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This is a RPGA Network adventure game for the Living
Greyhawk ™ Campaign. A four-hour time block has been
allocated for playing the game (or this round of the game),
but you may have more (or less) time depending on your
convention/game day organizers.

It is a good idea to ask each player to put a name tag in front
of him or her. The tag should have the player's name at the
bottom, and the character's name, race, and gender at the top.
This makes it easier for the players to keep track of who is
playing which character.

Scoring the game for RPGA points:

The RPGA has three ways to score this game. Consult your
convention coordinator to determine which method to use:

1. No-vote scoring: The players write their names and
numbers on the scoring packet grid, you fill in the top of
the grid. That is all. No one is rated. This method is used
for people who are just playing for fun.

2. Partial scoring: The players rate the game master and
the scenario on their player voting sheet, and provide
personal information, but don’t vote for other players.
The game master rates the scenario and completes
personal and event information, but does not rate the
players as a team or vote for players. This method is
used when there is no competition, but the convention
coordinator wants information as to how the game
masters are performing, or the game master wants
feedback on his or her own performance.

3. Voting: Players and game masters complete the entire
packet, including voting for best player. If this method is
used, be sure to allow about 15-20 minutes for the
players to briefly describe their characters to the other
players, and about 5-10 minutes for voting. This method
is used when the players want to know who played the
best amongst them, or when the adventure is run in
tournament format with winners and prizes. Multi-round
adventures usually required advancing a smaller number
of players than played the first round, so voting is
required for multi-round adventures.

When using Voting, rank the players in order of your
voting choice while they are completing their forms, so that
you are not influenced by their comments on your abilities.

The players are free to use the game rules to learn about
equipment and weapons their characters are carrying.

Some of the text in this scenario is written so that you may
present it as written to the players, while other text is for your
eyes only. Text for the players will be in bold italics. 1t is
strongly recommended that you paraphrase the player text,

instead of reading it aloud, as some of the text is general and
must be adapted to the specific situation or to actions of the
player characters.
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This is a LIVING GREYHAWK Adventure. As a LIVINGT™
adventure, it is expected that players will bring their own
characters with them. If players do not have a LIVING
GREYHAWK character generated, get a copy of the current
LIVING GREYHAWK character generation guidelines, a
character sheet, and a LIVING GREYHAWK log sheet from
your convention coordinator or the RPGA Web site, and
then have any players without a character create one. Once
all players have a LIVING GREYHAWK character, play can
begin.

Along with the other materials that you are assumed to

have in order to run a D&D game, it is also recommended
that you have a copy of the LIVING GREYHAWK Gazetteer.

DETERMINING AVERAGE PARTY LEVEL (APL)

Because players bring their own characters to LIVING
GREYHAWK games, this adventure’s challenges are
proportioned to the average character level of the PCs
participating in the adventure. The determine the Average
Party Level (APL):

1) Determine the character level for each PC participating
in the adventure.

2) If PCs bring animals that have been trained for combat
(most likely war horses, dogs trained for war), other
than those brought by virtue of a class ability (i.e.
animal companions, familiars, paladin”” mounts, etc.)
use the following chart to determine the number of
levels you add to the sum above. Add each character's
animals separately. A single PC may only bring four
or fewer animals of this type, and animals with
different CRs are added separately.

CR 1 2 3 4
1/4 and 1/6 0 0 0 1
1/3 and 1/2 0 0 1 1
1 1 1 2 3
2 2 3 4 5
3 3 4 5 6
4 4 5 6 7

3) Sum the results of 1 and 2, and divide by the number
of characters playing in the adventure — round up.

4)

5) If you are running a table of six PCs, add one to that
average.

By following these four steps, you will have determined the
APL. Throughout this adventure, APLs categories the level
of challenge the PCs will face. APLs are given in even-
numbered increments. If the APL of your group falls on an
odd number, ask them before the adventure begins whether
they would like to play a harder or easier adventure. Based

on their choice, use either the higher or lower adjacent
APL.

APL also affects the amount of experience you may gain at
the end of an adventure. If your character is three levels or
more either higher or lower than the APL that this
adventure is played at, that character will receive only half
of the experience points awarded for the adventure. This
simulates the fact that either your character was not at
challenged as normal, or relied on help by higher-level
characters to reach the objectives.

Note: LIVING GREYHAWK adventures are designed for APL
2 and higher. Three or four, or sometimes even five 1%-
level characters may find difficulty with the challenges in a
LIVING GREYHAWK adventure. If your group is APL 1
there are three things that you can do to help even the score.

