Intercede at the Lyceum (Battle)
The Grendel's assault into Madruga has been a hammer blow to the Brass Coast. The Broken Shore's navies and armies have secured a solid foothold in the territory - almost claiming dominion in a single season of campaigning. Siroc has been razed and large swathes of the coast up through Free Landing are under the heel of the Salt Lords. Now the Grendel moridun troops and mercenary forces are securing the many islands offshore.
Principle among these is the isle on which the Lyceum has stood for nearly 300 years. This is an incredible prize for the Grendel, an asset of extraordinary value, however it is not so easily taken. Over the centuries, the magicians of the isle have spent considerable resources erecting potent magical wards that can protect the college if is attacked. However those wards need powerful magical rituals to be performed to invoke them - no easy task.
The heroes of the Empire have an opportunity to strike against Grendel forces at the Field of Aenea. There, they can attempt to recover a ritual text of strategic importance; kill the "Seeker of the Sky" who is seeking the very same ritual; and take up the eternal Sadogua's offer to "keep the Lyceum safe". There is also an unexpected and unusual opportunity to deploy powerful magic to aid the protection, defence and obfuscation of the entire island.
Prognosticator Atraxes notes that a conjunction of the Web and the Great Wyrm offers the Empire the unique window during the solstice to intercede in Madruga and potentially protect the Lyceum from the Grendel. The alignment of stars above the contested territory will enable rituals cast at two linked regio to behave in strange and more powerful ways than normal.
Objective: Raise the Lyceum's wards
· Cast rituals at the two regio to raise the islands powerful wards
· Each regio requires three potent rituals to invoke and power the ancient wards
· Failure will allow the Grendel to loot the Lyceum
The reason the Lyceum was located in Free Landing was the presence of twin regio that had an unusual property; they shifted the realm to which they were aligned after each ritual that was cast. They provided an excellent opportunity to research how ritual magic would interact with regio without risking accidentally cursing an entire territory. The regio shift according to a set pattern - something Imperial magicians have built the Lyceum's wards to exploit. The wards are difficult to raise, partly because of the magical energy need to power the wards and partly because they make using the Lyceum well nigh impossible, so it requires a major effort by Imperial magicians to trigger them.
The defensive wards of the Lyceum are tuned to the Shadow regio. To raise these wards the Empire would need to perform an Autumn ritual of at least 20 magnitude, then Winter ritual of at least 20 magnitude and then finally perform Drawing the Penumbral Veil at magnitude 40. That is no easy feat, but if they are successful, the Lyceum will be plunged into impenetrable darkness for a year, making it utterly impossible for the Grendel to loot it, its books, or to carry away the researchers as slaves.
The offensive wards of the Lyceum are turned to the Storm regio. To raise these wards the Empire would need a Day ritual of at least 20 magnitude, then a Summer ritual of at least 20 magnitude and then finally perform Foam and Spittle of the Furoius Sea. If the final ritual is completed then the area around the Lyceum will be ravaged by storms for a year, hammering the Empire's enemies. The wards would serve as a strength 3000 fortification in the region that could not be conquered or removed. The magical storms would target the Grendel forces any time they undertook military action in the territory.
None of the rituals used in this way have their usual effect; their power is directed entirely toward the wards. Likewise, the Shadow regio and the Storm regio do not fulfill the requirement of a "strong regio" for purposes of ritual casting.
Alternative: Respond to Sadogua's offer
· Cast Align the Celestial Net in the presence of the Glutton's herald
· Casting the ritual will see the college spirited to the Night realm
· Rejecting the offer will leave the Lyceum in the Grendel's hands
Sadogua has made it abundantly clear that he is very angry indeed with the Empire. If the wards cannot be raised, one alternative might be to try and win round the Wyrm-King by travelling to the Lyceum and giving the college to the eternal. Jubbjibbaglob, an apprentice of Sadogua's, has been sent to the isle to make sure the Grendel don't run off with the statue of Simargl, the Empty One, in the Quiet Annex, and will be around should the Empire wish to placate the eternal in this matter.
To cede the Lyceum a night coven will need to take Jubbjibbaglob to either the Shadow regio or the Storm regio and perform Align the Celestial Net on it. Once completed the herald will confirm that the necessary steps have been taken to allow the Globbersnotch to swallow the Lyceum, putting it beyond the reach of the Grendel, and anyone else. It is understood that there will be ample time for anyone in the locale to escape, as Sadogua knows the importance of not rushing a big meal.
