The World of Sunlight Realm
There was a time in which the Sunlight Realm was a peaceful, agrarian world. The humanoid population was sparse and far apart. Technology progressed at a slow rate. Magic was powerful and used for great works of goodness. The land responded to the people. In the rare times of war, the land became harsh, while in times of peace, the land was bountiful and serene.

Three hundred years ago, Sunlight Realm was invaded by a malevolent, alien race known as the Shadow Lords. They blotted out the sun and cast the world into perpetual darkness. Even at the height of the day, the sun appears only as a sullen, ruddy disc. While the light has been quenched, the heat has somehow increased. The land has become an unpleasant, humid, and stifling.

The land is adaptable and so it adapted. New and strange plants arose from the ground that could thrive on the limited sunlight. Some plants developed chemosynthesis while others learned to be carnivorous. The beasts of the forest likewise became more feral and cunning. Predatory animals quickly adapted to see in infrared and to sense movements and life energy. The people of Sunlight Realm began to form walled villages to defend themselves from the creatures of the eternal night.
At first, no one knew that it was the Shadow Lords that had caused the darkness. But with the citizens in walled cities, the Shadow Lords began to exert their might. They did not want money or resources, but the living flesh of the first-born. At random intervals, the spectral figures of the Shadow Lords would come upon a mother and child and take the infant. Whether these children have been killed or merely enslaved is a mystery. It is also unknown why they only choose first-born children and no others. 

The Shadow Lords are few but powerful. They do not feed on the citizens as vampires do, and yet they have used their power to blot out the sun. The humanoid leaders have become thralls to the Shadow Lords. While the aliens do not collect money, somehow the worldly leaders have all become fabulously wealthy.
Recently, however, some pockets of resistance have arisen. It has been discovered that the rare element cobalt is highly effective in combating the Shadow Lords. The Shadow Lords rule from atop a high mountain known as Turion’s Peak.

The Town of Snapdragon’s Key

The adventurers start in a small village called Snapdragon’s Key. This is a small farming village of about 3,500 people (about 85% human, 15% other races). They are greeted by a trio of elders who have been practicing the little-known art of Greater Summoning -- a discipline that attempts to reach beings of the Celestial Realm instead of the demonic one. They had been trying to summon a powerful Angel to send against the Shadow Lords. But instead, the power of the summoning reached laterally into the physical realm and grabbed a small group of adventurers. Instead of being sent to Turion’s Peak, the adventurers are told that they instead will be hired to battle evil on behalf of Snapdragon’s Key.
The town is located just outside the influence of the Shadow Lords’ sphere of influence. This means that shadow raiders only occasionally come to snatch up the first-born in the village. The three elders run the town on ten-year terms through direct democracy. Their names are: Esmiril (EF), Cormorath (HM), and Amber Pecray (MF). They take responsibility for the accidental summoning and state that they will help the adventurers make initial adjustments, but after that, they will be treated as any other citizen.
The town has several local services:

· Blacksmith (Greyhammer of Dannokar’s Hearth, DM)
· General Store (Maggy of Touchstone, HF, outsider from Gaianar)
· Magical Items  (Sirius of Snapdragon’s Key, EF)
· Chandler (Macaby of Windflower’s Key, HM)
· Clothier (Tassalia of Snapdragon’s Key, HF)
· Weapons (Brightsword of Dannokar’s Hearth, DF) – Blacksmith’s wife
· Armory (Kevin of Memory’s Purchase, HM, outsider from Papilian)
· Hardware store (Turnogin of Snapdragon’s Key, CM)
· Livery (Windfollower or Snapdragon’s Key, EM) – Magic Item Shop owner’s husband. 
· Several pubs

· Several Inns

· Temples to Gem and Arcadia.

· Sheriff’s Station (Garibal of Snapdragon’s Key, HM) + two deputies.

This is a small town and most of the items for sale will be appropriate for levels 1-4 characters. 

Some concerns have been brought to the attention of the Elders:

· Jocrail’s farm is threatened by a carnivorous creeper vine. 

· A wagon scheduled to bring in a load of candle wax for the Chandler has gone missing. Find the highwaymen responsible, and rescue the driver (if possible) and get the cargo (if possible).
· Assist the Sheriff by serving an arrest warrant on Durogar, who is accused of domestic violence.

· Rid the local iron mine of a giant spider that has terrorized the miners.

· Interrogate the local fortune teller to determine if she is running an extortion racket

Sociological notes:
· People only have one name. The usually are called also by the city they come from. For example:  Cargin of Windflower’s Key or Martha of Sunshadow’s Hearth.

· Town names: “Keys” are towns that are not near any fundamental geological features. “Hearths” are near large mountains. “Peaks” are on top of mountains. “Anchors” are along coastlines or on major lakes or inland seas. “Fairs” are along rivers.

· Cosmological rating: Magic [6], Science [4].

