. 


	If the players talk to him, asking about his anger, he will eventually tell them the legend. If they don’t („Ignorant little rats!“), well, they just missed a chance for glory, wealth, attractive women/men and instant death, if you don’t come up with another way to let them swallow the hook.





The Storyteller:


His name is Grundar, and he is an old guy from around here, who has spent his time in the service of a knight, thus hearing much legend and lore. He now tells his stories to whoever wants to listen, hoping to earn a drink or meal. He firmly believes that every legend has truth in it. 





	Depending where your players are located, there are several possibilties to gather more info: 


	In a large town or city, a walk to the library may wield additional information, for example about the location of Caldoran, that fell several years after the dragon attack, and the location of Lord Shibbans realm. A sage may ne able to give the same information.


	In a small village, Grundar may give the information above, or they will have to travel to the next city.


	A PC skilled in Legends&Lore or history will also probably know some basic info. You will 








have to decide where they get the info, how they get it, and what the info is; the decision where to place Caldoran is up to you, as well as when the events outlined in the legend took place (I suggest 400-500 years). Finding the right places in your campaign world should be an easy task. The castle should be placed somewhere near the player’s current location (about 50 to 150 miles away), in a mountainous area that is not much civilised. Placing Caldoran is quite obvious, it stretched north of Lord Shibbans Castle. The dragons cave should be further away, involving a longer journey.  


The trigger for the castles appearance is the right constellation of stars and moon(s), the constellation that took place when Lord Shibban broke his vow. Finding this out should involve consulting a mystic or astrologer, who can give them the time when it will happen next.





LORD SHIBBAN AND THE DRAGON





Once, in times past, when the knights armours shone as they don’t in our times, there lived a mighty lord, Lord Shibban was his name, in his vast castle in the ragged, wooded foothills of the Krilgar Mountains. He ruled over his wild land in the time of the realm of Caldoran, now lost in the river of time. His people respected him, and things were good as they aren’t in our time. His small realm lay south of Caldoran, and when he fell in love with King Arundars beautiful and refined daughter princess Anwyn, he vowed to do everything if the King allowed her to marry him. The King agreed, and as part of the contract, lord Shibban integrated his realm into Caldoran and vowed to defend the southern border of Caldoran. Several years later, when he settled for dinner with his beautiful lady, a messenger arrived with word that Ember, the evil dragon, was sighted near the