Of course if the Black Sloth devours the Lyceum, there's no going back from that, but at least it prevents it falling into the hands of the Grendel. However even the Glutton can't eat a whole library at once, so he'll save some of the tastiest books for later. Assuming the Empire wanted to build a replacement, then it can ask the Globberslotch to return whatever texts are still left to help with that. Once he's calmed down, of course.
Objective: Find the Final Dance of the Immobile
· Recover the ritual text of the Winter ritual that was codified this season
· Success will return the ritual text to the Empire and allow it to be mastered or added to Imperial lore
· Failure will result in the Grendel being able to utilise the enchantment
Since their election at the last Summer Solstice, Palaphon Ankarien, the Dean of the Lyceum had the college work upon the codification of Final Dance of the Immobile. The ritual seems to hold out some promise of weakening or warding against the Dry Patricians. The researchers of the Lyceum had all but completed the codification of the ritual and were finishing the presentation of the text when the armada of the Grendel swept into sight. In the ensuing panic, the text was taken by a Navarri vate in an attempt to get it off the island. However, the vate never reached safety and is presumably still on the island.
The scholar is believed to have been injured or possibly captured by the Grendel. Imperial heroes should aim to find and rescue the mage, who should still have the text. If the ritual has been taken from them, the Navarri will be able to indicate who took it. Should the ritual text be recovered then it could either be kept, added to Imperial lore through an appropriate Declaration, or added to Urizen lore through Gift of Knowledge.
Objective: Ransom Sky Mage Faireoir
· Ransom the powerful ritualist of the Sky realm who has an unknown connection with the magicians of the Schloss
· Success would give the Empire opportunity to claim a powerful strategic ritual text from the Grendel
Faireoir, Seer of the Sky and Diviner of Ophis, is a well-connected and influential Sky ritualist among the bickering courts and mercantile chambers of the Broken Shore. The Sky Mage was instrumental in directing the Grendel's attack against the Lyceum, planning to use the wealth of magical lore to gain further favour and influence for themselves. While clearly there for the opportunity to enrich themselves and their coven, Faireoir is also looking for something specific. It's not clear what it is, but there's little likelihood that it's anything good.
Strangely, this figure appears to be known to the magicians of the Lyceum Schloss - the fortified annexe where the Commonwealth magicians studying at the Lyceum. They have taken refuge along with a number of students and several Imperial citiens, but they recognised Sky Mage Faireoir and have pointed him out to Imperial scouts.
How they know Sky Mage Faireoir is a fascinating question, one the normal candied Commonwealth have declined to answer at this time. However they have said his coven is powerful and have access to potent war rituals, some of which the Empire does not possess. If the Empire could capture the powerful Sky Mage, he is bound to agree to a ransom in return for this life. His captors could demand a ritual text from him, in return for letting him leave the field alive.
It would best if any contract were enforced with a Scrivener's Bloodmark but if they've captured him the Empire could invoke the Lictors for any ransom. Provided they take reasonable means to enforce the contract, the Sky Mage would be bound to send a copy of the ritual text to the Empire once he returns to Dubhtraig.



Save the Shining Pillar (Battle)
In the wake of the Grendel's invasion of Madruga there are others who wish to make the most of the opportunity; using it as a way to make their personal fortunes, strengthen their grip on the mortal realm, or strike against the Empire in their own way. Just before the Winter Solstice a force of Grendel moridun soldiers arrives at Atalaya Heights in Free Landing. With them come a small party of Asavean soldiers and a dignitary of some import.
The Plenum has dispatched The Priest of Wrecks accompanied by several "Guardians of the Black Bull" to assist and observe the Grendel's first strike against the Empire. Soon after landing on the shores of Atalaya, Barquentius Iyandeus the Asavean ecclesiast began preparations for a large supplication that is expected to be completed shortly after the Winter Solstice. This act is intended to serve as a symbolic blow against the Freeborn and the wider Empire and to ensure good fortune for the Grendel's ongoing campaign. It will involve the ritual killing of a number of Imperial citizens and the destruction of the Shining Pillar.
The ten attendants of the Shining Pillar known as The Beacon's Watch refused to abandon the tower, claiming that they must ensure the flame remains lit and the lighthouse is still seen out in the Bay. They have all been captured and are in the custody of the Grendel. This conjunction offers a chance to rescue them from potential sacrifice and to ensure that the skills and knowledge required to maintain and operate the Shining Pillar are preserved.
