l!‘\' }‘\ N

™Y - . 3/ . I.

-P_
\
A

R

COMP ATIBLUE

i



CREDITS

AutHOR: Matt Goodall, Jim Groves, Steve Helt, Tim Hitchcock, Jason Nelson, Richard Pett, Tom Phillips, Mike Shel, Neil
Spicer, Mike Welham

CoNTRIBUTING AUTHORS: Alex Augunas, Clinton J. Boomer, Darrin Drader, Steven T. Helt, Thurston Hillman, Chris A.
Jackson, Jonathan H. Keith, Jeff Lee, Will McCardell, Patrick Renie, Sean K. Reynolds, Neil Spicer, Mike D. Welham

ApDITIONAL MATERIAL BY: Andrew Christian, Andrew Patterson, Tsailanza Rayne, Burt Smith, Henry Wong

EpITING AND DEVELOPMENT: Savannah Broadway, Matt Goodall, Thurston Hillman, Ron Lundeen, Jason Nelson, Alistair J.
Rigg, Neil Spicer

5E EprTiNG AND DEVELOPMENT: Dan Dillon, Ismael Alvarez, James-Levi Cooke, R] Grady, Matt Kimmel, John Lynch, Michael
Mifsud, David N. Ross

ProorreaDING: Christopher Sulat, Brendan Wood
Cover ArTisT: Ralph Horsley

ArrTisTs: Simon Aan, Bruno Balixa, Gabriela Birchal, Jesus Blones, Kenneth Camaro, Guillermo Cartay, Tyler Clark, Victor
Corbella, Ivan Dixon, Melissa Gay, Patrick Hell, William Hendershot, Frank Hessefort, Michael Jaecks, Jason Juta, Tom
Kilian, Christopher Kimball, Matthias Kinnigkeit, Tim Kings-Lynne, Jethro Lentle, Matt Lewis, Dio Mahesa, Matt Manghi,
Cj Marsh, Michal Matczak, Sam Matthews, Chris McFann, Alyssa Menold, Mitch Mueller, Joyce Ng, Evan Surya Nugraha,
Beatrice Pelagatti, Peyeyo, Ivan Pushkov, Dylan Reader, Lance Red, Arrahman Rendi, Julio Rocha, Henrik Rosenborg,
Tanyaporn Sangsnit, Banu Satrio, Phill Simpson, Chris Smith, Colby Stevenson, Bob Storrar, Michael Syrigos, Jon Tonello,
Rian Trost, Justin Tumey, Steve Wood

CarToGraPHY: Pedro Coelho, Tim Hitchcock, Michael Tumey
DEesiGN AND Lavour: Richard Kunz

LeGENDARY GAaMES TEAM MEMBERs: Alex Augunas, Kate Baker, Jesse Benner, Siobhan Bjorknas, Clinton J. Boomer, Robert Brookes,
Benjamin Bruck, Carl Cramer, Paris Crenshaw, Matt Daley Joel Flank, Jeff Gomez, Matthew Goodall, Jim Groves, Amanda Hamon,
Steve Helt, Thurston Hillman, Tim Hitchcock, Victoria Jaczko, Jenny Jarzabski, N. Jolly, Jonathan H. Keith, Hal Kennette, Michael
Kortes, Jeff Lee, Nicolas Logue, Will McCardell, Julian Neale, Dave Nelson, Jason Nelson, Jen Page, Richard Pett, Tom Phillips,
Alistair Rigg, Alex Riggs, David N. Ross, Wendall Roy, Amber Scott, Mark Seifter, Tork Shaw, Mike Shel, Loren Sieg, Neil Spicer,
Todd Stewart, Onyx Tanuki, Russ Taylor, Greg A. Vaughan, Mike Welham, Linda Zayas-Palmer, and Clark Peterson

PusBLISHER: Jason Nelson
ExecuTive PARTNER: Neil Spicer
Business DirecTor: Rachel Ventura

Open Content: Subject to designation as Product Identity (see below), the only portion of this Legendary Games product designated as Open Game Con-
tent is the stat blocks and spell descriptions unique to this product as well as the rules content (creature stat blocks and names of skills, etc., taken from
the SRD) as defined in the Open Game License version 1.0a Section 1(d). The front and back cover, back matter, introduction and Credits page, as well all
other parts of this product including all text not specifically designated as Open Game Content is not Open Game Content. No portion of this work other
than the material designated as Open Game Content may be reproduced in any form without written permission.

Product Identity: The following items are hereby identified as Product Identity, as defined in the Open Game License 1.0a, Section 1(e), and are not Open
Content: Legendary Games, Legendary Planet, the Legendary Games Logo, Adventure Path Plug-In, Legendary Planet Adventure Path (5E), as well as all trade-
marks, registered trademarks, proper names (including the names of each character, location, item or monster unique to this product), dialogue, plots,
storylines, locations, characters, artworks, and trade dress, but excluding any content that is Product Identity of Wizards of the Coast. (Elements that have
previously been designated as Open Game Content are not included in this declaration.)

Reference in non-Open Game Content (thus not covered by the Open Game License) in this work to content owned by others is not a challenge to their
ownership and is used under Fair Use.

Legendary Planet Adventure Path (5E) © 2020, Legendary
Games; Authors: Matt Goodall, Jim Groves, Steven T.
Helt, Tim Hitchcock, Jason Nelson, Richard Pett, Tom
Phillips, Mike Shel, Neil Spicer, Mike D. Welham.
ISBN: 9798633164831

First printing May 2020.
Printed in USA.

Legendary Games

524 SW 321st St.
Federal Way, WA 98023
makeyourgamelegendary.com

Y
ES




A L, T R SR R g e T

Back 1o THE ST4RS!

Today tabletop gamers are likely to draw inspiration from fantasy films or TV, from video games or Twitch
streams, but way back in the early 1970s, the heart of fantasy and science fiction was the drugstore paperback
rack. The robust success of paperback editions of the Lord of the Rings accompanied a huge boom in genre
fiction similar to the tales of Gandalf and Frodo, resulting in a near endless supply of bare-chested barbarians,
adventures to fantastic planets, and straight-up pastiche of Tolkien’s world-changing novels. A great deal of
this material was reprinted from the 1920s and 1930s pulp era, bringing once-beloved characters like Robert E.
Howard’s Conan the Barbarian (to say nothing of latter-day knock-offs like Brak or Kothar or Thongor) to the
imagination of a new generation of fantasy enthusiasts. Mixed in among the sword and sorcery republished (and
emulated) in this paperback boom were remnants of an even older fantasy sub-genre—one that was previously
known as “interplanetary” or “planetary romance,” but which soon became known as “sword and planet.”

Foremost among these works (then and now) were the Barsoom novels of Tarzan creator Edgar Rice Burroughs.
These novels featured the adventures of a Civil War soldier named John Carter as he found himself magically
transported to Barsoom—the planet we know as Mars. John Carter’s adventures on Mars were just as influential
in his day as Tolkien’s tales of elves and dwarves were in his, with a profusion of John Carter clones coming from
the pen of Burroughs and his imitators over the next few decades, with lesser authors detailing still-thrilling
adventures set on Venus, Mercury, or just about any planet you could imagine an Earthling might find himself
via psychic projection, magic ray, or crashed spaceship.

Following Burroughs’s lead, most of these planets were home to strange creatures, relatively primitive or
decadent societies and cultures, and lots and lots of swashbuckling swordplay. When the paperback boom of the
60s and 7os took off, most of these tales (and a host of latter-day imitations) came back alongside Conan and his
ilk. And to the early gamers playing Dungeons & Dragons (including Gary Gygax and his sons), there seemed
little sense on differentiating fantasy from science fantasy—in those days it was pretty much all the same thing.
So when the Gygaxes (and their own imitators through the years) mixed up the paperback-inspired cultural
milieu to create something new, John Carter and company came along for the ride. Thus we have four-armed
gorillas and flying ships in fantasy gaming from the very start, baked into the DNA of the fantasy game that
started it all.

It'’s been almost 50 years since the birth of D&D, and longer still since the paperback boom that inspired it.
Even older are the original sword & planet and barbarian tales brought up from the pulp era. But somehow,
thanks to that old Burroughsian spirit, sword & planet still holds up as a thrilling backdrop for tabletop fantasy
adventures even today. Legendary Games, with the amazing Legendary Planet material you're about to read, has
taken the best themes and ideas from one of fantasy’s most cherished early genres and updated them today, in
the game system of your choice!

You don’t need to have read all these old books to get into the spirit of Legendary Planet adventure. In some
ways, it might be best to go in blind just like John Carter himself; and like the dozens of heroes who followed in
the trail he blazed over 100 years ago. Now it’s your character’s turn to take a leap into a whole new world, under
an unfamiliar star.

Don't forget a saber. If the past is anything to go by, you're certainly going to need it!

Erik Mona

March, 2020




WELCOME TO THE
Leaenpary PLaneT ApveNTURE PaTH

“The original purpose of our Legendary Planet project
was to introduce a new campaign setting (as well as
an epic adventure path to showcase it) which could
be plugged into any existing game or used to launch
something new. Over the years, some of our freelancers
had pitched various ideas for products, and I had
this vision of unifying and linking them together so
everyone could play in the same sandbox. Inspiration
struck, and I thought the best way to do it would be to
create several different worlds with gateways between
them where each planet would act as a backdrop for the
stories our writers wanted to tell. From an adventuring
standpoint, the concept reminded me of the Barsoom
series by Edgar Rice Burroughs—which, in my opinion,
may just be the seminal work for the entire sword-and-
planet genre. Obviously, there were also undertones
of the Stargate films, Lost in Space, and even the notion
of becoming “part of a bigger universe” portrayed in
Marvel’s Avengers and the Guardians of the Galaxy.

Ultimately, each world and adventure for Legendary
Planet is meant to put the heroes in new situations,
facing unknown dangers, alien threats, and memorable
obstacles, thereby keeping everything fresh. I also
wanted to ensure the action stayed centered on the
planets rather than any starships traveling between
them. For me, to stay true to the sword-and-planet
vision, the planets have to take center stage. And, going
that direction allowed us to bypass the troubling
aspect of getting from one world to another, as well
as the inevitable slowing of gameplay during starship
combat where many characters often have no role to
play. Focusing on the planets also helped us showcase
the larger campaign setting we were in the process of
building. All in all, I think it came out pretty well. We
got to tell a sprawling story across multiple worlds.
We kept things fresh and interesting by purposefully
moving from one alien environment and civilization
to another. And, we created a unifying meta-plot to
explain how it all fits together, as well as how it can be
integrated into the worlds of other campaign settings.
My hope is that everyone who experiences Legendary
Planet has as much fun with it as we did while making
it. Enjoy! And get your gaming on!”

- Neil Spicer

SreciaL ELecTRONIC FEATURES

We've hyperlinked this product internally from
the Table of Contents and externally with links
to the official 5E System Reference Document
as well as gesrd.com. If it is in the core rulebook,
we generally didn't link to it unless the rule is an
obscure one. The point is not to supersede the
game books, but rather to help support you, the
player, in accessing the rules, especially those
from newer books or that you may not have
memorized.

Apour Leaenpart Ganes

Legendary Games is an all-star team of authors
and designers, founded by Clark Peterson of
Necromancer Games, Inc. and headed up by Jason
Nelson. Legendary Games uses a cooperative,
team-based approach to bring you the best
expansion material for your game. We are gamers
and storytellers first, and we believe that passion
shows in our products. So check us out, and Make
Your Game Legendary!

Visit us on Facebook, follow us on Twitter, and check
out our website at www.makeyourgamelegendary.com.

SreciaL TraNKS

The Legendary Planet Adventure Path was a massive
undertaking, over four years and over a million words
altogether, and it never would have become a reality
without the earnest and incredibly patient support of
our fans. We thank each and every one of you, but with
a special shout-out to our most generous supporters,
who truly have left their mark on the Legendary Planet
universe! You are truly out of this world!

MASTERS OF THE UNIVERSE
Steve Geddes, Boyd Stephenson
UNIVERSAL ICONS

Benjamin Billings, Bobby Hansen, Steven D. Caron,
Spenser Schaffner

SAvIORS OF THE UNIVERSE

Scott Adams, Andrew Christian, David Gray, Kevin
Malone, Henry Wong, Burt Smith

PLANETARY PRINCES AND PRINCESSES

Matt Goodall, Karen McDonald, Andrew Patterson,
Tsailanza Rayne, Sebastian Schirrmeister, Russ Taylor,
Benton Wilson
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OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast,
Inc (“Wizards”). All Rights Reserved.