1) Attempt to create a table of six 1*-level characters, or
try to enlist higher-level characters to play at that table.

2) Advise characters to buy riding dogs to help protect
them, and fight for them. All riding dogs are
considered trained to attack. PCs who want their dog to
attack must succeed at a Handle Animal or Charisma
check (DC 10). Failure indicates that the animal will
not attack that round. This is a free action (spoken
command) that may be attempted each round. If an
animal loses half or more hp in a single round it flees,
unless another check is successful.

3) A group of APL 1 adventurers who desire an extra
hand can “enlist an iconic.” The stats for the 1%-level
versions of Tordek, Mialee, Lidda and Jozan are given
at the end of each adventure. The group may pick one
of these characters to join them on this adventure. The
DM controls that NPC.

If you are using a 591 CY adventure (campaign year 1) that

uses the old Tiers, assume that the Tier multiplied by 2 is
the APL suitable for that encounter.

ISIT A FULL MOON?

Since the hazards of lycanthropy are a current part of the
Living Greyhawk campaign, it may be necessary to
determine if this adventure takes place during a full moon.
For game purposes, the full moon lasts three days of each
month. For a given scenario that does not state the phase of
the moon, roll 1d10 before play begins. On a result of, the
first day of the scenario is a night of the full moon (roll 1d3
to determine where in the sequence of three nights it falls).
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LIFESTYLE IN PERRENLAND

PCs in Living Greyhawk events must pay a Lifestyle cost
associated with the economic level of the place where the
adventure takes place. Lifestyle costs include expenses
incurred during the time between this adventure and the last
one, and all training costs associated with advancing in
levels. It does not cover the cost of adventuring equipment.
PCs must pay for things bought during the adventure (from
equipment to drinks and meals and lodging) at the prices
stated in the scenario, or the Player’s Handbook if the
scenario does not specify.

The lifestyle costs are normally divided according to the
economic level that the PC wants to maintain, and there are
Charisma-related penalties and bonuses for maintaining
certain lifestyles. Some Perrenesse institutions and Meta-
organizations will, however, give access to a certain life-
style and other benefits. These include the following.

ACTUAL LIFESTYLE

At the beginning of every scenario, each PC is required to
pay upkeep costs matching the level of lifestyle they wish
to maintain. The lifestyles, and the effects that each has on
play, are:
None You are living in the wild, either as a nomad,
or perhaps in a cave. You hunt and gather
your own food and your clothes consist of
furs and/or hand-woven items. At times, food
is scarce and you go hungry. But you survive.
You must have Wilderness Lore of 6 or
higher to avoid being Destitute.

You have common lodgings, and eat
common quality food. You have normal
clothing for your profession (adventuring);
nothing fancy. You probably have two or
three sets of clothing.

You stay in good quality lodgings, and eat
good quality food. You wear anything in
value up to courtier’s outfits, and generally
buy a new set of clothing every two weeks.
You have luxurious accommodations (twice
the cost of good accommodations), and you
excellent foods. You can throw a banquet for
your friends every day, and frequently do.
You wear clothing up to the value of noble’s
outfits, and buy a new set of clothes every
week.

Standard

Rich

Luxury

Lifestyles come with bonuses or penalties to Diplomacy,
Intimidate, Disguise and Bluff skill checks. These
penalties, shown below, should be applied at the DM"
discretion, and can sometimes backfire — for example, a PC
with a poor lifestyle would not have a penalty when talking
to a beggar, but would when talking to a city official. A PC

with a high lifestyle should have a penalty when dealing
with a group of street thugs, where a PC with a destitute
lifestyle might not.

DMs are encourage to role-play these reactions
whenever possible.

Charisma
Lifestyle Cost Modifier
None Ogp -2
Standard  12gp x TU +0
Rich 50gp x TU +2
Luxury 100gp x TU +4
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DM’S INTRODUCTION

This adventure is set in the Concatenated Cantons of
Perrenland, in the boundary between the cantons of
Nederboden and Hugelrote. Much of the game takes place
in and around the lost Ur-Flannae city of Kir Riiss.

Promises To Keep is the sequel to The
Voormann’s Daughter and although it is not absolutely
vital that players have previously participated in that
scenario, it is certainly extremely desirable. Players should
be strongly encouraged to play The Voormann’s Daughter
before playing Promises To Keep. There are references in
this scenario to events and people from The Voormann’s
Daughter.

