Midsummer - a Scenario for Everway

Overview

· This starts out with a hackneyed 'Required - adventurers for hire' type lead-in.

· The party will be 'hired' to find Charming Snakering who went off to buy his fiancée a wedding present about three weeks ago.  His family are now starting to get worried.

· There is a reasonable amount of intrigue going on in Everway - assuming the party want to find out why Charming disappeared.

· Whether they do or not, it's easy to find out that Charming can Spherewalk - he was heading for Market - a good Realm to visit if you want to go shopping…

· They can go shopping in Market if they want, but will  easily learn which way Charming went.
If they follow him, they will end up in the Realm of Midsummer.

· The people of Midsummer are friendly and welcoming.  They seem to be preparing for some kind of festival.  As the party investigates, this festival will turn out to have some sinister aspects (a big fire, a gibbet, a wicker man etc. etc. etc.).

· The natives will not reveal much about the festival - it's clearly so important to them that they don't see that it needs to be explained.  It's going to happen 'soon'.

· Charming is not being hidden but as he's busy, it will take some time to find him.  He is being enjoyably entertained by a number of beautiful maidens.  He does not believe he has been in Midsummer long - perhaps a day or two, he's not really sure.  Certainly not three weeks!  And no, he didn't visit anywhere after leaving Market and before coming here.

· The Secret of Midsummer has to do with a very powerful Usurper figure.  The festival is, of course, in this God's honour. 

· This God has murdered time - or, at least, caused it to run very differently in Midsummer than it does elsewhere.  Everything is constantly about to happen - nothing ever actually does.  The inhabitants (and Charming) are totally unaware of this.  The PCs may or may not become aware of it.

· Charming has no great urge to leave Midsummer.  He fully intends to return in time to marry Aurora but, as the PCs will perceive, he has lost track of time - unless they do something he will miss his own wedding.

· It is possible that some or all of the PCs will fall prey to the pleasures of Midsummer and lose track of time themselves.  You need to make it very difficult for them to keep track of time - everything takes on a dreamlike (and intensely pleasurable) quality….

· In order to get out they have to break the spell.  All they have to do is walk through the gate.  Unfortunately this takes quite a lot of determination…

· In order to get Charming out, they have to waken him from the spell.  He doesn't want to wake up but he is amenable to reason.  There's no set way to wake him - the party will have to work out what's happening for themselves.  That done, they should be able to make some sort of effective plan.

TIMING

In order to get through the scenario in three hours try to get them to Midsummer with an hour and a half left to go.

Bluffers Guide to Everway

The background is freeform.  The premise is that of a series of linked 'universes' known as spheres.  Some special people (including all PCs) and everyone with a water score of 6 or more can cross between spheres using gates.  Each sphere may contain several Realms (areas with a common culture which can contain several warring nations).  This scenario uses three Realms: Roundwater (which includes the city of Everway), Market and Midsummer. 

Stats: Air is thought and speech.  Fire is fighting and action.  Earth is resistance, healing and endurance.  Water is sensing and intuition.  The numbers work exponentially.  Someone with a stat of 4 is twice as good as someone with a stat of 3 in the same thing.  3 is average.  6 is the highest possible for a human.  The words I've written underneath the numbers are 'specialities' and should be interpreted broadly.  When doing anything within their speciality, characters add one to their score for that element (i.e. they are twice as good at their speciality as they are at that element in general).  NPCs have a score of 3 in each element and no special powers or magic (unless specified otherwise in their description).

Magic is freeform and generic.  Fire magic transforms things.  Earth magic is healing.  Air magic commands.  Water magic has to do with sensing and communicating with spirits and subtle energies.  A magic score of 3 represents a competent magic user, but nothing special (think 'town wizard').  The character sheets detail the sorts of things the magic user can do.  They should be interpreted broadly and PCs should be able to use magic 'beyond their powers' if they get lucky with the fortune deck or roleplay with extreme creativity.

Powers on the contrary are highly specific.  They do what they say on the tin.

Resolution:  There are three ways of resolving actions in Everway

1 Drama - whatever best fits the story

2 Karma - look at the stats and use common sense

3 Fortune - draw a card from the Fortune Deck and interpret it in the light of the Character Sheet, what the Character is trying to do and what any opposing force might be doing to stop them.

I'm including a brief correspondence to the Fortune Deck that I found on the net, but the cards have stuff written on them so use intuition!  The things to look out for are cards that match the PC's Virtue, Flaw and Fate and the Usurper.  If you draw the PC's Virtue, treat it like a critical success.  If you draw the PC's Flaw treat it like a critical failure.  If you draw the PC's Fate, he/she should be forced to make difficult decisions based on the 'dilemma' of that card.  

The card called The Usurper was stolen from the Fortune Deck & no one knows what it means.  In some Realms 'Usurpers' have stepped in to fill the gap and, in those Realms, that figure appears on the 36th card.  The 'standard' deck carries a 'Usurper' card whose interpretation differs from Realm to Realm.

In Everway the Usurper is The Pyramid: Order and co-operative effort/dissension, imbalance, conflict and regress.

In Market the Usurper is Trade: Profit/Loss or theft.

In Midsummer the Usurper is Auberon:  Timeless pleasure/Awakening to Reality.

You may reshuffle the deck at any time.  You must reshuffle after drawing the Usurper.

Plot

It’s important to remember that Everway is Matrilineal.  Family is very important.  It determines your function in society as a whole and your status.  This scenario concerns two major families – the Emeralds (the ruling family – Horizon Emerald is the Emperor and should be referred to as His Imperial Majesty (or bad things will happen)) and the Snakerings (courtiers who know what to call His Imperial Majesty etc).  Women can never leave the family of their birth.  It is, therefore, impossible for a woman from elsewhere to join any of the families (though they might employ her).  Men can marry into any family, assuming that family will accept them.  Men don’t inherit from their fathers, they inherit from their mother’s brothers.  If a young man marries into a more powerful family, it is his mother and his sister’s sons who benefit.  His father doesn’t get anything out of it at all.  Please think about this for a while before you run the scenario.  It makes a difference.  Natives of Everway will understand this perfectly.  The PCs may not understand it at all (they should know that people in Everway inherit from their uncles, not their fathers, but it’s up to them to work out the implications).  If they don’t, there is no need to explain it to them – let them work it out for themselves.