1. Definitions: (a) “Contributors” means the copyright and/or trademark owners who have contributed
Open Game Content; (b) “Derivative Material” means copyrighted material including derivative works and
translations (including into other computer languages), potation, modification, correction, addition, ex-
tension, upgrade, improvement, comJ:;ilation, abridgment or other form in which an existing work may
be recast, transformed or adapted; (c) “Distribute” means to reproduce, license, rent, lease, sell, broadcast,
publicly display, transmit or otherwise distribute; (d) “Open Game Content” means the game mechanic
and includes the methods, procedures, processes and routines to the extent **such content does not
embody the Product Identity and is an enhancement over the prior art and any additional content clearly
identified as Open Game Content by the Contributor, and means any work covered by this License, in-
cluding translations and derivative works under copyright law, but specifically excludes Product Identity.
(e) “Product Identity” means product and product line names, logos and identifying marks including trade
dress; artifacts, creatures, characters, stories, storylines, plots, thematic elements, dialogue, incidents, lan-
guage, artwork, symbols, designs, depictions, likenesses, formats, poses, concepts, themes and graphic,
photographic an?other visual or audio representations; names and descriptions of characters, spells, en-
chantments, personalities, teams, personas, likenesses and special abilities; places, locations, environments,
creatures, equipment, magical or supernatural abilities or effects, logos, symbols, or graphic designs; and
any other trademark or registered trademark clearly identified as Product identity by the owner of the Prod-
uct Identity, and which specifically excludes the Open Game Content; (f) “Trademark” means the logos,
names, mark, sign, motto, designs that are used by a Contributor to identify itself or its products or the
associated products contributed to the Open Game License by the Contributor (g) “Use”, “Used” or “Using”
means to use, Distribute, copy, edit, format, modify, translate and otherwise create Derivative Material of
Open Game Content. (h) “You” or “Your” means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice indicating that the
Open Game Content may only be Used under and in terms of this License. You must affix such a notice to
any Open Game Content that \{ou Use. No terms may be added to or subtracted from this License except
as described by the License itself. No other terms or conditions may be applied to any Open Game Content
distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of
this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You
a perpetual, worldwide, royalty-free, non-exclusive license with the exact terms of this License to Use, the
Open Game Content.

5. Representation of Authority to Contribute: If You are contributing original material as Open Game Con-
tent, You represent that Your Contributions are Your original creation and/or You have sufficient rights to
grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to
include the exact text of the COPYRIGHT NOTICE of any Open Game Content You are copying, modify-
ing or distributing, and You must add the title, the copyright date, and the copyright holder’s name to the
COPYRIGHT NOTICE of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to com-
patibility, except as expressly licensed in another, independent Agreement with the owner of each element
of that Product Identity. You agree not to indicate compatibility or co-adaptability with any Trademark or
Registered Trademark in conjunction with a work containing Open Game Content except as expressly
licensed in another, independent Agreement with the owner of such Trademark or Registered Trademark.
The use of any Product Identity in Open Game Content does not constitute a challenge to the ownership of
that Product Identity. The owner of any Product Identity used in Open Game Content shall retain all rights,
title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the
work that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated versions of this License.
You may use any authorized version of this License to copy, modi1g/ and distribute any Open Game Content
originalry distributed under any version of this License.

10. Copy of this License: You MUST include a copy of this License with every copy of the Open Game
Content You distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name
of any Contributor unless You have written permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the terms of this License with re-
spect to some or all of the Open Game Content due to statute, judicial order, or governmental regulation
then You may not Use any Open Game Material so affected.

13. Termination: This License will terminate automatically if You fail to comply with all terms herein and
fail to cure such breach within 30 days of becoming aware of the breach. All sublicenses shall survive the
termination of this License.

14. Reformation: If any provision of this License is held to be unenforceable, such provision shall be re-
formed only to the extent necessary to make it enforceable.
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ADVANCEMENT TRACK

This is a long adventure path, and for the sake of simplicity
and not getting bogged down in numbers and accounting
and the vagaries of how much they encounter vs. what
they bypass, you may choose to grant characters new levels
based on milestones in the campaign rather than tracking
individual experience points. Alternatively, you can use the
following as a general guide to the levels the PCs should have
at the beginning of each of the sections listed below.

The guide below is an approximation, and you should feel
free to calibrate the advancement pace to meet the needs of
your player group. If they are experienced at maximizing the
rules in their favor, you may wish to delay their advancement
by a milestone or two to help keep the game appropriately
challenging and fun for everyone.

LeveL ADVENTURE MILESTONE

1st The Assimilation Strain (Part 1)

and | The Assimilation Strain (Part 3) or To Worlds
Unknown (Part 1)

3rd | To Worlds Unknown (Part 2)
4th | To Worlds Unknown (Part 3)
sth | The Scavenged Codex (Part 1)
6th | The Scavenged Codex (Part 2)
7th | The Scavenged Codex (Part 3)
(

7th The Scavenged Codex (Part 3, after defeating
the main villain)

8th | Dead Vault Descent (Part 1)

oth | Dead Vault Descent (Part 3)

1oth | Dead Vault Descent (Part 4)

11th | Confederates of the Shattered Zone (Part 1)
12th | Confederates of the Shattered Zone (Part 3)
13th | Confederates of the Shattered Zone (Part 4)
14th | The Depths of Desperation (Part 1)

15th | The Depths of Desperation (Part 2)

15th | The Depths of Desperation (Part 3)

16th | Mind Tyrants of the Merciless Moons (Part 1)
17th | Mind Tyrants of the Merciless Moons (Part 3)
17th | Mind Tyrants of the Merciless Moons (Part 4)
18th | Mind Tyrants of the Merciless Moons (Part 6)
19th | To Kill a Star (Part 1)

19th | To Kill a Star (Part 2)

2oth | To Kill a Star (Part 3)

20th | To Kill a Star (Part 4)
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ADVENTURE SUMMARY

The Assimilation Strain is a mystery adventure involving a
beleaguered logging town called Holver’s Ferry. Designed for
four 1st level characters, the plot swiftly unfolds as the PCs
investigate a strange, rage-inducing madness overtaking the
town’s human population. Tracing its origin to the ruins of a
nearby manor house on the outskirts of town, the PCs should
reach 2nd level before exploring the dangerous catacombs,
below. There, they face an unexpectedly alien threat with a
nefarious, long-term plan for assimilating and transforming
the entire town.

ADVENTURE BACKGROUND

Over the past two weeks, the lakeside town of Holver’s Ferry
has suffered a setback of epic proportions. Almost 90% of its
inhabitants have either succumbed to the worst effects of a
terrible virus known as the assimilation strain or packed up and
left. The primary carrier of this illness is a hulking lumberjack
named Silam Oddle, but a sinister, ooze-like invader from
another planet introduced the disease and controls Silam’s
actions in order to spread it among the rest of the town.
Known as a xoraphond, this insidious creature acts as a scout
and saboteur for a conquest-minded species of aliens called the
jagladine. And, together, they intend to establish a foothold on
the PCs’ homeworld in preparation for a much larger invasion
in the days to come.

The jagladine have long perfected the science of bio-organic
manipulation, frequently engineering entirely new creatures
from the genetic material of other species. This has enabled
them to more effectively infiltrate other worlds, making use
of ancient interstellar gateways between planets to assimilate
other races into a local, occupying force. Recently, they
succeeded in opening a portal to the PCs’ homeworld and
sent one of their best agents—a xoraphond named Vuelib—
to assess opportunities for conquest and experimentation on
entirely new creatures. Performing extensive reconnaissance,
Vuelib encountered the lumberjacks of Holver’s Ferry, and,
after identifying most of the town’s inhabitants as humans, the
xoraphond began crafting a targeted virus capable of remapping
and genetically altering the minds of a majority of its citizens.

Just outside Holver’s Ferry, Vuelib also discovered a long-
abandoned ruin called Arvarenhode Manor, which the
xoraphond decided to use as a base of operations. This site
proved ideal as a secure, remote location, and Vuelib influenced
several ooze creatures in the manor’s half-flooded catacombs to
serve as guardians for its alien laboratory. Vuelib then set about
tailoring an assimilation strain for the humans of Holver’s Ferry.
The effort took considerable time to research and sequence, but
field experimentation soon revealed a significant flaw.

The first strain of the virus induced an unanticipated
side-effect in its hosts, driving many of them temporarily

- insane. Though some of the infected merely suffered from

severe dementia, a large number became suicidal or violently
psychotic. Within days, Holver’s Ferry became a blood-soaked
battleground. Over three terrifying days and nights, many
buildings were burned to the ground and more than half the
villagers perished. Fortunately, the virulence of the flawed
assimilation strain burned itself out shortly thereafter. Human
villagers infected with the initial version could no longer
transmit the disease, though they remained a physical danger
to themselves and others due to the madness which lingered in
their broken, remapped personalities.

Vuelib remained unfazed by this setback. Side-effects such
as these had manifested during jagladine invasions of other
worlds, and the xoraphond had already prepared for such
a scenario. It immediately began altering its metabolism to
re-tailor the assimilation strain for humanity. Three days
later, Vuelib successfully re-engineered the virus and proved
its perfection by infecting Silam Oddle. Thereafter, Vuelib
commanded the lumberjack to spread the improved disease
through the remaining population of Holver’s Ferry. Since then,
Silam has also abducted some of the survivors—usually those
resistant to the disease or anyone from a different, non-human
species—all so the xoraphond can monitor the strain’s long-
term effects and conduct further study and experimentation on
expanding its reach to other racial types.

Silam’s actions have not gone unnoticed, however. After
four villagers went missing, two people in town—Sheriff
Onessa Jerreth and Rexel, an old gnome apothecary and retired
adventurer—realized something besides a virulent sickness
was at work in Holver’s Ferry. Unfortunately, Onessa decided to
act alone in following a potential lead, and, without informing
Rexel, she confronted Silam at his isolated orphanage on the far
side of the lake, only to be attacked by the enslaved lumberjack.
Silam quickly rendered her unconscious, and then carried her
to Vuelib’s lair as another abductee for torture, interrogation,
and eventual experimentation in the xoraphond’s laboratory.
By the time the PCs arrive in Holver’s Ferry, Onessa Jerreth has
been missing for six days and her friend, Rexel, is in desperate
need of aid to save her and the town.

The adventure opens with the PCs encountering those still
suffering from the madness and violence caused by the initial
virus, as well as the machinations of the citizens assimilated by
the perfected strain. Part One unfolds as the PCs interact with
the remaining survivors and resolve a number of lingering
threats in town. After gathering clues and consulting with Rexel,
they should eventually make their way to Silam’s orphanage
in Part Two, where further evidence points them to the long-
abandoned Arvarenhode Manor. Then, during Part Three, they
explore the manor’s partially flooded basement and catacombs,
overrunning the xoraphond’s lair with an opportunity to thwart
its goals and those of its alien masters.




GETTING STARTED

To more easily integrate the PCs into the adventure’s setup,
consider using any of the following hooks to connect them
more fully to the plight of Holver’s Ferry:

Reclaiming Family Property. One or more of the PCs recently
discovered a family relation who owned farmland only a few
miles from the village of Holver’s Ferry. Though the last, local
scion of their line died many years ago, a PC with established
ancestry may have a lawful document allowing them to reclaim
the long-abandoned property as their birthright, provided they
can present such evidence to the local sheriff and town council.

Death from Beyond! An influential and well-respected mystic
(perhaps an oracle or other suitably spiritual individual close to
the PCs)received strange visions foretelling a dreadful prophecy
of apocalyptic ruin on a worldwide scale. These mad ramblings,
which describe insidious horrors descending on Holver’s Ferry,
resonate with the PCs, who may decide to investigate the region
out of concern for those they've befriended in the small town.

Mission for the Lumber Barons. A wealthy darkwood merchant
asks the PCs to investigate missing shipments of raw lumber
which he normally receives every month from Holver’s Ferry. His
last agent to inquire about the matter was recently discovered
wandering the wilderness in such amaddened state his bodyguards
had to defend themselves by slaying the man. He now wishes for
the PCs to learn what befell him and the logging town.

No Word from Holver’s Ferry. A wealthy relative of someone
living in Holver’s Ferry hires the PCs when he grows concerned
about their failure to attend a family wedding. He asks the PCs
to travel to check on them. Alternatively, one or more of the PCs
could have relatives of their own in town with whom they've
lost contact, including one of the local shop owners, temple
priests, Sheriff Onessa Jerreth, or even Rexel the apothecary.

Plague and Madness! Refugees from Holver’s Ferry have fled
to a PC’s hometown, spinning tales of a strange illness and
dire happenings in the beleaguered settlement. A local lord or
town official asks the PCs to investigate the problem before it
threatens them, as well.

ASSIMILATION MADNESS

Some of the residents of Holver’s Ferry were infected with the
initial, flawed version of the assimilation strain, and periodically
slip into temporary bouts of confusion, depression, and
insanity—a malady which the jagladine and their xoraphond
servants refer to as assimilation madness. This affliction works
very similar to the confusion spell, though the victim’s bizarre
behavior lasts for the entire episode rather than changing from
round to round. When a human infected with the flawed virus
is subjected to physical or mental stress (such as by entering
combat, being injured, being targeted by a harmful or mind-
affecting spell or effect, witnessing the injury or death of an ally
or loved one, or even being Charisma (Intimidation)d or even
ridiculed in an emotionally impacting way), the infected human
automatically suffers one of the effects listed in the Assimilation

Madness table below. Victims who survive the episode’s short-
lived duration revert to normal behavior but remain infected
and may relapse again after 1 hour.

The temporary effects of assimilation madness can be
countered by spells such as: calm emotions, lesser restoration,
suggestion, or any greater equivalent of such spells. This does not,
however, cure the victim of the flawed assimilation strain, and
new episodes may occur as the brain’s remapped personality
continues to vex the victim. Only a greater restoration, heal, or
wish fully cures a victim of both the madness and the flawed
assimilation strain.

