Bringing You Together – The Path to 2nd Level
Goal:
To get your diverse group together in one place, with similar set of goals, in order to proceed with the bulk of the campaign, while allowing the opportunity to reach 2nd level relatively effortlessly.  
Background:
Each of you has specific goals.  Some goals may coincide with the goals of others, some may vary.  In any event you will be coming together via the following narrative.  This will occur in two parts.  The first part will be the gathering of the adventure team.  The second part will be the group’s first outside conflict and the meeting with the remaining members of your team.  From there, the adventure will proceed normally.

PART 1:
The Archaeologist’s Offer.
In the summer of the year 610, Rayson Caphelon (Robert’s character), the 3rd son of a high-ranking Perrenland noble, journeys into Lord Ordin’s capital city of Krestible, located in the southerly region of Perrenland, near to the Yatil Mountains.  While staying in the city, he chances to meet a middle-aged Sage and Archaeologist by the name of Whittlesee.  Cassius Whittlesee.  Whittlesee is apparently a minor nobleman with some connections in local city governments.  Despite his apparent lack of material prosperity, Whittlesee is a highly articulate and pleasant fellow, whose name is fairly well-known in the region as an experienced, if aged, explorer and archaeologist.  Whittlesee has heard of Rayson (though never met him), and had once been an adventuring companion of Rayson’s father.  He is aware that Rayson has chosen to seek adventure, rather than dedicate himself to service in the military, and this helps encourage Whittlesee to reach out to Rayson – sensing a common thread – that adventuresome spirit and restless soul.  
During an evening of leisure, drink, and conversation, Whittlesee speaks to Rayson about an expedition he wants to form.  He tells Rayson that he is looking to find a map rumoured to show the way to a vast, lost underground Dwarven city.  Within the vast subterranean expanse, rare and exotic weapons and armor are rumoured to be strewn in secret chambers.  Whittlesee’s latest information seems to point first to the town of Marikest, a 2-day journey to the southwest of Krestible, and located at the mouth of the mountain trading pass, better known as “Brightstone Alley.”  There, a Sage by the name of Murgora, should be able to provide additional leads on the rumoured map.  Whittlesee would like for Rayson to post a written notice in select places throughout Krestible, to recruit some suitable candidates to form an expeditionary group.  He explains, in his learned experience, that it is better in the long-term to recruit participants early rather than later – in order to encourage greater sense of inclusion, friendship, and loyalty to the cause – important elements that can best be built and improved the longer amount of time an adventuring group is together and encountering situations as one. 

He goes on to tell Rayson that due to an injury that cannot be healed, as well as his advanced years, he will not be able to make the journey himself.  He bids Rayson to organize the party, and then report back to him with the names and occupations of the recruits.  Whittlesee will pay each member of the party, including Rayson, 50 gold pieces in advance, and then pay each an additional 150 gold pieces upon return of the map; lesser amount if the group only obtains additional information but no actual map.  If the group should discover other forms of treasure during the course of their expedition, they may keep whatever they find.  Whittlesee doesn’t particularly care who is to lead the overall expedition – as with many of his own adventures, it is often best left to each adventuring group to select a leader or leaders from amongst themselves.  Sensing something trustworthy about this man, and ever-eager for an exciting adventure, over a clink of glasses and a handshake the men agree to form a partnership, to go forward with the expedition.    

That night before retiring, Rayson thinks about this journey, and takes a few careful notes:

· Travel southwest overland 2 days from Krestible to Marikest.

· After arriving in Marikest secure accommodations and meet town leader (Gerard Ishkar) next day or as soon as possible.
· Seek out the Sage Murgora (a resident of the town) for additional instructions.  (Whittlesee provides Rayson an additional 100 gold pieces to use solely for consultation with the Sage.)
· Goal of expedition is to retrieve a map or diagram which is purported to show the location and/or directions to a lost underground Dwarven city (believed to be named Khundrukar).  It is hoped Sage will provide leads sufficient to result in discovery of map, or at the least, additional information as to further leads.
· If map can be obtained, return map to Whittlesee for reward (150 gp per party member) and next steps.

· If map cannot be obtained after sufficient researching and searching, report back to Whittlesee for lesser reward (perhaps 50 gp per party member) and next steps.

Next day, Rayson ventures out to select portions of Krestible, and posts a few briefly-worded missives in local establishments, hopeful that suitable candidates would come forward and make themselves known.  After visiting The Yearning Devil – one of the Baron’s Quarters more interesting and multi-cultured establishments – Rayson prepares to head off into the Merchant Quarter to speak with some Guildsmen.  As he walks towards the door, he hears the brusque shout of someone from behind, calling his name.  As he turns, he notices a rugged-looking dwarf, pointing at the missive Rayson just moments ago nailed to the wall.  Rayson pauses a moment, eyebrows raised, arms folded, awaiting response from the diminutive figure.  The dwarf introduces himself as Pox, and tells Rayson he is an expert explorer and that he would be crazy not to have him along on this expedition.  Rayson pauses a moment, and then nearly at the same time both of them let out a laugh, shake hands, and agree.
Over the course of the next several days, Rayson and Pox receive a number of responses to the posted missives.  Over this time, an unlikely but nevertheless skillful set of individuals step forward in response, to stake their interest in the adventure and to sign on as companions in what seemed would prove an interesting journey.  Perhaps an unlikely group it was, but each had unique and valuable abilities which intrigued Rayson and Pox, and thereby brought them all together:  A priest from faraway lands to the west by the name of Zuka, claiming to have journeyed here at the behest of his temple elders.  A spell-caster and fate-spinner by the name of Mathius, who claimed to have come to the city by turn of fate – knowing he would discover others of like mind who also would take a journey of great reward and peril.  A rogue of unique skill and adeptness, named Marcen, who recently “decided against” joining Krestible’s Rogue Guild, and so has set out in search of better fortunes and greater rewards.  And a <character class> of <expletive> <adverb> <adjective>, by the name of Michele, <brief explanation of her character’s background> and <fill in the blank here>.  And so it appeared, Rayson and Whittlesee had found their adventuring party.
More preparations were needed – some supplies and transportation.  The group put their heads together and decided on a few practical items that they could afford.  Then, on Starday of the 3rd week of Brew Season, the band of followers equipped themselves and set out towards Marikest, 2 days journey to the southwest.

