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Curse of the Crimson Throne Session Summary 11/09/2008 

Attendance 

 Bruce (Valash Not-Gurelle) proclaims, “Yesterday was a day beyond compare, 

with pleasant sunlight, a bit of exercise, a big pot of cold-brewed coffee and a vat full of 

homemade soup.  Especially the coffee – thanks to it, yesterday hasn’t even ended for me 

yet!  Can today be any better!  Yes!  Yes it can!” 

 Ernest (Annata Vieri) tells the others, “Now that I’m a Democrat, I figured I 

needed to start listening to more NPR.  You know, and really embrace that whole 

bleeding-heart liberal cultural thing.  But then Prairie Home Companion came on and I 

just couldn’t do it.  I hate that man so much!” 

 Chris (Malcolm Zirkus) points out, “It’s okay, man.  Not everything has to be 

about Garrison Keillor, even if Bruce over there things that guy walks on water.” 

 Paul offers, “Who cares about NPR!  I have a big bowl full of candy!” 

 Ernest agrees, “Oh yeah!  I can totally put myself upon a sugar high and then talk 

about the nature of evil in gaming for hours!” 

 Patrick (Thorndyke) walks in and offers, “At least until the crash hits him.  Then 

he’ll sleep like a baby.  I can only hope that this happens soon.” 

 

Character Player Race Class & Level Notes 

Valash Not-

Gurelle 

Bruce Half-Elf Sorcerer 4 

(Air Elemental) 

Half-blooded Chelaxian bastard 

Annata Vieri Ernest Human Cleric 4 

(Holy Warrior) 

Cleric of Sarenrae. 

Malcolm Zirkus Chris Human Fighter 4 Chelaxian, and proud of it! 

Thorndyke Patrick Human Ranger 4 Chelaxian, but not nearly so proud. 

 

Who Are We Working For? 

 Annata Vieri points out that the characters, by working for Field Marshal 

Cressida Kroft, are getting involved in the ongoing power struggles of Korvosa.  She has 

developed a strong desire to understand the current political situation.  An important 

detail is that the old Seneschal, who serves as the liaison between the royal family and the 

Sable Company, was slain in the disturbances following the death of the old King.  Field 
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Marshal Kroft is responsible for appointing the Seneschal.  The obvious candidate is the 

Commander of the Sable Company, Marcus Endrin, but the domestic situation has been 

so unsettled that there has been no opportunity for the appointment. 

 Annata spends significant time talking to her mentor Valdur Bromathan (the head 

of House Bromathan and also a minor priest of Sarenrae) and to Vencarlo Orisini on the 

recent developments.  She learns, among other things, that Queen Ileosa is not well-liked 

(and only barely acknowledged) by the Sable Company and the Academae, but nobody is 

publicly suggesting that she should be replaced.  House Arkona remains quiet, but there is 

ongoing speculation that they are exploring their options should the new Queen turn out 

to not be up to the job. 

Helping the Sick 

 Sergeant Grau hunts down the characters to report that he needs help: his niece 

has broken out in red pox and nobody knows what is wrong.  She cannot keep food 

down, and the herbalist’s filth is having no effect.  Her mother has talked of going to the 

Bank of Abadar for help, but she does not have the money.  He tells the characters that he 

was very impressed with their previous exploits, and hopes that they can help.  Annata 

Vieri promises to do what she can.  Grau tells the characters that his sister-in-law Tayce 

Soldado lives in Trail’s End.  His niece is named Brienna. 

 The characters head over to Trail’s End en masse.  On the way, Grau explains that 

Tayce’s husband was killed by highwaymen so she is raising her three children alone.  

The house is dilapidated and in need of repair, but the interior is clean and tidy.  Spasms 

of ragged coughing come from the attic above.  An acolyte from the Bank of Abadar sits 

in the kitchen, brewing something from cinnamon and anise. 

