PREMISE:
Make a scenario where the party has to solve a mystery.
The scenario will take place in a river or lake system.
The party will spend most of the time fighting slithzerikai bandits.
Three things will be important to the plot: the tremendous riches at stake, unrealistic expectations, and good news.

CHARACTERS:
· Party: Slith bandits, leader of dissident group, recently drugged by assassin, stuck in delirium
· Alora: Party’s most trusted advisor. Knows what’s going on, guides party. Secretly is assassin.
· Sssalazar: Party’s military leader. Suspects Alora of betrayal, wishes to seize loyalist power from Rassss-Shanda, feigns loyalty to cause, but wishes to protect party until end.
· Lassssandra: Reconnaisance. Alora subtly accuses him of betrayal.
· Korzar: Magician, political theorist. Trusted by party, deeply distrusts Ssssalazar, ambivalent to Alora.
· Rasss-Shanda: Leader of the bandits. Ruthless, cool, and weak.

PLOTLINE:
· Party wakes up in their small fortress[endnoteRef:0], heavily drugged, during an attack from an unknown foe. [0:  Ssazasarass] 

· Party intends to remove rebels from bandit territory
· Party is delirious.
· Party does not identify as rebels
· Party does not know who attacked them
· It is not revealed who the assassin is
· Everything else is of a normal level of detail
· Party and bandits swim downstream to attack enemy stronghold.
· Enemy force attacks in water[endnoteRef:1] [1:  Water Attack] 

· Water depicted by shallows in towns, completely underwater for fights
· Baseline 6 curse/slow maintained
· Party, Alora, Sssalazar, Lassssandra and Korzar are split off from the main group[endnoteRef:2] [2:  Campsite] 

· Area covered by mystery spores that create “illusory beasts” wandering with the native predators[endnoteRef:3] [3:  Fungal Forest] 

· Everyone moves aside at some point, leaving the party alone with only two of either Alora, Sssalazar or Korzar.
· Lassssandra performs recon, is found to be assassinated, near some picked mushrooms
· Everyone is perplexed, and hesitates pointing fingers.
· Korzar notes that it probably isn’t him, since there are slash marks and no scorch marks, but even that is debated.
· Party et al moves through territory, hears bizarre messages from allies
· Allies occasionally attack each other, gaining higher skill from their rush: Sssalazar attacks Alora, Korzar attacks Sssalazar.
· Everyone, including the party, forgets what happened. Alora and Sssalazar are deeply distrustful, but everybody proposes to move north.
· Party et al fight through sleepy, backwater fortress[endnoteRef:4] [4:  Sssaya] 

· The soldiers react weirdly to seeing Sssalazar. Korzar attempts to philosophize to the soldiers, and meets some success. 
· Rebels attack from the north. Soldiers immediately retaliate.
· Party joins small fraction of main group that points party in direction of larger group[endnoteRef:5] [5:  Craggy Juncture] 

· Party has to make their way through narrow caverns, unfit for main armies[endnoteRef:6] [6:  Rockmaw] 

· Beyond cavern, Sssalazar commands the armies.[endnoteRef:7] [7:  Plateau] 

· Alora mocks Sssalazar’s command of the troops, insinuating his disloyalty. Korzar takes note, and approaches the party over the confusion.
· Korzar proposes that the party take watch of both Sssalazar and Alora, but the party refuses to believe what they hear.
· Sssalazar attempts to seize control of main group
· When the party reaches the main army, Sssalazar contacts his most trusted subordinates, and they convene without the party’s knowledge. When the party arrives, they are immediately held captive.[endnoteRef:8] [8:  Commanders’ Circle] 

· The military leadership declares Korzar a fugitive who must be dealt with to efficiently control the situation. The subordinates all agree to hunt him down and dispose of him before leaving.
· Korzar breaks in and frees the party. He tells them that Sssalazar overestimates his subordinates’ authority, and many will still listen to them.
· Party et al slay Sssalazar
· Korzar tells the party where to seek out the most loyal troops. The party has a schizophrenic break. (Be creative now and never more.)[endnoteRef:9] [9:  ???] 

· When the party reawakens, they find themselves with Korzar in a pit with Sssalazar and his most trusted companions (equal to party size), in a match to the death.[endnoteRef:10] [10:  Arena] 

· Party and Alora move with army to fortress, only to find it completely abandoned[endnoteRef:11] [11:  Rasha-Ssan] 

· The text does not tell the party whether they have taken the fortress, or returned to it. Merely that the enemy may still be within.
· Party stumbles upon Korzar moving to the basement.[endnoteRef:12] [12:  Rasha-Ssan-Sara] 

· Korzar reveals a secret passage, and follows it.
· Party stumbles upon Alora, Korzar and Rasss-Shanda in a small room.
· Korzar was seeking the key to unraveling Rassss-Shanda’s political control. As it turns out, it is how to prepare the mushrooms stumbled upon earlier.
· Among the cries of the rebels destroying themselves, Alora fights the party and Korzar long enough for the gas to kick in.
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