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�
Spoilers ReadMe for A Harper’s Tale: Prelude


By JO Cool





Life has no meaning but what we give it.


I wish a few more of ye would give it a little.


~Elminster of Shadowdale








	Gather round children of Faerûn for ‘tis not often in a lifetime or two that a being of our world is able to witness such a glorious event unfold.  That is why, with every fabric of my soul, I shall impart upon you a tale of such simplicity in the grand scope of normal events, yet wrought with purpose for the betterment of our existence.  A time that will soon know trouble.  A time, where moments before, the world will almost seem to stand still.  A harrowing time, in which one young hero will return a grateful favor and create a Harper’s Tale.


	


[Player Note:] – MOD Info - This is a Spoilers Read Me file for a series of Neverwinter MODS entitled A Harper’s Tale by Dave Mason and SideStep.  Following are many words of wisdom, advice, hints, and simplified walkthroughs as told through the eyes of the Old Mage of Shadowdale himself, Elminster.  Each of the fictional sections told by Elminster are in italicized text for easier reading within this document, but can be skipped if the player chooses just to get to the notable sections.  Continue to read on if you seek some answers or direction in your adventure, but be warned that some of the truth you seek may spoil the tale that will soon �unfold before your very eyes.  Any forthcoming sections noted (as this one) with the bolded ‘[Player Note:]’ title are for you, the player, and not part of the characterization behind this Read Me file.





	It is not easy to explain the power that I hold over the magical weave upon Toril that I call art�art.  I do not say that in a boastful way or try at all to jest, nay belittle, your understanding of the power that we all have within us.  I tell you this so that you may try and grasp why I have the ability to tell a story yet to transpire.  I, Elminster of Shadowdale, have traveled into the depths of our world, taken on the power of the Magelords, witnessed the destruction caused by �Spellfire, and touched the divine face of Mystra herself.  These, and many other noteworthy travels, have given me the ability to see beyond my own existence and travel to other worlds, both distant and parallel to our own.  I dare not reveal all my secrets or pretend to know of how my abilities have grown, but I will say without any doubt, that I have lived through this story as if it were my own.  It was in the exact time and place where you now begin to take those brave steps and return a favor to an old friend that I also labored.  The events that unfolded in my parallel beginning may have taken on a completely different course, but I will share my experiences with you, all the same, so some mistakes can be avoided and rewards truly discovered.  Let the great bards of all our worlds sing of a Harper’s Tale.





[Player Note:] – MOD History - It is the Year of the Prince, 1357 in the Dale Reckoning.  In the weeks immediately preceding the journey to Thunder Gap undertaken by the PC in response to a call from their old friend Calum Neigh, great events have taken place to the North and East of here, events which still have tongues wagging amongst the common folks and gentry alike as the PC makes their way through these modules.





The kitchen girl turned thief, Shandril Shessair, through a strange combination of circumstances came, like her mother before her, to hold the uncanny power known as Spellfire.  Working alongside the Knights of Myth Drannor, and the great mage Elminster, she slew two dracoliches, undead bone dragons of the Cult of the Dragon – and indeed, unleashed enough power in slaying Rauglothgaur to destroy the very mountain within which he made his lair!  This, and the not inconsiderable feat of slaying his mount, a black dragon, out from beneath Manshoon of the Zhentarim, leader of Zhentil Keep, and forcing him to retreat, close to death…  Small wonder people talk in awe of these events.�


But other, smaller problems face these lands too, and the Harpers, ever conscious of the doings of those who threaten the greater good are in need of an adventurer… a hero who can be trusted with a vital task which will benefit all good people in this part of the Realms.  It is this task that begins the series of adventures, which together comprise ‘A Harper’s Tale’.





Within the year, the Time of Troubles will come upon the Realms, and the Year of Shadows will prove to have been well named.  This series of MODS will encompass all of the horrors and changes brought about by this event – magic failing, spells going awry – and gods walking the face of Faerun in the form of mortals.  From humble beginnings, the PC will come to stand amongst the great of the land, and walk amongst heroes, and gods.