The game starts with the characters resting in the
village of Rikkendal, following a local revel. (Rikkendal is
a location from the scenario Pig Tales, so it is also desirable
— but not vital — that players should have already played
that scenario as well.) A messenger delivers a letter to them
that will set them on their path. The general location of
Reggi Das has been determined, meaning that her rescue
can be attempted.

WHAT HAS HAPPENED SINCE THE
YOORMANN’S DAUGHTER

In the Voormann’s Daughter, Karl Hiissen became a hero
by eliminating a band of marauding humanoids. What the
PCs know — but had no firm proof of — was that Kérl
Hiissen has set up the attacks so that he could step in and
play the hero. This information was discovered by the PCs
working with the Voormann’s daughter, Hann¢ Weisspeer,
who had worked her way into Kérl’s confidence to some
degree.

In the climax of the previous scenario the PCs
gained the testimony of a half-orc scout who was Karl’s go-
between with the humanoids. This scout, Roggo Das, was
working for Karl because his sister Reggi was being held
hostage. Once the PCs promised to find and rescue Reggi,
Roggo explained what Karl was up to and promised to
testify. Sadly, on the way back to Krestible, to take Roggo
to Hann¢’s uncle Hasten, an assassin killed the scout. Thus
there was only hearsay evidence and no proof.

Since then Hann¢ Weisspeer has been playing a
dangerous game, trying to find out more about Karl’s
activities and endeavouring to locate where Reggi is being
held. Hasten himself has been using his own contacts to
find out Reggi’s location. Unfortunately, this has tipped
Karl off and he knows Hanné is spying on him. He knows
the PCs are looking for Reggi and has decided that she is a
loose end.

Karl himself has a degree of heroic stature in
Perrenland since wiping out the humanoids and opening up
the Krestingstrek to trade again. He has used this popularity
to help bolster his campaign to become the next Voormann.
His rise in popularity, coupled with the mediocre following
enjoyed by the current Voormann (who is from Clan

Weisspeer) has seen friction increasing between the clans
of Hiissen and Weisspeer. Since they are close neighbours,
the chances of hot-heads from each clan meeting are high.

THE BACK STORY

Karl Hiissen is in cahoots with Jasper Mérgenrood, a
Hugelrote dignitary and mining baron. About a year ago
they discovered a lost Ur-Flannae city which they
christened Kir Riiss. The city was stocked with plenty of
abandoned treasures, but also a number of very dangerous
creatures. Karl came up with the idea of using slaves to
hunt for treasure, which is then sold on to foreign traders
for a very tidy profit. Karl is using the considerable money
he nets from this to fund his own nefarious plans. Their
activities are a secret, especially the fact they are using
slave labour, and it would be bad for them if word of their
activities were to get out.

RUNNING PROMISES TO KEEP

Some scenarios are, by necessity, very linear and
restrictive. This is not one of them. The writers have
attempted to cover as many options as possible but players
have a knack of doing the unexpected. We would urge GMs
to allow players as much freedom as possible to do what
they like. If a situation arises that isn’t detailed in the text
then the GM has every right to improvise as the situation
demands. The most important thing is to try to avoid having
Karl Hiissen killed or captured. The odds are very much
against this anyway. Otherwise, do have fun.

Note: Before play starts, the GM should have each player
make a number of rolls (ten is suggested) for the following
skills — Spot & Sense Motive — and jot them down. When
secret tests are called for these results can be used and
crossed off, with the players none the wiser.

ADVENTURE SYNOPSIS

The characters start in Rikkendal, where the return of a
local son, Fraedrig Zussrig, has been celebrated. A
messenger arrives bearing a letter for the PCs from Hasten
Weisspeer, their employer from The Voormann’s Daughter.
The letter notes that through the fine work of Hasten’s
niece, Hanné, the location of Reggi Das, the missing sister
of the late Roggo, has been determined. She is in the care
of one Jasper Morgenrood, a ‘mining baron’ whose camp is
to be found near the foot of the Mounds of Dawn.

Assuming the characters take the bait and head
North, they can travel along the Vestertrek until they come
to the Dréboom Huis, a wayfarer’s inn where guides can be
found. There, if they do look for a local guide, they can hire
the services of Hergen Rieg.

What they don’t know is that Karl Hiissen knows
about their interest — he has interrogated Hanné Weisspeer
and has many spies — and has laid some plans to waylay
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them. All of the local guides have been paid off and they
will be lead into a trap, resulting in their capture. Should
they choose not to use a guide they will be followed and a
capture attempt made regardless.