ASSIMILATION MADNESS

D% BEHAVIOR

01-20 | The victim does nothing but cower, drool, and babble

incoherently for 5d6 minutes.

The victim runs away from the source of stress,
shrieking manically and insensibly for the next 1d6
minutes. Immediately afterward, the victim collapses
from exhaustion and remains unconscious for 5d6
minutes.

21-40

The victim engages in wanton destruction of their
physical surroundings for the next 1d4 minutes, ignoring
nearby creatures to attack trees, rocks, structures, etc.
This deals 3 (1d6) bludgeoning damage to the victim at
the end of the episode, and immediately afterward the
victim gains one level of exhaustion and is treated as
poisoned for 1d6 hours.

4155

5660 | The victim falls into a suicidal depression lasting 5d6
minutes. If the victim is alone and/or has adequate time,
he attempts to commit suicide in a bizarre manner
based upon a fragment of personal memory which
torments them (e.g, he might gouge out his eyes to
avoid hallucinations of his worst horror, methodically
paintindividual shards of glass or pottery for alostloved
one and then swallow them, or dress in his finest outfit
and then set himself on fire). If the victim is not alone
and believes others might intervene to prevent him
from harming himself; he deals 1d8 points of damage
+ Str modifier to himself with an available weapon, an
item in hand, or his bare hands, automatically inflicting
critical damage.

61-100 The victim becomes violently psychotic and attacks
the nearest creatures (for this purpose, a familiar
counts as part of the subject’s self) for the next 5d6

minutes.




PART ONE: HOLVER’S FERRY

The adventure opens with the PCs arriving on the outskirts of’
Holver’s Ferry,a small village by the shores of Lake Shimmermere.
Flanked by a deep, slow-moving river and vast tracts of forested
woodlands, the village has based its economy on an active
lumber industry, including a significant supply of locally
grown darkwood. Once home to over 400 souls, the devastation
inflicted by the flawed assimilation strain has left only a handful
of desperate townsfolk struggling to survive—most of whom
still face a daily aftermath of violence and madness as they seek
to either defend their holdings or flee for safer lands.

All unmarked buildings on the map of Holver’s Ferry indicate
either a farmhouse, residence, or local business left abandoned
or damaged by the madness which engulfed the village just two
weeks ago. Rotting meals remain on dinner tables, clothes and
furnishings are in disarray, and livestock have been left uncared
for—all signs of lives unexpectedly interrupted. Though
most townsfolk took their valuables with them when they
left, PCs who succeed on a DC 25 Wisdom (Perception) check
may identify 1d6 x 5 gp in valuable goods from each location
(silverware, ornamental jewelry, etc.) up to a maximum of 200
gp of such items throughout the entire town.

SHolver's Ferry.

| square = 50 feet

A1. FErry CROSSING

Next to a small shack, which squats at the edge of a wide, slow-
moving river, a dead mule lies in the dirt, its body gashed with multiple
wounds and covered in flies. Nearby, a flat-bottomed skiff rests along
the north riverbank, grounded beneath a thick rope which spans the
water. Across the river, a sign declares the small, lakeside village in
the distance to be Holver’s Ferry. Much seems amiss, however, as the
settlement appears deserted, and several of its buildings bear signs of
having recently burned to the ground with plumes of white smoke still
drifting lazily into the sky.

This ferry station served for decades as a river crossing
for prospectors, hunters, and other frontiersmen before an
enterprising lumber merchant named Enion Holver founded a
village by the lakeshore. Ownership of the ferry changed hands
through many generations, and most recently was owned and
run by a jovial ex-lumberjack named Unoff Ollus. Following
the outbreak of assimilation madness 12 days ago, Unoff
stopped operating the ferry and spent his time in a drunken
haze, hating himself for trapping his friends and neighbors
across the river and not doing more to help them. For, after
witnessing the bloodshed which devastated the town from afar,
he quarantined the village in an effort to protect himself—or




so he thought. Unfortunately, others had already carried the

assimilation madness beyond town and into the forest, soon
returning to visit the violence on him, as well.

A thick length of rope spans the river, secured to an identical
post on either bank. Unoff used the rope to haul the ferry across
with help from his mule. The ferry itself—a flat-bottomed skiff’
wide enough to carry two wagons side-by-side—sits unoccupied
at the river’s edge close to the shack. Hauling the ferry across
the river using the rope requires a combined Strength score
of 25 and takes 15 minutes. Without using the rope, PCs must
succeed at a DC 13 Dexterity (water vehicles) check to pilot the
skiff across the river using its clumsy rudder. Failing this roll
causes the skiff to float downriver (to the west) for 1d4+1 x 10
minutes and drift 3d6 x 1000 feet before eventually making
landfall on the opposite bank. Though the river appears slow-
moving, its current is deceptively swift and considered rough
water (requiring a DC 10 Strength (Athletics) check each round).
PCs on the shore who succeed at a DC 10 Intelligence (Nature)
or Wisdom (Survival) check recognize this potential danger.

Creatures: Shortly after the PCs arrive at the ferry crossing, six,
wild-eyed men emerge from the shack, brandishing blood-stained
farm implements they've recently used to kill and hack apart the
drunken ferryman. These locals contracted the flawed version
of the assimilation strain a little over two weeks ago when they
delivered their harvest to the village granary (A4). After returning
home, they succumbed to assimilation madness and slaughtered
their own families in a psychotic outbreak. Now, they've returned
to Holver’s Ferry to visit their murderous rage on its citizens in
twisted retribution for the deaths of their loved ones.

Morale: These wretches are completely mad, and fight to
the death.

Treasure: An unlocked, wooden strongbox sits under Unoff’s
bunk in the tiny shack. It contains: 19 sp, 57 cp, a potion of healing,
and a potion of swimming (as potion of climing, but grants swim
speed, and advantage on Strength (Athletics) checks made to
swim). Unoff’s spear is mounted on one wall, and a loaded light
crossbow with a quiver of nine crossbow bolts rests atop his bunk.

BLOODTHIRSTY FARMERS

Medium maddened humanoid (human), neutral evil
Armor Class 11
Hit Points 11 (2d8+2)

Speed 30 ft.
STR DEX CON INT WIS CHA
12 (+1) 12(+1) 12(+1) 10(+0) 10(+0) 10 (+0)

Senses passive Perception 10
Languages Common
Challenge 1/8 (25 XP)

Assimilation Madness. These farmers were once neutral, but
their alignments shifted to neutral evil due to the flawed
version of the assimilation strain. They each suffer a -5 penalty
on saves and checks based on Constitution and Charisma. A
successful DC 15 Wisdom (Medicine) check determines these
men suffer from some sort of sickness, though it’s currently
impossible to identify the exact illness. Since the farmers




have had the flawed version of'the virus longer than 24 hours,
they can no longer infect others.

Bloodthirsty (1/Round). When a maddened creature hits a
creature that has less than maximum hit points with a melee
weapon attack, it deals an extra 1d4 (2) weapon damage.

Savagery. A maddened creature gains advantage on Strength
(Athletics) checks made to shove or grapple.

Unstable Mind. A maddened creature gains advantage on
saving throws against being charmed, frightened, paralyzed,
stunned, or put to sleep. It also has advantage against any
effect that fails on creatures immune to being charmed (such
as suggestion). On saves against effects that cause confusion
or insanity, the creature suffers disadvantage.

ACTIONS

Sickle. Melee Weapon Attack: +3 to hit, reach 5 ft., one target. Hit: 3
(1d4 + 1) slashing damage.

Handaxe. Melee or Ranged Attack: +3 to hit, reach 5 ft., one target
(20/60 ft.). Hit: 4 (1d6 + 1) slashing damage.

A2. REpTHISTLE FARM

This modest farmhouse and adjacent barn overlook several vegetable
gardens and a large field of grain. In front of the farmhouse stands a
wagon half-loaded with provisions and personal belongings. Two stout
horses, hitched to the wagon, stamp their hooves impatiently, straining
against its brake.

When the PCs cross the river to Holver’s Ferry, they find
the village eerily quiet and the streets almost deserted. The
first building they pass is likely this farm owned by Ambrin
Redthistle (commoners®®), who lost his eldest son and two
daughters to the recent violence.

Creatures: When the PCs approach, Ambrin appears from
behind the wagon, having armed himself with a shovel, and
moves to stand between the PCs and his remaining family (a
wife and toddler son, both non-combatants). He warns the PCs
to keep their distance but gives them an opportunity to explain
their arrival and intentions. Assuming the PCs refrain from
hostile action, Ambrin apologizes for his demeanor and warns
them of the outbreak in Holver’s Ferry. If the PCs brought the
skiff across the river, he thanks them for doing so, saying he
and his family “can finally escape this hell-hole.” If the PCs
remain on friendly terms with Ambrin, he may stick around
long enough to answer some of their questions:

Who are you? “Ambrin Redthistle. I own this farm. My
family’s lived here for three generations.”

What happened here? “A sickness hit town a few weeks ago.
It weakened a lot of folks and clouded their minds. A bunch of
them went mad. Some just shut down and babbled like idiots,
but others were much worse. They either killed themselves or
started killing each other. It was a bloodbath! I bet half the folk
who lived here are dead now—most of them dragged from
their homes or cut down in the streets. A few buildings burned,
too, including House Formidable and the lumber mill.”

What’s House Formidable? “That was our temple to the
god of protection. Fine lot of good it did us. It’s just a burned-
out ruin now but was real popular with the woodcutters and
lumberjacks who work in the wilds.”

Where did this sickness come from? “I don't know! The
priests never found its source. And that was before they ran
away or boarded themselves up in their chapel.”

Who's in charge here? “Onessa Jerreth is our sheriff, but we
haven’t seen her in a week. There was a group of village elders,
too, but most of them are dead—except maybe Hagrim Foss
and Rexel the Apothecary.”

Who's Hagrim? “Hagrim is the high priest at Silverstone
Hall. He and his acolytes survived the violence, but I haven't
seen anybody leave their temple in days.”

Who's Rexel? “An eccentric old gnome. He sells medicinal
powders, tonics, and cure-alls out of his treehouse south of
town. It’s on the other side of Old Mill Pond.”

Is there somewhere safe to stay in town? “The only inn is
the Hapless Harpy. It’s located in the center of town, near the
White Oak. Not sure if'it’s still open for business, but it’s owned
by Vessa Cormindi, and she let many of us take shelter there
during the worst of the violence.”
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Reward: Even during a conversation, Ambrin is eager to
finish loading his wagon so he can get his family away from
Holver’s Ferry. If the PCs help load his family’s possessions to
enable a swifter departure, he thanks them and grants them the
use of his farmhouse (and a week’s worth of provisions) for as
long as their business keeps them in town. He also leaves them
with his good luck charm, a silver holy symbol (worth 25 gp) of
the god of protection, saying his brother Treningar gave it to
him in the early days of the madness before he perished in the
fire at House Formidable (A1o0).

A3. BELDRAK FARM

The cornfields surrounding this sprawling farmhouse have been mostly
trampled and, in some places, burned. The nearby barn is open and
abandoned of livestock, and the house looks unattended.

The widower Vel Beldrak and his four adult sons used to
work this modest farm, but when madness engulfed the village,
they took up arms with the town militia and tried to keep the
peace. All of them perished in the violence.

Creature: The Beldrak’s faithful hunting dog, a burly mastiff
named Scratcher, has been locked inside the main farmhouse
for the past two weeks. Having eaten all of the accessible food
days ago, Scratcher’s hunger led him to devour the family
cat, as well. This act unhinged the normally friendly hound,
turning him feral enough to prove dangerous to visitors. PCs
may attempt a DC 15 Wisdom (Animal Handling) check to try
to calm the hostile dog, but unless he’s given food immediately,
the check suffers disadvantage. Even with food, the PCs must
still succeed on a check to prevent the dog from attacking them
for it.

Rewards: If the PC’s check result was 20 or higher, Scrather
bonds with the first PC to give him food, and will accompany
that character if allowed—or, at the GM’s discretion, adopted
as a beast companion by a PC with a class feature which
allows it.

Treasure: PCs who succeed at a DC 13 Wisdom (Perception)
check following at least an hour searching the farmhouse locate
a teak jewelry box (worth 40 gp), containing 100 gp worth of
modest jewelry belonging to Vel’s late wife. It also holds a small
leather pouch with 9 gp, 13 sp, and 26 cp.

SCRATCHER

XP 25
hp 13 (see SRD, mastiff)

Desperate Hunger. Scratcher gains advantage on attack rolls
due to his ferocious need for food.

A4. GRANARY

A 30-foot grain silo rises here, its ground-level door slightly ajar. The
top of the tower also includes another door accessing a narrow, wooden
walkway overlooking the town, river, and nearby lake.

Holver’s Ferry relies on this communal granary to store
harvests from the nearby fields to sustain itself through the
winter. The town militia also occasionally uses the roof-
level catwalk as a watchtower, which can be accessed by a
sturdy ladder built into the interior’s back wall. The 30-foot
ascent reaches a small landing near the ceiling which allows
unimpeded access to the rooftop through a narrow doorway.
Somewhat surprisingly, the main silo has escaped damage,
remaining largely ignored during the recent violence. As a
result, it remains well-stocked given the early-autumn harvest
season and recent grain deliveries by outlying farmers. If PCs
approach the silo, a DC 15 Wisdom (Perception) check discovers
a discarded padlock (an average quality lock) and its key lying
on the ground.