Everyone in Everway is talking about the impending marriage of Charming Snakering to Aurora Emerald.    It’s going to be a seriously good festival and is due to occur in two weeks.  Most people in Everway will have some sort of opinion about the match.  Aurora is one of His Imperial Majesty’s (and you better not call him anything else) favourite nieces.

Faranwide Host - (an average human and the owner of the Guesthouse where all the PC's conveniently happen to be staying) informs the party over breakfast that Honeytongue Snakering is looking for spherewalkers - discretion is required and considerable boons are on offer.

Assuming they take the bait....... (And if they don't, just hassle them till they do)

Honeytongue Snakering

E:3, A:4, F:2, W:3

Air speciality is flattery

Water speciality is sensing vanities

His main aim is to get the party to look for Charming in order to please Clemency.  He believes the party to be incompetent.  This is good.  He doesn’t want Charming found.

Honeytongue welcomes the party’s interest but seems somewhat offhand.  He’s a little arrogant and very patronising.  He’ll ask about each person’s experience and qualifications for the job and, whatever they answer, he’ll say whatever he thinks will most flatter their ego (his water speciality is 'sensing vanities').  Anyone not taken in by this ego-inflation might notice that, in reality, he doesn’t consider the party very competent and doesn’t much care whether they are competent or not.  He will attempt to hire them as cheaply as he can.

That done, he will tell the party that his wife, Clemency, is very worried about Charming, their son, who has gone missing.   He will then introduce them to Clemency.

Clemency Snakering

An average human

Water speciality is sensing insecurity

Air speciality is persuasion

She wants Charming to be found because he is her son.  She loves him dearly and is somewhat over-protective (as mother's tend to be).  She has no particular political ambitions for him and approves of the marriage because she believes it will make Charming happy.  Actually she probably knows more of the depths of intrigue here than anyone but is unlikely to volunteer this information.  If pressed she will become distressed causing the forcible ejection of whoever upsets her.  If she could be convinced it was to Charming’s advantage to give information, it might be a very different matter.  This would involve meeting the party without having to worry about the presence of her husband's spies.  The information she has is similar to what the party could get out of Abstract (see below).  She will have a slightly different 'angle'.

Clemency is concerned because Charming has gone missing.  He went out three weeks ago, saying he was going to find Aurora a wedding present and would be gone a couple of days - a week at the outside.  Clemency doesn’t know where he went.  If Honeytongue knows, he’s not saying.  Aurora doesn’t know he’s gone missing - she’s been told he’s ‘visiting relatives in the country’.  Yes, she is stupid enough to believe anything, though she might well guess there’s a present in it for her.....  Clemency will give the party a beautifully executed miniature portrait of Charming so that they will recognise him if they find him.  He’s very good looking, fashionably dressed and has a winning smile.

Enquiry about associates, favourite hangouts etc. should lead to Charming's best friend, Abstract Emerald.  

Abstract Emerald

F:3, E:3, W:4, A:5

Water speciality is sensing discord

Air speciality is scholarship

Earth speciality is resisting diseases

Fire speciality is fencing

Abstract is Charming’s closest friend.  He knows about Charming’s problems with his family (overprotective mother, undermining father) and that Charming has gone spherewalking to gain a bit of space.  He is concerned about his friend as he believes that Charming’s love for Aurora is genuine and Charming has been gone longer than might be expected.  He suspects that Honeytongue may have had a hand in this.  He is also concerned for his sister, Aurora.  She will be devastated if Charming fails to reappear.  He will do what he can to help the party bring Charming back as long as he believes that to be in Charming's best interest.  He knows (and will freely reveal) where Charming was going initially, but doesn't know where he intended to go from there.  If he intended anything.  Charming is not best known for his predictability.

Abstract knows a great deal about the Snakerings.  He also knows about his own family, but is unlikely to reveal much to Outsiders.  Abstract is also Aurora’s brother.  He and Charming were at school together.  Abstract works in the library of all the worlds and can be found there from reasonably early in the morning till fairly late at night (he likes the library but also has a life), He has a scholarly nature and is very knowledgeable about all sorts of things which he will willingly discuss (sometimes to the point of boring his listeners).  He is very close to Charming but  will freely admit that the two of them have little in common.  Charming is the adventurous one.  Charming can spherewalk – Abstract cannot.  Abstract loves to hear of Charming’s adventures (of all kinds).  He will listen avidly to anything the party can tell him of other worlds and other realms and ask intelligent questions, trying to work out for himself what their worlds and their experiences are like.  He is thirsty for knowledge and understanding and will freely admit that he admires Charming because Charming is the type of person who goes out and does things.  Abstract is pleasant and quite chatty.  He’s a bit of a pedant.  If he doesn’t know the answer to anything he’s asked, he will go and look it up in a book.

Abstract knows precisely where Charming went because Charming told him in a tavern the night he decided to go.  He was going to Market (there’s a gate to Market in Everway – it’s a well known and well visited realm and the party should have heard about it.  It’s a trading place, inhabited by merchants where anything and anyone can be bought…. For a price) to buy Aurora a wedding present.  At least that’s what he told everyone he was going to do.  He told Abstract that he was sick and tired of Snakering bickering and wanted to have a good time before he settled down with Aurora.  In other words, he was going to go Spherewalking on his own before he tied the knot.  Abstract thinks that was a reasonable idea and is vaguely aware that Charming really should be back by now.  He doesn’t seem terribly worried though – he seems to be under the impression that Charming knows what he wants and is capable of looking after himself.  If the party want to go chasing Charming, that’s their own affair.  Abstract is more worried about his sister than he is about his friend.  If Charming isn’t back in time for the wedding, Aurora is going to be very upset.

