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SET-UP

On the Isle of Beyond, the sudden retirement of Captain Hawk has left the Avatar with no means to travel to Monk Isle -- which he must do in order to gain a spellbook. The Avatar learns in Moonshade that Erstam the “mad mage” has some method of travel through the Void. After completing a subquest in Moonshade, the Avatar is magically transported on the back of a giant sea turtle (one-way) to Mad Mage Isle.

SYNOPSIS

The Mad Mage insists that there is no spell for Teleportation, but Vasel drops the clues to ask about the Serpent Jawbone. The Mad Mage then sets a task for the Avatar -- to bring him the Phoenix Egg from a nearby dungeon. When the Avatar returns, the Mad Mage uses the egg to create Boyden (a Frankenstein monster). As a reward, the Avatar is told to fetch the Jawbone from the mage’s personal dungeon. Optionally, Boyden can join the Party.

RESULTS

The Avatar now has the Serpent Jawbone (and several Serpent Teeth), allowing him to travel the Dark Path in the Void. This allows the Avatar to reach Monk Isle and obtain his spellbook.  Avatar also possibly gains a new companion, the Frankenstein-like Boyden.

TOWNPLOT

When the Avatar first meets Erstam, the mad mage is experimenting, in his lab, trying to create “life.” Various body parts are squiggling around. While speaking, Erstam will teleport to various areas around the house (still on screen) accompanied by a puff of smoke.

If Erstam perceives that the Avatar is from Britannia (which he most undoubtedly will), he will accuse him of collaborating with the monster “Lord British” and will threaten to turn the Avatar into body parts. He will demand what the Avatar wants with him.

If the Avatar gives the code word given to him by Pothos, Erstam is appeased temporarily.

Erstam will rant and rave about his failing experiments to create life. The mage is in a great hurry to complete his experiments, for he believes that the Teleport Storms might mean the end of the world —and he wants to be immortal before then.

The Avatar can ask Erstam about the Teleport Vale objects (see that townplot) — in particular, the Hand. In fact, the Avatar’s missing dagger is in this house — if he picks it up, the Companions
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recognize it and remark. Erstam also recognizes the Magic Wine (and helps himself to some), and makes sad comments about the dead cat (dropping hints about Claw).

If asked about the Blue Egg, Erstam uses his magic telescope (which only Erstam can use) to show the scenes of the frozen North, showing off one area of mountaintops and areas the Avatar could not have seen yet, and then focuses on the northern island. He does not show the phoenix dungeon. He shows some penguins, and explains about the egg.

The Avatar will want to know how to teleport to different places. Erstam laughs and says that is impossible-- no mere spell can allow one to teleport significant distances.

Vasel reveals (if asked) that only those who have the Jawbone of the Serpent can walk in the Void. This gives Iolo (if present) another chance to reveal his hatred for snakes. Vasel can also tell the tale of Erstam’s lost love, the enchantress Drogeni, who left on a secret errand for a wealthy patron and never returned (see Ice Plains townplot).

Should the player ask for it, Erstam will demand “What’s in it for me? Unless you can help me create life, you are no use to me!”

Erstam will then think that there IS something which the Avatar can do. He can retrieve the egg of a phoenix that lives on the northern island. “I’m too old for that kind of thing,” Erstam says. The mage is also not able to fight the terrible beasts along the way. Erstam explains the legend of the Phoenix --that it dies in flames, only to rise again in rebirth (this is the clue to what must be done).

Once inside the Phoenix Dungeon, a teleporter sends the party to the northern-most island. The area in this dungeon is very small and is full of attacking rats. The dungeon will empty out into an open area in the center of this island (inaccessible from the coasts due to mountain ranges). The player must make his way through this woods-like open area, fighting monsters and beasts. At the end of the area, is the nest that Erstam told the player about. However, there is no egg, and the Phoenix is dead! At this point, the Companions initiate a discussion about what to do -- reminding Avatar of the Phoenix legend, but also offering to go back and ask Erstam for further instructions.

The solution is to place a lit torch on the nest,. An egg will determine if it is indeed a lit torch, the nest will burn -- and a live phoenix will rise from the ashes! The phoenix will speak, of course, and will grant the player a gift -- its most valuable posession. It then proceeds to lay an egg, which the player can take..

If the Avatar returns to Erstam for further instructions, the Mad Mage thinks a moment and then asks, “Do you have a torch?” If the player says “yes,” Erstam says, “Then the solution should be obvious.” If the Avatar does not have a torch, Erstam orders Vasel to get one for him.