Creature: When the PCs approach or pass the granary for the
first time, Milda Vesk—a plump middle-aged woman dressed
in a beautiful, but ill-fitting white lace wedding gown (worth
100 gp)—appears atop the granary’s catwalk. Recently widowed
by the untimely death of her husband—the lumber mill owner
and magnate Tabin Vesk—when he perished in the lumber
mill (A14) as it burned to the ground 10 days ago, Milda is lost
in mourning. This, coupled with her infection by the initial,
flawed version of the assimilation strain, has led Milda into
bouts of deep, suicidal depression.

After appearing atop the granary, which she accessed with
a key taken from one of the village elder’s she found dead on
the street, Milda loudly sings a song from her wedding which
her husband loved. PCs approaching within 6o feet of her may
make DC 12 Wisdom (Perception) checks to notice her dress
appears to be drenched in some sort of liquid. Four rounds later,
when Milda finishes her tune, she melodramatically produces a
tindertwig, lamenting the loss of her husband and preparing to
light herself on fire. Unless the PCs prevent her from doing so,
two rounds later she strikes the tindertwig and touches it to her
gown, immediately bursting into flame (having doused herself
with lamp oil). She then jumps from the granary unless anything
is done to prevent it, hitting the ground with a sickening crunch.
Milda takes 3 (1d6) fire damage, 10 (3d6) bludgeoning damage
from the fall, and another 3 (1d6) fire damage each round for the
next 1d4 rounds unless the PCs smother the flames.

Development: If the PCs somehow prevent Milda from killing
herself, she remains a risk for the remaining 5d6 minutes as
described in Appendix 15: Assimilation Madness section. If
they keep her safe during this temporary bout of madness,
she eventually thanks them and calms herself, earning them
an XP award as if they'd defeated her in battle. She then asks
the PCs to escort her to her house (A12), where she promises
to cook them a good meal and answer any of their questions.
If the PCs take Milda up on her offer, she proves good to her
word. Once at her house, she cooks a simple rabbit and cabbage
stew, conversing with them as she serves the table. Though
clearly addled and unsteady from the mental ordeal afflicting
her scattered mind, she shares the same information provided
by Ambrin Redthistle (A2), while also telling tales about her late
husband and their life together.
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MILDA VESK

XP 25
hp 15 (see SRD, noble, except as noted below)

Gear Milda has no weapons, armor, or other equipment

Assimilation Madness. Milda was once neutral good, but her
alignment shifted to neutral due to the flawed version of
the assimilation strain. She currently suffers a -5 penalty to
any saves and checks based on Constitution or Charisma.

A successful DC 15 Widsom (Medicine) check is enough to
determine she suffers from some sort of sickness, though
it’s impossible to identify the exact illness. Since she’s had
the flawed version of the virus longer than 1 day, she can no
longer infect others.

As. SHERIFF'S OFFICE

A sign above the door of this stout, stone building identifies it as
the local sheriff’s office. A single-story structure with a flat roof, the
building seemingly has all its windows boarded up, and the solid oak
door bears a number of deep marks from the heavy blows of an axe.
A small porch runs along the front of the building, its boards stained
with dried blood.

For the last 27 years, this building has served Sheriff Onessa
Jerreth as her office and the town jail. The interior appears neat
and tidy, and all three holding cells are currently clean and empty.
Onessa survived the initial violence which engulfed Holver’s
Ferry and did her best to protect the villagers while attempting
to restore order. When the worst of the violence subsided 11
days ago, she recruited her longtime friend Rexel (A16) into
investigating the mysterious outbreak. Though they failed to
determine the source of the disease, both believed something
sinister had caused it. Finally, eight days ago, they noticed that
villagers who'd managed to survive the violence started vanishing,
usually at a rate of one missing person per day. Convinced
the people in question hadn’t simply fled town, they began to
theorize that a malevolent presence still lurked within Holver’s
Ferry and the surrounding wilderness. A skilled woodsman and
tracker, Onessa noticed large bootprints in the earth around the
missing villagers’ homes, and quickly surmised they belonged to
the largest man in Holver’s Ferry—the woodcutter, Silam Oddle.
The next day, Onessa set off alone to question Silam at his home
on the far side of the lake and never returned. The sheriff’s office
has remained locked and boarded up ever since, though a DC
15 Dexterity check with thieves’ tools can successfully open the
main door, or it can be broken down (AC 15, damage threshold 5,
hp 20, Strength DC 22).

Inside, on the sheriff’s desk, lies an unfurled cloth map
showingthevillageand surroundingarea of Lake Shimmermere.
It includes two brass pins marking a pair of locations along the
lakeshore. Anyone in town can recognize these markers as the
site of the old Oddle orphanage and the small island which
holds the ruins of Arvarenhode Manor. Onessa marked these
locations to indicate the two places which drew her interest
during her investigation. She marked the orphanage because
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of her growing suspicion of Silam Oddle, and she included
Arvarenhode Manor because the ruins have been used in the
past by a dangerous band of brigands.

Treasure: A locked, sturdy cabinet takes up one entire wall of
Onessa’s office. A successful DC 20 Dexterity check with thieves’
tools unlocks it, though Rexel has a spare key at his shop (A16).
It contains three suits of studded leather armor, six hand axes,
three short spears, nine daggers, four light crossbows with
five cases containing 20 crossbow bolts each, and a silvered
longsword. A small, wooden box at the foot of the cabinet
also holds three potions of healing, a scroll of shatter and a purse
holding 22 gp and 77 sp.

AG6. MULNARIN FARM

The door to this small farmhouse lies kicked in, and the adjacent barn
has burned to its foundation.

The Mulnarin family held out for two days against a mob
of their infected neighbors. Eventually, deranged victims of
the assimilation strain breached the front door and dragged
the father and mother—Dorven and Kayla Mulnarin—into the
front yard to butcher them. The priests from Silverstone Hall,
led by Hargrim Foss, rescued the couple, only to turn on them,
as well, since they'd succumbed to the perfected version of the
assimilation strain, turning to evil in the name of an unknown
‘god’ whispering in their minds (see A11). Afterward, scavengers
thoroughly sacked and looted the Mulnarin farmhouse, and the
adjacent barn was burned to the ground. With a successful DC
15 Wisdom (Perception) check, PCs investigating the farmhouse
discover a basement trapdoor barred from within (AC 15,
damage threshold 5, 15 hp, Strength DC 18).

Creatures/Trap: Four adolescent children—Tevan (15 years
old), Cyria (11 years old), and twins Javos and Mersia Mulnarin
(8 years old)—are hiding in the farmhouse basement, terrified
for their lives. Tevan is armed with a dagger, but the younger
children are non-combatants. Having been taught as a
trapper by his father, Tevan has rigged the basement entrance
with a heavy crossbow which fires as soon as someone opens
the door.

Ifthe PCs call through the door, no one answers, as the children
are much too frightened to respond and expect more maddened
villagers. If the PCs’ passive perception with disadvantage beats
10, they hear a small amount of movement and whispered voices
from within. PCs parleying with those inside may attempta DC15
Charisma (Deception or Persuasion) check or a DC 25 Charisma
(Intimidate) check to draw out the children. If successful, Tevan
opens the door, but emerges with the loaded crossbow to deter
any troublemakers from harming his siblings.

Aside from the strange sickness in town, the Mulnarin
children know very little about the troubles of Holver’s Ferry. In
the early chaos, their parents ushered them into the basement
just before the maddened villagers arrived. They've remained
here ever since, too afraid to leave, and living off the foodstores
and water barrel in the root cellar.




Reward: The Mulnarins were fast friends with the gnome
apothecary, Rexel (A16), and provided him with rare herbs
and mushrooms for his alchemy. If the PCs successfully
resolve the encounter with the Mulnarin children without
violence, Tevan explains their parents often asked ‘Uncle’
Rexel to look after them in their absence, but they've been
too afraid to seek him out. If the PCs escort them to Rexel for
safekeeping, refer to area A16 for developments and rewards
from the apothecary.

TEVAN MULNARIN

XP 100
hp 16 (see SRD, scout, except as noted below)

Gear dagger, heavy crossbow with 5 bolts

CROSSBOW TRAP

Mechanical trap

The heavy crossbow is rigged to fire when the door is opened.
A successful DC 18 Wisdom (Perception) check notices the tip
of a screw barely protruding through the door. Intelligence
(Investigation) DC 18 discerns that it is the anchor for a trip
wire of some kind. A DC 15 Dexterity check with thieves’ tools
can cut the wire, but the children inside are very likely to notice
the tampering.

When the trap activates, the crossbow makes a ranged attack
with a +5 bonus against a creature standing in front of the open
door. A target that is hit takes 1dio+1 piercing damage. The
crossbow must be manually reloaded.

A7. THE WHITE OAK

An enormous, 4o0-foot-tall oak tree, covered with dull, white bark and
silvery leaves stands here, its moss-draped branches stretching for
dozens of feet in every direction. Three human bodies, hanged by the
neck with coarse ropes, slowly sway in the breeze, their feet just inches
off the ground.

This great oak tree marked the civic heart of Holver’s Ferry.
Long used as a meeting place for festivals, weddings, and other
events, the tree recently became a battleground when violence
engulfed the village. The three townsfolk hanging from the tree
were executed by Hagrim Foss and his acolytes at Silverstone
Hall (A11). Two of them include the parents—Dorvan and
Kayla—of the Mulnarin children (A6).

AS8. Tue HaprrLEss HArPY

This two-story, fieldstone building has a slate roof and oak timbers
providing support along its sturdy walls. A sign above the entry depicts
a monstrous woman with great, bat-like wings sleeping under a
willow tree. All the windows on the ground floor have been thoroughly
boarded up and sealed tight, but some of the second-floor windows still
remain open.

The Hapless Harpy is the only inn in Holver’s Ferry, acting
as a favorite spot for generations of villagers to gossip over a

pint of the inn’s celebrated Black Harpy brew—a thick, malt
beer as dark as night. The owner and proprietor of the Harpy
is Vessa Cormindi (LG middle-aged female human, statistics
as a guard®®), a buxom woman with a milky left eye and a
small, curved scar on her right cheek. When madness engulfed
Holver’s Ferry, Vessa sheltered several families inside her
defensible inn, helping them ride out the conflict until they
could gather their belongings and leave town.

Creatures: When the violence subsided 11 days ago,
everyone Vessa had sheltered at the inn departed, except for
her only remaining customer—a capable, human mercenary
named Vorthad. Vorthad helped defend the inn during the
worst of the chaos, rescuing a number of citizens from the
mobs outside. Unfortunately, during one such skirmish, an
infected villager injured him and passed along the flawed
version of the assimilation strain. Vorthad hid the symptoms
of the disease for many days, but after growing increasingly
irrational and irritable, he locked himself in his bedroom on
the inn’s second floor.

When the PCs arrive at the Hapless Harpy, they find Vessa
nervously pacing in the common room. She seems equally
surprised and worried to see new customers, but capable-
looking individuals like the PCs soon give her hope. She
immediately shares her concerns about Vorthad, and that the
last few times she checked on him, the mercenary responded
by shouting belligerent curses through the door and striking
it with his halberd. Vessa pleads for the PCs to subdue
Vorthad so he can be restrained until his madness passes.
She offers free rooms if they agree to help, beseeching the
PCs not to kill Vorthad if they can avoid it. A steadfast
believer in the rules of hospitality, she feels responsible for
his well-being and appreciates his contributions in saving so
many townsfolk.
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If questioned about the happenings in Holver’s Ferry and
the damage to the town, she relays the same information the
PCs may have gleaned from Ambrin Redthistle or Milda Vesk,
but she also adds her growing suspicions about the priests of
Silverstone Hall (A11), mentioning that she saw Hagrim Foss
and his acolytes execute Dorvan and Kayla Mulnarin by the
White Oak (A7).

Reward: If the PCs subdue Vorthad without killing him, Vessa
is extremely grateful, offering them free room and board and
a polished bloodstone (worth 50 gp) she’s been holding onto
for years. Even after being rescued from his madness, Vorthad
remains a suicide risk for the next 5d6 minutes as described in
Chapter 15: Assimilation Madness. If the PCs keep him from
killing himself during this brief period of time, he still remains
dangerous because of his alignment shift to chaotic evil.
However, since he’s no longer insane, he keeps his thoughts to
himself; gruffly thanking the PCs and deflecting their questions
as he quietly bides his time before slipping away from the inn.
Always a proud warrior, he inwardly fumes at being bested by
the PCs, and lurks in the ruins of the abandoned buildings
near the inn so he can watch for their comings and goings. If
he spots a lone PC leaving the inn, he trails after them in an
attempt to avenge himself. If no such opportunity occurs after
five days, Vorthad vents his rage elsewhere by leaving Holver’s
Ferry forever.

ORTHAD

Medium maddened humanoid (human), chaotic evil

Armor Class 11 (leather armor)

Hit Points 32 (5d8+10)

Speed 30 ft.