As a professional scholar, Abstract doesn’t get involved in intrigue (he doesn’t approve of it).  He seems pleased that Charming intends to marry Aurora – as anyone would be if their sister was going to marry their best friend (especially since should the couple have children, they will inherit from Abstract).  He does, however, know quite a bit about his friend’s family.  He knows that Charming has never got on very well with the Snakerings in general.  He finds them both petty and restrictive.  Whilst Abstract approves of the marriage, he knows that Honeytongue stands to lose by it as it strengthens his wife’s standing amongst the Snakerings rather than his own.  Everway is matriarchal – it is not Honeytongue's son who will inherit from him but Honeytongue’s sister’s son.  Honeytongue’s sister is called Verity and she always takes Honeytongue’s side in any argument.  Verity has a son called Rotunda and, were he to marry into the Emeralds, it would suit his mother and his uncle much better.  Rotunda is entirely under his mother’s thumb and, although Abstract will not slander him, it should be clear that he doesn’t like him much.  Naturally Rotunda would like to marry Aurora.  Aurora (according to her brother) is very attractive and a very nice girl.  Abstract’s attitude to the Snakerings is not objective.  He is genuinely very fond of Charming and Charming has had a lot of problems with his own family.

Although Abstract is happy enough to talk about the Snakerings, their internal disputes, faults and problems, he is reluctant to reveal much about his own family.  However, if the party can gain his confidence, they might learn that, from the Emerald’s point of view, the marriage is of no political importance.  Aurora is a pretty girl (and a great favourite with His Imperial Majesty, her uncle, on that account) but she is shallow and unlikely to amount to much.  The family just want her to be happy.

It would be possible for the party to get to meet Verity and or Rotunda.  Neither have much to contribute.  Verity is lacking in confidence, always refers to her brother and can be somewhat waspish if annoyed.  Rotunda is pleasant enough but has very low self-esteem.  He's neither particularly bright nor particularly good looking and has always lived in his cousin's (i.e. Charming's) shadow.

Verity Snakering

An average human, though rather empty headed

Will do what her brother tells her

May seem a little uncertain, worried, even frightened.

Rotunda Snakering

A male version of his mother

Of course he would like to marry Aurora, but he wouldn’t dream of putting himself forward.

Aurora Emerald

The party is unlikely to meet her.  She is an average human, none too bright, very pretty and rather vapid.  She is in love with Charming.

Market

The trip to the gate to Market will be well organised and uneventful.  The party should be impressed by the luxury in which they are conveyed and it should be made clear that it’s Snakering money that has ensured the trip goes smoothly though, regrettably, there is nothing the Snakerings can do once the party leave Everway.  

Let the party go shopping in Market if they wish to do so.  All kinds of commodities are available but nothing interesting comes cheap.  Magickal items are particularly expensive.  Apart from that, make it up as you go along.  It’s a market – you know what markets are like.  Let them acquire stuff within reason (if they want).

Currency: 24 copper = 1 silver.  24 silver = 1 gold.  1 silver is worth appx. 50 pounds.

Amber has 10 gold in liquid funds - his credit is good in Everway and Market

Barley has 4 copper beads in his pocket

Enigma has a couple of silver on his person

Felicity has 15 silver - what's left of the annual allowance donated by the Temple

Raven has 3 silver

Zephyr has 5 silver

Once  in Market, it shouldn’t be hard to suss out which way Charming went.  He’s good looking, charismatic, talkative and flamboyant.  People tend to notice him.  There are a lot of travellers around, but about one native in five (one person in ten) will remember him.  He was asking around after gates to interesting realms and was last seen heading South out of town to a gate about half a day’s walk away.  He hired a horse so he could get there quickly.  Finding out where the gate leads to will be impossible.  Most people found in Market who know or care about gates at all are only interested in those realms which are ‘valued trading partners’.  A few will claim to know someone who knows someone who has been through that particular gate.  Some will say that it leads to a realm of wonders and infinite riches, others that it leads to a realm of perilous danger, some say that, although people occasionally go out of that gate, none have ever returned.  Charming, it seems, was intrigued by all those stories and wanted to see for himself….

Whatever, finding the relevant gate presents no problems.  It’s about half a days pleasant and uneventful walk from the centre of Market.  From the Market side it looks pretty much like two trees that have grown together at the top.  Looking back at the gate on arrival in Midsummer, it looks like a rose bower – very beautiful and sweetly scented.

Midsummer

The party are greeted by a troupe of beautiful youths and maidens who welcome them warmly and garland them with roses.  They don’t get many strangers, but those they do get are treated as honoured guests.

The people of Midsummer are preparing for some kind of festival.  There’s a fairground with food and drink, a variety of entertainers, musicians tuning and dancers warming up.  In one corner, away from the stalls and the dancing place, they’re building a massive fire.  In a small clearing in the woods nearby (it takes a bit of finding but is not hidden) there is a gibbet.  

There are no 'essential' NPC's (apart from Charming and Auberon) in Midsummer.  Suggestions for names and occupations are listed on the last page.  Make them up as and when you need them.  All are normal, average humans.

If asked about Charming, people will say 'he went walking in the woods'.  They won't say precisely where or when.  In fact he is not being 'hidden'.  He's in a grove about a mile from the village being enjoyably entertained by half a dozen maidens of exceeding beauty.  The people of Midsummer simply feel that, under the circumstances, his privacy should be respected.  Any vaguely systematic search of the surrounding woodland will swiftly find him.  If approached, he will be friendly enough but, understandably, reluctant to leave 'right now'.  He will invite the party to join him - there is food, drink and maidens aplenty to go round.

Charming Snakering

Air 5 - Persuasion

Water 6 - sense magic

Fire 4 - fencing

Earth 3 - sexual endurance

He also has a 2 point power - charming voice.