 While Grau goes up to talk to his sister-in-law, Annata examines the cauldron the 

acolyte is preparing.  She recognizes the preparation as being good for fevers.  The 

acolyte introduces himself Ishani Dhatri.  He admits that he has never seen symptoms 

like this before and fears that this may be a harbinger of some horrible new plague. 

 About this time, Tayce Soldado comes downstairs.  She is a woman of perhaps 

forty with a tired, wan demeanor.  She takes Annata Vieri up to see Brienna.  The girl is 

covered in angry red blotches and consumed by hacking coughs.  She is insensible, and 

clearly in the final stages of the sickness.  Annata examines her and estimates that she 
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will perish in no more than two or three days.  She casts Delay Disease and then sets to 

treating the girl. 

 Valash Not-Gurelle attempts to ask Brienna’s brothers and some of the locals 

about other people with similar diseases.  Malcolm Zirkus notices that Valash’s shuffling, 

sideways gait and tendency to mutter to himself is making the locals nervous, so he helps 

out.  They find plenty of diseased people, but nobody with Brienna’s particular illness. 

 Along the way, Valash finds that he can’t help but tell Malcolm about his new 

hobby.  Ever since he took those painting supplies from Trinia Sabor he can’t stop 

painting.  He’s already painted a whole series of illustrations of monsters and atrocities, 

though he notes that he has already had to buy new blue paint three times – all those 

monsters and horrors just demand to be painted in blue.  Malcolm suggests that Valash 

really ought to find himself a new new hobby, but Valash will have none of it. 

 Then they learn that Brienna has recently been very popular among the local 

children because she gave everyone candy.  The candy came from the candy-shoppe in 

East Shore.  The money for the candy was some silver that she found in a box along the 

river. 

 By the end of the day, Annata Vieri has managed to successfully treat Brienna’s 

fever.  When Brienna’s fever breaks and she regains consciousness Annata finds that she 

has become Brienna’s and Tayce’s hero. 

 The next day, Annata finds that she has headache, fatigue, coughing and a nasty 

rash.  She casts Delay Disease upon herself, but not before losing 1 CON and 2 CHA, 

and then works to treat herself.  The rest of the group spend the day fruitlessly searching 

up and down the shore for Brienna’s mysterious box.  Except for Malcolm, who buys 

Tayce a pig. 

The Call of the Fates 

 The characters come back to Tayce Soldado’s house to find Annata Vieri in a 

trance, laying out a Harrow reading.  Annata has a vision of fighting strange leaping 

ghouls in the city.  Malcolm sees himself standing in a hospital, fighting strange faceless 

women and black birds over the bodies of the dying.  Thorndyke sees a man wearing a 
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long apron with dozens of surgical tools hanging from it.  Valash has a vision of standing 

in the sewers, fighting against wererats with blue-glowing eyes.  The Harrow layout is: 

Past Present Future 

The Rabbit Prince The Owl The Tangled Briar 

The Joke The Snakebite The Foreign Trader 

The Avalanche The Hidden Truth The Vision 

 

As the reading progresses, Valash pulls out his notepad and starts to sketch in chalks.  

Blue chalks. 

 Each character gains two Harrow points.  These are CON points and may be used 

for a variety of purposes: 

• To reroll any CON roll; 

• To rest for a minute and regain Character Level hit points and one point of ability 

damage; or 

• To gain DR 3 for one encounter. 

Vencarlo’s Note 

 The day after the Harrow reading Annata returns to the Pantheon of Many to find 

that there is a note from Vencarlo waiting for her.  He invites her and her companions to 

visit him at his school in Fort Korvosa.  Fort Korvosa is the inner walled section of Old 

Korvosa that was once the entire city, back when it was nothing more than an outpost 

against the Shoanti.  It is also the location of the House Arkona palace. 

 The characters group up and head over to see Vencarlo Orisini, over on Hillcrest 

Street.  A sign on the door reads, “Classes Cancelled Today!”  The building is quite 

impressive, with a grand balcony and a stone archway over the wooden double doors.  

Valash notices that the knockers are a pair, a pseudo-dragon and an imp.  Valash offers, 

rather lamely, “Nice knockers!” 