[Player Note:] – Player Info - To begin this adventure you must first create or choose a low level character, preferably no more than level 2 if a weaker class.  (Any level between 1-7 is accepted. If you have a character that is a little higher in that range, this module can still be used. It is set up to make portions “skip-able” if you are already to a certain level. See the sections below for more details.) Your character must also be a non-evil alignment (any goods or neutrals) and be of human, half-elven, or elven descent�.  We encourage players using either male or female characters in this game, because as you will see later, some of the drama that unfolds is tailored to reflect the gender you decide to play.  The prelude itself is a generous experience and treasure giving MOD that is made to “build” your character to the correct level for the first chapter in the saga.  If you wish to skip the prelude, you may begin with an 8th level character that still meets the above criteria in A Harper’s Tale - Escort Duty, which is Chapter 1 in this series.  You may also skip ahead in this Read Me file to the section that begins with Chapter 1, but in doing so you will miss a few of the themes presented early on that are used throughout the series and some damn fun character building as well!�


Both the Prelude and Part 1 have been play tested with ALL the character classes and a goodly number of combinations too.  All are playable, with the Rogue probably representing the hardest class to make progress with.  If you do like to play a Rogue, you will almost certainly have to adopt a pseudo-spellcaster approach, and raising the money to buy scrolls, wands and rods will be of critical importance for you to progress.





	It began as whispers in my dreams through the voice of a stranger.  I heard the words and began to feel a transformation of mind, body and soul.  No longer did the voice in my dreams sound strange, but a welcoming call from a very dear friend.  This was the end of Elminster and the beginning �of a life as another.  It was not until long after the events transpired that I was able to become myself again and share this story.  Suddenly, I had forgotten the life I had lived before and began anew.  Nearly naked and powerless, yet unafraid, I gathered up what humble belongings I had, and answered a desperate call from �my lifelong friend Calum Neigh.


	This journey took me through many uneventful miles of Southern Cormyr, as if fate had cleared a path for my arrival.  The ‘dream sending’ by Calum was clear with the urgent message for me to meet him at a village in Thunder Gap �at a temporary Harpers’ �base.  I boldly strolled through the valley forests and rolling hills of the Thunder Peaks, meeting only minor resistance of a few pesky goblins and beetles before meeting my old friend.





[Player Note:] – Starting Out - You will start in the Valley Forest area just before Thunder Gap Village where you must meet up with Calum and find out what to do to become strong enough and worthy to return an old debt�.  This first area has a few small spawning goblin (and other �symbol 74 \f "Wingdings" \s 12�J�) encounters and a cave entrance that you should wait to check out until you have received the missions from Calum and feel ready to take on more of a challenge.  You may find it worth your while in the beginning, to build up your character back in this first area after getting a little cash from Calum and upgrading your equipment in Claud’s shop.  If you have a strong character class or have started with a slightly higher level character (no more than two really, or else the beginning won’t be much of a challenge) you should be able to take on the first mission within the cave that you passed on the way into Thunder Gap Village.





Note that Claud offers you two different inventories – his ‘normal’ stock, and also the better items he keeps for the Harpers and those they recommend to him (which includes you if you have spoken to Calum first!)  There are a few items in Claud’s normal stock that are well worth having, so be sure to check this out too.  Note however, that Claud’s generosity when buying FROM you is greatest when he is in ‘special’ mode.





[Player Note:] – Important Info - A few more very important items worth noting for this series of MODS:  First off, it is always wise to save often, especially in this series where there is no respawn or resurrect for your main character and, as you will see later, for a pivotal character in chapter 1.  If you die (or your computer crashes, arrrrgggghhhh!), then the MOD is over and the only way to come back is to start from your last saved point.  This is done �in hopes that there is much more care taken in your adventures and you can’t just easily breeze through without paying the price for careless role-playing.  The second item of crucial importance is that all the MODS in this series are littered with valuable custom items, some important custom items that when combined with other items can be useful or valuable or, as you will see later, many “Easter eggs” in the form of bonus hidden chests and secret trapdoors.  Obviously, hidden trapdoors will be in areas appropriate for their construction to go to lower levels perhaps, so don’t waste your time looking for them out in a forest or some place �like that.  But hidden chests (which do not appear in this MOD but will in chapter 1) can be found in just about every area that has some significance or encounters�.  The reason this is important to mention now, before you even get on to the mission you were summoned for, is because it would be wise to invest some of your skill points towards the Search skill so that you may more easily find the hidden stuff later in the game. (Keep in mind that it is not necessary or even encouraged that you find every hidden item in the series. Players who manage to find everything that is hidden may get to the point where they feel like they are "Power-gaming" and lose some of the challenge and subsequent enjoyment of the module.)