STR DEX CON INT WIS CHA
15(+2) 10(+0) 14(+2) 10(+0) 10(+0) 11(+0)

Skills Intimidation +2
Senses passive Perception 10
Languages Common
Challenge 1/2 (100 XP)

Assimilation Madness. Vorthad was once chaotic neutral, but
his alignment shifted to chaotic evil due to the flawed
version of the assimilation strain. He suffers a -5 penalty on
saves and checks based on Constitution and Charisma. A
successful DC 15 Wisdom (Medicine) check determines that
he suffers from some sort of sickness, though it’s currently
impossible to identify the exact illness. Since Vorthad has
had the flawed version of the virus longer than 24 hours, he
can no longer infect others.

Bloodthirsty (1/Round). When a maddened creature hits a
creature that has less than maximum hit points with a melee
weapon attack, it deals an extra 1d4 (2) weapon damage.

R T T L T e L

Pack Tactics. Vorthad gains advantage on melee attack rolls
against a creature if he has at least one ally within 5 feet of
the creature, and the ally isn’t incapacitated.

Savagery. A maddened creature gains advantage on Strength
(Athletics) checks made to shove or grapple, including rolls
to resist those attacks.

Unstable Mind. A maddened creature gains advantage on
saving throws against being charmed, frightened, paralyzed,
stunned, or put to sleep. It also has advantage against any
effect that fails on creatures immune to being charmed
(such as suggestion). On saves against effects that cause
confusion or insanity, the creature suffers disadvantage.

ACTIONS
Multiattack. The mercenary makes two melee attacks.

Halberd. Melee Weapon Attack: +4 to hit, reach 10 ft., one target.
Hit: 7 (1d10 + 2) slashing damage.

Heavy Crossbow. Ranged Weapon Attack: +2 to hit, range 100/400
ft., one target. Hit: 5 (1d10) piercing damage.

AgA. YENSER'S STOREFRONT

This well-kept, fieldstone building has a simple sign over the door that
reads “Yenser’s.” A large display window dominates the front of the
building, but now lies smashed in with shards of broken glass strewn
everywhere. Inside, the darkened store also lies in shambles. Shelves
have fallen from the walls, tables have been overturned and broken,
and various wares lie scattered about the floor.

This modest store sold common tools, supplies, dry goods,
clothing, and even a small selection of arms and armor. The
owner—a well-liked, middle-aged half-elf named Yenser
Delharo—also served his neighbors as a part-time blacksmith.
A small, covered porch with an anvil sits behind the shop, along
with an unlit firepit and common blacksmithing tools.

On the first night of violence in Holver’s Ferry, Yenser’s shop
became a battleground when a dozen villagers suffering from
assimilation madness broke through the window to loot the
place and ended up fighting one another as they squabbled
over Yenser’s tradegoods. Though the half-elf fled to his attic
(Agb) and escaped harm, the villagers thoroughly looted his
store of weapons, armor, and anything of value. It now lies in
shambles, with shattered display cases, overturned tables, and
broken shelves littering the bloodstained floor (treat as difficult
terrain).

A small display case weighing 70 pounds leans against the
entry door. A PC succeeding at a DC 10 Strength check can
easily push the door open and knock the case over, but the noise
immediately wakes the shop’s current occupants (see below).
PCs can also quietly move the case away from the door with a
successful DC 10 Strength check followed by a DC 20 Dexterity
(Stealth) check, but any Dexterity (Stealth) checks made to move
inside the shop itself suffer disadvantage due to the broken
glass and other debris littering the floor.
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PCssearching the messy shop find little of interest, however,
a successful DC 12 Wisdom (Perception) check discovers an
empty vial from a potion of greater healing Agrizarga drank
after her battle with Yenser. It lies next to the ladder leading
to the attic.

Creatures: A lean female bugbear named Agrizarga and her
goblin raiders waylaid several villagers fleeing Holver’s Ferry
about a week ago. After torturing these victims, they learned
about the town’s misfortune, and crept into the village the
night before the PCs arrived, eager to visit further misery on
the weakened survivors. Agrizarga decided to investigate the
village store first, and found Yenser shortly thereafter, whose
scent alerted the bugbear to his presence. A short battle ensued
in which she slew the shopkeep, but not before Yenser killed
two of the goblins and heavily wounded her, as well. After the
fight, she ordered the remaining goblins to stand guard while
she climbed into the attic to feed on Yenser’s corpse and let her
wounds heal.

Tactics: During the day, the goblins cover themselves with
clothing, blankets, and other light-weight debris in the shop
to shield themselves from the sun so they can sleep. This
gives them advantage on their Dexterity (Stealth) checks while
hiding. In combat they try to hit and run, using bonus actions
to Disengage and keep enemies off balance.

Morale: If three or more goblins perish, the survivors flee
Holver’s Ferry, abandoning Agrizarga.

GOBLINSSR?

hp 7 each

AgB. YENSER'S ATTIC

A terrible stench fills this long attic. Near a straw bed in the southwest
corner, the half-eaten body of a man hangs from a simple, iron chain
looped over a rafter.

Agrizarga claimed the straw bed in Yenser’s attic to recover
while gorging herself on Yenser’s lifeless corpse. During the
day, she remains here, even if her goblins are attacked by the
PCs, caring little for her minions and thinking nothing of using
them as fodder against tougher opponents or as a convenient
distraction if she needs to escape. If the PCs fail to discover
Agrizarga, the bugbear remains hidden in the attic for the
next two days until her wounds heal and she runs out of food.
Three nights after the PCs arrive in Holver’s Ferry, she—and
any goblin underlings who remain—emerge from hiding to
stalk and murder random villagers. They slay a new victim each
night until Agrizarga is killed or driven from town.

Treasure: Near the straw bed, Agrizarga has amassed a small
collection of valuables Yenser kept in the attic, including 15 gp,
114 sp, a decorative darkwood bracelet of elven design (worth 30
gp), a small velvet pouch holding five uncut agates (worth 10 gp
each), and Yenser’s blood-smeared +1 short sword.

AGRIZARGRA (BUGBEARS®?

hp 27
Combat Gear potions of invisibility (2) Other Gear necklace of
severed ears, noses, and tongues.

A10. House FORMIDABLE

Nearly three dozen charred bodies lie among the ash and debris of
this burned-out temple where statues carved with common runes of
protection have similarly fallen into ruin, pulled down by ropes and
half-melted chains.

This ruined building once served as the local temple to the
god of protection, a popular deity among the many woodcutters,
carpenters, and lumberjacks who called Holver’s Ferry home.
A large, open-ceilinged structure enclosed on all sides, House
Formidable provided a measure of security and peace along
the frontier, with its wandering acolytes presided over by a
burly high priest named Treningar. When madness engulfed
Holver’s Ferry, many of the town’s faithful came seeking shelter,
and Treningar did everything in his power to protect them.
Unfortunately, a large mob of infected villagers eventually
set fire to the temple, and any townsfolk who escaped found
themselves cut down by the madmen waiting outside.

Creatures: A proud man who took his duties as a healer very
seriously, Treningar often aided Sheriff Onessa Jerreth—or
those in her custody—helping them recover from their injuries.
In the early days of the assimilation madness, Treningar also
sought his god’s favor to treat the infected, but his efforts failed
to stem the outbreak. Unaccustomed to such letdowns, when
the flames closed on him and his doomed followers,
the experience shook the very core of his faith.
As the fire consumed Treningar
and two of his acolytes, they
cursed their patron god for
abandoning them and the
town in its time of need.
In their final moments,
this blasphemy
damned the priests to
an undead existence
as burning skeletons
with blackened,
smoldering  bones
and empty eye
sockets trailing thick,
black smoke. They
now lie among the
still  smoldering
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ruins of House Formidable, rising to attack any who venture
too close to the site of their greatest pain and failure.

Treasure: Treningar’s golden holy symbol, studded with
semi-precious stones and worth 4oo gp, still hangs from a
thin chain around his blackened, skeletal neck, miraculously
unscathed by the flames.

BURNING SKELETONS (2

Medium undead, lawful evil

Armor Class 13 (armor scraps)

Hit Points 13 (2d8+4)

Speed 30 ft.

STR DEX CON INT WIS CHA
15(+2) 14(+2) 15(+2) 6(2) 8(1) 5(3)

Damage Vulnerability bludgeoning

Damage Immunities fire, poison

Condition Immunities exhaustion, poisoned
Senses darkvision 6o ft., passive Perception 9
Languages understands Common but can’t speak
Challenge 1/2 (100 XP)

Fiery Body. A creature that touches a burning skeleton or
strikes it with a melee weapon while within 5 feet of it takes
3 (1d6) fire damage.

Fiery Death. When a burning skeleton is destroyed its body
explodes in a burst of flame. All creatures within 5 feet of it
take 3 (1d6) fire damage. A successful DC 11 Dexterity saving
throw halves this damage.

Searing Weapons. When a burning skeleton hits with a metal
melee weapon or unarmed strike, it deals an extra 3 (1d6) fire
damage (included in the attacks below).

ACTIONS

Shortsword. Melee Weapon Attack: +4 to hit, reach 5 ft., one target.
Hit: 5 (1d6 + 2) piercing damage and 3 (1d6) fire damage.

A11. S1LVERSTONE HALL

Polished, metal sheets adorn the exterior of this domed, stone building,
each embossed with decorative symbols of coins, trade, and commerce.
It seems to have weathered the violence much better than other
buildings in town. Solid, oak boards seal every window, and the great
entry door is reinforced with an iron gate.

A consortium of wealthy lumber barons established this
local temple to the god of commerce and merchants well over
a decade ago. They believed the chapel’s clergy would assure
that trade flourished in the region, and the temple’s high
priest, Hagrim Foss—a short, plump man with stern, impassive
features and the paternal demeanor of a seasoned judge—has
led the institution for years. The interior includes a domed roof
with a main worship hall, a small kitchen, a common room for
practicing acolytes, and Hagrim’s private study adjacent to his

own small bedroom. The priests have barred the great entry
door from within (AC 15, damage threshold 5, hp 20; Strength
DC 25), but emerge periodically to replenish their water supply at
night before sequestering themselves again. Behind the temple
near the woods lies a smoldering pile of dozens of scorched
bodies. Many dead villagers were brought there after the violence
subsided, and Hagrim and his acolytes burned their bodies in an
attempt to stop the spread of the disease. Since their assimilation
by the perfected form of the virus, they've turned their attention
away from caring for the townsfolk and now pose a new danger
to Holver’s Ferry and surrounding region.

Creatures: Eight days ago, when Hagrim realized he and his
acolytes had become infected with the virus affecting Holver’s
Ferry, he ordered their temple sealed, preparing to sacrifice
the entire priesthood in the hopes of sparing the town another
bout of madness. A few days later, however, it became evident
the priests had contracted a different form of the illness—the
perfected assimilation strain spread by Silam Oddle. Soon
thereafter, the clerics’ alignments shifted to lawful evil and an




angry seed of malevolence grew in their hearts. Compounding
this development, Hagrim began receiving whispered guidance
in his mind through the long-range telepathy of the xoraphond
Vuelib. Believing these words to be the manifest directions of a
new god, and driven by a desire to slaughter his former neighbors,
Hagrim and his clergy rounded up a dozen villagers—those
who'd proven resistant to the outbreak—and began executing
them by the White Oak (area A7). Now, only three of these captives
(NG male and female human commoner 1) still live, and all three
remain uninfected since the virus has run its course. Hagrim
keeps them gagged and bound on the floor of his private study,
while his acolytes hold vigil in the main worship hall, growing
ever more furious at their inability to channel the divine power
their deity once bestowed, while beseeching the voice in their
heads to grant them new power to carry out its will.

Tactics: If the PCs pound on the temple door and ask for
entry, Hagrim and his acolytes take up positions against the
wall on either side of the door. If the PCs breach the doors, he
directs his men to attack with surprise. Now that his madness
has worn off, Hagrim fights with measured precision with his
+1 morningstar. His tactics are simple, brutal, and driven by an
unassuaged hatred of anyone not under his command or that
of his newfound ‘god’ Vuelib.

Morale: Realizing he’d face execution for murdering the
villagers if subdued, Hagrim fights to the death.

Treasure: An unlocked strongbox kept behind the altar in
the main worship hall holds 214 gp, 129 sp, and 93 cp. A PC
who searches Hagrim’s private study (and succeeds on a DC 17
Wisdom (Perception) check) notices a secret drawer in the large,
oak desk. It contains four potions of healing, a scroll of bless, and a
scroll of lesser restoration.

Reward: If the PCs defeat the corrupted priests of Silverstone
Hall and rescue the three villagers, award each of them a 200
XP story award.

HAGRIM FOSS

Medium assimilated humanoid (human), lawful evil
Armor Class 15 (breastplate)

Hit Points 58 (9d8+18)

Speed 30 ft.

STR DEX CON INT WIS CHA
14(+2) 13(+1) 14(+2) 10(+0) 15(+3) 10 (+0)

Senses passive Perception 13
Languages Common
Challenge 1 (200 XP)

Assimilated. Hagrim was once lawful neutral, but his alignment
shifted to lawful evil due to the perfected version of the
assimilation strain.

