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Welcomed Crossings, Patrons!

Obviously the big thing this month was the 100th Epi-
sode of Court of Swords. What an accomplishment and 
you all made it possible. It was something really magi-
cal getting to step into that brand new studio space and 
to look at all the flashy new gear and the place where 
for years to come (with a little luck and hard work) 
we’ll get to produce a ton of new content. The only rea-
son that space, the live live shows and everything else 
are possible is because of our patreon. We launched the 
Patreon and Court of Swords at the same time, give or 
take, and so in my head they’re intimately tied. In this 
issue of the zine, you can take a peek at all my (ridicu-
lously unused) live live show prep, and all the notes for 
the episodes leading up to it, as well as a few episodes 
prep for Far Verona! At the end, I’ve thrown in some 
photos I took at the live show, to give you a bit of a view 
into the backstage.

Thank you so much for your support, and welcome to 
Issue 30 of the GM’s Notebook.

Adam Koebel 
RollPlay GM
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Thematic Stuff, 
Elements to 
Include

The Monastery of the Sun is our central piece, the 
locus of all this bad history and return to the fail-
ures of the past

The Embers of Imix, representing both an ancient 
pact for Maharib and a new beginning for Ramus 
(swearing new oaths, starting a new cycle, rein-
vigoration, etc.) 

• The Embers have an agenda: fire burns, it 
destroys, it lays waste but doesn’t do much 
else, really.
• The conflict between Heaven and Primor-
dials is the conflict between Fate and Instinct 
- what is Instinct if not inborn natural Fate? 
Are they different? Is a fire FATED to burn or 
simply a matter of build-in thoughtless ac-
tion?
• Fire metaphors for Ramus / the past: re-
kindling the fire vs. letting it go out, all fire 
burns out in the end, that’s part of its story 
- no flame burns forever, eventually the fuel 
runs out
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The Necromancer King and The Mara by Exten-
sion

• Anti-fate, the “fuck you” to Heaven, ag-
gressive self-interest and human power for 
its own sake, the breaking of the wheel, etc.
• Take control, don’t have it given to you, 
strangle your masters with your chains
• Petty revenge, things we consider to be 
“low” behaviour or impulses, do we revel in 
our shallowness or try to be something bet-
ter?
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The Three Wheeled Cart, the metaphor of a house 
divided, the falcon cannot hear the falconer, en-
tropy and degradation but fought against by rules 
and structure - rebuilding, recreating the old
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NPC’s
NPC’s
NPC’s
NPC’s
NPC’s
NPC’s
NPC’s NPC’s
NPC’s NPC’s

Zaida al-Shaim, a researcher and Wizard, Sahir 
hopeful and obsessive scholar of religion (partic-
ularly the Worship of Heaven and its conflict with 
other faiths - the Primordial Cults, the Mara, etc.) 
currently studying the Monastery of the Sun

Mouthful of Worm-Ridden Grave Dirt, a sorceress, 
necromancer (maybe a lich? I dunno.) and the 
commander of the Monastery of the Sun necropo-
lis. A bad lady  to cross. 

• Formerly the King of a Court of Swords prov-
ince, who died when the Necromancer King 
infected her palace with shadows
• (She knows about the locked gateway to 
Heaven, which is the REAL reason why the NK 
took the place.) 
• Has a “page” who is an uncorrupted Court of 
Swords child that she obsesses over and pro-
tects, who she calls “Little Sen”
• Served by three bound ghosts, former Mag-
istrates of the Court of Swords, tormented 
into insanity over a decade of awful sorcery 
by Grave Dirt
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NPC’s
NPC’s
NPC’s
NPC’s
NPC’s

NPC’s NPC’s
NPC’s NPC’s
NPC’s NPC’s

??? - the mysterious leader of the Bloody Scale Re-
venge Society. They lead a group of mixed human, 
dwarven and kobold troublemakers who come 
down from the mountains to rob, kill and harass 
anyone not strong or smart enough to defend 
themselves. Freebooters, NK loyalists, the Court, 
whoever. They’re just here to steal, kill and wreck 
shit.

Papa Kel, a former (sun soul) monk and benefactor 
of the Monastery of the Sun, thought dead by his 
wife and children, but ACTUALLY he’s fallen under 
the sway of the Mara, and is an advisor and ally of 
Mouthful of Worm-Ridden Grave Dirt.

A-wut, a fire genasi and the leader of the Embers of 
Imix in the region, a ranger or druid or something 
like it, a disciple of the flame and a charismatic 
leader offering the people of the Court of Swords 
another way. He is wise and clever and ruthless.



22

What was that 
sound?

An undead giant, dragged up from the earth 
and given foul semblance of life patrols the 
area around the Monastery for Grave Dirt, 

looking for intruders to eat.
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Outside the Monastery:
 – The introduction to Zaida al-Shaim

 – First contact with The Embers

 – An audience with A-wut

 – A run-in with the big boi protecting the Monastery

 – An encounter with the Bloody Scales Revenge Society

Encounters:
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Inside the 
Monastery:

 – Interactions with the Guards, some kind 
of stealth thing where they try to sneak in

• Getting caught and put into the Re-ed-
ucation camp
• Getting caught and brought to Grave 
Dirt
• Getting caught and brought before 
Papa Kel

 – An interaction with someone in the 
Camp trying to escape or begging for help

 – An interaction with someone in the 
Camp who has “bought in”

 – Any kind of interaction with loyal ser-
vants of the Necromancer King (savants, 
scholars, soldiers, fanatics, regular folk, the 
rank and file)

 – Contrasting and confusing signals: there 
are devils here but also “good” people fight-
ing for what they believe in - people who 
see the NK as a hero and those who serve 
the mara for darker purposes

 – Formers slaves of the Officers of the 
Court of Swords, freed by the Necromancer 
King (why would we enslave the living when 
the dead have no need for their bodies)

 – First contact with Grave Dirt
• Interaction with the Chained Magis-
trates
• Interaction with Little Sen

 – Some kind of undead construction proj-
ect

 – Big Boss Fight in the Inner Sanctum

 – An encounter with Papa Kel
• With Yotta
• Without

 – Big Boss Fight with Papa Kel

 – The untouched sun tower / hall of mir-
rors, etc.

 – A run-in with some Revenge Society 
Thieves
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Stat Stuff:
For any random encounter with the undead or with soldiers or whatever, just 
whip something together with Kobold Fight Club. For specific NPCs or entities, use 
these stat blocks:

Grave Dirt (Old Dirty 
Bastard):
Lich

The Guardian Giant:
Big old undead Storm Giant

The Three Bound Mag-
istrates:
Obzedat Ghost (one with spells, one with 
rage and one with sneak attack / evasion)

Grave Dirt (Old Dirty 
Bastard):
A Sun Soul Monk but wherever there’s 
Radiant change it to Necromantic

Zaida:
Archmage

Little Sen:
He has 1 hp and dies if you breathe on 
him too hard
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