 Vencarlo asks the characters in.  He seems concerned, and explains that he has a 

task for the characters.  He leads them in to the sitting room where the characters find a 

disguised Trinia Sabor.  Vencarlo goes on to offer up a far-fetched story on how the 

rogue Blackjack dropped her off at his home on the evening of her rescue from the 
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headsman’s block.  It is clear to Valash that Vencarlo and Blackjack are one and the 

same. 

 In any case, the problem is straightforward: Vencarlo needs to get Trinia Sabor 

out of the city.  He can provide a horse and supplies and urges (against the characters’ 

natural inclinations) a simple, subtle egress from the city. 

The Road Out of Korvosa 

 The characters are chatting with Trinia Sabor on the way out of the city when a 

strangely aggressive beggar with angry red splotches on his face accosts Valash Not-

Gurelle.  Valash is horrified and reflexively flings twenty gold at the man to keep him 

away.  A moment later, he explains, “I’m actually very charitable, but my charity is 

completely driven by fear and disgust.” 

 The characters continue walking. 

 Annata attempts to engage Trinia on how she developed such dramatic skills, but 

Valash and Thorndyke hurry the pace.  Both of them look around at the crowds, 

nervously looking for signs of disease.  They are quickly able to see a variety of folk with 

distinctive red rashes.  Thorndyke points out a sickened merchant to Malcolm Zirkus, 

who proceeds to talk to the man.  Valash Not-Gurelle hovers anxiously in the 

background, debating whether or not to turn invisible (on the grounds that the fever might 

not be able to see him).  Malcolm ignores the nervous sorcerer as he attempts to 

determine where merchant might have contracted the fever.  He is unable to figure out the 

answer. 

 A short time later, the characters wave Trinia Sabor farewell and watch as she 

rides into the sunset.  Malcolm Zirkus notes, “Well, once again the villainous Trinia 

Sabor escapes the bonds of justice, ready to plot and murder again.” 

The Blood Veil Plague in East Shore 

 Then the group heads off to East Shore to find the shops where Brienna spent the 

silver coins she found.  The characters find nothing in the shop, but when they ask around 

among the locals everyone is talking about the Blood Veil plague.  Valash in particular is 

alarmed, reporting that he found that the plague came from infected rats in Magnimar and 

that the whole thing is a plot by the Magnimarians.  He also claims that there is plague 
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sign even among the staff of the Bank of Abadar.  Malcolm points out that a couple of 

folks told him that the plague seeks out loud talking.  He urges the sorcerer to quiet down 

if he values his health. 

The Grand Vault of Abadar 

 The characters head over to the Grand Vault to find a crowd of plagued locals 

crowded around the gates.  A group of Abadar acolytes and guards turn all away.  Annata 

indicates that she wants to get through the crowd so she can try to talk to Ishani Dhatri.  

After the idea of becoming invisible falls through thanks to the density of the crowd, 

Malcolm and Thorndyke muscle their way through, clearing the way for Annata.  She 

talks to the guards, convincing them to let the characters through. 

 The great hall inside is little better: acolytes and patrons eye each other with 

suspicion.  Annata is quickly able to find Ishani Dhatri, who confirms that the Blood Veil 

plague has spread at an alarming rate.  He notes that the Arch Banker is currently forming 

alliances with other temples in the city, not least because there are no more than ten to 

twelve priests in the city with the power to magically cure disease. 

The Queen’s Physicians 

 The characters hurry to Citadel Volshyenek in time to see a presentation by the 

Field Marshal and an armored woman in a blank-faced helm, backed by an ominous-

looking assembly of men in robes of black oiled leather, wide-brimmed hats and pointed 

physicians’ masks.  They are led by Doctor Davaulus, a concerned-looking man who is 

the Head of the Queen’s Physicians.  The Field Marshal instructs the assembled troops 

that they are to escort the Queen’s Physicians as required to help the people of the city, 

and further that the men of the Guard must obey commands from the Queen’s new Gray 

Maidens order as if they were senior officers from the Korvosan Guard or the Sable 

Company. 

