Monday, January 2nd, 2012

I’ve just had the most amazing dream...

I’m wandering about a jubilant and rejoicing castle.

A massive sprawling stronghold of granite and slate.

A dwarf fortress.

A great battle has just been won and I was a key player in the victory.

I’m a bard of some type, a hedge wizard with poetry and rune lore.

All of the old gaming crowd are there too. As rogues and warriors, wizards and priests. I pass them often as I wander and exchange a friendly greeting.

For some odd reason, one of the people I meet upon a stairway is Carlos with a few days growth of beard and the swagger of a seasoned warrior. I spot Xavier too, at a distance though, garbed in a shimmering blue cloak. Encounters with my other old friends are more fleeting.

I’m in light mail with a heavy quilted tunic underneath. It is very heavy yet highly protective (magical?). It is a dusky red with slate grey edging at the ends of the short sleeves and around the neck and at the bottom. At one point I sit on a low shelving wall and take it off briefly, marvelling at the weight and the protection it gives (dwarf magic?).

The fortress is alive with people. There are hundreds and hundreds of dwarfs from dozens of clans. Some heavily armoured, some lightly armoured for skirmishing, others are bear riders.

There are human warriors too. Stalwart men from many nations.

The place is alive with exotic scents of Middle Eastern and Asian spices.

And the smoke from open cooking fires. Hearty stew on the boil too.

I’m looking for a dwarf I’ve befriended. I wander the vast and crowded courtyards, explore the walls, talk with many people. I use minor magics to move more easily.

Finally I find my friend, Gottri the Scout, injured but alive.

What a cool dream.

I've gone through my old RPG notes from more than a decade ago and I found Gottri. He was a great character from a Warhammer Fantasy game. I've attached those old notes. Just in case ya like to see what was going on back then. Gottri is a really fun dwarf. Wish I could meet him while awake. <;-}>

Calvados Meisterhans of Altdorf in Reikland has always loved wandering, investigating, and generally being on the move. His early training was in the healing traditions of the Old Faith. He then dabbled in music and song for a few years, before seeking some eclectic religious training. Dissatisfied with the ethereal nature of faith, he decided to follow more traditional paths to knowledge and became a student at the University of Altdorf. He continued in this academic vein for over a decade and eventually became a respected scholar within the University. After much scholarly correspondence over a handful of years, Enas Yorl of Marienburg finally accepted Calvados as his apprentice in wizardry. A decade later, Calvados is wandering again, pursuing his own researches in the far flung corners of the known world.
Movement.............4.




Race: Human.

Weapon Skill.........29 / +10 / 39.

Ballistic Skill......38 / +10 / 48.

Height: 6'1".

Strength.............3  / +1  / 4.

Toughness............3  / +1  / 4.


Alignment: Neutral (Good).

Wounds...............6  / +3  / 9.

Initiative...........30 / +30 / 60.

Age: 46.

Attacks..............1.

Dexterity............32 / +20 / 52.

Fate: 3.

Leadership...........30 / +10 / 40.

Intelligence.........40 / +30 / 70.

X.P. 0.

Cool.................33 / +10 / 43.

Will Power...........37 / +30 / 67.

Fellowship...........32 / +10 / 42.

Magic Points 32, Cast Spells (Petty Magics), Cast Spells (Battle Magic I), Cast Spells (Battle Magic II), Cast Spells (Elementalist Magic I), Cast Spells (Elementalist Magic II).

Petty Magics: Gift of Tongues, Magic Flame, Magic Lock, Marsh Lights, Open, Reinforce Door, Remove Curse, Sounds.
Battle Magic 1: Cure Light Injury, Fireball, Flight, Ignite Missiles (Restless Dead).
Battle Magic II: Aura of Protection, Lightning Bolt, Mystic Mist, Smash.
Elementalist Magic I: Breathe Underwater, Hand of Fire, Walk on Water.
Elementalist Magic II: Cause Fire, Extinguish Fire, Part Water.
Armour: Head 0, Body 2, Arms 2, Legs 2.