Captured or not, the trail leads to Jasper
Morgenrood’s mining camp, where a few hundred souls are
being kept in slavery. The PCs will join them if they are
captured, after being presented to Karl Hiissen, who enjoys
a good gloat.

It will soon become apparent that a lost Ur-
Flannae city called Kir Riiss has been discovered, and is
being plundered for its treasures. The slaves are sent into
the city to explore and remove the treasures, often leading
to their deaths. This is a task that will be given to the
characters if they are captured. They will also meet with
Reggi Das, who is no captive, but a slave overseer. She
thinks her brother Roggo is Hiissen’s captive and is
working for him to ensure her brother’s safety. Once she
has learned of Kéarl’s duplicity she will endeavour to free
the PCs, resulting in her own capture and leading to her
sharing their fate.

If the characters are not captured then they will
learn that Reggi is within the city and they will have to
enter it to find her. Either way the next stage of the game
takes place within Kir Riiss.

The characters are sent into the city to look for and recover
treasure, or to seek Reggi Das. This results in some
traditional ‘dungeon’ exploration before a hitherto
undiscovered tunnel is found that allows them to depart
through means other than the sole known entrance to the
canyon city.

Now the PCs may either endeavour to leave
straight away, try to hunt down Karl Hiissen or free all the
slaves. Reggi will push for the latter choice above all others
and now acts as the party’s conscience.

Unless the PCs are exceptionally skilled or lucky
the alarm will be raised before they can get to Karl, should
they choose that path, and he will have time to set enough
obstructions to allow his escape.

The scenario ends with the PCs having proof of
Karl’s villainous activities, although he will be free and
possibly have Hanné captive.

PLAYER INTRODUCTION

Though Winter is long gone a bitter chill grips the
highlands of the Yatils at nights, and it is pleasant to
have the heat of a fire warm your bones. Even more so
if you are with friendly company and the ale is flowing.
Song and dance fills The Strangled Goose with good
cheer. Tonight the villagers of Rikkendal celebrate the
return of a neighbour, Fraedrig Zussrig of the Oskindal
stadt, and you have been invited to join them. Only fools
reject the offer of free food and drink and good
company.

If any of the characters have played the scenario Pig Tales
then they may well be familiar with the locals. Fraedrig is
the surviving son of the family murdered in that scenario,
and he has left his posting in the Auszug to return and take
over the running of the family stadt. If any PCs were
involved in that scenario then they will likely be treated as
honoured guests and feted by the locals. Otherwise, they
just happen to be in Rikkendal at an opportune time and can
just enjoy the festivities.

GMs with a sense of humour may wish to add a
spot of colour if there are any likely looking female PCs —
the women of the village have determined that Fraedrig
needs to find a good wife to settle down with, and soon.

The festivities, however, are not important to the
scenario and should not be played out extensively, if at all.
The prime adventure hook happens the next morning when
the celebrations are over and hangovers are being nursed. A
rider arrives from Krestible, a messenger bearing a letter
for the PCs from Hasten Weisspeer. The courier, Gedden
Heirick, has no idea what the letter says and couldn’t care
less. He was paid a mark to deliver the message and that is
what he has done. He will wait to see if the group have a
reply message, enjoy a meal and a drink, and then depart.

Gedden Heirick (male human Warl)

The letter is detailed in Player Handout #1, which
should now be given to the players. It details the possible
location of Reggi Dés and intimates that the characters
should endeavour to rescue her. If they don’t then they may
as well pack up their gear and go home, though the
indication of what they should do is blatant.

What if none of the characters played The Voormann’s
Daughter?

If the characters haven’t played the first scenario and or did
not otherwise make the promise to rescue Reggi then
consider the following. One of the group’s closest
associates was involved in the activities surrounding the
events of The Voormann’s Daughter. This associate made
the oath to Roggo Das to help find and rescue his sister
Reggi. Unfortunately this character is caught in a pinch, for
they have equally pressing matters to attend to. Rather than
ignore the situation, this person has decided to ask some
trusted friends to help instead.

Thus the messenger arrives having visited the
group’s friend. He will identify himself with a suitable key
piece of information (eg. the name of the barmaid in Traft
that he and a PC were trying to chat up last year.) and also
the original letter from Hasten. The friend’s message is a
request to endeavour to rescue the woman, Reggi Das. He
himself has promised to do so but cannot break his current
contract and he feels that time may be of the essence.

