Vehks’hadoon_1
	NPC's: 3x Wandering Vehks’hadoon. (2 male, 1 female)

	Location: in wilderness

	Pull: Observational, no force pull


	Encounter Summary: Player sees 3 (maybe more, but others will have no actions) Vehks’hadoon sitting/standing in circle (maybe in strange poses, if Yoga mod’ll be added). Player may approach them, ask about their ways and share a smoke. In the latter case player will get temporal “Jubeedi” effect.


	Wandering Vehks’hadoon 1 (male): doesn’t start conversation with player, but from time to time shouts lines from Sermon 1. Here’re example lines, full text at http://www.reddit.com/r/teslore/comments/1xrbpx/the_first_sermon_in_dunmeris/


	Mulna Velothina, ne Kimeri, t'ledisse, Kinedila thir asur. Ayem flante nechuhliye del pagis, a kai sei ulne Boethiyane, ne Khan Kalahne, annis, a jiti leteri d'leteri sei parit prodekud sim parel-ja ko sefeni pareliye-ja annis. Ayem sarel nechuhle pranis a safis:

“Jah Khnara Sish-Luka De-na-Seme an. Rana lutha a sfan puhn magnu, AYEM AE SEHTI AE VEHK, an, nel seru kasafikra sim sed'lati pag.”

	Re Ayem sarel nechuhle relte darel skerimis, na drukhi fahyanna molok'vi a thresh'vi. Sarel nechuhle ralhadal a dahd-rehtel sejenis, mut sei dethenis luthal wuj-ja ket'ledaym. Nu puhn ko sehm junitag laradis.

	Re Seht sarete nechuhle pag a safis:

“Jah Khan Dogam'tuhlvi De-na-Seme an. Rana wuj keme-kemlane an, latal d'romek sfedhiye a alteiye muthrak, nel nahjekra sim Semkhanur pag.”

	A Seht khardil kedamsis a tharmeri dan anpagis, kuhle reltag shim'la-ja shinirul, a sarel nechuhle hojothris munute horellene surla Asurane visenite dolahtis. Nu puhn ko sehm junitag kag laradis, lata-wujel nahjem en Gosfarai Mefahlane a asusfarai Velothe agur kamlagi d'ruhmani Trinimake lothsafem.


	Wandering Vehks’hadoon 2 (female): doesn’t start conversation with player, but from time to time shouts ideas about metaphysical nature of Sermons

	Each of the aspects of the ALMSIVI then rose up together, combining as one, and showed the world the sixth path. Is it the Way we should walk, brothers?! Let us combine in one soul too!

	The Spokes are the eight components of chaos, they are the lent bones of the Aedra, the spaces between the gift-limbs number sixteen, the signal shapes of the Demon Princedoms, look at its center and all you see is the begotten hole. But what baby will be born there?

	Wait, if you turn this coin sideways, you can see I – I AM WHAT I AM! Is it the purpose of this world?

	A-a-ah, I can see events as colors and hear people as tones and feel time as cold scale of snake. 

Synaesthesia! How can Sharmat believe, that he is older than music?

	Remember the words of Boet-hi-ah: We pledge ourselves to you, the Frame-maker, the Scarab: a world for us to love you in, a cloak of dirth to cherish. Dagoth Ur has usurped the crest of Scarab! Who will now free the holy symbol from his tentacles?

	Vivec wrote this: “'The Sharmat sleeps at the center. He cannot bear to see it removed, the world of reference. This is the folly of the false dreamer.” Know, dreamers of Mountain  – whatever idea has blown your minds and whatever light has burned out your lies – it’s folly.

	What is our memories if not the lamp that lit under the waters of Oblivion?


	Wandering Vehks’hadoon 3 (male): Greetings, %Player_race%. Let One of infinite vision bless you with his enlightment.