 The Queen’s Physicians themselves are apparently a newly-formed organization 

with stunningly wide powers to contain the progress of the Blood Veil and help the 

people of Korvosa, including the privilege to enter any building in the city at any time..  

The Gray Maidens are a special organization reporting directly to the Crimson Throne 

that exists to provide military support to the Queen’s Physicians and enforce order in the 
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city.  A broadside being handed out to the troops (and apparently to be posted throughout 

the city) indicates that impersonating one of the Queen’s Physicians, preventing them 

from carrying out their duties, or deliberately spreading the Blood Veil plague are all 

crimes punishable by death. 

 Malcolm and Annata both attempt to make some small talk with the Gray Maiden.  

They find that the woman is very short on words but rather long on attitude.  They do 

manage to learn that Sabine is the commander of the Gray Maidens.  As usual. 

 Later on, Field Marshal Kroft admits to some concern over the Gray Maidens, but 

does explain that they were in the process of formation even before the death of King 

Eodred. 

The Next Morning 

 Valash Not-Gurelle returns to his shop and obsessively seals all the windows and 

doors before going to sleep.  His neighbors are awakened early the next morning by his 

screams as he discovers that he has contracted Blood Veil.  He hurries over to Annata’s 

flat, where she has discovered that she is also affected.  Again.  She treats both of them, 

then starts passing around curative herbal teas to the other characters. 

 Malcolm goes out to the marketplace to buy scented handkerchiefs. 

 Once Malcolm is done with shopping, the whole group heads over to the 

Pantheon of Many to assess the situation.  It is clear that the priests there are being 

overwhelmed: the most impoverished areas of the city are the centers of the disease.  The 

Korvosan Guard is already quarantining some neighborhoods.  Doctor Davaulus has 

taken over an old warehouse on West Dock as his headquarters; the place is rumored to 

be a former smugglers’ haunt with all manner of secret passages.  Also, some citizens 

hunted down a wererat and killed it with a silver ax.  Dockworkers claim that the sewers 

are overrun with the things, and that they spread disease.  

 Annata tells Valash that a product called Lavender’s Luxurient Liniment is able to 

minimize swelling, reduce rashes, and cure blood veil.  She is not surprised a bit when 

Valash immediately heads off to Lavender’s Perfumery to buy some.  The others follow 

him and notice that there is a line of citizens four blocks long coming out of the shop.  

Valash gets into line as Malcolm rolls his eyes.  Malcolm finds a citizen coming out of 

the shop, intimidates the man into selling his potion for four gold (original price was two 
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gold) and then handing it to Valash.  Valash doesn’t even wait to get out of the street 

before opening the bottle and rubbing it all over him.  The others note that he smells nice 

now, though Annata has a lot of doubt on whether the stuff has any medicinal value. 

Wererats at the Docks 

 The characters head to the docks and start looking for signs of wererat infestation.  

They learn that the one slain wererat was something of a fluke, and that the only other 

thing anyone has found is a series of old nests.  Then the characters find a squint-faced 

old woman with yellow eyes who questions their motivations.  She points out, “Why do 

you think the rats spread the plague?  That is nothing but a superstition.  I fear a return to 

the hateful days of old, the days of violent government rat-hunts and suppressions.”  She 

tells them about a violent wererat named Girrigz Ripperclaws who has been agitating 

aggressive action against the humans in their time of weakness.  She says that Girrigz 

does not understand the sort of force the Korvosan government will direct against him 

and his followers should he provoke them.  She asks that the characters talk to him.  She 

cautions that he has many followers, but asks that the characters avoid killing them. 

 The characters agree to help.  She gives them directions through the sewers.  The 

characters delve down underground. 

A Quick Journey into the Wererat Warrens 

 Thorndyke leads the characters through the visible haze of noxious sewer gases.  

The trail leads to a man-sized crack in the sewer walls, and then to a natural cave filled 

with sewer slime, vile mushrooms and rotting straw.  Two dire rats and three wererats 

glare at the characters.  Thorndyke mourns, “I’m covered with filth.  I wish we could get 

something like galoshes or hip-waders.” 