In addition, clan affiliated or long-term residents
of Perrenland will know that there is some tension between
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the clans Hiissen and Weisspeer and that various people are
questioning the motives of Karl Hiissen. What is know for a
fact is that, as a cleric of Allitur, Hasten Weisspeer’s
integrity is beyond reproach.

The characters will hopefully choose to take the
task and preserve their friend’s honour, as well as possibly
doing the right thing by rescuing a ‘damsel in distress’.

A GM should feel free to involve the PCs into
coming up with a suitable reason for them taking on this
task which, on the surface, shows few monetary rewards.

ENCOUNTER ONE
THE DREBOOM HUIS

You accompany Fraedrig Zussrig to his home stadt in
Oskindal, a lonely place for a single man. With luck he
will find a partner and liven the stadt up again.

Bidding Fraedrig luck you take your leave and
journey north along the Vestertrek. It takes several
days travel, stopping in mountain stadts along the way.
The folk of the Yatils are private and close-mouthed
people, but they are also hospitable and will house and
feed travellers.

Eventually the reddish brown humps of the
Mounds of Dawn appear on the distant horizon and you
soon find the Dréboom Huis. Lying in a sheltered valley,
it is a warm and sunny place. Streams run down the
mountain slopes to feed a small dark lake, on the shore
of which lies the inn.

Three ancient gnarled trees huddle by the side of a
two storey stone building whose steep shale roof is bent
and warped with age. A low stone wall encircles the inn,
forming a compound in which a handful of mountain
ponies and goats graze calmly, ignoring the fat geese
that waddle around them. A smaller stone building
seems to double as a stable and barn.

A trail leads from the Vestertrek to the inn, passing
through an arched gate, by which a trio of small boys
throw toy spears at a wooden target. A portly woman is
hanging clothes on a line in the yard whilst an old man
seems to be repairing a wheelbarrow. None seem
concerned at your approach.

The group arrive at the Dréboom Huis in the late afternoon.
They (or their mounts) will be thirsty, hungry and in need
of a rest. It is a quiet period at the inn, as their last patrons
(a hunting group heading to the Mounds of Dawn to help
pursue a rogue monster) departed the day before.

The people that live here, the Fruntz family, are
members of the Hiissen clan. They have little to do with
clan activities, though, and consider themselves to be folk
of Hugelrote over any clan loyalty. They are none too
fussed about Karl Hiissen, from what little they’ve seen of
him. They know the following information about Géldal.

Jasper Morgenrood, who seems like a cunning

operator, manages the mining camp.

e They mine copper up there and there’s a few hundred
people in the camp.

e There a wagon trails that lead up to the camp, but there
are several intersections and you need to turn off a few
times to get to Géldal. A guide is advised.

e There is a bit of tension between the Hiissen and

Moérgenrood clans in the area, as the Hiissen’s are seen

to be a little sharp in their dealing with their

neighbours. The Fruntz family are rare in that they are

Hiissen clansfolk whose sympathies lie with the

Morgenroods.

The old man is Ern Fruntz, the patriarch of the local clan.
He is in his mid sixties and was once a skilled hunter. Now
he suffers from rheumatism and remains by the stadt
keeping himself occupied. Ern is a quiet man who spares
little time for unnecessary chatter. He keeps his business to
himself and accords others the courtesy of not prying into
their affairs.

Above the hearth in the main stadt is the
mummified head of a black-skinned ogre. Any PCs of the
Morgenrood or Hiissen clans will now automatically know
who Em is. Any native Perrender not from these clans may
make a Knowledge (history) test (DC 15) to know this
information:

When he was just ten Ern was cornered by the
ogre and killed it with a single (lucky) throw of a spear
through its eye. The story is still told about the boy Ern the
Ogre-killer. The PCs are being hosted by a famous person
in these parts!

Ern Fruntz, male human Rgré6: CR 6; Medium humanoid
(57 97 ft. tall); HD 6d10+9; hp 39; Init -1 (Dex); Spd 30;
AC 9 (-1 Dex); Atks +7/42 melee (1d6+1 [crit x3],
handaxe) +5/+0 ranged (1d8 [crit 19-20/x2], light
crossbow); SA none; SQ favoured enemies — orcs, ogres;
AL N; SV Fort +7, Reflex +1, Will +7.
Str 12, Dex 9, Con 14, Int 10, Wis 16, Cha 10

Skills: Animal Empathy +2, Climb +5, Craft
(Builder) +2, Handle Animal +4, Hide +3, Intuit Direction
+7, Jump +3, Knowledge (nature) +4, Listen +8, Move
Silently +2, Search +1, Spot +8, Use Rope +3, Wilderness
Lore +8. Feats: Alertness, Endurance, Iron Will,
Toughness, Track;

Equipment: light crossbow, bolts (20), handaxe,
dagger.

