The Big Collection
Misc. Adventure Seeds

1) Taken Hostage...
While staying in Zandu, the building the PCs are currently staying in is taken hostage by extreme Heterodoxist revolutionaries. The revolutionaries are well trained, well organized, and coordinated, and they've timed the situation so that several notable city luminaries who were 'slumming it' are also among the hostages. It's rapidly apparent to the Sultan that any rash moves would result in the death of the hostages, but unknown to all, the PCs have been overlooked, and they are on the inside...
--- Colin Chapman

2) The Ghost Ship
A Seven Kingdoms Windship-of-War seemingly disappeared a year ago creating a lot of speculation from scholars as to why and how this happened. The ship and its crew are considered MIA and a half-hearted investigation is still going on today. Slowly, reports of sightings of the missing ship come in from other Windships. This continues for weeks until a Seven Kingdoms' Windship is actually attacked and destroyed by the "Ghost Ship". The Seven Kingdoms' Government hires the characters to investigate the "Ghost Ship" via a Windship military patrol but the only way to possibly do this is to lure the ghastly thing towards them and hopefully board it. 
Here the characters are set upon by the "Crew" of the ship. The crew has become zombie-like beings which are very hard to kill. To make things worse the crew of the Windship attacked earlier is present, quite dead and looking to "recruit" the characters and NPCs.
Who or what is controlling the ship and its crew? Perhaps a Shadow Wizard looking for revenge? A Shaitan looking for a bit of fun? Perhaps a powerful Necromancer (Rajan? Quaran possessed wizard?) attempting to terrorize the skies?
--- Rich Wallace

3) What's up with that Equs?
The characters are hired to buy, find and steal several magical artifacts by a Cymrilian who seems to possess a great deal of magical knowledge. Their employer does not accompany them on their quest, but instead meets with them several times along the way, never for long, often coming and going at unexpected times. The characters quickly find out that they are not the only ones looking for the artifacts, and that their competitors are determined and sometimes ruthless. They begin to suspect that their employer is continually fleeing from something and eventually find out that he is being stalked by a Xambrian...
Up till now it's the basic Quaranian Reincarnator plot, but here comes the twist: There is indeed a Quaranian involved, only he didn't incarnate in the Cymrilian, but rather in his Greymane mount! The Equs has actually hired/coerced the Cymrilian to act as his go-between while he can stand in the sidelines, scheming and influencing without being noticed. Even the Xambrian doesn't know he's looking for an Equs. Imagine a closing scene where the PC's and the Xambrian are hacking away at the poor Cymrilian, while behind him the Equs is getting ready to summon Zahur...
--- Marc Beyer

4) Stealing from Sindarans
The PCs are hired by a Sindaran collector to retrieve a 'stolen' artifact from a rival. He gives them the address of the owner, and a description of the artifact, but no other information. In actual fact, the Sindaran who hired the PCs is the actual owner, and he's hired the PCs to steal the artifact from his own home! What is the artifact and why does he want it stolen? Is it a ploy to set-up the PCs, or if the Sindaran merely wants rid of the artifact, why doesn't he just throw it away?
--- Colin Chapman

5) The Dragon-Rider
In the Targ swamp of Taz, several hunters and patrols end up missing. Sometimes not a trace is found, sometimes those who search for the disappeared find whole areas terribly burned. Grudgingly admitting that there may be something supernatural involved, the local Thrall commander ask the PCs (either called to Taz for that purpose or there on a visit anyway) to investigate. They find traces of some humanoids and what can only be a (believed-to-be-extinct) Crested Dragon. When the PCs see proof in the form of a Rajan Nihilist-Priest on the back of that dragon they know they're in deep trouble.
Why are the Rajani in Taz? How did they get there undiscovered? What's the secret behind the dragon-rider? Are there more of those, in Rajanistan or elsewhere? The Tanasians spotted in the jungle, are they in league with the Rajani or are they there on some business of their own?
--- Ben Lyngfelt

6) R&D
A Yassan inventor needs subjects to test his new mechanical marvels. What are they? What do they do? Do they actually work? Will his rival attempt to sabotage or steal the inventions?
--- Colin Chapman

7) Wild Crystals
A Crystalomancer starts acting strange. The rumor goes that she may have been affected by a Wild Crystal (see the Crystalomancy Order). Those who might confirm the rumor disappear, so do those who try to find out what the problem is and to help her back to the true ways of Terra. The Crystalomancer gradually displays more and more power, including some unknown magic, and also more and more evil. First in secret, keeping an altruistic appearance, then more and more openly.
How far can she go before this supposedly saint-like Crystalomancer is viewed and treated as the villain she now is? What's the source of her evil behavior? How can she be stopped? What knowledge can be gained from her novel uses of Crystal magic?
--- Ben Lyngfelt

Crystalomancy as an Independent Order
by Ben Lyngfelt and Colin Chapman

In the standard rules, Crystalomancy is listed as a sub-field of Geomancy although, as noted, it is quite different in style and presentation, focused through natural crystals and always used in conjunction with nature, never damaging the environment or upsetting the natural order.