 Valash reassures him, “Don’t worry: disease isn’t carried in filth.  It’s carried by 

bad air and vapors, like you’re breathing right now.” 

 Annata tells the wererats, “We are symbolic of the overwhelming force of the 

humans.  Who wants an object lesson today?” 

 One of the wererats hisses at the characters. 

 Three dire rats swarm over Thorndyke.  Valash responds by casting Enlarge 

Person on him.  This causes him to swell into one of the areas of black mushrooms, some 
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of which start shrieking loudly.  Thorndyke smashes one dire rat.  Malcolm obliterates a 

second.  Valash cooks a third, though he leaves it standing. 

 The wererats move in with rapiers and inflict narrow, deep wounds upon 

Thorndyke and Malcolm.  Malcolm answers with a wide swing of his silvered falchion, 

cutting through the wererat’s chest and felling the creature.  Aware that the characters are 

not to slay any wererats, Annata moves in to stabilize it. 

 More wererats and dire rats pour into the chamber, responding to the alarm.  

Three of them leap onto Malcolm and start chewing upon him.  Valash responds by 

healing the fighter with his wand.  Annata giggles inappropriately. 

 Malcolm lays about with his falchion, slaughtering three dire rats. 

 Annata rather desperately yells out, “We’re just here to talk to Girrigz!  We’re not 

here to fight you!”  She notices that the wererats all ignore her, so she casts Spiritual 

Weapon just in time to see a swarm of smaller rats surge forward. 

 Malcolm howls out, “I have a silver blade!  You respect me!  You respect me 

now!”  He downs two wererats in quick succession, then carefully steps out of the rat 

swarm. 

 Valash moves in right after him and drenches the rats in an Electric Burning 

Hands spray, killing them all.  He announces, “Meat’s back on the menu, boys!”  Annata 

shudders.  Thorndyke sniffs burning rat and drools. 

 Malcolm yells, “Surrender, you bastards!  We have silver weapons and you guys 

are pussies!”  He knocks a wererat silly with the flat of his blade.  Against his 

expectations, the remaining wererats surrender.  Annata celebrates with a couple of 

Healing Bursts to bring the downed wererats back up. 

 Malcolm stares down the wererats, “Somebody’s Mom sent us down to knock 

some sense into you people!”  The wererats are uncooperative.  They point out that the 

humans always try to kill them and force them to do terrible things.  The characters order 

them to turn over their valuables and leave, but not before offering them some career 

advice, to whit that they should use weapons that aren’t so effeminate, learn to swear, 

dress in red-and-white striped shirts and knit caps, and become dockworkers.  The 

wererats are confused by the characters’ advice.  The slink away, all except for one with a 

broken tail who gets to escort them to Girrigz. 
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The Rat Warrens 

 Broken-Tail leads the characters into the Rat Warrens.  Along the way, Annata 

asks, “So, do you have a name other than Broken-Tail?” 

 Valash grumbles, “You had a name, but I’ve taken it.  You see this bag?  That’s 

where your name is now.  Until I give it back, you’re just Broken-Tail.” 

 Annata rolls her eyes.  Again. 

 The wererat squeaks, “Once upon a time, long ago, I was known as Bob.” 

 Valash mouths, “Bob” and gestures at his bag. 

 Annata concentrates on getting Broken-Tail Bob to lead the characters into 

Girrigz’s den.  Girrigz Ripperclaws is waiting for the characters with a grimace and a 

silver rapier.  The characters notice a crude map of Korvosa pasted to the wall behind 

him, apparently so he can plan out his revolution. 

 Girrigz snarls at Bob, “You would lead these humans here?  I will kill you as soon 

as I kill these humans!”  He snarls and attacks!  Malcolm answers with an overhand chop, 

but Girrigz deftly dodges to the side.  The wererat responds with a barrage of slashes and 

bites that leaves Malcolm bleeding profusely. 