In the days before the Winter Solstice High Priestess Shivaarn, she who praises the Mother of Monsters, arrived at one of the islands of Free Landing. Shivaarn performed some form of rite - calling on the Salt-born Devourer and the Mother of Wrecks and the Maelstrom. From dawn until dusk she chanted and gave offerings of trinkets claimed from corsairs, of the lucky coins of a score of dhomiro, and finally mithril. Chest after chest filled with mithril ore was thrown into the shores and swiftly swept out to sea. And then the sea boiled and foamed as heralds of Siakkha emerged. Not just the carcharadons that so many Imperials are familiar with, but something new. Tempests in human form drawn to join with the Grendel forces massing at the Shining Pillar to overwhelm it. And if they are able to claim enough lives to create some monstrosity of surf and squall in service of Siakha.
Objective: Kill the Priest of Wrecks
· Eliminate the Priest of Wrecks and the Guardians of the Black Bull
· Failure would result in the desecration and ultimate destruction of the Shining Pillar
Iyandeus is a loud and passionate orator, not a fighter, and the Plenum has dispatched a guard of warriors who have received blessings of their idolatrous god to ensure the priest is kept safe, or doesn't inadvertently wander into harms way. Marching in heavy chain and tall helms these soldiers are devotees of The Black Bull, the protector soldier spirit-god. These grizzled veterans are sworn into servitude to fight and die to protect Iyandeus, and can be expected to be well-prepared for battle.
Killing the Guardians and Iyandeus will ensure that the Asavean supplication cannot go ahead. Besides being an opportunity to take revenge on the Asaveans for Siroc, it will also put a stop to his plans to desecrate and destroy the Shining Pillar.
Objective: Rescue the Beacon Watch
· Free at least five members of the Beacon Watch from the Grendel
· Success will ensure a future legacy for the Shining Pillar
· Failure will see the attendants sacrificed to an Asavean god
The heroes of Anvil will need to track down and locate the members of the Beacon Watch in the area. They are under heavy guard by Grendel forces, rather than in the custody of the small Asavean delegation. The barbarians have split them to avoid any escape attempts and once it is clear that the Sentinel Gate has opened then they will move the lighthouse attendants during the battle to prevent potential rescue attempts.
If at least five members of the Beacon Watch are returned safely to Anvil, then the Asavean's rite to their Red God will not be possible. These attendants will return to the Brass Coast to pass on their knowledge and train others to operate the beacon once Madruga is liberated. This will mean that even if the Grendel destroys the edifice, it could be rebuilt to shine out again across the Bay once more.
Objective: Deny the Carcharodons
· Prevent the shoals of Siakha from murdering twenty or more Imperial heroes
· Success will diminish the influence of the eternal in the area
· Failure would see a fortified fane to Siakha form off the coast
The bloodlust rising from Atalaya's cove has drawn the fearsome carcharadon heralds of Siahka ashore to the Shining Pillar. When battle commences they will come ashore in greater numbers, drawn to bloodshed like wolves on the trail of their quarry. Heedless of their survival, the heralds will patrol the lines of contact seeking out those misfortunate enough to have been laid low. Anyone set upon by one of their number can expect a swift and brutal death.
If the heralds are able to murder twenty or more Imperial citizens, then Siakha's thirst for death and destruction will be fixed on the locale of the Shining Pillar. This would manifest as a raging Spring regio just off the Atalayan coast, forming a roiling gyre of tempest waves, fuming spray, and a sucking maelstrom of magic that would draw nearby ships down to certain death. Merchant shipping would be forced to give the area a wide berth until it could be dealt with, but the immediate threat would the monstrous heralds of Spring that would sprew forth. The presence of the fane would be a dangerous new threat for the Military Council to contend with, serving as a two thousand strength fortification.
Battlefield Environment: Blood in the Air
· The land near the Shining Pillar is under the effect of a powerful Spring miasma
· All characters experience a feeling of rising bloodlust
· Any character who does not resist the aura has a single use of CLEAVE with an apprporiate melee weapon whilst in the location
A coppery tang fills the nose and the mouth fills slick with thick saliva; the magic of savagery, blood, and destruction pulses through the veins.
Anyone who travels to this location will experience a strong roleplaying effect of rising violence and bloodlust, unless they:
· Expend a hero point upon entering the area
· Draw on the spiritual strength of an anointing
· Draw on their Merrow lineage and assume a calm demeanour
· Are bonded to a magical item or have a ritual enchantment that mitigates effects like these
Whilst in the location any character can make a single CLEAVE call with any melee weapon other than a pike without the need to expend a hero point or the need to have the Cleaving Strike skill. This ability is lost if the character resists the roleplaying effect at any point, or upon their return to Anvil.