Ex-Cleric. Hagrim’s shift to lawful evil stripped him of his divine
spells and class features, except for his armor, shield, and weapon
proficiencies. He cannot gain levels as a cleric again until cured
of the assimilation strain and he atones for his evil deeds.

Malign Influence. An assimilated creature suffers disadvantage
on all Constitution, Wisdom, and Charisma saving throws
against effects and technologies wielded by the jagladine or
their servants as the co-habitating nanites force the creature’s
body and mind to acquiesce to such commands. When an
infected creature makes an ability check to resist an effect
initiated by such individuals, it likewise suffers disadvantage.

Combat Gear potions of healing (3); Other Gear silver holy
symbol, 76 gp, 27 sp, 30 cp
ACTIONS

+1 Morningstar. Melee Weapon Attack: +5 to hit, reach 5 ft., one
target. Hit: 7 (1d8 + 3) bludgeoning or piercing damage.

Light Crosshow. Ranged Weapon Attack: +2 to hit, range 100/400
ft., one target. Hit: 5 (1d10o + 1) piercing damage.

ASSIMILATED ACOLYTESS®® (3

XP 25 each
hp 9 each
SPECIAL ABILITIES

Assimilated. The acolytes were once lawful neutral, but their
alignments have shifted to lawful evil due to the perfected
version of the assimilation strain.

Ex-Cleric. The acolytes’ alignment shift has stripped them of
all of their divine spells and cleric class features, except for
their armor and shield proficiencies and proficiency with
simple weapons. They cannot gain levels as a cleric until
they are cured of the assimilation strain and atone for their
evil deeds.

Malign Influence. An assimilated creature suffers disadvantage
on all Constitution, Wisdom, and Charisma saving throws
against effects and technologies wielded by the jagladine
or their servants as the co-habitating nanites force the
creature’s body and mind to acquiesce to such commands.
When an infected creature makes an ability check to resist
an effect initiated by such individuals, it likewise suffers
disadvantage.

A12. VESK RESIDENCE

This modest, two-story manor house has white-washed fieldstone
walls supported by dark oak timbers. Its steeply pitched roof bears bright
shingles made from tiles of red clay. Although still stately looking, the
home shows signs of recent vandalism. Windows on the ground floor
have been smashed, several scorch marks mar the walls, and a half-
dozen crossbow bolts are embedded in the front door.

The most prosperous merchant in town—Tabin Vesk—built
this home around the same time he erected the lumber mill
to employ most of the woodcutters and lumberjacks around
Holver’s Ferry. He recently perished, however, when a crazed mob
burned down the mill around him (A14). His wife, Milda, survived
the attack, and escaped from the building before the flames
consumed it. As Milda fled, however, one of the infected villagers
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bit her and passed on the flawed version of the assimilation
strain. She returned to the manor and eventually succumbed
to the more suicidal aspects of the madness. If not encountered
already, the PCs may find Milda at the local granary (Ag).

Treasure: Old Tabin kept most of his wealth in his office at
the lumber mill, which was lost when it burned to the ground.
A thorough search of his manor, however, still locates 500 gp
worth of valuable furnishings and works of art (silverware,
paintings, tapestries, fine rugs, etc.). Additionally, a successful
DC 20 Wisdom (Perception) check locates a secret cache in the
bedroom closet. This space holds a satchel containing: 500 gp
in assorted coins and semi-precious gemstones), a silvered
longsword, a potion of invulnerability, and a potion of heroism. If
the PCs prevented Milda from killing herself (see Ag), she offers
them the gemstones, sword, and potions as a reward.

A13. MiL1T1A HEADQUARTERS

This smoldering ruin was once a three-story, wooden structure. Though
three of its four walls remain standing, the building’s interior has long
since collapsed, leaving it a smoldering tangle of blackened beams and ash.

This building held the local armory and headquarters for the
village militia, a volunteer organization capable of mustering
40 armed men in times of duress. When violence engulfed
Holver’s Ferry, the armory fell first, because nearly a third of
its militia members contracted the flawed assimilation strain
as they tried to restore order. Within a few days, they turned on
one another and the battle claimed the lives of most everyone
left behind. The few militiamen who survived took refuge under
the command of Wendred Lorgg in one of the warehouses next
to the ruined lumber mill (A14).

Treasure: A PC who succeeds on a DC 16 Intelligence
(Investigation) check while searching the burned-out armory
locates a serviceable, warhammer in the clutches of a fire-
blackened skeleton.

A14. LuMBER MILL RUINS

An eight-foot-high, fieldstone wall surrounds the burned ruins of a
lumber mill and three, non-descript warehouses. The mill is little more
than ash and crumbling masonty now, still smoldering in a_few places,
but the warehouses look intact.

When the violence hit Holver’s Ferry, the village militia did
their best to keep order, but the enraged mobs and assimilation
madness quickly overwhelmed them. Wendred Lorgg, one of
the militia’s best officers, survived the savagery long enough
to rally a handful of loyal militiamen. Though they lost their
armory headquarters (A13), he led them to the ruined mill
and established a temporary stronghold in the undamaged
warehouse closest to the lake. For a few days after the virus
burned itself out, Lorgg and his men policed the streets,
rounding up maddened survivors to hold in the warehouse for
their own safekeeping. Unfortunately, the xoraphond Vuelib
soon learned of Lorgg’s actions and, viewing him and his men
as continued threats, ordered Silam to infect them with the re-
engineered assimilation strain. Controlled by a mindslave harness
(see Chapter 15: Assimilation Madness), Silam had no choice
but to obey, offering Lorgg and his men additional provisions
as he volunteered to join them. As the newest member of the
militia, he made sure to shake hands with everyone present,
and the remaining men soon manifested the infection, as well,
having their brains and personalities remapped until they
became neutral evil.

Since their assimilation and Silam’s departure, Lorgg and
the rest of the militia have heard alien whisperings in their
minds—the telepathic urgings of the xoraphond, Vuelib. Unlike
Hagrim Foss (A11), Lorgg believes this voice is an otherworldly
or extraplanar creature intent on conquering the region around
Holver’s Ferry. And, no longer shackled by a moral compass,
he and his men stand ready to serve this entity when it fulfills
the assurance of its impending arrival. In addition, Vuelib has




encouraged Lorgg to remain in Holver’s Ferry, preventing its
citizens from leaving while also restraining all newcomers,
especially those who cannot “hear” the xoraphond’s voice for
themselves. To date, only Silam and the priests of Silverstone
Hall have demonstrated that ability, but everyone else is either
put to death if they show signs of assimilation madness or held
captive within Lorgg’s warehouse until the xoraphond and its
jagladine masters come to claim them. Currently, Lorgg holds
seven villagers (N male and female human commoner 1) inside
the compound, but soon seeks to add the PCs, as well.

WENDRED LORGG

XP 100
hp 32 (see SRD, thug, except as noted below)

Assimilated. Lorgg was once neutral, but his alignment
shifted to neutral evil due to the perfected version of the
assimilation strain.

Malign Influence. An assimilated creature suffers disadvantage
on all Constitution, Wisdom, and Charisma saving throws
against effects and technologies wielded by the jagladine or
their servants as the co-habitating nanites force the creature’s
body and mind to acquiesce to such commands. When an
infected creature makes an ability check to resist an effect
initiated by such individuals, it likewise suffers disadvantage.

INFECTED MILITIAMEN

XP 25 each
hp 11 (see SRD, guard, except as noted below)

Assimilated. The militiamen were once neutral, but their
alignments shifted to neutral evil due to the perfected
version of the assimilation strain.

Malign Influence. An assimilated creature suffers disadvantage
on all Constitution, Wisdom, and Charisma saving throws
against effects and technologies wielded by the jagladine or
their servants as the co-habitating nanites force the creature’s
body and mind to acquiesce to such commands. When an
infected creature makes an ability check to resist an effect
initiated by such individuals, it likewise suffers disadvantage.

A1s5. LuMBER YARD

This large, grassy field is empty except for six piles of unprocessed
timber, each roughly 20 feet long and 10 feet high.

Not yet processed into usable lumber, the stacked logs of this
lumberyard have lain unused and unattended since the outbreak of
the assimilation strain. PCs who inspect the southernmost pile and
succeed on a DC 12 Wisdom (Perception) check, notice what looks
like the entrance to an animal burrow sized for a Small creature to
squeeze into. Six, empty liquor bottles lie scattered on the ground
nearby, discarded there by the burrow’s current occupant.

Creature: Besker Zimm, a wild-eyed, halfling woodcutter
with a crooked nose and clean-shaven head, lives in the small
earthen space under the timber, having hidden there since the

night before the PCs arrived in Holver’s Ferry. Since that time,
he’s observed the comings and goings in town of nearly every
major group and party, even noting the arrival of the bugbear
Agrizarga and her goblin raiders (Ag). Not quite right in the head
even before the fall of Holver’s Ferry, the frequently drunken
Zimm is convinced the village is infested with monsters—both
real and imagined. Paranoid and delusional, his initial attitude
is Unfriendly and he refuses to leave his burrow unless the PCs
change his attitude to Friendly. If they attempt to enter his home
and remove him by force, he reacts violently, directing his trusty
dog, Runt, to attack alongside him. A blatant alcoholic, Zimm
ran out of liquor to get him through the horrors he’s observed as
everyone in town turned on one another. If the PCs offer him a
drink, he automatically becomes Friendly, but his burrow is barely
large enough to accommodate him, so he’s perfectly comfortable
sitting outside among the logs while conversing with them.

Despite any headway the PCs make with Zimm, he proves a
shaky ally at best. His primary motivation is survival and the
acquisition of copious amounts of liquor. Every action he takes, or
promises, is designed to support these two goals. If the PCs make
him friendly (an automatic occurrence if they give him any amount
of alcohol), he becomes amenable to answering their questions.
He can share information about the early outbreak of madness
in Holver’s Ferry, the danger posed by the remaining members of
the town militia (A14) and priests from Silverstone Hall (A11), as
well as the activities of Agrizarga and her band of goblin raiders
(Aga and Agb). So far, Besker has remained hidden from all these
threats, but hasn'’t left town for fear of Lorgg’s patrolling militia
and the night activities of Hagrim’s priesthood.

BESKER ZIMM

Small humanoid (halfling), chaotic neutral

Armor Class 13 (leather armor)

Hit Points 13 (2d8+4)

Speed 25 ft.

STR DEX CON INT WIS CHA
12 (+1) 15(+2) 14(+2) 8(1) 10(+0) 10 (+0)

Damage Resistance poison

Skills Stealth +4, Survival +2

Senses passive Perception 10

Languages Common, Halfling

Challenge 1/8 (25 XP)

Brave. Besker has advantage on saving throws against being
frightened.

Halfling Nimbleness. Besker can move through the space of
any creature one size larger than himself.

Lucky. When Besker rolls a 1 for an attack roll, saving throw, or
ability check, he can reroll the die. He must use the new roll.

Stout Resilience. Besker has advantage on saving throws against
poisons, and resistance to poison damage.

Other Gear. 10 bullets, 2 gp
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ACTIONS

Dagger. Melee or Ranged Weapon Attack: +4 to hit, range 20/60 ft.,
one target. Hit: 4 (1d4 + 2) slashing damage.

Sling. Ranged Weapon Attack: +4 to hit, ranged 30/120 ft., one
target. Hit: 4 (1d4 + 2) bludgeoning damage.

RUNT

MastiffsRP
hps

A16. APOTHECARY

The trail from Holver’s Ferry disappears into the woods for several
dozen yards before ending abruptly at the foot of a great, gnarled
sycamore tree. A narrow, wooden staircase wraps around the trunk
a half-dozen times before reaching a small, two-story hut nestled
between the branches thirty feet overhead. A simple sign at the base of
the stairs reads: “Apothecary. Come on up.”

For over a hundred years, a wiry, white-haired gnome named
Rexel has run this small apothecary, selling simple alchemical
items, magical potions, and an eccentric assortment of trinkets
and other odds-and-ends. In his cramped shop, one can find a
fossilized troglodyte femur bone carved with the characters of
the draconic alphabet, a pair of lady’s slippers made from the
delicate eyelids of a silver dragon, or a dozen different amulets,
rings, and charms Rexel swears were crafted in the otherworldly
realm of the fey.

During the first three days of violence which engulfed
Holver’s Ferry, Rexel’s shop came under attack by three
burly lumberjacks who contracted the flawed version of the
assimilation strain. The men broke into Rexel’s hut, vandalized
the shop, and attacked him. Though the gnome drove the men
off with alchemical acid, they still destroyed his well-stocked
laboratory and most of his magic potions. Rexel subsequently
cleaned things up, but it’s still apparent from the collected,
broken junk that some sort of scuffle recently occurred.

Creature: Rexel closed the doors to his shop about six days
ago, hiding out after his longtime friend, Sheriff Onessa Jerreth,

mysteriously vanished (see As). He's grown more paranoid
ever since, and when the PCs first encounter him he’s become
desperate for aid in tracking her down. He believes Onessa can
root out the origin of the strange disease afflicting Holver’s Ferry
and help the village recover more than anyone else in town.