 Annata casts Mark of the Outcast on Girrigz, leaving him with a permanent tattoo 

on his face.  Valash decides to take a different tack and casts Enlarge Person on Malcolm 

and Thorndyke. 

 Girrigz continues to slash Malcolm into ribbons.  Annata moves back and 

supports the fighter with Cure Moderate Wounds.  Valash approaches the other end of the 

problem and hits Girrigz with a Ray of Enfeeblement.  Valash is terribly glad to see that 

Girrigz’s next flurry draws substantially less blood from Malcolm. 

 Enheartened, Malcolm’s next strike hits true.  Girrigz gasps and staggers back, 

then surges forward to drive his rapier through Malcolm’s lung.  Malcolm gasps, “That 

was pretty bad, but it would have been worse without the strength reduction.”  He strikes 

again and crushes the wererat to the ground. 

 Annata moves in with a Healing Burst to help Malcolm and stabilize Girrigz, 

explaining, “We’re not supposed to kill him, just talk some sense into him.”  The others 

tie him up and determine that he is carrying: 

• A Chain Shirt +1; 
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• A Silver Rapier +1; 

• 30 gold pieces. 

Annata points out that the Mark of the Outcast will give him a –5 penalty on Diplomacy 

rolls, so even if he doesn’t listen to reason he’ll have a lot of trouble holding a wererat 

gang together.  A search of his lair produces: 

• 22 daggers; 

• 12 shortswords; 

• 3 light crossbows; 

• 60 black metal bolts; 

• 4 chain shirts; 

• 12 flasks of alchemist’s fire; 

• a masterwork longsword; 

• a masterwork suit of chainmail. 

The characters bundle all the gear up under the notion that there’s no good to be had from 

leaving it with Girrigz so he can make trouble.  They leave the piles of rotted food and 

rope behind. 

 For all of the characters’ efforts to talk sense to Girrigz, and Annata’s efforts to 

convert him into the faith of Sarenrae, the wererat is unrepentant.  The creature snarls, 

“You’ve done what you came to do.  None will follow me now.  Leave!  Leave and never 

come back!” 

The Trapped Otyugh 

 As the characters tramp back out, a voice blubbers out from a dark corner, “So 

hungry!  So hungry!”  Valash flings a Lighted stone in to reveal an otyugh.  The creature 

admits that it was caught by the mean rat-humans.  After exacting a promise that it will 

not attack them, Annata throws it some of the wererats’ rotted food. 

 The characters try to figure out how to free the creature.  Annata moves closer to 

get a better look at the chamber it is caught inside.  The creature attacks her as soon as 

she get in range.  She leaps back out of range and scolds it. 

 Moving back into the tunnels, the characters are able to find that the otyugh is 

trapped in the tunnels between two metal grates.  A wall-mounted mechanism seems to 
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control the grate, but has been jammed to keep the gate closed.  The characters pile some 

food in front of the grate.  Then Valash turns Thorndyke Invisible.  The ranger sneaks 

out, unjams the mechanism, and slips away.  Valash is very happy to know that otyughs 

can’t see invisible things. 

Again the Yellow-Eyed Woman 

 When the characters return to the surface, the yellow-eyed woman is waiting for 

them.  She tells them, “My name is Eries Yellow-Eyes.  I have information you might 

want.  Several of my brethren were watching when the ship was destroyed on the river.  

There was nothing visible upon the ship before it sank except a single yellow light.  They 

found nothing but boxes filled with dead rats and some bags of silver coins.  Sensing that 

something was wrong, they kicked the boxes back into the river.  There was something 

deliberate in it all: the boxes were conveniently bound to floating timbers.  I can show 

you the exact spot on the river where the ship sank.” 

 She also offers to sell the characters Potions of Water Breathing for 375 gold 

each, half price.  The characters conclude that her children are actually stealing the 

potions, explaining the bargain pricing. 

The End of the Session 

 The characters all rise up to 5
th

 level.  Next session will start with some amateur 

diving to investigate a sunken derelict. 