The Avatar cannot return to Mad Mage by returning along the way he came -- the teleporter is one-way only. To get back to Erstam’s house, the Avatar must find the entrance of another dungeon. A lever is hidden amongst the trees, which opens a secret door in the mountainside. (If asked, the Phoenix tells the Avatar where to find the lever.) This dungeon (again, it is fairly small), contains snakes and bats. At the end is a teleport back to the south island, to a spot just outside the house. Because the dungeons are small, the main purpose of this teleporting back and forth is to disorient the player so that he will not really know where he is at any given moment while inside a dungeon.

Once Erstam has the phoenix egg, he will instruct the Avatar to help him gather various body parts and place them into a large vat in the laboratory. By manipulating several widgets on instructions by Erstam and then pulling a lever, a complete body will be constructed from the body parts and Boydon’s head. When the Boydon-Head is picked up (or if it is “used”), it talks to the Avatar. If the Avatar doesn’t do it, he’ll never get the jawbone and will never leave the island.
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Erstam will be ecstatic with his new creation. He will give the player a key to his “storeroom” and will say that the artifacts he needs are there. This key unlocks the steel door outside, which leads into a different dungeon than before. This dungeon, after a series of poison caltrops and flame eggs, teleports the player back to the northern island, into the range of mountains around the circumference of the island. This dungeon contains a few of Erstam’s failed experiments: animating body parts (hands, arms, legs) which attack. Once the player is past these creatures, the end of the dungeon teleports the player once again back to the south island, into yet another small section of the dungeon, which finally empties out into the storage room which the player could see into from Erstam’s house. (It is actually part of his house, on a different level, so the path to get there is quite maddening!). Luckily, there will be crates and tables with which to stack items so the party can climb out of the room to the balcony above.

Erstam will be so impressed with the Avatar’s ability to get the jawbone that he will give him three of the teeth that go in the jawbone (Monk Isle, Mad Mage Isle, and Moonshade), but will refuse to give instructions on how to use them. “Thou hast proven thyself intelligent— figure it out thyself!”

Boydon will express an interest in joining the party. He will be able to do so, and will possess an unusually high strength. However, his dexterity is not so great. Boydon can join the Party during any visit of the Avatar, pre- or post-Madness.

When the banes possess Iolo, Shamino. and Dupre. Boydon (if in the Party) will be destroyed by lightning, although his head will still talk. Boydon cannot be reassembled (‘the Phoenix is gone when the Avatar returns), but the head can be carried around and spoken to. Boyden also falls apart if
“killed” (if he loses all of his hit points).

While Boydon is in the party, the other Party members will occasionally make comments about Boydon’s smell, but will generally appreciate his presence.

GEOGRAPHY

Erstam’s house is built on the southernmost island, on the north shore. Outside Erstam’s house is the entrance to a dungeon, and a locked steel door on the side of a mountain,

All of Erstam’s magical artifacts are hidden in a special storeroom connected by dungeons which exist on both islands. The player can see this storage room from the 2nd floor balcony of Erstam’s house, but one cannot get to it on the surface. It is like the “medieval room” in Richard Garriott’s house--you can see it from the balcony and look down into it, but there is no visible way to get there. The entrance to Erstam’s dungeon is outside Erstam’s home, on the southern-most island. There is a Serpent Gate on the island —its location is not plot-criticaL
 BACKGROUND

Erstam, the mad mage, is 300 years old, and lives with his servant companion, Vasel (Erstam is from Britannia, Vasel is the latest in a long line of young apprentices from the Serpent Isle). Erstam has been working on spells of immortality, then experimenting on his servants. The spells usually end up killing the servants, but certain body parts live on. Hence, he will call a moving arm or leg by the name of the former servant it belonged to! An item which is a talking head has a conversation. His name is Boydon.

NEW CHARACTERS

	Name
	Description
	Townplot
	Portrait
	Shape
	Cony?

	Erstam
	The Mad Mage
	MadMage
	1st Pass
	?
	Yes
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	Vasel
	Hunchback servant
	MadMage
	Scanned
	?
	Yes
	

	Boydon
	Talking Head / Frankenstein’s
	MadMage
	1st pass
	Boydo
	Yes
	

	
	
	monster
	
	
	
	n
	
	
	

	Phoenix
	fiery bird
	MadMage
	Working
	Phoeni
	Yes
	

	
	
	
	
	
	
	x
	
	
	

	SOUND NEEDS
Sound Effect
Townplot
Priority

	
	APPARATUS/MACHINERY SOUNDS FOR MAKING
	MadMage
	2

	
	BOYDON: This is a big belt-driven machine which, when
	
	
	
	
	

	
	loaded with body parts, shakes and spits sparks -- then a body
	
	
	
	
	

	
	appears at the exit. So probably a mechanical/electrical
	
	
	
	
	

	
	cacophony, climaxed with some kind of magic bop.
	