Aye, ‘twas good to see my old friend Calum, our meeting brought back many fond memories that I am able to share today because of his bravery.  I do owe him this favor and many more, yet he does not feel I am ready to take on the “real” task in which I was summoned for.  So be it, Calum does know me better than most and I do agree that it may be good for me to do some of these remedial tasks to clear the cobwebs a little.  It has been far too long since my last adventure.


	I think I will check out Claud’s store first and see if there is anything of value that I may purchase before I head back to that abandoned �mine with the pesky goblins.  Maybe even have a look around this small settlement and see if there are any other areas of interest before I try and complete the first task.  


Am I just stalling because I am somewhat fearful?  Has it been so long that I have forgotten the thrill of triumphing over devious and foul goblins?  I think not!  And, I’m about to prove it.





[Player Note:] – First Mission: It’s Always Goblins…(Levels 1 – 4) – As stated before, it would probably be a good idea to see if there is anything of value at Claud’s and then take a little time just in the Valley Forest area (back the way you came) to get your character up to level 2, especially if you are a weaker class.  Not only will this help you build your character up a little in the beginning but you may also find that some of the goblin encounters will drop some pretty valuable stuff.  The respawns aren’t set too high, to keep it easy at first, so you may want to venture back to Thunder Gap Village a couple of times to do so some selling and buying and come back to more minor goblin encounters.  





Once you feel confident that you are ready to enter the abandoned mine do so, but proceed with caution, especially if your character class is weak or doesn’t have any other help in the form of an animal companion or summons.  There are a few pesky ranged encounters, along with a few other tougher encounters that aren’t just goblins!  This mission really doesn’t require any hints or walk thru steps; it’s your basic “clearing of the goblin cavern” mission just to get things started.


  


	Blasted goblins!  Damn their �pet bats too, I have yet to see a bat so hard to put down.  In truth, I seemed to fare pretty well in my first task, goblins rarely put up much of a fight.  Although, I will say that their chieftain, the leader of that menace, did surprise me with an assault of magic.  ‘Tis not often that you see such a dimwitted creature hurling spells at you�!  But in the end, he perished just like the rest of his foul brethren, by the tip of my sword.


	After scouring the mines and making sure no valuables were left behind and all the goblins disposed of, I decided to take a rest gaining a little of my strength back.  Before bedding down, in the now quiet truly abandoned tunnels, I took some time to survey all the treasure I collected.  One of the items in particular, a bundle of odd rags, had a tingling feeling of magic about it.  I unrolled the cloth and began a close inspection and found a little pocket with the artistry of a fire beetle emblazoned on it.  I had collected many beetle bellies along the way, knowing that some shops will pay for their weight in gold, but I thought I should give this far-fetched notion a try and slip one of the gory organs into the pouch.  To my amazement, there was some magic fused within the cloth when it enveloped the fire beetle belly because after a slight hissing sound, the belly started melting, nay fusing, into the cloth to make this strong sticky material.  


	At first I wasn’t sure what to do with the new rags, but later I found a victim to test it on and threw that material in his path.  It was a merry site indeed watching the feeble little goblin get all tangled up in the rags like a fly on… well… sticky fly paper.  I made many more of these through the journey and after the mirth ran out sold them for a pretty penny to be sure.  Understand this as well, each time I combined the belly and rags, I felt stronger, wiser, as if I had just unlocked one of many secrets within our universe. 





[Player Note:] - Important Info - Throughout this series of MODS there will be many custom items, both great custom items that stand alone and are obvious once you identify them, as well as items that in combination with something else or after applying the magic to something, have new wondrous qualities (or have far more value than the two items alone).  So after clearing the abandoned �mines, if you still have not figured out what the odd rags and fire beetles’ bellies �are for, use the odd rag with a fire beetle’s belly in your inventory and see for yourself.  They will combine to make sticky rags that offer a Slow �spell, helpful for those that can’t wield magic, or to anyone who realizes their �new value!  (Oh, and as I’m sure you’ve discovered, figuring out this combination stuff also rewards the player with a few extra experience points.)  So it may be a smart thing to “collect” everything you can, because, as you will see later, even more things will be useful for weapon and item creating.





When you return to Calum, reporting the death of the Goblin Chief will give you a significant experience boost, which will take your character to level 4 if you’re not already there.