Charming left the city to get away from all the hassle prior to his wedding.  He feels he has struck it lucky in Midsummer.  It is, after all, one long party and no one here is hassling him.  He has bought Aurora a beautiful present in Market (he’s having a magical marriage bed made) and intends to pick it up on the way home.  He’d like the party to help him carry it.  He fully intends to go back and marry Aurora, but is, understandably, reluctant to leave before the climax of the festival.  He doesn't know anything about the nature of the festival except there will be food, drink, women and dancing.

Virtue - Autumn (plenty)

Fault - Satyr (Indulgence)

Fate - Winter (Inexperience/maturity)

Back in the village:

The people of Midsummer respect Charming's right to privacy.  No one in Midsummer would be happy to see him taken away against his will and they will do their utmost to prevent him from leaving prior to the climax of the festival. 

In game terms the virtue of Midsummer is Summer (Energy), it's fault is Spring reversed (Stagnation) and it's fate is Nature (Life energy/Energy sapped).  There is a powerful Usurper force which has, somehow, halted the passage of time.  This Usurper is a powerful Faery Prince known as Auberon.

Auberon

Fire:  7 - Longsword

Water: 8 - Sensing Desires 

Air:  10 - Persuasion

Earth: 7 - Resisting logic
GLAMOUR (i.e. Faerie magic, NOT elemental magic) 9

Auberon is a powerful Faerie Prince who is temporarily bored with the traditional amusements of the Fae.  He has set himself up in this obscure realm as some sort of Godling where he is conducting an experiment (for his own amusement) with time.  He has put a Glamour on Midsummer so that time there passes as it does with the Fae, not as it does in ordinary mortal realms.

Auberon's fortune is identical to that of the Realm he believes he owns.

Virtue Summer (Energy), Fault is Spring reversed (Stagnation) , Fate is Nature (Life energy/Energy sapped).
He is unlikely to turn up in person but, if you need him to stop the players short circuiting the story, or if one of them is rash enough to summon him, he's easily powerful enough to destroy the entire party.  He's immune to attempts at bargaining, he's extremely difficult to trick.  Basically, if he turns up the party has a choice - back off (apologetically) or die.   Subsequently they could work out some way to get out of Midsummer (with or without Charming) without Auberon noticing.

This is the secret of Midsummer.  From a human point of view, time has stopped.  Nothing ever moves forwards.  But just as when mortals visit Fae realms, time seems to pass at the normal rate.

In Midsummer, everyone is forever preparing for a festival that never actually happens.  If asked when the festivities will start, the natives will say ‘soon’ or ‘in a few days’, some will even say ‘tomorrow’.  Anticipation is all.  Hunters chase creatures without ever catching them.  Fishermen are always about to get a bite.  Lovers enjoy extended dalliance without anything ever being consummated.  The crops are ripe and ready to gather, but they go on standing in the ground.  Despite this it is a season of plenty - there is always plenty of whatever anyone likes best to eat and drink.  

At first everything should seem fairly normal but, gradually, characters should get the sensation that time is slowing down or even standing still.  Whatever the characters choose to do, they can start, but can not finish.  This, of course, can be extremely enjoyable.  Everything is always about to happen.  This is the danger of Midsummer, it’s possible that some or all of the party will fall into the timeless dreamyness of it all and just carry on enjoying doing whatever it is each of them best enjoys until the time comes to end the scenario…

The general populace look like healthy medieval villagers (typical citizens of some generic fantasy realm).  Some are obviously richer and more powerful than others but nobody is obviously very rich or very poor.  Everyone is looking forward to the festival (which is, of course in Auberon's honour).  Like Everway, the society is basically matriarchal.  Women provide the necessities of life.  Men are treated as glamorous companions and provide the luxuries like meat and fish.  The women keep neat gardens – there are few big fields and no evidence of any kind of organised activity (apart from the festival itself, which can scarcely be defined as organised).  No one there knows anything about gates or other spheres (though some have a vague idea and like to speculate inaccurately).  They know that guests sometimes arrive through their Gate – that’s why they decorate it and keep a watch so that they can welcome people appropriately.  They honour these guests from ‘far places’ and treat them well but no guest has ever tried to leave.  Why should they wish to?  Midsummer is so very perfect.  It would be hard (if not impossible) to get the concept of wanting to leave Midsummer across to anyone who was born in that Realm.

Charming is, of course, another matter.  Quite understandably he is perfectly happy where he is.  He’s being looked after very well and doesn’t believe he’s been here long.  If anyone suggests he’s been away from home long enough for his mother to be worried he’ll simply laugh – explaining that he knows that Clemency worries (as mothers do) but he’ll be home within the week.  In fact he believes he’s only been gone a couple of days – this should not be immediately apparent as he’s been sufficiently affected by Midsummer as to have become irritatingly vague when it comes to realistic estimates of time.  Although he feels it would be rude to say so in front of the young ladies who are entertaining him, he fully intends to be back in time for his wedding.  He’s quite proud of the fact that, whilst he was in Market, he commissioned a Magickal bed for a wedding present to Aurora and he fully intends to pick it up on his way home or, at least, to arrange for its delivery.  He will ask the party to help him carry it back.  He’s just chilling out here in Midsummer whilst he’s waiting for the bed to be enchanted.

The more the party explore, the more they will discover that this festival seems to have some sinister aspects.  There’s the fire, the gibbet in the woods and, at some point, they should come across weavers putting the final touches to a wicker man.  The weavers are surrounded by cages full of small animals and birds…  Think 'Wicker Man' and increasingly emphasise that aspect.  The longer the party stay in Midsummer the more they should get the feeling that the inhabitants intend to sacrifice Charming (and, perhaps, some or all of the party – certainly anyone who falls prey to the lethargy of Midsummer) at the climax of the festival.  They should have no idea of when that climax will be.  In fact it will never take place – the tension will continue to mount until either they do something about it or they fall prey to the pleasures of the place.