Politics of Mareave (Battle)
Over the past three months the armies of the Empire made their first foray into Mareave. It went surprisingly well: the Golden Axe, the Towerjacks, the Seventh Wave, and the Winter Sun were able to claim just over two regions in a single season and the Brine Turtles have suffered heavy casualties in their defence of the territory.
The political landscape of Mareave is unsurprisingly complex. The Salt Lord Ehsan rules in Beoraidh, but there are small towns where they pay their taxes on time and don't have to pay attention beyond that. Cut-throat merchants, ruthless mercenary companies, and cunning maistirs live a knife-edge existence and the sudden appearance of thousands of Imperial soldiers has upset that delicate balance.
In this treacherous environment, loyalties shift and swirl like eddys in a gyre, throwing up opportunities for the Empire to pay off those Grendel who seek only profit from this war.
Objective: Slaughter the Grendel Warbeasts
· If Imperial heroes can kill enough Grendel warbeasts then the Salt Lord Ehsan's forces will be significantly weakened
· If that happens, the Salt Lord will be forced to fall back, ceding the the region of Eoradell to the Empire
The Salt Lord relies on a mix of loyal soldiers and mercenaries to form the core of his forces, the most important of which are the Kraken's Jaws who capture wild drakes and train to be able to deploy them against the Empire in battle. The creatures are savage and difficult to control and a single beast is a match for the strongest Imperial hero. Against common soldiery they are a terrifying prospect and the Grendel have used them to great effect.
However there is a strength to turn this weakness against the Salt Lord. He has brought all his forces together in one camp to discuss strategy for the coming season's campaign. The Salt Lord would never willingly take the battlefield against the Empire, but with a chance to launch a daring attack on the encampment, the Grendel will defend the area while key personel flee. The captured drakes will be at the forefront of that defence giving Imperial heroes a chance to defeat the monsters.
If enough of them are slain, then the Kraken's Jaws will need a season to capture more wild drakes to throw against the Empire's armies. If that happens then the Salt Lord will be forced to fall back, abandoning the currently contested region of Eoradell, ceding control of it to the Empire. The Imperial warscout will have precise information on how many warbeasts the Empire would need to hunt down and kill to succeed.
Objective: Pay off the Dracaild of Rathmonna
· Pay off the leader of the Kraken's Jaws mercenaries
· Success will keep Imperial supply lines in Mareve safe for the coming year
· Failure will see the drakes disrupt army supply in Nadir
There are fearsome drakes throughout the wilds of Nadir near Rathmonna and the Grendel are adept at capturing these beasts and using them to attack Imperial forces. The creatures are difficult to control, but they can be horribly effective if they can herded towards the enemy. It's specialised work, and the local experts are a mercenary band of Kraken's Jaws under the leadership of the Dracaild of Rathmonna.
The Dracaild is threatening to unleash the drakes against the Empire's supply lines. They will cause significant disruption if they are able to run amok attacking Imperial baggage trains for the foreseeable future. If that happens, then the upkeep for each Imperial army in the territory will increase by ten thrones a season for as long as the attacks continue.
Once the Dracaild takes payment and commits his mercenaries to this action then there will be no going back, but currently he is holding out to see if the Empire will make him a better offer than Salt Lord Ehsan. Sixty thrones would be enough to buy him off, preventing any ongoing attacks on Imperial supply lines, at least for the coming year. If the Empire are still in Mereve after that then the deal can be renegotiated. If the Dracaild is killed in battle, then his successor will take the Salt Lord Ehsan's offer and attack the empire's supply lines.
Objective: The Ibis Turns the Tide
· Pass orders to the Red Ibis
· Success could benefit Spiral and the League
· Success instead might expand the Regario Dossier
Whilst the Towerjacks are famed for their expertise in siegecraft honed on the wall of Holberg, the army is not composed of just ranks of engineers, sappers, and grim free company soldiers. There are some in the army who consider themselves playwrights, actors, entertainers and performers, mountebanks one and all. Following the fall of Rathmonna's walls to the Towerjacks, a troupe of silver-tongued recruits made contact with a mysterious Grendel scoundrel who named themselves as the Red Ibis. Serving in a Broken Shore mercenary company as a morale officer and carrying their banner of a red wading bird, the individual lays out an astounding proposal for the consideration of the General of the Towerjacks. The traitor indicates that they hold contacts with various information brokers, and amongst audacious business owners in Dubtraigh, all with various reasons to accept Imperial coin for information about the Grendel.
If the General wishes he could request one of the two following options.