	After selling off a few more items in Claud’s shop and reporting the completion of my first task to Calum, I decided it was time to go pay the farmer Birdol a visit.  I was curious what more details about these “flesh eaters” he could offer before I charged into their midst.  


Poor Birdol.  With a heavy heart I headed off, not only complete my second task for Calum, but also avenge the death of Birdol’s young son.





[Player Note:] – Second Mission: The Flesh Eaters and Birdol’s Revenge (Levels 4 –6) - For your second mission in the prelude, it is completely up to you if you wish to speak with Birdol before hand and take on this bonus mission.  If you can kill two birds with one stone and get a little extra experience in the process, why not?  This area is crawling (literally) with poisonous spiders, various beetles and ettercaps.  If you don’t already have something that protects you from poisons you may want to bring a few extra Potions of Antidote and healing kits �along.





The mountain cave itself is set up like a big square path, with plenty to fight along the way.  Once you have cleared around to the east side, you’ll see a large wooden door that leads into a small area around water and a couple of encounters.  It is here that you will discover your first hidden trapdoor to descend down into the ettercap stag lair.  If nothing is appearing, make sure your character is in search mode (elves are automatically).  Once you find it and make your way down, things are pretty straightforward from there.  There are a few more encounters and a tough ettercap boss awaiting you below.





In both of these areas, you will also find a couple more combination items like the fire beetle belly and odd rags in the first mission.  Read the descriptions carefully and try to use items to see what’s needed or what combinations work.  Even if you don’t use these items after combining them, you can still get plenty of gold and experience for them.�


Reporting the death of the ettercap stag to Calum will advance your character to Level 6, if you’re not already there.  You may want to do this before speaking to Birdol, as his award is a level amount, which will be in addition! 





	If I live a century more without seeing another spider I’d be a happy man!  That cave of “flesh eaters” was crawling with creepy denizens.  ‘Tis a good thing I had stocked up on some antidotes too because more than once I could feel the spider poison starting to weaken me.  


	While heading through the cavern I also stumbled across the remains of someone who took refuge in the wrong place.  Konan, a traveling librarian, probably read his last book earlier that day…Mystra rest his soul.


	Even through sad eyes, as I laid Konan and two other unnamed and unlucky souls �to rest, I found this �second task to be quite satisfying indeed.  Each ettercap that fell brought me closer to the realization that the good folk of Thunder Gap Village would no longer live in fear.  I also stumbled across a few other items fused with magic that came alive when combined with something else.  I learned that when you pierced the enchanted spider venom sack with a sharp rock, the rock itself would transform into a �crystalline material aiding me further in my quest.  Also, specific arrows crafted for the sole purpose of filling with the ettercaps poisonous silk glands became far more powerful once combined.


	I headed straight back to Birdol’s to give him a new mantle trophy and hopefully a little peace �of mind knowing that his backyard is a safer place and his so�n’s death did not go unpunished.  


	After another lengthy stop at Claud’s to sell off many of my newfound treasures, I headed back to the temporary Harpers’ �base to report the success of my second mission to Calum.  With his blessing, I ventured out to complete the final mission that would prepare me for the real task to which �I was summoned.  There was a new spring in my step. I felt refreshed and stronger, ready for any new challenge as I marched on�to investigate why so many valuable Harper agents were turning up missing�.�


[Player Note:] – Third Mission: Missing Harpers (Levels 6 – 8) – The last mission in the prelude will take you through Thunder Peaks Pass, which is really a cave entrance up on the hill behind the Temporary Harpers Base.  Here you will find stronger beasts bent on your destruction in the form of various ogres and trolls.  Most of this upper level is pretty straight forward, if you find yourself wondering where you should be going after killing the ogres along the fence then you haven’t looked closely enough at the shaft with the rope laying on the ground near the entrance.  Take this transition down to the Level Below.  This lower area involves a quite lengthy and difficult exploration before you can return to the original cave, and you would be well advised to save your progress here under a different name – just in case you find your character is trapped, and unable to proceed!  Here you will find an intricate series of paths, through more ogre and troll hordes.  You will need to find a key that unlocks one of the corridor doors into a large room.  Once you enter this large chamber there will be a couple more encounters to dispose of and� the ogre mage boss who would like to share a few words with you before the fighting ensues.  The stairwell in this room will take you back up to the cavern above on the other side of the locked fence (mentioned earlier).  After defeating him your the third mission is complete and you’ll probably have so much stuff it will be time to head back to Claud’s (if you hadn’t already made that trip depending on your characters strength).