Current Academic Career: Elementalist II.

Bygone Careers: Herbalist, Entertainer (Troubadour), Minstrel, Seer, Student, Scholar, Wizard's Apprentice, Wizard I, Wizard II, Elementalist I.
Arcane Language (Druidic), Arcane Language (Magick), Arcane Language (Elemental Magick), Astronomy, Cartography, Charm, Charm Animal, Cure Disease, Dance, Divination / Divining (Dripping Wax in Water), Dousing / Dowsing, Etiquette, Evaluate, Excellent Vision, Heal Wounds, Herb Lore, History, Identify Plant, Identify Undead, Linguistics, Luck, Magical Awareness, Magical Sense, Meditation, Metallurgy, Musicianship (Stringed), Musicianship (Wind), Numismatics, Public Speaking, Read/Write, Rune Lore, Scroll Lore, Secret Language (Classical), Secret Language (Guilder), Sing, Speak Additional Language (Breton), Speak Native Language (Old Worlder - Reikspiel Dialect).
Broad Sword (Hand Weapon) with Baldric, Throwing Axe (Hand Weapon), Knife (Double-Edged), Normal Bow, Hardened Leather Hip-Quiver, 12 Hunting Arrows.
A heavy quilted tunic of masterly tailoring in an unknown fabric. It is sturdy and highly protective. A dusky red with slate grey edging at the ends of the short sleeves and around the neck and at the bottom. The tunic will repair rips and tears almost instantly, it will even regenerate itself entirely from mere scraps in a few minutes.

- Acts as a Sleeved Mail Coat.
- Protection Rune on Left Collar.
- Armour Rune on Right Collar.
- No Magic Point Penalty.
- Allows Meditation.
- Can Be Worn Under Metal Armour.
Loose Mottled Brown and Yellow Velvet Cloak with Gold Filigree Neck Chain, Black Garnache (Hooded Medieval Surcoat in Tight-Woven Woollen Cloth), Silver Filigree Acorn Brooch (15 Gold Crown Value), Deep Brown Greased Leather Belt, Deep Brown Greased Leather Belt Pouch, White Linen Shirt with Embroidery and Lacings at Collar and Cuffs, Braided Gold Armband (200 Gold Crown Value), Black Button Fly Front Long Linen Trousers, Drawstring Silk Shorts, Black Hessian Boots.
10 Lint Balls, 11 Balls of Sulphur, 7 Owl Feathers, Vial of Oil and Sulphur, 3 Small Iron Rings, 3 Silver Tuning Forks, 1 Gold Tuning Fork, 1 Carved Hematite Tuning Fork, 12 Cotton Bolls, 6 Locks of Hair from a Giant, Vial of Preserved Fish Eggs, 6 Small Chunks of Phosphorus, 7 Dried Water Beetles, 11 Dragon Scales, Vial of Spring Water, Small Wooden Paddle.
15 Gold Crowns, 43 Silver Shillings, 33 Brass Pennies.
Mandolin, Sling Bag with Dried Herbs, Mortar & Pestle, Leather Backpack, Nordic Nasal Helm, Sleeved Mail Shirt, Lute, Gemshorn, Writing Kit, Brass Bowl, Beeswax Candle, Carved Dragon Bone Oracle Sticks (Cathay), Gold Inlaid Auroch Drinking Horn, Leather Pint Flask (Good Dry & Spicy Red Wine), Walrus Ivory Comb, Whetstone, Tinderbox with Flint & Steel, Tweed Blanket.
Altdorf Opulent House with Large Garden
Iron Chest with 296 Gold Crowns, Small Gold and Silver Casket with Inlaid Garnets (500 Silver Pennies), Water Clock, Sundial, Ornate Green and Gold Carpet (Araby), Crystal Decanter with Sherry.

Altdorf Inn (The Laughing Owl, Well-to-Do, Halfling Staff)

Altdorf Urban House (Small Dockside Shipping Business)

Two River Boats and One Rowing Boat