Although the people of Midsummer don’t want Charming (or, for that matter, any of the party) to leave, there is little they can do to prevent anyone from leaving.  They may give chase (in which case, given the nature of the place, they can never catch), they may start a fight (which they will be unable to finish), though they are unlikely to offer violence unless excessively provoked.  Excessive provocation would be defined as any potentially effective stratagem to wake them from their dream.  They do not want to be awoken and, unless the party are exceptionally inventive, only divine intervention can awake them.

Charming is another matter.  He’s stubborn, overconfident and very sure that all is precisely as he believes it to be.  At the same time, he really does intend to return to Everway and marry Aurora.  With persistence and imagination the party could persuade him to leave with them.  It shouldn’t, however, be easy.  Charming doesn’t know any of the party.  He doesn’t really want to arrive home until the last minute (because the less time he spends with his overprotective mother and overambitious, undermining father, the happier he will be).  He honestly believes he’s only been away from home for a couple of days  - this is what his logic, experience and memory tell him and it will be difficult to persuade him otherwise.

There is, of course, a distinct danger that the party will lose track of time themselves.  In Midsummer time simply does not move forwards.  Have them get hungry, eat and sleep pretty much as normal, but unless they make some special effort (like carving marks on a stick) they will be unable to remember how long they have been in Midsummer.  It will always feel like they have only recently arrived.  Things they did more than a few hours ago will seem like a distant dream.

Should they try to drag Charming out of Midsummer too early in the game, have them opposed by a band of well armed natives who will fight to the death.  If they're happy to slaughter fundamentally innocent villagers, have Auberon turn up and bar the way.  They need to find a way to persuade, trick or sneak Charming out.  This should allow you to run the whole thing in as near to three hours as makes no difference.  If, at the end of the three hours, they decide to hit Charming over the head and drag him through the gate, let them.

On leaving Midsummer, the scales drop from everyone's eyes and a sense of real time returns to them.

There are several possible endings.  The party may remain in Midsummer for ever, becoming part of the place itself.  They may leave without Charming, in which case they will not be too popular with several people in Everway (though Honeytongue might still hand out some boons).  They may get Charming out of Midsummer, in which case Charming himself will be very grateful and give far more generous boons than anything his father would agree to.  He will probably invite the party to his wedding which will be a very good party and they will have made themselves several friends in very high places.

Characters in Midsummer

All are built on normal human stats.  None of them have anything special though all can be remarkably persuasive.

Harebell - a young woman

Rowan - an old woman

Mustardseed - Chef

Cleaver - the Butcher

Sharpwind and Featherfoot - hunters
Bilberry - bar keeper

Poppy - Stall holder
Applewine -  gardener
Chestnut - gardener
Salmonleap - fisherman
Weaver

Weaver the basket

Rush the weaver

Hood the hangman

Just go on in the same vein - Everway names don't have to overtax the imagination….

Amber

Motive - Wanderlust

Stats

Air 4 (Wit) 
Fire 4 (Fencing)
Earth 5 (Carousing)
Water 5 (Sensing social relations)

Magic

You know no magic

Powers

Fair Price (free)

You always know the fair price of any item offered for sale, even when that particular item is something you've never seen before.

Sense Forgery (1)

You always know when any item is not what it is claimed to be

Universal Dancer (1)

If you watch a dance for a few seconds, you are able to join in, knowing all the right steps and movements.  You might not necessarily know the meaning the dancers place on that particular dance.

Background

You are the child of a rich merchant family who live in a complex urban society based upon trade.  The city you were born in is full of life, good parties and intrigue and, when you got your way, you were always at the centre of it.  All seven of the planetary gods are worshipped in your realm and, whilst most people pay lipservice (and enjoy the many festivals), society is basically secular and, unless you’re a priest or a priestess or something (a fate mostly reserved for the younger children of families unable to fund their entire brood), religion does not hold a central position in most people’s lives.  Magic is rumoured to exist, but sophisticated people don’t believe in it except as a form of entertainment.

Your family  specialise in rare and exotic goods from faraway places and their clientele comprise royalty, nobility and other merchant families.  You were, perhaps, rather spoiled as a child.  You like nice things and enjoy expensive, prestigious pursuits like hunting with your falcon.  You like good food, fine wine and witty, cultivated conversation with attractive persons of  whichever gender appeals to your taste.  You repaid your parents' kindness by working hard at your studies and, although you always had a bit more of a tendency than your peers to get involved in various scrapes, you’ve never been more than a mild embarrassment to your family.  The assumption has always been that, when you grew up, you would make a good marriage and settle down to work in the family business.

Learning that you had the ability to spherewalk opened up whole new lines of possibility.  Although your realm is relatively sophisticated (most of the spheres you have visited have struck you as alarmingly primitive with unimaginative food, poor sanitation and very little by way of  entertainment), spherewalking is a very rare gift indeed.  Your family seem to regard your spherewalking as similar to a long sea voyage undertaken to bring back new luxury commodities.  You’ve learned that it’s not quite that way, but you do drop back from time to time with a variety of trinkets which raise amazingly high prices on the open market.

OK, you’re spherewalking to make a profit, but that’s not the only reason you do it.  You adore travelling.  You like seeing new stuff.  It’s exciting.  Maybe, one day, you’ll settle down to an extremely comfortable lifestyle but, for now, you enjoy your life as a merchant adventurer.  Your major fear is of commitment and being tied down.

Fortune

Your virtue is Death which sounds ominous but denotes your love of change.

Your fault is War, the fortune tellers reckon you tend to misdirect your energies.  

Your fate is the Creator which means that, at some point in your life, you will be faced with a choice between nurture and abandonment.  You hope this will not happen for a long time.  It's not that your incapable of commitment, it's just you're not ready for it yet.

Possessions

10 gold in liquid funds.  Your credit is good in most places, including Everway and Market.

