Shard RPG

Campaign 1

GM: Timothy Snyder

Session 1


It all began in Tishinia…

Starting Location: Sadahm, Tishinia
· Have all new players roll their Profession Dice Pool to determine how many Dalán they come into play with. The player has 10 Dalán ($50 USD) per success.
Description of Sadahm: Sadahm is the capital city of Tishinia, a trading isvarate known as the Jewel of Dárdünah. Massive temples and large estates of the many noble houses within Sadahm dot the landscape, surrounded by lush Sclerophyll forests. The distant peaks of the Prasha Mountains can be seen on the eastern horizon, and to the west, the mountains of Shadya-Kav. The Trade District is located in southern Sadahm, where a crystal-clear river exits into the Gulf of Bhütai. Sadahm is a prominent center for trade, and the harbors and tower docks are always full of seafaring boats and skyships. The Tishini tongue is a trade language for many different countries and one of the most commonly known across all of Dárdünah. It’s the height of summer, and the weather is perfect in Sadahm, warm winds sifting from the gulf send warm breezes across the capital.
Shrines & Temples: There are many shrines and temples for the primary Devah within Sadahm, although temples of Kiráh (sky, storms, and fortune) and Yatnariti (wise endeavors, economy, and learning) are prominent. The shrines of Kiráh are adorned with many winged animals, with their wing tips touching above their heads. The shrines of Yatnariti have a variety of zoic statues, all shown to be wearing scholarly robes and either reading or holding a parchment.
Royal Quarter NPC’s:
Isvar Rángfa, male Giraffe Vajrah (mammal) of House Kahndi (kon-dee)
· Physical Description: 11 feet tall, dark gold fur with spots as brown as a Bandar Suthra. Always seen with a straight, diplomatic face, never a smile. Rarely speaks, and when he does, everyone tend to go quiet.
· Ruler of Tishinia, kingdom-like in structure where social standing and caste politics dominate the political landscape. Rángfa loves attention, and almost every day has a House host some sort of event in his name. He is known for his decadence. 
Trade Quarter NPC’s: 

Dhübu, Tishinian Karna (guard), female Panda Vajrah (mammal)
· Physical Description: Tall female panda, standard patterns of a panda, although she does have quite a few ear piercings with various gems and stones on the rings. The smile on her face makes her seem approachable.

· One of the guards within the Trade Quarter overseeing the enforcement of all travel being prevented. She is on duty to keep an eye on the skyships within the dock the players begin on. She will tell the players where to go throughout the city if they ask. She will also let the players know the location of the Magistrates office.
Magistrate Agmáhzo, male Cardinal Paksin (bird) of House Tukád (two-CAWD)
· Physical Description: Blood red feathers, green eyes, always speaks with a proud bearing. Constantly wearing the finest clothing, silk produced by Suthra. When he gets nervous, he speaks loudly.
· Oversees Sadahm for the Isvar Rángfa. Agmáhzo holds a public speech every day after the morning prayers, regarding the affairs of the city. He is known to love sweet fruits and, to those close to him, he is known to love sweet Paksin Courtesans of the female variety.
Tézev, Tishinian Karna (guard), male Weasel Vajrah (mammal)
· Short, dark brown fur, wearing a light-weight pair of Suthra armor. With his keen hearing and ability to track, this Vajrah makes a fine Karna to the Magistrate. If only the Magistrate knew who the Weasel really owed his loyalties to… Tézev is obsessively curious, overconfident, and short-tempered. The Magistrate has angered him more than a few times, and other than his ‘duties’, he would not hesitate to help other well-deserving Zoics out in obtaining what they need from the Magistrate, through social means of course. Tézev works for House Mirdív (meer-DEEV), who is another noble sunborn House attempting to gain favor and power within Tishinia. Tézev knows the Magistrate’s tastes, and uses these facts to aid House allies.
Kámus, Courtesan, male Deer Vajrah (mammal)

- “Tall, dark, and horny”

Rhita, Courtesan, female Squirrel Vajrah (mammal)

- “And you thought squirrels only Horded nuts!”
Temple Quarter NPC’s: 

Preshád, Green Iguana Sarpah (scaled creature), Holy Caste member
Resident Quarter NPC’s:
Yanih, female Kangaroo Vajrah (mammal), Low Caste member
Starting Event: 
Day 1: A declaration is given throughout the city of Sadahm, verbally given and posted in various locations throughout the city about a missing item. “Citizens of Sadahm, the Magistrate Agmáhzo regretfully reports that a holy statue belonging to our great Isvar Rángfa has been stolen. A reward will be granted to those who assist in the recovery of the statue. Present yourself to the Magistrates office within the Trade Quarter if you have any information pertaining to the statue’s whereabouts. To ensure the statue is found, all outbound travel by sea and sky has been postponed. It is the Magistrates hope that the Tishinian people will unite in returning this holy statue to where it rightfully belongs. Signed, Magistrate Agmáhzo of House Tukád.”

A holy statue has been stolen in the Trade Quarter, which was to be a gift from Sadahm’s Isvar to the Aminar of Sustrüm. Stolen by House Mirdív, yet the theft is blamed on House Tukád. All transportation has been blocked by the Magistrate until the statue is found. The players can either ask a local guard or go straight to the Trade Quarter to speak with the magistrate to attempt to leave the port.
Tests

Holy Statue – Knowledge: Generic (Wit), Shadowing Roll (Wit), Conversation Roll (Presence), Research Roll (Wit), Streetwise Roll (Presence), etc.:
(1) Partial Success: The statue is for a sacred ritual that is to be performed in desert city of Distya, capital of Sustrüm Amin for the Kramahn Festival, just one week away.

(2-3) Adequate Success: The statue is in the shape of a sitting lion zoic, with a red gem embedded in the statues forehead. It holds a crystal sword and axe. It was crafted by many local artisans
Tézev’s tattoo - Perception Roll, Observation Roll (Perception):
(1) Partial Success: Same information as below, but Tézev notices the action and puts his arm against the tattoo, hiding it. 

(2-3)Adequate Success: He has a tattoo on his right side of an open paw with five fingers, which hold three crystal stones between the paws middle fingers, representing Dárdünah’s three moons)
 Tézev’s tattoo - Knowledge: Heraldry Roll (Wit):
(1) Partial Success: The tattoo is one of the symbols attributed to House Mirdív.

(4-5) Good Success: This specific symbol represents House Mirdív’s spies and assassins.