Although Crystalomancy is listed with its own unique Mode rules in the 10th Anniversary Edition (repeated later in this document for ease of use), the Physical Components, Advantages, and Limitations need obvious revision, so much so that Crystalomancy is effectively an Order unto itself. For example, the Elemental Magic description notes that "physical accouterments are not required [when spell casting]", which does not allow for the fact that Crystalomancers always need crystals to use their powers. Also, the Elementalists' Advantage of immunity to their chosen element works for a Pyromancer, who can't be hurt by fire - or even a Geomancer, who can survive rockslides and immersion in magma - but immunity to crystals is obviously ludicrous. Finally, Crystalomancy would be considerably more subtle and harmonious in use than a traditional Elemental Order, thereby rendering the standard Limitation useless. Bearing these factors in mind, here is Crystalomancy written up as a unique magical Order:

CRYSTALOMANCY
The Gnomekin Crystalomancers view their magic as a reflection of Terra, the Earth Mother, and regard Crystalomancy as a divine gift. Both the Crystalomancers and Daughters of Terra use magic of this Order, refusing to burden Terra with requests for aid, and working their spells in accordance with Her protective nature. Like caring gardeners or foresters, they tend to the crystals, grow new ones, and use them for the good of their people and the environment.

But protect also means defend. Crystalomancers do not hesitate to use destructive forces when needed; creating landslides, producing cave-ins or blasting their enemies with harmful magic, if their homesteads are threatened, although the Daughters of Terra are even more reluctant to use destructive magic. However, these powers are used with strict discrimination. The thought of violating the harmony of nature for personal gain is completely alien to the Gnomekin.

Therefore Crystalomancy is considered a great responsibility and requires unclouded judgment. Only those who have a deep respect for life, a compassionate nature and an acute sense of balance and harmony can be Crystalomancers or Daughters of Terra. Few non-Gnomekin are judged to meet these requirements; and outsiders are rarely, if ever, allowed to learn Crystalomancy. All are Terra's children, but experience has taught the Gnomekin that those who do not understand Her nature cannot be entrusted with Her secrets.

Crystalomancers do not use written works. The precepts of this Order are passed down by oral tradition. Every aspiring Crystalomancer or Daughter of Terra also spends a lot of time tending crystals, and learning their properties by taking part in their growth. Over time, the student develops a deep understanding of the nature of the crystals. Often a kind of bond is established, and most Crystalomancers, including Daughters of Terra, prefer to use crystals they have grown themselves.

Use of Crystalomancy is subtle, drawing magical energies from and through the appropriate crystal, causing it to glow and sometimes pulse softly, and the majority of Crystalomantic spells are cast by softly speaking a humble incantation in Terra's name.

Physical Components
All Crystalomantic spells require appropriate crystals; see Limitations below.

Advantages
Store Crystalomantic Force. A Crystalomancer can store spells to be used at a later time. This effect, basically a one-use enchantment, requires a storage procedure of 10 rounds per level of the spell. The stored power can be used by the caster or by someone else, all at once or a little at a time; but it cannot be reused, or even re-stored. Once a Stored crystal is emptied of its powers, it is dead and thus useless for all magical purposes, including regular enchantment and spell casting. This limitation is due to the storage procedure, during which a total merging between the crystal's innate properties and the properties of the spell takes place. Reluctant to burn out the precious crystals in this way, Crystalomancers are very restrictive in their use of Storing. Also note that Stored crystals count against the maximum number of enchanted items a person can carry.

Affinity
Crystalomancers get a +1 bonus to spell-casting rolls when using crystals they have grown themselves.

Limitations
A Crystalomancer cannot do magic without crystals. Each Mode requires a specific type of crystal (see below), and the level of the spell cannot exceed the number of carats of the crystal. Also note the ethical restrictions of Crystalomancy.

Modes (optional)
Not available: Illusion, Influence
Bonuses: Heal +3, Defend +3
Penalties: Attack -3

Example Spells
Mending (Transform)
A broken object isn't hurt, the way living beings get hurt; its parts are simply separated. By gently moving a Variagate crystal back and forth over the edges of the pieces - first making them soft, then hard again - the Crystalomancer fuses the parts together, and the repaired object looks as if it has never been broken. Some artists use a version of this spell while sculpting.

Terra's Touch (Heal)
The healing power of the Earth Mother flows from a gently pulsing Emeralite crystal into the sick or wounded recipient, soft green light seeming to bathe the wound.

Tunnel Hold (Move, Defend)
This spell, a protection against cave-ins, comes in two versions. Either a barrier is created to hold the roof of the collapsing tunnel (Defend) or the falling earth is levitated (Move).

The Wrath of Terra (Attack)
Rubiate crystals, stored with Crystalomantic force, are hurled towards the target, exploding with a blast of crimson energy with they reach the target.