When the PCs arrive, Rexel remains guarded with a starting
attitude of Unfriendly, calling out to them from his treehouse,
and prepared to drop an alchemical bomb in anticipation of
more maddened townsfolk trying to reach him. Provided the
PCs identify themselves, he proves slightly more hospitable
shifting his starting attitude to Indifferent. A DC 16 Charisma
(Persuasion) check can further improve his outlook, and if the
PCs bring the Mulnarin children to him (A6), he’s overjoyed by
their survival and immediately becomes Helpful.

If Rexel’s attitude improves to at least Friendly, he invites the
PCs into his shop and tries to enlist their aid in solving the
mystery of Holver’s Ferry. If they describe or bring the cloth
map from the sheriff’s office (As), Rexel immediately recognizes
the two locations marked with Onessa’s pins as Mother Oddle’s
orphanage (described in Part Two) and the ruins of Arvarenhode
Manor (described in Part Three). He shakes his head sadly
and surmises that the habitually impetuous sheriff must have
investigated the leads on her own and probably wanted to enlist
Silam’s help as an ally in searching the forest. He begs the PCs
to find her and suggests they begin at the old orphanage since
it lies closer to town.

Here are some possible answers to any questions the PCs
might have Rexel:

Who are you? “I'm Rexel and I've lived in this town and run
this apothecary for the last 100 years.”

What happened to Holver’s Ferry? “A sickness hit town a few
weeks ago. It weakened a lot of folks and drove some of them
mad. It made some kill themselves or each other, driving them
into a murderous rage. I've never heard or read of anything
like it before. They tore the town apart in just a few days. And
there was nothing Onessa, the town council, or militia could
do about it.”

Who's Onessa? “Onessa Jerreth. She’s the village sheriftf and
a good friend. She weathered the violence the same as me. We
were working together to find out what caused it and where the
disease came from, but then she up and vanished six days ago.
Other villagers were vanishing, too, but not just the infected. It
was always the ones who survived the sickness. Onessa thought
she had a theory on why, but she never got around to sharing it
with me. She might have collected some clues in her office, but
the streets were always too dangerous—and I'm too slow and
old—to make it there alone.”

Vanished? What do you mean? “The day after the violence
wound down, villagers started disappearing one after another.
The folks just vanished from their homes, and left everything
behind, untouched. That’s what convinced Onessa and me
there’s something evil behind it. These people are being taken...
for something. But we still haven't found out who or what's
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behind it. And now, whoever caused it probably has Onessa, too!”

Who's Silam Oddle? “Silam’s a good-natured woodcutter. A
local boy who lives at the old orphanage across the lake once
run by his late mother. I say ‘boy, but he’s a big man now, almost
seven feet tall, but gentle as a kitten. He keeps to himself mostly
but does good by the town whenever called upon.”

What can you tell us about the disease? “I've taken samples
from the bodies of the infected—those Onessa or the militia
had to put down, and even some of the ones who took their
own lives. So far, it only seems to affect humans. Everyone else
is immune. Other than that, I can't tell its origin, but it seems
to spread through contact, weakening its victims’ minds and
bodies, but without killing them—almost like it's the first
stage to something else. The sheriff and I think there may be
something—or someone—behind it.”

Reward: If the PCs agree to help Rexel investigate the cause
of the strange disease, he is grateful and relieved. If the PCs also
rescued the Mulnarin children (A6), he offers them any of his
remaining alchemical items, three potions of healing, an elixir of
health, an elixir of keen senses (see below), as well as his potion of
fire breath. If the PCs make plans to visit the sheriff’s office (As),
or if they've already been there and mention the locked cabinet,
he offers them Jerreth’s spare key and explains they might find
some useful gear inside.

REXEL THE APOTHECARY

Small humanoid (gnome), neutral good

Armor Class 9 (12 with mage armor)

Hit Points 28 (6d6+6)

Speed 10 ft.

STR DEX CON INT WIS CHA
9(1) 9(1) 14(+2) 19(+4) 12(+1) 1 (+0)

Skills Arcana +6, Medicine +3

Senses darkvision 6o ft., passive Perception 11
Languages Common, Gnomish

Challenge 2 (450 XP)

Arcane Recovery (1/Day). When The apothecary finishes a short
rest, he can recover 2 levels worth of spend spell slots.

Artificer’s Lore. The apothecary adds twice his proficiency
bonus to Intelligence (History) checks related to magic
items, alchemical objects, or technological devices.

Gnome Cunning. The apothecary gains advantage on Intelligence,
Wisdom, and Charisma saving throws against magic.

Hobbled. The apothecary suffers from severe arthritis of the
knees, reducing his speed to 10 ft.

Minor Alchemy. The apothecary can undertake special alchemical
procedures to transform one substance into another for a short
time (see the Official 5th Edition Handbook for Players).

Spellcasting. The apothecary is a 4th level spellcaster. His
spellcasting ability is Intelligence (spell save DC 14, +6 to
hit with spell attacks). The apothecary has the following

wizard spells prepared:

Cantrips (at will): acid splash, dancing lights, firebolt,
prestidigitation

1st level (4 slots): expeditious retreat, fog cloud, mage armor, magic
missile

2nd level (3 slots): alter self; enlarge/reduce, scorching ray, web

Tinker. The apothecary has proficiency with tinker’s tools and
can create small clockwork devices (see the Official 5th Edition
Handbook for Players).

Combat Gear. acid (2 vials), alchemist’s fire (5 flasks), elixir
of health, elixir of keen senses (grants darkvision 6o ft., and
advantage on Wisdom (Perception) checks involving sight
for 1 hour), expeditious elixir (casts expeditious retreat on the
drinker, no concentration required), potion of fire breath,
potion of invisibility, potions of greater healing (2); Other Gear
antitoxin (3 vials), basic poison (2 vials)

ACTIONS

Dagger. Melee Weapon Attack: -1 to hit, reach 5 ft., one target. Hit:
1(1d4 - 1) slashing damage.

Fire Bolt. Ranged Magical Attack. +6 to hit, ranged spell 120 ft.,
one target. Hit: 5 (1d1o)

fire damage. &
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PART TWO: THE ORPHANAGE

Mother Oddle’s orphanage lies about four miles east of
Holver’s Ferry, along a cart path which also runs past the
ruins of Arvarenhode Manor (described in Part Three). Weeds,
saplings, fallen logs, and a number of ruts filled with muddy
water have taken over the route in recent years. Although
wagons can no longer navigate the path in its present state,
mounted PCs or those on foot can make easier time using it
than braving the thickets and undergrowth of the surrounding
timberlands. Regardless, the terrain is still considered difficult
terrain (halving overland movement rates) due to the path’s
rugged condition (see Chapter 8 of the Official sth Edition
Handbook for Players).

The orphanage itself is a dilapidated, two-story house once
cared for by the loving Mother Oddle—a kindly lady who took
in abandoned children as well as those whose parents had died
or could no longer afford to raise them. After the venerable
woman’s death ten years ago, the orphanage closed and the
house became the property of her only son, Silam. Read the
following when the PCs first arrive:

Surrounded by gnarled oak trees, an unkempt apple orchard, and an
overgrown flower garden, this ramshackle, two-story farmhouse has
clearly seen better days. The plain, rectangular building is covered
in gray-green moss and white, sun-bleached planks showing signs
of rot. Even the roof sags heavily, displaying multiple holes and
missing shingles. Aside from the chirping of crickets the area seems
quiet and abandoned.

Inside, the orphanage remains structurally sound, proving
safe to enter and explore, but its dilapidated condition makes
for alarmingly creaky floors which impose disadvantage on
Dexterity (Stealth) checks. Unless otherwise noted, the walls
and ceilings of the orphanage are 10 feet high and made of
wood. The doors have fallen into disrepair and count as simple
wooden doors (AC 15, damage threshold 5, hp 10, Strength DC
13). During the day, sunlight filters through the windows to
provide normal illumination. At night, however, rooms are cast
in deep shadow, and Silam tends to only keep a low fire going
in the kitchen (B2), creating dim lighting conditions.

Bi1. PArRLOR

The front door is locked but can be unlocked with a successful
DC 15 Dexterity check with thieves’ tools. When the door opens,
read or paraphrase the following:

Furnished with a mildewed sofa and three dusty rocking chairs, this
parlor’s floor bears a thick layer of grime, as well as a few hardy weeds
growing between the floorboards near the front door. On the walls,
some painted portraits have started to fade and peel, and a well-worn
path leads through the dust toward a dark hall to the west and a flight
of stairs along the east wall.

Silam rarely lingers in this parlor as it reminds him of his
mother. Now, he only uses it to cross from the kitchen to his
upstairs bedroom, preferring to use the back porch to come
and go from the orphanage, and leaving the parlor door locked
to discourage guests.

B2. KiTcHEN

This kitchen features a large oven and fireplace. Both show signs of
recent use. A set of filthy pots and pans, dented cooking utensils, and
a stack of simple, wooden plates rest on the brick hearth. The wooden
floor in the center of the room is stained by splashes of dried liquid,
through which several bootprints track to the southeast door.

This room played host to a brief; but violent struggle between
Silam Oddle and Onessa Jerreth when she came calling to
investigate her suspicions (see As). The small, unmarked room
to the east is a simple pantry which Silam used to temporarily
hold Onessa captive until he could deliver her to Vuelib at
Arvarenhode Manor. Any PC who succeeds at a DC 13 Wisdom
(Perception) check notices a small badge (worth 2 gp) lying on
the floor emblazoned with the seal of Holver’s Ferry, carried by
Onessa in execution of her duties as town sheriff.

B3. Boys’ DORMITORY

This dingy bedroom holds eight, dusty bunks draped in cobwebs and
reeking of mildew.

This room hasn’t seen use in years. Dozens of small, harmless
spiders scuttle about the cobwebs and the detritus of desiccated
insect carcasses crunch underfoot if anyone explores here.




B4. GirLs’ DORMITORY

This communal bedroom is painted a soft, rosy hue, and holds four,
dusty bunks, as well as the collapsed ruins of what may have been four
more. Thick sheets of cobwebs hang between them and over a fireplace
in the southwest corner. Underfoot, a multitude of gaps and holes show
in the haphazard floorboards.

This room has remained sealed for years. As his mother
ran the orphanage with strict rules to separate boys from
girls, Silam never ventures here and the door remains stuck
(Strength DC 13).

Creatures: The cobwebs throughout this room represent the
handiwork of hundreds of aggressive black-and-scarlet spiders
which have made their nest in the fireplace. The hungry swarm
boldly skitters forth to attack any creature who disturbs this
room (including breaking down the door).

SWARM OF SPIDERSS®?

hp 22

Bs. CLAssROOM

This small, dusty classroom contains 16 child-sized, wooden chairs,
all neatly stacked against the south wall. A blackboard decorated with
chalk drawings hangs slightly askew in the middle of the west wall,
and several pieces of white chalk lay on the floor nearby.

A somewhat skilled artist, Silam likes to use this room to
draw pictures on the blackboard. Usually, these comprise
images of birds or other wildlife encountered in the forest, but
more recently he’s drawn pictures of Arvarenhode Manor, the
key he found to open its catacombs (see B6 and Cy), and the
strange, alien xoraphond named Vuelib he encountered there.

B6. Siam’s Room

This small bedroom contains a bed, tiny table, dresser, and a single
chair. A large, open trunk also sits on the floor, containing various
articles of discarded clothing, all sized for a very large man.

Silam started using this room as his bedchamber as soon as
he outgrew the child-sized beds in the downstairs dormitory. A
PC who succeeds on a DC 12 Wisdom (Perception) check notices
a gray-green stain on the pillow atop his bed. This resulted
from the mindslave harness (see page 717) Vuelib grafted to Silam
after he succumbed to the assimilation strain. The substance
that caused the stain cannot be identified at this time, but a
successful DC 15 Intelligence (Arcana) or Intelligence (Nature)
check concludes the substance likely originated in a laboratory
rather than a natural environment.

Creatures: If the PCs haven’t yet alerted Silam to their
presence in his home, they will most likely face him here. His
last visit to Vuelib at Arvarenhode Manor (when he delivered
Onessa Jerreth) left him particularly shaken. He’s spent the past
couple of days here feeling equal parts remorse and elation at

his ability to subdue the sheriff. The presence of intruders,
however, helps refocus Silam into the killing machine he’s
become, and he aggressively attacks anyone he finds intruding
in his home, especially if he finds or hears them disturbing his
mother’s room (By).

Tactics: If Silam becomes aware of the PCs, he readies his axe
and hides next to his bedroom door. If undetected, he launches
a surprise attack as soon as the first PC enters. If the PCs try to
flank him, he uses his Dirty Fighting ability to beat them back,
preferring to defend the narrow hallway just outside his room
rather than let the PCs surround him. Against one opponent
he uses Dirty Fighting to shove them prone before launching
his attacks.

Morale: Mentally controlled by Vuelib, Silam cannot retreat,
surrender, or offer quarter to defeated foes. Unless the PCs
remove his mindslave harness, Silam fights ruthlessly and to
the death. If they manage to take the mindslave harness from
him and the woodcutter survives the ordeal, he immediately
surrenders (see Development below).