Good clothes etc.

Anything else within reason (and GM permitting), most of the rest of your stuff is at home.
Barley

Motive - Adversity

Stats

Air 3 (Military tactics), Fire 5 (Two-headed Axe), Earth 6 (Foraging), Water 5 (Sensing Treachery)

Magic

Soil and Stone - Earth Magic Level 2

Although you're not properly trained in magic, you can cast one or two effective spells and have a grasp of the general principles.  You can aid the sick and wounded and speed the natural course of their healing.  As well as knowing the right herbs to use to stop bleeding, ease pain and speed recovery from common, non-fatal illnesses, you have what the wise women at home used to call 'the healing touch'.  Simple laying on of hands can help victims to recover and seeds touched by you have a higher fertility than would be expected.  You don't have enough magic to ensure a good harvest, nor to cure fatal wounds and diseases, but you are able to do your bit to help out.

Powers

Gift of the Pot (free)

Anything edible cooked in your special stewpot tastes good and is more nourishing than it would be if cooked in an ordinary pot.

Absolute Direction (1)

You always know which way is North, even in absolute darkness.

Background

You were raised on a farm in a realm where the society could pretty accurately be described as feudal.  Peasants, like you, did all the work.  Great lords taxed you so they could parade around in finery from time to time and have everyone cheer at them and Priests tithed you so that they could offer the appropriate sacrifices to the gods to ensure that the harvest were good.  This was normal and struck you as being fair enough, until the year the harvests failed and the Lords put the taxes up yet again.   The Priests put up the tithes too, as the sacrifices were clearly far from grand enough to please the gods.  The Lords continued to parade in their finery whilst the people from your village grew thin.  The old folk and the babies died.  What were you to do to save yourself and your family?

Well, you did what most of the young and strong from the village did.  You poached the odd deer from the Lords’ hunting forests.  There were plenty to go round and you couldn’t pay your taxes if you starved to death, could you?

Well, you couldn’t pay your taxes anyway, so the Lords sent the bailiffs round and, unfortunately, they happened to find a nice pot of venison you had on the fire and you were in serious trouble.  They fined you more than you could ever hope to pay and, when you couldn’t pay it, they decided to make an example of you and threw you in a dungeon.

Now, you shared this dungeon with someone who could do magic.  Not a nice sort of person or easy to get on with.  The stuff this person had done, they deserved to be in the dungeon, in your opinion, but you weren’t about to object to being helped to escape.  This magician had a trained raven who managed to drop the key to your dungeon in through the bars, then the magician turned the pair of you invisible just long enough for you to get out of the building and into the woods.  Then everything went decidedly pearshaped and it turned out this magician had dragged you through a gate into another world.  Whereupon, this magician did a runner, leaving you stranded.

Things in this new place weren’t all that different from how they were at home except the Lords and the Priests weren’t so greedy.  You soon found a nice family who were happy to let you help them work their farm in exchange for food, lodgings and enough money to visit the local tavern from time to time.  Only this travel between worlds business had aroused your curiosity.  You had a chat to the village wisewoman about it and learned the basic idea then, when you got back to the gate you came through, you discovered you could do it yourself!  Course, you couldn’t stay in the realm you came from, you’re a wanted criminal there.

Turns out being a professional spherewalker is more profitable than being a farmhand.  More fun too!  Your long term ambition is to go home with enough money to pay off your fine and make the Lords and Priests look foolish.  You have family there who are probably worried about you.  Anyway, it would be a good thing to take them somewhere they could have a better life than the one they had when you left them.  This is a long term plan because, unfortunately, money has a habit of slipping through your fingers.

Fortune

Your virtue is Spring which means new growth.  You believe this represents your ability to look at things in a different way, to bring a breath of fresh air into stagnant situations.

Your fault is The Peasant which means lack of vision.  You can't see that in yourself.  You know you have your feet firmly on the ground and revel in your own simple strength.  Maybe you can be stubborn at times, sticking to your own simple, down to earth way of looking at things, but you don't really see this as a 'fault'.

Your fate is The Soldier which means that, at some point in your life, you will be tested to see if you understand the difference between duty and blind obedience.

Possessions

2 copper beads

The clothes you stand up in

A two-headed axe of unexceptional quality

Your special cooking pot
Nothing else madly useful
Enigma

Motive - Beauty

Stats

Air 5 (Storytelling) 
Fire 3 (Surefooted)
Earth 3 (Resisting Magic)
Water (Sense Aura)

Magic

You know no magic.

Powers

Visions from Spirits (free)

Sometimes the spirits talk to you.  Sometimes they come when you call.  Sometimes they don't.  Sometimes they talk to you anyway.

Question the Spirits (1)

When the spirits talk to you they will answer one question, if you care to ask.

Play Stringed Instrument (1)
You understand the principles of stringed instruments and can play any such instrument to an acceptable standard - even if you've never seen it before.

Storytelling (1)
Whilst listening to you telling a story, your audience will feel whatever emotion you wish them to feel.  You can't determine whether or not they will act on these emotions - that's their responsibility.

Background

You were born the eldest son of a farmer.  You never felt connected to the farm and showed little inclination or aptitude for farming.  You always lived in your imagination, dreaming of a life on the road, tempted by travellers' tales of great cities and unseen mysteries.  As soon as you could, you ran away from home and took up with a travelling storyteller.  You spent two years apprenticed to him, learning his trade.

It was the storyteller, not your family, who gave you the name you use now, the name you think of as your own.  This name reflects your talent and nature.  Your teacher claimed it came to him from the spirits, and he thought it very strange.  He pondered it for a while, silently.  You wanted to ask questions but knew better than to disturb him.  You spent the evening in a tavern, ntending to ask him later, but, when you returned, he seemed to be asleep.  You slept too and, when you woke, your teacher was gone.  You never saw him again - it was as if he had vanished into the air.