	
	
	
	


USECODE NEEDS

	Usecode Item
	Description
-
	Townplot
	Difficulty
	Priority

	Erstam Teleporting (conversation)
	Mad Mage teleports while he talks.
	MadMage
	MED
	1

	Magic Telescope Show (conversation)
	Erstam uses his magic telescope (which only Erstam can use) to show the scenes of the frozen North. showing off snowy mountaintops and areas the Avatar could not have seen yet. He shows some penguins, and explains about the egg (voice-over). He focuses on the northern Mad Mage island, but does not show the phoenix dungeon.
	MadMage
	?
	2

	Phoenix Conversation Egg
	When Avatar discovers Phoenix is dead, Companions initiate conversation (call conversation file)
	MadMage
	?
	1

	Phoenix Nest Egg
	Egg detects if lit torch has been placed on it. If so, nest and dead Phoenix catch fire (fire sprite), and dead Phoenix is resurrected. Phoenix then initiates conversation.
	MadMage


~
	?
	1

	Lever in Phoenix Dungeon
	Opens secret door.
	MadMage
	?
	I

	Boyden Head Egg
	If head is picked up, call the Boyden Shape Usable.
	MadMage
	?
	2

	Boyden Head Usable
	If the “Head” is used, call the same Boyden Usable as you would for the Boyden Shape.
	MadMage
	?
	1

	Egg for Boyden Maker
	Any item placed on this egg (the machine’s hopper) disappears. If the item is not a Hand, Arm. Leg, Torso, or Boyden Head (items), or if the machine already has sufficient of these, it appears at the reject exit with an appropriate sound effect. Sets flags (?) for First and Second Hand, First and Second Arm, First and Second Leg, Torso, and Boyden’s Head.
	MadMage
	?
	I
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Item

Townplot

Description

Type

Priority

Status

	Creeping Hand (creature)
	MadMage
	Disembodied Hand
	Shape
	2
	Check Art

	Creeping Arm (creature)
	MadMage
	Disembodied Arm
	Shape
	2
	Check Art

	Creeping Leg (creature)
	MadMage
	Disembodied Leg
	Shape
	2
	Check Art

	Bloody Hand
	MadMage
	Disembodied Hand
	Item
	2
	Check Art

	Bloody Arm
	MadMage
	Disembodied Arm
	Item
~
	2
	Check Art

	Weird Body Parts
	MadMage
	Weird Body Parts.
	Sprite
	--
	Got Art

	Boydon
	MadMage
	Frankenstein’s Monster
	Shape
	2
	Check Art

	Boydon’s Head
	MadMage
	Disembodied Head
	Item
	2
	Check Art

	Bloody Torso
	MadMage
	Torso without arms and legs
	Item
	2
	Check Art

	Phoenix
	MadMage
	Fiery Bird
	Shape
	1
	Check Art

	Phoenix Body
	MadMage
	Dead Bird
	Item
	1
	Check Art

	Phoenix Egg
	MadMage
	Fiery egg
	Item
	1
	Need

	Magic
Telescope
	MadMage
	Recolor U7 telescope
	Item
	2
	Need


	Lever for Boyden Maker
	If proper ingredients have been placed in
Boyden Maker, lever makes machine
animate, plays sound effects, and the
Boyden Shape is produced.
	MadMage
	?
	1

	Boyden Shape (Death Usecode)
	If Boyden is killed, he has no body --
instead, he is replaced with two Hands, two
Arms, two Legs, a Torso, and the Boyden
Head.
	MadMage
	?
	2

	Weird Egg
	Causes one of several Weird Body Part sprites to play.
	MadMage
	?
	3

	Serpent Jawbone
	When “used,” the Jawbone opens its own
Gump. Serpent Teeth can be placed in this
Gump. Each Tooth has a unique Quality --
can only be placed in a unique slot on the
Gump.
	MadMage
	?
	1

	Serpent Gate
	When used, and only if the Avatar has the Serpent Jawbone and at least one Tooth, causes the Party to walk onto the Gate, then teleports Party to the Dark Path. Unlocks doors on Dark Path corresponding to Serpent Teeth.
	MadMage
	?
	1


UNIQUE ART
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	Serpent Jawbone
	MadMage
	
	Item / Gump
	--
	Got Art

	Monster Maker
	MadMage
	Machine to combine body parts
	Item
	2
	Got Art

	Serpent Teeth
	MadMage
	
	Item / Gump item
	--
	Got Art

	BOOKS & SCROLLS


Book or Scroll Townplot Description
Book
MadMage Journals of the Mad Mage (these are tile ones which weren’t  stolen by the Mages of Moonshade — see our

Documentation.)
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