· For 25 thrones the Red Ibis will draw on his contacts with information brokers to supply the Empire with the names of which territories have Grendel spy networks in them.
· For 20 thrones the Red Ibis will draw on his contacts in Dubhtraig, to provide the names of business owners in Dubhtraig whose loyalty is for sale, allowing the Regario Dossier to establish spies who could provide reports from there.
The Red Ibis will want payment up front of course, and can only pursue one or the other option, but they gurantee results, provided they get off the battlefield alive. One challenge is making contact for the hand-over of the money. The Red Ibis will need a distraction of some kind to make it to Imperial lines to receive their payment. If the League can create a distraction on the field - a short performance, street theatre, or duelling spectacle - once they spot the Red Ibis banner, then the traitor will have a brief chance to collect payment and orders from the General of the Towerjacks or their proxy on the field of battle.
Objective: Lift the Yoke
· Make a deal with the North Mareave Trading Consortium
· Success will free hundreds of orcs to join the Saanite sept in Skarsind
· Failure will result in the slavers swiftly relocating most of them back to the Broken Shore
Following reports of the complicated situation among the various groups in Mareave, a chamberlain of The Accounter offers a deal brokered by Ephisis with the North Mareave Trading Consortium. The arrival of the Empire - and the Saanites with them - has led to a number of wealthy Grendel looking to quickly (and cheaply) get rid of potentially troublesome servants lest there be a repeat of what happened at the coliseum. The North Mareave Trading Consortium have taken advantage of this sudden influx of supply in the market and have bought up every contract they could afford and are willing to offer those contracts... for a fair price.
All that is needed is for the General of the Winter Sun to meet with an actuary of the North Mareave Trading Consortium to complete the transaction. This will involve signing a contract, paying eighty thrones to the Grendel, and acceding to a casting of the Scrivener's Bloodmark which the Quartermaster's magician will perform. The Prince of Scales had discussed logistics for the deal with Imperial civil service and they counsel that it would require the General of the Winter Sun to Break the Chains in Mareave or Spiral to receive the Saanites and escort them to safety this season. If this happens then it would be possible to use a Senate motion to change the core of the Autumn Hammers to be Sannite rather than Ethengraw.
Objective: Recover a map to Rucraic's Aerie
· Locate the entrance to the Gate of Storms
· Success will enable the Seventh Wave to seize the Gate of Storms
· Failure will allow the Grendel to create a fortification in the Aerie this season
During the press into Eoradal, unconquered from the Seventh Wave have discovered rumours of an old map that points to a hidden entrances into the settlement of Rucraic's Aerie, bypassing the defences. One report suggests it is tattooed on the back of a slave, another that it is sequestered in a veiled pouch. Eagle-eyed heroes would be advised to search the bodies of fallen Maistir, Laoch, and other dignitaries in order to locate the map.
If the map is located and passed to the Civil Service, then any Imperial general engaged in Mareave this coming season could issue orders to Seize the Aerie as part of their campaign plans for the season. Soldiers would swiftly infiltrate and secure the structures of the Gate of Storms preventing the Grendel from garrisoning the location allow them to create a strength 3000 fortification. If the order is taken by the Seventh Wave then it would also present further information about the routes beyond to distant Skoura.
Objective: Treat with Maistir Oiche
· Enlist the aid of the Gaineamh Tine
· The Golden Axe can recruit mercenaries to help loot Mareave
The sell-swords of the Gaineamh Tine warband are a fractious band of cutthroats and pillagers, with are notorious for looting supplies from Imperial forces, the local populace, and the Grendel's own baggage trains. They are small but ambitious, avaricious and audacious and their loyalties are for sale to the highest bidder
The mercenaries are currently on the payroll of Salt Lord Ehsan but that contract is due to expire and the Empire could hire them for the coming season. If the General of the Golden Axe, their adjutant, or suitably recognised proxy, can locate the Gaineamh Tine captain, Maistir Fiahd Oiche during the battle they have a chance to bargain with and turn the mercenary band against the Grendel. Barely fifty mercenaries are enough to influence the wider campaign in Mareave, but their knowledge would be invaluable. Working with them, the Varushkan general could call on the mercenaries' knowledge and expertise to strike at key economic targets. A payment of ten rings of ilium and twenty thrones to the maistir would enable the Golden Axe to use the Ransack the Camps order in Mareave next season.
Ransack the Camps
· Casualties inflicted by this army are reduced by one fifth.
· The ability of this army to capture territory is reduced by one tenth.
· The army generates wealth based on the number of victory points generated.