· Major Religions: Gem (Goddess of Light and Goodness), Arcadia (Goddess of Nature and Farming), Chandra (Goddess of War and Discipline), Talma (Goddess of Destruction and Strife), Orchiel (Goddess of Undeath and Conquest), Tallianne (Goddess of Stealth and Trickery). Portfolio Equivalencies: Gem = True One. Arcadia = Dommalon. Chandra = Del Tannon. Talma = Illuthiel. Orchiel = Scaxathrom. Tallianne = Abbon Mort.
· For the most part, the citizens are good-hearted and honest. The past three hundred years have been tough, however, and have brought out the worst in certain people, which is why the worship of the Dark Goddesses have grown somewhat in recent years.

· If the sun is restored, the land will go back to being bountiful and peaceful in just a few years.
Notes on the Shadow Lords:

These creatures are powerful, sentient beings from a dimension that lies close to the Dark Matter universe. Thus, they are only partially corporeal and are immune to most normal weapons. They come from a high-tech world that has only limited magical capabilities. A rift caused a small fleet of exploration ships to enter the atmosphere of Sunlight Realm. While their ships have enough power to generate a solar dampening shield, they don’t have enough power to actually launch their ships into space. This has less to do with the power output than it does with the fact that the engines require Science [6] or higher to function properly.
Shadow Lords do not like bright light since it causes them to become fully insubstantial and thus be unable to manipulate tools and objects. That is the chief reason why they blotted out the sun. The Shadow Lords also faced a new problem when they were marooned on Sunlight Realm: They could not reproduce. They found, however, that an infant humanoid could be converted into a Shadow Lord through simple, prolonged exposure to the Shadow Lords’ unique physiology. Thus, they do not steal first-born babies out of malice, but out of need. The humanoids do not know this, however. The Shadow Lords’ have a strict taboo about sharing reproductive information with outsiders.

The Shadow Lords have also perpetuated the myth that they have de-energized the sun at its source (an impossibility given their level of technology). They also put forth the notion that only the continued occupation of Turion’s Peak allows heat to be artificially distributed across the world and thus keep the masses from freezing. In actuality, the sun is being blocked out by a holographic filter arranged on a monumental scale. Holography is a relatively low-tech function and the Shadow Lords have simply implemented it worldwide. The refractive filter converts visible light into infrared which is why the planet is actually warmer under the shield despite the lack of apparent sunlight.
Shadow Lords are vulnerable to cobalt weapons. Such items inflict double damage.

Shadow Lords are a telepathic race, but are only fully telepathic with each other and limited to a 100’ range. With beyond that range, they use sign language. Additionally, against other races that have a rating of E20 (equivalent to a Changeling).  When interfacing with other humanoids, they usually employ a humanoid thrall/retainer to interpret sign language.
While shadow Lords cannot fly, they can choose to become insubstantial and let the wind carry them places. In this respect, they “fly” more like a hot air balloon since they cannot control their direction or speed.

Special powers include: Walk through walls, weapon immunity, Infravision, variably corporeal.

Special weaknesses include: Insubstantial in direct sunlight, weapon vulnerability (cobalt), weapon vulnerability (energy/fire), and blind to the upper end of the visible spectrum.

Modifiers: -1 STR, -2 CON, +1 DEX, +2 INT

Lifespan: 85 years

Average alignment: Neutral (individuals may be of any alignment)

Culturally, they have their own pantheon of gods, but prefer to rely on science rather than magic. They have very few spellcasters.
A special note on Thralls: these are humanoids that willingly serve the Shadow Lords. Over time, they do begin to pick up a few of the Shadow Lords’ traits, such as having a shadowy complexion, unusual slenderness, and dark eyes that are partially colorblind. Thus, a professional Thrall is easy enough to pick out of a crowd. They are both feared and hated, but are also people to be obeyed. They gain partial weapon invulnerability (half damage from normal weapons) and take 1.5x damage from cobalt. They can walk through walls once per day.
Towns Nearby To Snapdragon’s Key:

· Windflower’s Key, 10 miles south, population 4,000.

· Wayfinder’s Key, 5 miles east, population 3,500.

· Raindrop’s Fair, 11 miles west, population 8,000. Destiny’s Key, 15 miles, pop 5,000, Ghostrunner’s Key, pop 0, 5 miles west
· Lensmaker’s Key, 8 miles north, population 2,500.

Things to do at Lensmaker’s Key

This is a smaller town that specializes in glassworks. They make glassware, test tubes, eyewear, and the like. They asked some help from Snapdragon’s Key because of a rift that has opened in the earth just outside of town. They think that if a group of brave adventurers can descend into the rift, plant explosives, and detonate them at just the right time, the rift will seal before it reaches the town.

An Orchiel cult has set up shop in the heart of Neckbreaker’s Woods. So far, they’ve kidnapped three children from the town to practice their Dark Arts. Find them and kill them! 

A dimensional pocket has opened near the outskirts of town. Investigate it and see if it poses a danger.