You shook your head which hurt a little.  Your mind felt foggy.  You attributed this to an excess of wine.  However, it was that morning that your visions started; shapes, lights and a sense of emotion, pictures out of which you could make stories and strange and wondrous tales to tell.  You wnet on your way, laughing, knowing you had been truly blessed by the spirits who had touched you.

You went on travelling, your reputation growing in your wake.  A strange man of stories, a man who could bring laughter to the sad and tears to anyone.  A man who spoke his mind as freely as he told his tales and was sometimes rewarded, sometimes banished for the freedom with which he spoke.  To you either outcome was much the same.  All that mattered was that the story should continue and the terrible temptation to find the ultimate tale.

At some point the spirits led you to a gate and taught you how to spherewalk.  And so the limits of your travelling widened.  You travelled through strange new spheres and realms very different from anything you had previously imagined.  This was good.  It gave you new stories, new ideas.  Every sphere has new tales for you and you want to tell them all.  And, perhaps, in some distant sphere you will find the story to end all stories, the tale to end all tales…..

Fortune

Your virtue is Inspiration - your imagination is your greatest strength.

Your fault is the Priestess - others consider you impractical because you do not care for their settled ways of life.

Your fate is The Fool - at some point in your life you will be tested by the spirits to see if you know the difference between true freedom and the illusion of freedom bought about by lack of connection.

Possessions

About 2 silver (you haven't counted recently)

A change of clothes

Stringed instrument (of your choice)

You're not certain what you've got in your pockets.  Nothing of great value but could be interesting…

Felicity

Motive - Mystery

Stats

Air 3 (Religious Lore, Kore), Fire 3 (Spirit Battle), Earth 3 (Keeping Vigil), Water 6 (Sense Corruption)

Magic

Open Chalice - Water Magic Level 3

You have completed your basic training as a seer but still have much to learn.  You have mastered the basic principles and can impress the ignorant in your own field, but you know you're not good enough to face a serious challenge from a genuine expert and could encounter problems if you tried to spirits of greater than average power.  You can sense strong energies and see strong auras.  You can call and channel spirits with variable degrees of success.  All this works better in the Temple than it does in the field.  Spirits can be dangerous - you have little experience and here you have no back up.

Powers

Freezing Gaze (free)

By staring hard at someone you can prevent them from taking liberties with.  This can be resisted by someone who is determined.

Purify (2)

You can remove physical corruption to a limited extent.  You can make food or water safe (if it's not too rotten), remove poisons and cure diseases of average strength.  This power has no effect on moral or spiritual corruption.

Background

You were born in  a realm of idyllic beauty.  High, clear mountains, deep lakes and dark forests.  There are cities in your realm but you led a very sheltered life and know little of them.  Your early childhood was happily spent with your loving parents, brothers, sisters, uncles, aunts and cousins.  You all lived in a big stone house on the side of a mountain.  Then, just before you were ten, your family decided you were very special.  Special enough to be sent to the Temple of Kore for education - to learn how to serve the Goddess.

Life at the Temple was harder in some ways than life at home but, in many ways, more interesting.  You had always been pure of heart but now you learned the importance of purity, how to explain it to other people and how to further it.  You learned the rites of purification associated with your Goddess and a little healing magic.  You are also in training as a seer and have achieved basic competence in that art.  It’s a long, slow process and you have to be very pure in order to get anywhere.

It was at the Temple that your ability to spherewalk was identified.  After a long period of rigorous training, concentrating on how to learn from the places through which you pass and how to purify them without taking contamination upon yourself, you have now been released to learn what you can through travelling.  A year and a day after your departure, your sisters in the Temple are counting upon you to go back and share your experiences with them.  If you do well, you will be accepted as a fully trained priestess.  If you do badly the best you can expect is to spend the rest of your life tilling the Temple fields and, occasionally, being allowed to help the Priestesses in their services to women undergoing the agonies of childbirth.

You’ve not been travelling very long and, for the most part, what little you have seen has shocked you terribly and often frightened you.  Not all places are clean and well ordered.  Some are downright filthy and people tend to raise their voices and even resort to violence when they don’t get their own way as quickly as they would like. You long for the safety and security of the Temple but understand that, before you go back, you must do your best to face the ordeal the Goddess has ordained for you.  Hopefully you will be able to do that without being contaminated by the corruption you see all around you.

Fortune

Your virtue is the Unicorn which means purity.

Your fault is Nature which means 'energy sapped'.  You know you get tired and discouraged more easily than you should, especially when things seem to be going badly.  This is something you must overcome.

Your fate is fertility which means, at some point in your life, you will have to make a choice between growth and decline.  You don't understand the full implications of this, but your teachers explained to you that no one is supposed to understand their fate fully until it is time for them to meet it.  You sometimes wonder if it means that, one day, you will have to chose between the Sisterhood and having children.  One choice will be the right one for your growth, but you worry that you will not know the right choice when it is presented to you.

Possessions

15 silver.  All that's left of the allowance the Temple gave you before you left.  It's a lot of money to be carrying, but it has to last you the rest of the year.

Change of clothing, including clean underwear. 

Talisman of the Kore (no special magical power, but is a reminder of home)
Other small, personal possessions within reason (and GM permitting)

Raven

Motive - Conquest

Stats

Air 3 (Herb lore), Fire 6 (Hunting, Spear), Earth 4 (Tireless Stride), Water 4 (Stalking)

Magic

You know no magic

Powers

Ravenform (2)

You can change into the form of a raven.  You can do this whenever you want to and change back whenever you want to.

Softstep (1)

You can walk without making a sound provided you go barefoot.  Of course, if you're stupid enough to step on a twig, it will snap. 

Call the prey (free)
When hunting you can call your prey towards you.  This involves making a rather eerie sound which attracts your prey.