The woman is Unti Fruntz, the forty-something wife of
Ern’s eldest son Art. She too is a quiet sort, though she is

friendly enough and likes to listen to travellers’ tales.

Unti Fruntz (female human Com1)
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The three boys are the eight-year-old twins Ekka and Edda,
and their six-year-old cousin Dirn. Like all small boys they
are excited by visitors, especially those who might be great
warriors.

Ekka (male human Com0)
Edda (male human Com0)
Dirn (male human Com0)

Inside the main building are Annig, Unti’s sharp-tongued
daughter (and Dirn’s mother), and Grijana, the wife of
Unti’s son Ennik. Friendly Grijana is the mother of Ekka
and Edda. Both these women are in their early twenties and
are attending to household tasks. Their husbands are absent,
taking a herd of goats to market in Exag.

Annig Bokk (female human Com1)
Grijana Fruntz (female human Com1)

Smart players will take this opportunity to arrange
overnight accommodation and ask how they might hire the
services of a guide. The women will defer any suggestions
to Ern, who’s the man in charge, after all. The old man will
give the group a sharp glance followed by an evaluating
look, and then stroke his chin and think. He will suggest a
local scout by the name of Hergen Rieg. If the group
wishes to make use of Rieg’s services then Ern will send
Ekka off with a message for the fellow.

IF THE GROUP HIRES A GUIDE:

If they ask about getting to Géldal, Ern will recommend
that they use a guide. He will suggest that the group employ
the services of Hergen Rieg, a local scout of the clan
Morgenrood. The pair has an arrangement whereby Ern
always suggests Rieg first, and in return is paid a small
spotter’s fee by Rieg if he gains employment. Ern considers
Rieg to be a trustworthy and sensible fellow.

IF THE GROUP DOESN’T HIRE A GUIDE:

It’s entirely possible that contrary, cocky or silly groups
may decide to go it alone and not hire a guide. In this
situation the GM should first suggest that the mountains
around here look rather wild and that without local
knowledge there’s a fair chance of getting lost. Don’t press
the point, just note this the once and if the group still
ignores the suggestion then so be it.

The locals, if asked, will give general directions to
the mining camp. They will also suggest that it wouldn’t be
wise to travel without a local guide, but if ignored they
won’t be too concerned. However, Ern will send a message
off to Hergen Rieg informing him of the group’s intentions.

If the group heads for the camp on their own then
proceed to Encounter Two, Option Two — Going Their

Own Way.

ENCOUNTER TWO
OPTION ONE
THE GUIDED TOUR

Come the morning, Hergen Rieg will arrive at the Dréboom
Huis, ready to guide the group to where they wish to go.
When told the destination he will nod and say he knows the
way there. He will not otherwise ask the group their
business or anything about their reasons for going to the
mining camp.

Hergen will charge 5sp per character as his fee.

Like most of the locals, Hergen is a close-mouthed
private person who minds his own business. It just so
happens, though, that he has been asked to keep an eye out
for a group roughly matching the party’s description — Karl
Hiissen has his own spies and is keeping an eye on Hasten
Weisspeer and his associates — so that he can identify them
to the people who guard the mining camp’s surrounds.

Hergen Rieg, male human Rgr4: CR 4; Medium
humanoid (5’ 10” ft. tall); HD 4d10+12; hp 32; Init +1
(Dex); Spd 30; AC 14 (Studded Leather +3, +1 Dex); Atks
+5 melee (1d6+1 [crit x3], handaxe) +5 ranged (1d6 [crit
x3], shortbow); SA none; SQ favoured enemies — orcs; AL
N; SV Fort +7, Reflex +2, Will +2.
Str 12, Dex 12, Con 16, Int 12, Wis 12, Cha 10

Skills: Climb +5, Hide +5, Intuit Direction +5,
Jump +3, Knowledge (nature) +4, Listen +7, Move Silently
+5, Search +3, Spot +7, Use Rope +5, Wilderness Lore +5.
Feats: Alertness, Endurance, Toughness, Track;

Equipment: Studded leather armour, shortbow,
arrows (20), handaxe, dagger.