A local shopkeeper’s basement has suddenly acquired additional floors beneath the building and now he’s afraid to go inside. Find out what’s in there, and why.

Monsters along the way:

· Shadow Snakes

· Giant Mantis

· Life Seekers (balls of blue light that drain warmth and life)

· Mist Walkers

· Trance Wolves (Wolves that can appear to be at two places at once by way of telepathy.)

· Highwaymen

· Low-level shadow lord

Town of Raindrop’s Fair
This is one of the larger towns in the local group. They have churches to all three good-aligned goddesses. The town’s main industries are mining and manufacturing. Because a river runs through the town, there is plenty of mechanical energy for running the factories. Raindrop’s Fair features canning, a textile mill, a bottling plant, and a tool factory.

The town elders of Raindrop’s Fair are less corrupt than those of Snapdragon’s Key. They are still politicians, however, so their motives must be carefully examined.
The first mission will involve helping the Arcadia Church. They are nearly out of a critical component called the Water of Life, which is used for high-yield healing potions and other curative magic. The Water of Life can only be found in a sacred grove called the Firefly Sanctuary.  It is, of course, far away and the journey is dangerous. However, the Church is willing to pay not in just money but in blessings as well.  The Firefly Sanctuary is located on the other side of a nearby mountain. There is a passage that runs through Blackbriar’s Peak. Before the Time of Darkness, it was merely a naturally-occurring cavern that spanned the length of the mountain. However, in the decades since the Darkening, the passage has become infested with all manner of horrors. It has grown more difficult each year. 
The entrance to the passage is located near the ruined town of Redwind’s Hearth. The town was consumed by Dark Halos two decades ago and now only the mournful dead live there.
Oddly enough, the Firefly Sanctuary is amazingly intact. The downside is that it is not safe to remain there for any long duration. Those that do gradually become beings of light and energy (not a bad thing, but it means that they can’t leave without having a Sunstone or equivalent power source).

The second mission involves the recovery of an artifact stolen by the Talma cult (conquest/domination). Her followers have been long interested in combining magic and technology to create the “perfect soldier”. The artifact in this case is not a magical item, but rather an ancient tome on cybernetics that was scavenged from a crash site decades ago when a space exploration vessel flew off course and hit the planet.

If the Talma cult is successful in deciphering the secrets of the book called “The Cybernomicon” they will be able to make Undead soldiers that are resistant to turning as well as having shielding capabilities. This must not happen. The party’s duty is to infiltrate the local Talma stronghold and retrieve the book. If the party is discovered, they are then to do as much damage to the stronghold as possible, as the Talma will certainly attack the town of Raindrop’s Fair.  

The Mayor (Ilchester) may come under investigation. Sunflower, from the Arcadia church, tells you that something strange is happening in the East End. The town of Raindrop’s Fair is big enough that it’s possible for people in the “underclass” to “go missing” from time-to-time. Of course, the Mayor is on the take from the Shadow Lords. They want infants for their own mysterious purposes. People allied to the Shadow Lords are noted by a black bracelet. What the party should consider is finding out who works under the Mayor in this operation, who is doing the smuggling, and who the Shadow contact is.
· There are four “harvesters” Illoch, Matron, Jellico, and Remire.

· The harvesting comes mainly in the East End, the poor section of town.

· The Shadow contact has a small shielded dome a mile east of town.
8th street soup kitchen. Run by the mayor’s administration
Some of the documents uncovered indicate that the missing children are being taken to a Shadow Lord fortification three days west. They have set up a small base of operations at the Swiftflier’s Key. The town was decimated by some kind of unknown energy (neutron radiation) that had the effect of vaporizing flesh but leaving buildings intact. The Shadow Lords have a stronghold there where they convert children into members of the Shadow Lord race. The compound is protected by several armed Security Drones as well as various traps.  The town is also inhabited by Empty Silhouettes (leftover from the mass death.)

Should the party wish to discredit the mayor, the documents also prove that he has been given life-extension drugs in exchange for letting children be kidnapped. The life-extension concoction has the effect of doubling life expectancy if taken regularly.  What he has not been told, however, is that it is addictive. Once someone has taken it for a month, he/she cannot be without it longer than a week or else face massive metabolic failure (save vs system shock or die). 

If the party goes back to town, they will also find out that the tony village of Beekeeper’s Key has been attacked by a cult of religious zealots from a crashed starship. They believe in a theocratic religion that states all who sin deserve to die. Their chief priest has the ability to detect sin.

The new mayor is having to defend himself from assassins from the outgoing administration. He’s asked for an adventuring team to seek out and destroy the assassins’ guild.
A small invading army of Talma warriors is headed towards the town from the deep desert. They are the arch-enemy of the Chandra faith. Coordinate with the Chandra Paladins to defend the town.

The secret documents have been decoded that show where there is a Shadow Lord installation. Destroy it before they can recruit more thugs to destroy the town.

