TALISLANTA 

Eerie Encounters in the Shadow Realm

1) Eerie sounds

a) Mad howling that goes on and on, seeming to come from all directions...

b) A weeping woman, sourceless, that drives pack animals crazy...

c) The sound of a giggling child that drifts into a shadowcat's screech...

d) A tapping noise that seems to approach at night but fades into nothing if investigated...

e) A sighing sound that comes from a PCs tent or sleeping back as though it's occupied...

f) During the overcast day, an eerie silence occasionally settles, and then is gone for no apparent reason...

g) Screams erupt from all directions; the source is apparently the party's weapons! After a short while, the cries suddenly cease...

h) Let us not forget a ghost wind or other odd weather conditions—the Shadow Realm seems an ideal spot to have a ghost wind blow through, followed by wailing spirits...

i) Throughout the entire day the group can hear faint whispers as if someone where discussing them and their activities. There are at least three distinct voices and all seemed quite professional in their observations...
2) Unnerving sights

a) The campfire seems to flicker in a menacing manner to one person and yet seems perfectly normal to everyone else...

b) A rock formation that when viewed from a certain angle appears to be a glowering face... but then the light changes and it's just a collection of stones...

c) A dead bush that seems to move when unobserved yet when investigated is perfectly ordinary...

d) A shadow that passes overhead, silent and unknowable...

e) One of the PCs has a nightmare of something reaching for him or her in the darkness, and when he/she awakens (breathless) there is a claw mark on his/her shirt front...

f) A shadowy shape with faintly glowing eyes observes the party at night, every night, and all night. When approached, it vanishes...

g) A huge dark winged shape is seen in the clouds; it circles the camp for a while, and then is gone...

h) While passing a large pond, the water is disturbed from below, as if some huge beast had awakened/moved. Investigation will reveal the stagnant pond to now be empty...

i) The party awakens to find all their food has been overrun by some horrid black mold. Later that day, they find obviously unnaturally healthy trees, bearing large meaty fruit...

j) The party wakes in the morning to an unsettling mix of sensations. No matter what the characters do they all find themselves seeing the same thing and should one of the players harm himself they all feel it. After much confusion the group has no choice but to accept that they have all been trapped within a single body. Worse than this, they recognize none of their surroundings. This will go on until the party grows accustomed to it, and then the group will awake again as themselves, equally disoriented...

k) The party emerges from the shadow realms, or so they believe. Yet over the next nights they are plagued by shared dreams of the horrors they experienced therein. In fact the experiences are real and the groups 'waking life' is but a dream. How do the characters decide which is real and which is not?

Frightening encounters

a) A fellow traveler who appears to be an aamanian pilgrim asks to join the PCs at their camp. He tells them about his long journey from Aaman and how he is seeking the Well of Saints. A few of the things he says seem odd, indicating that he's unaware of recent Talislantan history. If questioned about his recent journeys in the Shadow Realm, he goes into detail about a battle he had with several shadow wights, a battle he couldn't possibly have survived. A wind gusts, blowing out the campfire. When light is restored the Aamanian is gone without a trace...

b) A shattered crystal screams in eternal agony in the night... the remains of a broken soulstone with just a fragment of the soul remaining. The fragment can do nothing but experience the pain of being severed...

c) A campsite seen at a distance, with three travelers huddled around a fire. Their hands are held out to the flames for warmth and their frozen lips do nothing but mutter about the chill. Their eyes are empty husks. They do not defend themselves if attacked, merely plead for warmth...

d) A marukan child steps out of the shadows and asks the PCs if they killed her mommy. Regardless of the answer, she shrugs and steps back into the shadows and vanishes...

e) A dark grey mist creeps out of the night, putting those on watch to sleep (no roll, just happens). The group awakens the next morning covered in black blood; the camp is a shambles as though a battle had been fought...

f) While crossing a mire/bog, someone (or a mount) steps in deep mud/quicksand. After/while being saved, they swear the felt hands upon them from under the mud, pulling them downward...

g) A flock of ominous black avir settle upon the camp, and stare at the party, as if expecting something for hours. The flock will only leave if actively driven away...

h) A group of Necrophages follows the group for a while, pointing at the party and cackling in a most disturbing manner. If approached, they flee and vanish into the surrounding terrain...

i) The group comes across a dead Aamanian Witch Hunter, apparently from starvation/exposure. Scrawled in his own blood on an adjacent stone, "Aa weeps for you...” He appears to have been headed in the party's general direction, as though to intercept them...