Once the party are ready to be on their way,
Hergen will lead them north along the Vestertrek for about
two miles before leading them along a trail (suitable for
wagons) that heads upwards to the West. If asked, Hergen
will tell the group that the journey should take anywhere
between half a day and a full day’s walk, depending upon
the conditions of the trail and the fitness of the hikers.
The duration of the journey is as follows:
e Slowest party member speed of 30° and worst
Constitution of 10 — 6 hours walk.
e Slowest party speed of 20’ or worst Constitution of 8 —
9 hours walk.
e All mounted on hill ponies — 4 hours ride.

There will be a few intersections on the trail along the
way, where other paths branch off, so Hergen at least earns
his keep. He also spots out a few slightly dangerous parts
on the road where PCs should keep away from the edge. He
takes his duties as a guide seriously.

When the group are an hour away from the mining
camp they will be in range of the outlying camp scouts.
These hardy folk are skilled at mountain travel and are
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quite stealthy. Their job is spot who is approaching the
camp and to report that information back — not to intervene.
They use rocks and low scrub to hide their presence — there
are few large trees in the vicinity.

Camp Scouts, male human Rog2: CR 2; Medium
humanoid (5 ft. 7 in. tall); HD 2d6+2; hp 8; Init +2 (Dex);
Spd 30; AC 15 (+3 studded leather, +2 Dex); Atks +1
melee (1d6 [crit x2], shortsword) +3 ranged (1d6 [crit x3],
shortbow), AL N; SV Fort +1, Reflex +5, Will +0.

Str 10, Dex 14, Con 12, Int 12, Wis 10, Cha 10

Skills: Balance +4, Climb +4, Hide +7, Intuit
Direction +5, Jump +4, Knowledge (nature) +2, Listen +7,
Move Silently +7, Search +5, Spot +7, Use Rope +5,
Wilderness Lore +3. Feats: Alertness, Track;

Equipment: dagger, short sword, short bow,
arrows (20), studded leather armour

APL 4 (EL 4)

There are two scouts. Their initiatives are 18 and 4.

APL 6 (EL 6)

There are four scouts. Their initiatives are 19, 18, 10 and 4.

Use one of each PC’s pre-rolled Spot checks against DC
20 to see if the party identifies that there are scouts out
there watching them. If approached the scouts won’t risk a
fight, especially if Hergen has yet to identify the group as
being wanted by the bosses.

So long as they think the group are just normal
travellers, one scouts will leave to alert the guards, whilst
the remaining will scout(s) will (if spotted) approach the
group.

If not spotted one scout will alert the guards but
the other(s) will ghost the party.

Hergen’s trigger to identify the group as the folk
wanted by the bosses (the scouts and guards have been
alerted) is to wipe his brow with a black kerchief he keeps
tucked in his belt. This is a completely innocuous gesture,
but you can make secret Sense Motive (DC 20) rolls for the
PCs to see if they can detect something awry in Hergen’s
manner when he does this. Otherwise there is no hint that
they have been identified.

If the party spots something suspicious in
Hergen’s manner, he will explain it off as being that there
have been some monster attacks in the vicinity and he is a
little nervous. The characters may pursue the matter and it
is possible that they can get Hergen to confess that he has
been paid off to identify a group from the south specifically
asking for the mining camp. Apart from that he knows very
little. He bears no particular malice towards the group.

If they somehow spring the trap, so be it. Let them
see if they can circumvent the posse waiting for them.

IF THERE IS A PC MORGENROOD CLAN
MEMBER

If one of the PCs is a member of the Morgenrood clan and
this comes to Hergen’s attention then he will not betray
them to the guards. If this PC has a Charisma bonus of +2
or higher then Hergen will warn them that someone knows
they’re coming and that they should be careful. He will
state that Jasper Morgenrood is not known as a trustworthy
person and should be treated with care.

ENCOUNTER TWO
OPTION TWO
GOING THEIR OWN WAY

Should the group decide not to make use of the services of
a guide they will have to find the camp themselves. If they
don’t at least ask someone at the Dréboom Huis for basic
directions then they have little hope of finding the camp,
for they don’t sign the roads in these parts.

If they do ask for directions, ask stated in
Encounter One they will be given brief directions and
Hergen Rieg will have been informed of their interest. He
will have headed off to inform the camp, and will have
arrived before them.

Travel times will be double those listed in Option
One, and the party must have one successful Intuit
Direction (DC 15) roll as well as one successful Wilderness
Lore (DC 12) test to avoid getting hopelessly lost. Add +10
to the Intuit Direction DC if they did not ask for directions
to the camp. Should they decide to take a twenty it will take
them several days, but they will eventually find the camp.
In this case, add another TU to the time spent on the
scenario.