Background

In the realm where you were born there are no big cities.  People live in small, self sufficient communities and worship the Huntress.  The Huntress’ brother, the Sun, is a seer and, next to hunters, seers are the most respected members of society.  There is a certain amount of trade between settlements and,though most people choose to remain near their families and childhood associates, there is freedom to move between settlements should one so wish.  For the most part there is peace.  From time to time there are arguments which are most frequently resolved by one faction deciding to leave the village they were born in and start another settlement elsewhere.  The realm is large enough for this and reasonably fertile.

Meat does not play a large part in the diet.  Most people till fields, keep hens for eggs (and occasionally, their meat) and goats for milk and cheese (they are rarely eaten).  The greatest proportion of meat in the diet comes from hunting.  Good hunters have very high status in your realm.  The best hunters hunt boar which are very fierce and very good to eat.  They give their strength and fertility to all who eat them so, at home, you took credit for the strength and the fertility of the people in your village.

You are a good hunter.  One of the very best your realm has known.  Boars, though fierce and proud, were really not enough of a challenge.  Your ability to spherewalk gives you the opportunity to seek out the challenges you crave.

Over the years you’ve been travelling the spheres you have tracked down and killed many strange and ferocious beasts.  Each one increases your own strength and ability and your feeling of self worth.  Recently you have realised that your ability to best fierce beasts in battle is not the only source of status available to you.  You have learned that, in many  realms, skills very similar to yours are used to hurt other thinking creatures, like people.  This is something you find rather puzzling - the basic meaning of hunting is to feed the tribe.  Despite your puzzlement, you have learned to use your skills for self defense and to defend the innocent.

Since you’ve been walking the spheres you have learned that not all realms regard the hunter as supreme.  You tend to take the attitude that it’s their problem if they can’t see straight!  You’ve learned that it's often best not to point out the errors in the ways of others (just as it’s usually best not to let a beast see you’re intent on stalking it) but your attitude has been described as arrogant.

Your motive for offering your skills as a spherewalker is driven by your need to find greater and greater challenges against which to try your strength and skill.  You are very single minded and determined to a fault.  Whatever challenges you face, you will face as a hunter - anything less would be ignoble in the extreme.

Fortune

Your fortune was read for you by the village wise woman back home:

Your virtue is the Griffin - you are brave and will not back down in the face of a challenge

Your fault is the Dragon - You are obstinate and fixed in your ways

Your fate is ‘Striking the Dragon’s Tail’ - you don’t understand the significance of this, but the fortune teller babbled some mystical nonsense about underestimating the difficulty of tasks and the necessity of seeing big pictures wholisticly

Possessions

3 silver 

Full set of hunting spears of excellent quality

Small pouch of useful herbs
2 sets of clean clothing (nothing fancy or dressed-up)

Other useful items within reason (GM permitting)

Zephyr

Motive - Knowledge

Stats

Air 6 (Scholarship), Fire 3 (Archery), Earth 4 (Studying long hours), Water 3 (Sensing Fallacies)

Magic

You know nothing of magic.  You are a scholar, not a magician.

Powers

Library Orientation (free)

You never need to use the catalogue or an index.  You just know where the book you want will be shelved.  If it's not there, someone else must be using it.

Memory of the Scholar (2)

You remember everything you have ever read.  Not always word for word, but you remember the essential facts.  You are very widely read.  You also have an exceptionally good memory for faces, places and events.

Mingling with Crowds (1)

You can be very hard to find when you would rather not be found.  It doesn't work so well when someone who knows you is looking for you personally.

Sharp Observation (1)

You notice fine detail and cannot easily be tricked by sleight of hand.  If someone who is lying is in the slightest bit inconsistent, you will notice immediately.

Background

You were born in a realm of many city states existing in a complex, shifting system of alliances.  The economy of these cities is based on trade and on war.  Trade is obviously necessary - some cities have better access to certain commodities than other cities.  When one city gets too big and greedy and tries to set itself up over the others, war becomes necessary.  Well, actual wars are few and far between, it’s more that each city feels it needs to look strong enough to put those who might be jealous of its success off the idea of attacking it, without looking so strong that the others start to fear it and try to cut it down to size.  Having the right image means ostentatious displays of wealth and hospitality and large, ostentatious armies.  It also means knowing just a bit more than the other cities know.  Knowledge of how to make better weapons than the next city, intelligence and strategy are obviously important.  But so is philosphy.  Without philosophy one couldn’t know what makes the population of another city tick.  Anyway, information is power.

Because the realm generally admires and respects philosphers and scholars, such people are free to travel from city to city.  Some of them are, indeed, spies so, when away from home, one’s freedom is somewhat limited, but libraries are free to all who wish to use them, the only convention being that you bring as much knowledge into a city as you take out of it.  Of all commodities of trade, scholars are the most highly prized, their worth is counted as their own weight in diamonds.

You are a scholar and a philosopher, by inclination and by training.  Through your teachers you had contacts throughout the realm and the Generals of several cities (including the one in which you were born) were bidding against each other for the privilege of hiring you.  You had difficult decisions to make, so you went to the oracle to see what light the gods could cast upon your dilemma.  It was then that you learned you could walk between the spheres.  The implications of  your discovery were obvious.  Clearly the gods intended you to gather information from many spheres.  Maybe, one day, you will take all this information home and sell it to some general or other.  For the moment, though, your ambition is to join the Chamber Platinum who collect information for the library of all worlds.  You’ve applied to them but been informed that first you need to gain more experience and prove your worth.  This irked you as, although your experience of spherewalking is extremely  limited, you didn’t realise how obviously this showed.

Fortune

Your virtue is the Eagle - the mind prevails.  This is obvious to you.

Your fault is the Griffin reversed - reluctance to risk your valuable person which others might unkindly misinterpret as cowardice.

Your fate is the Hermit - At some stage in your life you will need to choose between wisdom and isolation.  You don't really understand what this means but suppose you will when the time is right.

Possessions

5 silver

3 sets of clothes - 2 for everyday, one for best.

Parchment, quills, ink etc.

Other small, useful items within reason (GM permitting)
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