An Unexpected Journey
[bookmark: _GoBack]Four/five individuals find themselves sharing a small cabin aboard the steamer “Gerard’s Pride”, bound for the colony of West Gothia. Gerard’s Pride is a massive ship, almost 150m in length and fitted with four steam engines and five sails. Carrying close to 1,000 passengers it is modeled on the massive fortress ships of the gnomes, though lacking their armor and firepower. The journey of nearly 3,500km is planned to take two weeks. 
About a third of the passengers are soldiers and the rest middle to upper class folks, travelling to the colony to oversee their investments. Some of them might have a job for a resourceful fellow but most will not stoop to even talking with characters of their class.
Interesting characters
· Lord Rockdam – Financing the West Gothia Railway along with other enterprises. Can use a guard or skilled administrator.
· Factory Master Jacque Ferrard – Cannot bring orcs to West Gothia, wants to use natives as laborers. Can use a supervisor who can give orders and keep discontent low.
· Master Unthaar of Odazur – Dwarven engineer in the company of Lord Rockdam, responsible for railway building.
· Commander Philippe de Miramis – Leader of the soldiers onboard. Smuggling arms to the city of Venusa. Principal man who might agree to part with some equipment if pressured.
· Lieutenant Adrian Ever – Selfish, ambitious officer. Doesn’t mind deadly force.
· Lady Isabelle de Aramon – Opening a mine in West Gothia. Can hire miners or guards.
· Lady Joanna Whinter – Visiting the colony to oversee plantations. Can hire a worker but also accepts some private company from a good looking man.
· Dame Aria Gisinna – Singer bound to perform at Menloria. 
· Inquisitor Adam Reacher – Hunting mages aboard the ship. Offers money to anyone who captures one.
The journey begins in the city of Beona and continues along the coast of Damasa. A great ship is seen following them at a distance and the situation is tense among the soldiers and merchants, although the nobility act as if nothing is afoot. Gerard’s Pride makes it unmolested through the Uvrira passage on the fourth day and continues towards the city of Venusa. It reaches Venusa on the sixth day where it stops to pick up supplies. A shrewd character will also notice that a substantial arms shipment is offloaded in the port. The ship stays in port and it is possible to shop for things on its market. The market sells food, clothes, jewelry, drugs, salves, elixirs and a few books. Firearms are scarce but a few more primitive weapons can be found.
Achievements (VP 5)
· Charmer – Charm Lady Joanna		(G+1)	VP +1	Karma ±0 
· Duelist – Challenge someone to a duel		(G+1)	VP +0	Karma -3
· Ideologist – Refuse an offer by Master Ferrard		VP +0	Karma +3
· Lazy – No actions taken on the ship		(E+1)	VP -1	Karma ±0
· Mercenary – Gain a  job contract		(G/M/P+1)	VP +2	Karma ±0
· Philanthropist – Donate money to the poor		VP ±0	Karma +3
· Slaver – Hired by Master Ferrard		(G-1)	VP +2	Karma -5
· Templar – Support Inquisitor Reacher			VP ±0	Karma -1
· Thief – Steal an item				VP +0	Karma -1
· Traitor – Blackmail commander Philippe	(M+1)	VP +2	Karma -5

Disaster!
On the following day the steamer departs for the Gothian city of Elara which is expected to be reached in three days. On the evening after the departure a mist covers the ship and all wind seems to have died – leaving it to run on its steam engine. The second day is no better and some of the more experienced passengers and sailors might express concern about keeping their course. However, nothing seems to be amiss and the ship has plenty of resources for the journey. 
On the second night an explosion occurs. The ship seems to have run aground and a fire spreads from the engine room. The ship starts to sink slowly. Panic erupts among the passengers and as there are only eight lifeboats – not enough for more than 500 passengers. Heated arguments and even fighting occurs. 
The soldiers eventually take control over the boats and even shoot a few people. The commander gives order to take the younger women, children and gunpowder and leave the rest aboard. Lieutenant Ever take nobles aboard for the promise of money.
Lieutenant Ever and his unscrupulous men will try to kill anyone resisting them. Killing them will earn the favor of the passengers. Killing the commander will turn the ship into a battlefield as passengers attack the soldiers to take back the lifeboats. 