If they do get lost it will take them d3 days to find
their way back to the Dréboom Huis. However, allow them
a d20 roll, and a result of 20 will see them luckily stumble
upon the camp.

The same rules apply for the scouts as in Option
One, though they will not have been alerted to the group’s
presence. If there is no alert the group will be treated as
‘normal’ adventurers — with suspicion but no actual attacks.
Likewise the party may be so elusive that the scouts never
see them. If the party is being particularly sneaky go to
Encounter Three Option Three.

ENCOUNTER THREE
OPTION ONE
GETTING INTO THE CAMP

The trail leads to a natural stone arch, formed where
two great rocks have fallen in on each other and debris
has filled up the cracks over the years. A single
stubborn tree, short and gnarled, has grown upon the
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top of the rocks, its roots twisting through the earth that
fills the cracks.

Two crossbowmen, clad in studded leather armour
and with spears propped near them, casually watch
your approach.

Normally there are just the two guards waiting at the arch,
with a third beyond who will run for help if his pals raise an
alert. They will be a little gruff and suspicious, though not
overly hostile. Visitors are rare, though the party may spin
a suitable tale to get by. A likely sounding story with a
Bluff (DC 12) test will be enough if no alert has been sent.

APL 4

All ordinary guards referred to from this point on use
Guard (normal). Or senior guards use Guard (advanced).

APL 6

All ordinary guards referred to from this point on use
Guard (advanced). Or senior guards use Guard (elite).

If an alert has been sent, however, and ambush has
been prepared. Beyond the arch, the rocks have been carved
into a nice gallery that runs some fifty feet until opening
out. Here there will be twice as many guards as there are
characters, along with one senior guard, all with crossbows
loaded and readied. The two initial guards will cover the
rear, and a quarter will block the end of the tunnel. The
others will be equally spread on either side of the gallery,
above the characters and with 50% cover. The PCs will be
‘invited’ to surrender and to give up their weapons. The
guards have had plenty of time to set the ambush and it
requires a Spot (DC 30) to notice them. If not noticed they
most definitely have the drop on the party — stress this point
firmly. It should be apparent that the group is in a killing
zone and starting a fight will likely get them all killed.

Should a foolish group start a fight, have them all
shot down and reduced to 0 hit points. They will then be
taken into custody and thrown into the slave pens. If this
happens add an extra 2 TUs to that normally expended by
the scenario, as the party heals up.

Hergen will keep his hands out in the open and
keep away from a fight if he can help it. If the group are
captured, he will give them an apologetic shrug and will
leave, not asking questions. If somehow caught in the trap
he will drift to the side and make himself an obvious non-
combatant.

The guards have no idea what the group is wanted
for. They’ve just been told by the boss, Jasper Morgenrood,
to take the characters prisoner. They will be rough but not
cruel if the group goes willingly enough but will be a bit
more brutal if a fight was put up.

AVOIDING PROTRACTED FIGHTS

As soon as it becomes apparent that the PCs are tough, the
warriors will avoid toe-to-toe fights and will use missile
weapons and larger numbers to good effect. If they have to
go into a melee they will break out heavy wooden shields
and form a shield wall, providing cover for their
crossbowmen. Just look what happened to the Spartans at
Thermopylae.

For any team that looks like they’re only
interested in fighting their way through the scenario, have
Reggi already in the city. Jasper will happily point them in
that direction in order to get rid of them and give him time
to plot a way to destroy them. Once they’re in the city,
throw hordes of monsters at them. Those who live by the
sword...

In addition, people who take the sheer brutish
approach will not be able to enlist the help of the miners.
They have little time for violent thugs, and the PCs will
have proved themselves to be such.

THE MINING CAMP

The trail leads along the right bank of a small mountain
lake, its bright blue waters a sure sign of the copper in
the region. From there it leads to a large stockade
enclosed by a two meter high stone wall. Another trail
leads up to the right, zigzagging up the right hand slope
of the valley to a series of mine shafts carved into steep
cliff walls.

A wagon yard is directly ahead as you enter past a
pair of guards at the gate in the right hand corner of the
camp, and what looks like long stables or storage
buildings lie just beyond it. Inside the stockade, some
twenty or so low stone buildings are laid out in
regimented fashion in the left half of the camp. A second
smaller stockade takes up the back right corner,