PART 2:
A Tense Turn at the Tavern

Their first night on the journey, the group stopped over at a small inn and tavern in one of the hamlets dotting the farmland countryside.  Simply minding their own business and enjoying the fine drinks and warmth of the inn’s large hearth, at one point a patron at the inn made an offhanded and ill-mannered remark about the local nobility.  It sounded like Rayson’s father’s name was mentioned.  As Rayson is putting down his mug and starting to rise to his feet to address this patron’s “concern,” Pox suddenly – and rather quickly – beats Rayson to his feet, and himself confronts the ill-mannered patron right then and there.  One thing naturally leading to another, a skirmish between Pox and the inn patron ensued, which was quickly stopped by the combined efforts of both groups’ associates and the Innkeeper.  The Innkeeper, a large man of some repute and intimidating manner, sternly told the groups to take it outside, which they promptly did.
Once outside the Inn, not wanting to walk away from a chance at a fight – fair or otherwise – Pox decides to expand the discussion with the ill-mannered inn patron.  Being ever the restrained nobleman, Rayson tries to hold Pox back.  But, you see, Pox is far too quick to be held down when faced with an opportunity for a worthy fight.  And, as one would suspect, another skirmish quickly ensued.  This time, however, some of the man’s associates came outside to join the commotion.  And so a general melee ensued.

Now normally this time of year the sky is cloudless, the air is cool with light breezes, and the sounds of nature’s harmonies can be heard within the lightly wooded groves and pasturelands.  But on this night, the two travelers heard the sounds of men fighting – the shouts, clash of fist on flesh, even the sound of spellcasting.  Just a short distance away, down around a curving path, the travelers made haste – in time to see the melee taking place out front of the inn.
By this time, the fight had almost died down, with associates on both sides of the discussion nursing various bumps and bruises.  One even lay there in the dirt moaning, barely conscious.  The two travelers, a man named Copan and a woman named Mavin, assisted both the broken inn patrons as well as Rayson’s group with some needed healing, then proceeded to strike up a conversation.

Not to delve too deeply into the topics discussed that night, suffice it to say that Rayson and his comrades realized that these two travelers of spirit and nature would be perfect for this journey.  Appearing to be shamans or druids of some sort, and explaining what it was they sought, Copan and Mavin realized that encountering this expedition had been foretold to them by their divine elders and vision quests, prior to setting out on their own journey of discovery.  It only made sense now that these individuals all come together. 
The following morning, the group of adventurers set out to Marikest.  After a pleasant day’s course, they arrived at Marikest at midday.

Aftermath:
After the formation of your group, and the encounter (and combat) at the inn, you each receive 501 additional experience points.  This should put all (or most) of you at 1201 experience points, sufficient to take you to 2nd level.  (You need minimum 1000 experience points to reach 2nd level.)  You may level up NOW.  Go ahead and make your character 2nd level, and factor in all the additions to your character now, and as we start the adventure proper you will be ready as a 2nd level adventurer.  If you choose to multi-class, you may do so.  

Additions:
At the start of the adventure, Whittlesee provided each of you with one good riding horse.  If you already have a horse, you may take an additional 25GP instead of the second horse.  You may also choose to donate the additional horse to others, or use it to carry supplies.  It’s your choice.  
Whittlesee also gave each of you an additional 50 GP, as a small down payment and to help you purchase any additional supplies you may feel you need, and/or to help pay for the service of hirelings (including Sages).  You may purchase anything in the game books that is not exotic, rare, or magical (above 3rd level), bearing in mind the cost markups as stated in the Perrenland Regional Information and Character Resources handout.  
You may combine this extra gold among yourselves to purchase something for you as a group, if you wish.  I leave that up to you to decide at the first game.  If you have a hankering for something exotic, rare, or higher-level magical (above 3rd level), please consult with me specifically about it.  At Marikest (where you will be starting), there may be certain rarer or exotic items available for purchase, since Marikest is a small trading post.  Just ask me if you are looking.  
You may also hire hirelings, such as guards, porters, guides, etc. if you like, which you would likely have done back in Krestible.  Be sure to keep track of whom you hire.  Regardless, once the game starts if it isn’t written on your character sheet – you don’t have it with you!   
Final Note:
Given the time between when your character arrived in Krestible and the time your group formed, you have more than enough time to procure whatever personal supplies, information, and/or magic you are able to afford.  If you want to create or craft items (such as scrolls), go ahead and make as many as you can afford.  Time waits for no man.  
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