Enchantment
Common enchanted items made by Crystalomancy include:

· Healing crystals (Heal) 

· Crystal blades, with an enchanted Topazine crystal at the pommel (Alter) 

· Crystals of Sealed Passage, vs. e.g. Darklings, Kra, or Subterranoids (Ward) 

Modes and Crystals
	Alter   
	Topazine   
	Rich yellow

	Attack   
	Rubiate   
	Fiery crimson

	Conjure   
	Albinite   
	Milky white

	Defend   
	Amberite   
	Warm orange

	Heal   
	Emeralite   
	Deep green

	Illusion*   
	Prismatite   
	Clear with refractive properties

	Influence*   
	Amethyte   
	Vivid purple

	Move   
	Azurite   
	Turquoise blue

	Reveal   
	Glassine   
	Perfectly clear

	Summon   
	Ebonite   
	Glossy black

	Transform   
	Variagate   
	Multicolored

	Ward   
	Umberate   
	Dark brown



* The Illusion and Influence Mode details have been included for those players who do not utilize the optional Mode rules.
Crystal Growing
The art of growing crystals is covered by the skill Agriculture (Crystals) in the standard rules. Crystals grow 1 carat per week, and need close supervision during this time. A Crystal Grower can maintain one growing crystal per level of ability; thus, a +10 skill means being able to nurture 10 crystals at the same time. Once harvested, a crystal cannot be grown further. Note that a Crystal Grower does not necessarily have to be a Crystalomancer.

Wild Crystals
The Earth Mother also harbors wild crystals, not grown by Crystal Growers. Such crystals are unpredictable; most of them cannot be used for Crystalomantic purposes at all, and the rest only at the Crystalomancer's own risk. Any Crystal Grower can determine which crystals (1 out of 10) are pure enough for spell casting and enchantment, but, short of Crystalomantic Scrying, there is nothing that can tell which of these will yield the desired results. One full fourth will have other properties than expected, and even those who are what they look like are difficult to control (-5 penalty on all spell casting and enchantment rolls).

Still, Crystalomancers value the wild crystals and take care of all they find. These crystals are Terra's gifts just like grown crystals are, and they should be handled and appreciated accordingly. Also, despite all their modesty, Crystalomancers are not completely without ambition. There is always the possibility that the unknown properties of a wild crystal will lead to the discovery of new uses for Crystalomancy.
8) Earthquake!
While staying in Maruk, a great and unnatural storm tears up the land, and earthquakes abound. In the vast sea of chaos caused by the destruction, maybe the PCs can save lives?
--- Colin Chapman

9) Digging in Quaran
A group of characters are hired by a scholar of the Black Arts (Necromancy), to bring back an ancient Quaran torture instrument of great power. This spiked prong-like item can be found in an old underground room deep in the ruins of the ancient city of Quaran. Of course the Scholar has a map!
The trick is getting there. The party will have to make their way through the Wilderlands and the Plains of Golarin, fighting Sub-Men and other Wilderland nasties! Once (or if) they get there they have to find the buried room and deal with the local creatures that haunt the ruins. 
Once the item is found it quickly takes over the mind of the character that touched it first, filling the character's mind with evil thoughts. The character becomes more agitated by the day and secretly plans on killing off the rest of the party! The only way to stop this is to realize that something is wrong with the character (this will be obvious) and try to take the away the item, which will be jealously guarded by the bearer! 
To add to the atmosphere:
This Seed sounds nasty and should be played with extreme atmosphere! It's up to the GM if any party members are killed. This could make for some bad blood. It is recommended that minor NPCs turn up dead instead, especially in cities were the local law can come into play.
--- Rich Wallace

10) Never Trust a Skank
During their travels the PCs (preferably PCs who have no idea what a Skank is) encounter a Skank who informs them that he is actually a magician of great power who was transformed into a Skank by a rival/magical mishap. He asks that the PCs help him to regain his former shape, in return for which he will grant them many riches. In truth, the Skank is lying, but will thoroughly enjoy directing a band of adventurers on many whimsical errands/adventures until such a time as someone tells them what a Skank is, and they discover he has been playing them for fools.
--- Colin Chapman

11) The Stone
A huge rectangular slab of stone was uncovered by a group of Jhangaran mud-miners. They didn't quite know what to make of it, since it didn't seem to be natural, and was of a material foreign to the Jhangaran swamps. The next trader who came through, a Pharesian amber-trader, informed them that he could sense something magical about it, and agreed to send word to Cymril, asking for assistance.
Now the party has been dispatched to Jhangara, but dark omens abound. Druhk assassins try to take out one or more party members with poisoned darts. Dark-robed Dhuna are seen in the jungle, but never approach. A group of Aamanian pilgrims are encountered, claiming to be on a holy pilgrimage (although they're carrying quite a bit of steel for mere pilgrims.)
What is this stone dolmen? Why are so many factions after it? Who (or what) killed the entire Jhangaran village? And how does this connect with those black ships off the southern coast?
--- Mark Williams