j) A given PC will suddenly see someone they've previously killed, apparently still quite dead, pointing at them silently. If approached, the image screams horribly and fades...

k) Nightmares about something horrific in the ground begin to plague the party. Days later, they find and entire party of Aamanians, mounts and all, buried with only their feet sticking out of the ground. All bodies have been stripped bare, are headless, and none of their belongings can be found...

l) The PC's come across a group of Aamanian pilgrims, all stripped naked and beaten. A few have more serious wounds; many are starting to grow hair. There are no warriors/priests present. The survivors relate a tale of ambush, slaughter, torture, and humiliation; they also beg to be taken to safety...

m) The party finds a caravan of Djaffir, all slain by Za weapons, and everything of value has been taken. One Djaffir man has been drawn and quartered. On the side of an adjacent wrecked wagon, in blood, is scrawled "Blood for Blood"...

n) The party's scouts spot a Za encampment, full of dead Za. Nothing of real value is left, and the Za appear to have been slain with Za weapons (there are no weapons in the camp). A small group of Za have been skinned and "staked out", a known Za ritual of Revenge...

o) A faint light off in the distance as PC’s approach is slowly becoming more defined as a small group of individuals apparently looking for something (they appear to be scanning the horizon and moving forward [away from PC's] at about half the speed of the PC's). They seem oblivious to the PC's but flinch and jump and all the mysterious sounds that the PC's do. They even fight creatures if the PC's do (albeit from much further away, and the creatures appear to be even bigger and even more frightening than the one the PC's are combating). As the PC’s get closer they hear more ephemeral screams, howling winds and the like happen. As soon as one of the PC's attempts to get the attention of the group. Another party member hears a faint cry for help from behind them. When they turn to investigate....there isn't anything there but now they hear it behind them (like a dog chasing its tail). This will continue even if the PC's each turn different directions. Until the PC’s stop and look just at each other, it is then that they will realize that the screams (ALL the ones they have been hearing) and the other party is in fact them. And ...they haven't moved an inch since they saw that faint light....that still is in the distance....

p) You could even do the above replete with an encounter with a HUGE nightmare that engulfs a party member, who wakes up screaming (thus ending his nightmare) but he has teeth marks in a row circling his body [torso?] that never fade or go away...

q) A black avir follows the party for days, constantly watching but rarely drifting into close range. If shot down, the PCs learn that it is mummified and its eyes are but empty sockets...

r) At twilight a tribe of beastmen thunder toward camp, but do not attack (though people and tents may get trampled if in the way). Their eyes are wide with fear and spittle drips from their mouths. They don't even notice the PCs, even if some beastmen are injured or slain, so desperate are they to escape whatever nameless thing they experienced…

s) The characters hear scratching noises from outside the tent, but can't find anything when they leave to investigate. It happens several times. At daylight they find that the scratching noises were coming from INSIDE the tent— they find claw marks just this side of the tent, or even a message clawed into ground or gear...

t) While on guard in the silence of the night the sentries inexplicably fall asleep. When the party awakens the following morn they are all laid upon long stones, some may be stripped while others are not. One of the party members has his mouth sown shut while a rank gummy substance seals another's eyes. Strewn all about them are implements and herbs as if someone where intent upon preparing the party for mummification. What interrupted them is not known...

u) While traveling, the party is beset by voiceless screaming all about them. Terror and urgency fill the voices though only occasionally can a word be made out and one player may swear he hears his own voice. Shortly there after the group is attacked by a pack of werebeasts who move in complete silence. When the party members attempt to communicate they realize they've all gone deaf. The creatures should put up a good fight but ultimately be driven back. Afterward the party is left to realize it was their own screams they'd heard minutes before...

v) The party wakes one morning to realize none of them know one another nor how it is they arrived in the shadow realms...

w) The party awakens to a morning much as any other. Sentries report no activity during the night. However, a ring of heavy footprints encircles the camp, too close for their creators to have been missed. As they begin to investigate a sudden hunger overcomes everyone and they are forced to stop for food. Those with skills or abilities capable of detecting such will realize within hours that they have all somehow lost a day. Even more disturbing is the fact that one of the female players appears to be pregnant. The "infant" grows at an incredible rate; within days complications set in and the baby must be cut out. What emerges may either be a seemingly normal infant which grows at a vastly accelerated rate (six years per day) which develops a personality of its own quite companionable to the party (And later dies of old age), or a swarm of black spiderlike insects - all of which possess the mother's face...
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