Vehks’hadoon_2

	NPC's: 3x Wandering Vehks’hadoon (2 male, 1  female)

	Location: in wilderness


	Pull: Observational, no force pull


	Encounter Summary: Player sees 3 (maybe more, but others will have no lines) sad Vehks’hadoon walking towards Vivec city. No reward





Vehks’hadoon_3
	NPC's: 3x Wandering Vehks’hadoon (2 male, 1 female), one or two dead Vehks’hadoon, 1 Ascended Sleeper or Ash ghoul and several Ash slaves or Ash Zombies


	Location: in wilderness


	Pull: Observational, no force pull


	Encounter Summary: Player sees 3 Vehks’hadoon fighting with members of Sixth House, one dead  Vehks’hadoon lies nearby. Player may help one side or another or move away. Sixth House members initially are not aggressive toward player unless player decides to attack them. Until the moment when player attacks one of  Vehks’hadoon first time they are essential – i.e. they will always remain alive, unless player will help other side. No reward.




Worm-recruiter

	NPC's: 3-5x random vampires (any clan, from Neonate to Reaver) and Worm Cultist (undead?)


	Location: outside of towns, at night


	Pull: no force pull unless player character is detected.


	Encounter Summary: Player sees a Worm Cultist trying to seduce a motley group of vampires into becoming a followers of Worm King. If any of them detects player, they become hostile and with 50% either attack or start to flee. Worm Cultist, if his HP drops lower than 20% may teleport away. He always has a copy of “Arkay the Enemy”. Maybe upon death with somewhat low chance he’ll drop a black soul gem (which may link us to another event, where Ordinators attack you if you keep this thing with you).







Player: <Leave>





Player: Who are you?





Wandering Vehks’hadoon: We are wandering ascets, devoted to lord Vivec and his Sermons. Jubeedi is burned with sacred fire taken from Lord himself and in this we come closer to understanding of this world. 





Wandering Vehks’hadoon: Do you want to share a pipe?





Player: can I become one of you?





Player: Yes, allow me to join you, please.<Player character smokes and get “Jubeedi” effect, i.e. rising Willpower and Mysticism, but lowering Intellect>





Wandering Vehks’hadoon: It’s a mixture of rare herbs, growing only in Star-wounded East





Player: What is Jubeedi?





Wandering Vehks’hadoon: No, not yet. There is a greater path awaiting you





Player: Sounds like a drug, I’ll pass. <Leave>





Wandering Vehks’hadoon 1 (male): Sacred fire in the brazier went out! Fault. It’s my fault!





Wandering Vehks’hadoon 2 (female): Sacred fire has gone out and Walking Ways are now hidden in dark. How can we complete our Endeavour now?!





Wandering Vehks’hadoon 3 (male): Sorry, stranger, we have no spare time for idle talk. We should reach St. Olms Canton as soon as possible to light the brazier once more.





If  Vehks’hadoon have won Wandering Vehks’hadoon 1 (male): Brother has fallen.





All three Vehks’hadoon together: The fire is mine: let it consume thee,And make a secret door At the altar of Padhome In the House of Boet-hi-Ah Where we become safe And looked after. <Corpse goes on fire and turns into an ash pile>





If approached after that any Vehks’hadoon:  Hello, stranger. We would greet you next to our Nargile, but one of us has moved to Oblivion and now we should make a pipe from his bones.





Worm Cultist: But my King Mannimarco – Lord of  Undeath will change it! Soon this very world will be killed and resurrected as undead. And there’ll be nothing to fear for servants of Worm – you’ll become truly immortal, no more need to fear the dawn or seek the blood. You shall be like divine spirits in this New World, with no death awaiting undead masters – if you are somehow killed you’ll reform in new body, forever mighty!





One of vampires: What is he talking about





Worm Cultist: That’s what I’m gonna to talk about! There’s Magnus, whose light bothers you. There’s blood you have to hunt for. But that’s because you are undead in the alive world. 





Third vampire: But we can’t listen to your preaching till dawn





Worm Cultist: There’s no need to hurry me. Aren’t you undead – there’s eternity in front of you, all the time of this world is in your hands.





Another vampire: Spill it!





One of vampires: Yeah, now what is your “best offer ever” you were talking about?





Worm Cultist: has everyone gathered?





<Vampires start leaving> 1. Dunno, Lords won’t like it…


2. Nonsense!


3. Hate those fanatics.


4. I’ll think about it and contact you later





Worm Cultist <Upon teleporting away>: Mannimarco, save me!





Upon detecting player Wait, I think I hear someone. Idiot, your illusion spell has failed!





Worm Cultist: Wait… where are you going?! Stop! You’ll regret this, when King of Worms will end your existence!