Reporting back to Calum on this occasion will raise your character to Level 8, which fulfills the criteria to enable you to continue on to Chapter 1.  However, there’s nothing to stop you continuing to raise your character’s experience for a while yet, and it’s perfectly possible to have a character who has already reached Level 10, or even 11 before going forward. If you want to take this approach, you will need to adopt a patient strategy – one very large hint is not to start making up ANY of the special combination items or advising Birdol of the completion of his quest until AFTER you have achieved Level 8, which you will get automatically by completing Calum’s three quests.  All of the points associated with these other items are then available to you, and may even get you all the way to Level 9 themselves.  Of course, the downside is, Chapter 1 may be a little easier because you are higher than level 8, you will take much longer to get to the core of the series story, and have much less cash available earlier in the game – how much of a munchkin are you?  





But what about the other exit you ask?!?  Well the truth is, there is more to see beyond this tunnel that takes you out into the Thunder Peaks.  Another intricate outdoors area of still many more wilderness encounters along with a couple of the dragons that Calum warned you about.  This area is all bonus though, and you can explore around here for more experience and treasure, but it is not necessary for completing the Prelude.  You can take your chances and find out which dragons immediately kill you on sight (remember, save often!) and venture into all three of the caverns if you wish.  Again, all of these caves are also bonus and offer some nice treasure, but aren’t necessary for heading on to Chapter 1.  The Dangerous Cave also has a hidden trap door that will even lead you further down to more bounty.  Be wary, save often and take your chances, because with all the loot and opportunities to see some cool stuff along with earning some extra experience points, you’ll be glad you did!  Oh, if you see the white dragon and his giant magelings…run!





	Not more then five minutes into Thunder Peaks Pass that proud spring in my step nearly transformed into a panic run.  It was obvious before I took down their �magic wielding leader why the Harpers had gone missing, too many damned ogres and trolls!  Cursed trolls, a taller, uglier version of a hairy �and deformed goblin, that never seems to get the point…of my sword.  One must resign oneself �to the fact that they will be hacking away for a long time against those beasts because of their regeneration abilities.


	I traveled deeper into the pass by descending to a lower level through a well shaft of some sort.  My entire surroundings had changed from a dim reddish glow �in the cavern to a majestic temple of sorts.  I would have hoped that the trolls and their vile company had overlooked this underground lair�, but alas, Lady Luck just wasn’t on my side.  Eventually I made it �all the way around to the other side to ascend back up to the cavern area, but not before finding out who was behind all of this.  After a few phrases of broken common tongue, the ogre mage and I decided the pleasantries were over.


	So they had set an ambush for the Harpers.  Good men died because they attempted to travel through a newly occupied area…damn those creatures!


	In my frustration, I almost missed the cavern exit to the Thunder Peaks.  There I stood contemplating my next move.  I was bogged down with the weight of a full pack, tired, and angry.  I could hear Calum’s voice in my head warning me of the dangers within the peaks in the form of powerful dragons, but I couldn’t help but think what wonders lay beyond.


	In the end I chose to head back, not out of fear or greed, but because I wanted to get on with this important mission I was summoned for so that all the dead Harpers I had witnessed over the last couple of days did not die in vain.  But as I headed back to Claud’s, I couldn’t help wonder how much more I could carry and what was really on the other side of this mountain.





[Player Note:] – Prelude Conclusion - Once you have decided to move on to Chapter 1, A Harper’s Tale: Escort Duty, you can take your news of the Harpers’ demise to Calum and make sure you level your character up.  It is here that you are given the option to load the first chapter in the series or stick around for whatever business you have left (like buying and selling items at Claud’s store or exploring the Thunder Peaks).  If you have Chapter 1 installed, and you choose to move on through the dialogue, the Prelude will be over and Chapter 1 will load up automatically. An ‘Autosave’ will occur, but it wouldn’t hurt to save right before doing this in case there is an issue with your install.  If you sit staring at a black screen for some reason A Harper’s Tale: Escort Duty is not installed properly in your MODS folder.





Thanks for playing A Harper’s Tale: Prelude !
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