The soldiers can be persuaded to help construct rafts by a clever man. Tables can be found at the diner and rope aplenty hangs from the masts.
The characters will either find themselves in a boat or be forced to jump into the sea as the ship slowly sinks. Either way they will encounter a horrifying beast – a hydra – which snatches people in the water and from the lifeboats with its many heads. They will survive and find themselves on a sandy shore the following morning. There are no sign of either the ship or other passengers, although some wreckage is washed up on shore. The fog persists over the water and also in the jungle-clad interior beyond the shore.
Achievements (VP 25)
· Anarchist – Kill Commander Philippe		(G/P-1)	VP +3	Karma -10
· Gentleman – Reject a place in a lifeboat	(P+1)	VP ±0	Karma +5
· Captain – Take control of a lifeboat		(P+1)	VP +3	Karma ±0
· Foreman – Convince the soldiers to help	(E+1)	VP+5	Karma +10
· Hero – Save 5 people on the sinking ship	(G+1)	VP +5	Karma +25
· Monster Slayer – Cut of one head of the hydra	(G+1)	VP +10	Karma ±0
· Oarsman – Get a place in a life boat		(E+1)	VP +2	Karma -3
· Protector – Kill Lieutenant Ever		(G/M/P+1)	VP +2	Karma +5
· Saboteur – Sabotage a lifeboat			VP ±0	Karma -3
· Sailor – Construct an improvised boat			VP +3	Karma ±0



Castaways!
The climate is warm and the characters will find themselves with scarce resources and no hope of rescue while the fog remains. They find themselves on a small island, no more than 6km around, with sandy beaches and its interior covered in jungle. There are eatable roots, nuts, fruits and some small games such as rats and birds. Rays, fish and small sharks can be found in the waters.
As long as the characters will stay on the beach it will seem as a normal island. Venturing inland however, and they will find an old ruined castle or fortress. The building seems long since abandoned and has an eerie feeling. It is almost as voices whispering in the air. Venturing inside they can find footings of humans, not older than a few days. They can be traced towards a small stone circle a hundred meters from the ruin. The stones are very warm to the touch – they can even be used to light torches or cook food. Back in the ruin can be found a locked rusty door with a large padlock.
Behind the door is a large, circular room. Ten human-like machines are placed along the walls, cables hang from the roof and connects some light bulbs to an electric engine. A mechanic’s workbench is present and several tools. Also books with notes in strange language can be found. They contain disturbing pictures.
In truth the ruin is used by a small group of Damasian wizards. Their goal is to create machines possessed by demons which they can then control and use as soldiers. The wizards are responsible for the fog surrounding the island as they do not want their presence to be known. The spell must be renewed every third day or the fog will disappear. They use teleportation spells to move to and from the island. They return to the island within two days and will attack any intruders. If left alone they will summon demons to control the machines and then summon a ship to take them to Elara, which is a day’s journey from the island. They might be persuaded to let one of the characters live if the character proves he or she is prepared to betray country and friends.
Sleeping in the fortress might result in strange dreams due to the many summonings performed by the mages. Use this to control the length of the quest.
Achievements (VP 30)
· Betrayer – Sacrifice the others to the mages to live		VP +10	Karma -25
· Demon hunter – Defeat a demon		(G+1)	VP +5	Karma +5
· Explorer – Explore the entire island		(G+1)	VP+1	Karma ±0
· Inquisitor – Kill a mage			(Templar+1)	VP +3	Karma +3
· King – Become the leader of the island		(M+1)	VP +3	Karma ±0
· Madman – Acquire +30 Insanity			VP -3	Karma ±0
· Rafter – Construct a working raft			VP +8	Karma ±0
· Stowaway – Hide on the mages’ ship			VP +8	Karma ±0
· Survivalist – Find enough food to survive on the island		VP +8	Karma ±0
· Unholy pact – Make a pact with a demon		VP +5	Karma -5
- Endgame (VP 9)
· Die Hard – Sustained at least one injury		VP +3	Karma ±0
· Lucky – Unused Fate Points left at end of play	(P+1)	VP +1/FP	Karma +1/FP
· Pacifist – Survived without using violence	(E+1)	VP +3	Karma +10
· Undefeated – Vanquished all foes but the hydra	(G/M+1)	VP +3	Karma ±0