Treasure: Silam piled the majority of his wood-cutting tools
under his bed. They include three woodaxes, a lathe, chisel, and
several hammers and saws of varying size. A large key also lies
among the tools, carved from a single piece of black granite
marked with the symbol of a flying raven. A PC who succeeds
on a DC 14 Intelligence (History) check recognizes it as an
emblem of the noble Arvarenhode family, once given purview
of the woodlands before their lineage died out many decades
ago. The key unlocks the doors to the Unspeakable Shrine (C6)
in the catacombs under Arvarenhode Manor (see Part Three),
which Silam found and explored before encountering Vuelib
and succumbing to the assimilation strain.

SILAM ODDLE

Medium Assimilated humanoid (human), neutral evil

Armor Class 15 (chain shirt)

Hit Points 65 (10d8+20)

Speed 30 ft.

STR DEX CON INT WIS CHA
16 (+3) 14 (+2) 14(+2) 10(+0) 10(+0) 11 (+0)

Saves Str +5, Dex +4, Wis +2

Skills Athletics +5, Perception +2, Stealth +6
Senses passive Perception 12

Languages Common

Challenge 2 (450 XP)

Assimilated. Silam Oddle was once neutral good, but his
alignment shifted to neutral evil due to the perfected version
of the assimilation strain.

Contagious. As the main carrier of the assimilation strain, Silam
Oddle continues to infect those he touches or wounds in
combat unless they succeed on a DC 14 Constitution saving
throw. An infected creature suffers a -1 penalty to saving throws
and ability checks based on Constitution and Charisma. After a
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long rest, the creature must make a DC 14 Constitution saving
throw. On a failure the penalty increases by 1 (to a maximum
of -5),and the victim must succeed on a DC 14 Charisma saving
throw or gain the Assimilated template. On a successful saving
throw the malady does not progress. After two consecutive
successful saves the creature recovers from the disease, and
any remaining penalties the creature suffers recede by 1 after
each long rest. Lesser restoration eliminates any remaining
penalty if cast after the creature recovers.

Dirty Fighting. Silam can make a shove attack as a bonus action.

Mindslave. Silam’s mind is currently overtaken by a mindslave
harness, which looks like a splotchy black tumor growing
across the back of his neck. This makes him an unwilling but
obedient thrall.

Other Gear. Battleaxe, handaxes (2), mindslave harness.

ACTIONS

Multiattack. Silam Oddle makes two melee attacks, or he makes
two ranged attacks with his handaxes.

Battleaxe. Melee Weapon Attack: +5 to hit, reach 5 ft., one target.
Hit:7(1d8 +3) slashing damage, or 8 (1d10 +3) slashing damage
if used with two hands.

Handaxe. Melee or Ranged Weapon Attack: +5 to hit, reach 5 ft., one
target (20/60 ft.). Hit: 6 (1d6 + 3) slashing damage.

REACTIONS

Parry. Silam Oddle adds 2 to his AC against one melee attack
that would hit him. To do so, he must see the attacker and be
wielding a melee weapon.

Development: If the PCs free Silam from the mindslave
harness, he breaks down into great, heaving sobs as the
crushing weight of his terrible deeds overwhelms him. A DC
13 Charisma (Persuasion) check helps to calm him and ease his
pain, whereupon he claims an ooze-creature from Arvarenhode
Manor spoke words into his head, controlling him and making
him do terrible things. He explains this “Master” infected him
with a disease and made him spread it among the villagers of
Holver’s Ferry. It also made him abduct people, taking them
back to the monster’s lair in the catacombs below the ruin.
He can sketch a simple map showing areas Cs, Cy, and C8
(where he delivered his unfortunate victims). He can also give a
general description of these areas, including their contents and
guardians. Vuelib never allowed him inside area Cii, but he
knows the xoraphond resides somewhere beyond the strange
barrier there.

B7. MoTHER ODDLE’S BEDROOM
7

This musty bedroom is modestly furnished with a large, canopy bed,
a small desk and chair, a wardrobe, and a cold fireplace. A dusty rug
covers most of the floor.

This bedroom belonged to the loving Mother Oddle, caretaker
and owner of the orphanage for over 4o years. The smell of
decay emanates from her ill-preserved, partially mummified
corpse still lying on the bed in a threadbare nightgown. She
died of natural causes 10 years ago, and Silam has kept her body
neatly composed here ever since.




Treasure: Mother Oddle’s corpse still wears a thin, silver
necklace studded with shimmering ornamental stones (worth
150 gp).

Hazard: Though Silam regularly visits and covers his mother
with sweet-smelling flowers and herbs, a serious health hazard
awaits anyone else venturing here. PCs who approach within
five feet of the body risk contracting a lethal respiratory
disease—the same infection which claimed Mother Oddle’s life
SO many years ago.

WHEEZING CoUGH (CHALLENGE 2)

A creature who breathes air tainted with wheezing cough
contracts the disease unless they succeed on a DC 12
Constitution saving throw. The symptoms manifest in 1d4 days,
causing fatigue and cramps, inflicting one level of exhaustion
on the infected creature. While suffering from the disease, the
creature regains only half the normal number of hit points
from spending Hit Dice and no hit points from completing a
long rest.

At the end of each long rest the creature must make a DC
12 Constitution saving throw. On a failure it gains one level of
exhaustion. On a success it reduces its current exhaustion level
by one. If this reduces the creature’s exhaustion levels below 1,
it recovers from the disease.

WHERE’S REXEL?

If the PCs return to the village after exploring the orphanage
instead of continuing on to Arvarenhode Manor, they may find
Rexel missing when they pay another visit to his treehouse (A16).
The gnome’s shop bears obvious signs of a fresh struggle as well
as strange, adhesive spatters on the floor. This resulted from a
battle with Vuelib’s newest minion, an adherer manufactured
from the remains of Sheriff Onessa Jerreth. Once Silam
delivered Onessa to the xoraphond, Vuelib set about immediate
experimentation and succeeded in an unusually sinister way.
Rather than reanimate her as an undead, the xoraphond used
jagladine nanites to transform her body, making her infinitely
more pliable and useful. The process even allowed Vuelib to
extract her memories and determine who else in Holver’s Ferry
might share her suspicions—which led to the targeting of her
good friend, Rexel.

Vuelib then ordered Omessa to return to Holver’s Ferry
to subdue the inquisitive gnome before he could dig any
deeper into the mysterious illness affecting the villagers. PCs
investigating Rexel’s shop who succeed on a DC 14 Wisdom
(Perception) check find that the gnome dropped an expeditious
elixir (see A16) onto a particularly viscous blob of Onessa’s
adhesive secretions. After knocking the old gnome senseless,
the ex-sheriff then carried Rexel to the xoraphond’s lair under
Arvarenhode Manor and tossed him into the prison pit (C12),
where he awaits interrogation, experimentation, and eventual
infection with a new assimilation strain the xoraphond is
tailoring to target a gnome’s biology.

PART THREE: ARVARENHODE MANOR

The ruins of Arvarenhode Manor lay another four miles east
of Mother Oddle’s orphanage along the same cart path from
Holver’s Ferry. The track eventually terminates at the foot of
a narrow, 6o-foot-long, stone bridge connecting the shore
to a rocky island where the Arvarenhode family built their
manor. Their line ended about 120 years ago, when their last
scion abandoned good reason and called forth an unspeakably
powerful entity from a terrible, alien realm. This colossal
invader laid waste to the manor’s interior, consuming the
family’s horrified guards and servants, while carrying its
shrieking conjurer to a dreadful fate in another dimension.
Ever since, generations of woodcutters and honest folk have
shunned the ruins, leading to all kinds of tales and legends as
to what awaits inside.

When the PCs make their way across the bridge leading to
the manor, read or paraphrase the following:

A'long, narrow, stone bridge—barely wide enough for a single wagon—
arches over Lake Shimmermere, connecting to a small island of rocks
and windswept weeds. The jumbled ruins of a fortified manor house
dominate the dreary islet, its upper floors and watchtowers having long
since fallen into piles of rubble at its base. Vines, creepers, and prickly
weeds cover the tumbled stones, atop which a dozen or so crows caw

and flap.

UpPER RuUINS

Arvarenhode Manor once had four upper stories, but these levels
have long since collapsed, forming a ragged heap of impassable
rubble above the partially intact rooms of the ground floor
(C1-C4). The building itself was constructed from tightly fitted
blocks of light-gray stone sealed with white mortar. The floors
are unadorned, but the ceilings still depict simple decorations
with small, ceramic tiles—though many are now missing or lay
shattered and crumbled about the floor. All the walls, floors,
and ceilings show signs of age, weathering, and other, more
ancient abuses, including cracks, gouges, and a few fist-sized
holes. Small bits of rubble and debris—mostly broken stone
and the ancient remains of worn, rotting furniture—litter each
floor. Unless otherwise noted, all ceilings are 12 feet high and
holes or empty windows allow natural light to permeate inside.
The manor’s doors are 3-inch-thick, oak panels which have
swollen a bit over the years (AC 13, damage threshold 4, hp 12,
Strength DC 15).

C1. GreaT HALL

The northeast corner of this great hall has collapsed, leaving a gaping,
rubble-strewn gap stretching from the floor to the 18-foot ceiling
overhead, providing enough natural light for a moss-covered tree and
swathes of grass to take root among the sunken flagstones underfoot. A
12-foot-wide, G-foot-tall fireplace dominates the middle of the eastern
wall, and two doors lead further west.




Despite the ruin of Arvarenhode Manor’s upper stories, the
rubble piled atop this large hall settled long ago and presents
no imminent danger of further collapse.

Creature: The moss-covered tree in the center of the hall is
actually a moss troll named Two-Cut Turrok. Vuelib enlisted
the creature’s aid with promises of fresh meat culled from the
captive villagers Silam delivers from Holver’s Ferry. Any failed
experiments become food for Turrok, as well, and currently, the
troll stands guard here, using his tree shape ability to mask his
presence. However, a large group of intruders—Ilike a party of
PCs—appeals to his voracious appetite, and he readily attacks
to gorge himself.

TWO-CUT TURROK

Large giant (shapechanger), chaotic evil

Armor Class 15 (natural armor)

Hit Points 85 (10d10+30)

Speed 30 ft., climb 15 ft.

STR. DEX CON INT CHA
16(+3) 17(+3) 16(+3) 9(x) 7(-2)
Skills Perception +3, Stealth +5 (+7 while in vegetation)

WIS

12 (+1)

Senses darkvision 6o ft., passive Perception 13
Languages Giant
Challenge 3 (700 XP)

False Appearcance (Tree Form Only). While in tree from the
moss troll is indistinguishable from a normal tree.

Fear of Fire. The moss troll becomes frightened as long as it is
within 30 feet of a visible fire or an open flame at least the
size of a torch.

Keen Smell. The moss troll has advantage
on Wisdom (Perception) checks that rely on
smell.

Regeneration. The moss troll regains 5 hit
points at the start of its turn. If the moss
troll takes fire damage, this trait doesn'’t
function at the start of the troll’s next turn.
The moss troll only dies if it starts its turn
with o hit points and doesn’t regenerate.

Tree Climber. While climbing in trees the
moss troll’s climb speed increases to 30 ft.,
and it gains advantage on initiative checks.

Tree Shape. The moss troll can use its
action to polymorph into a moss-covered
tree. In tree form it gains resistance to
bludgeoning and piercing damage, its
speed becomes o and it can’t benefit from
increases to its speed.

ACTIONS

Multiattack. The moss troll makes three
melee attacks: two with its claws and one with its bite.
Claw. Melee Weapon Attack. +5 to hit, reach 10 ft., 1 target. Hit: 8
(2d4 + 3) slashing damage.
Bite. Melee Weapon Attack. +5 to hit, reach 10 ft., 1 target. Hit: 6
(1d6 + 3) piercing damage.
REACTIONS

Slow Fall. When the moss troll falls while climbing trees,
it can reduce the effective distance it falls by 30 feet for
determining fall damage. If this reduces the fall damage to
o, the moss troll lands on its feet.

C2. SERVANTS’ QUARTERS

The remains of three skeletons draped in rotting leather armor lie
heaped in this dusty, otherwise bare, room.

This small chamber once provided personal quarters for the
manor’s servants but sits devoid of any furnishings now. The
skeletons are those of three highwaymen who succumbed to
their wounds following a violent clash with Onessa Jerreth and
the Holver’s Ferry militia a few years ago. The sheriff put an end
to their raiding in a bloody battle along the cart path skirting
Lake Shimmermere, but three survivors fled and sought shelter
amid the manor ruins. Unfortunately, they couldn’t outlive the
winter cold, lack of food, or their lingering injuries.

Treasure: One of the skeletons still clutches a +1 dagger in
its right hand, and its skull rests on a leather satchel which
contains 58 gp, 13 sp, an onyx statuette of an Arvarenhode raven
(worth 75 gp), and a potion of invisibility.




C3. KiTCHEN

This room is empty except for a few scattered
bits of rubble and a large fireplace in the
southwest corner. Broken windows in the
walls, as well as a handful of small cracks
in the mortar, emit a chill breeze, creating
an eerie whistle. Wooden doors lead east
and north.

| square = 3 feet
S = Secret Door

This kitchen is mostly undamaged,
though the furniture, cookware, dishes,
and utensils were all looted long ago.
Silam sometimes sleeps here when
he stays overnight after delivering an
abducted villager to Vuelib. Turrok and
the rest of the xoraphond’s guardians
know to leave this place alone.

C4. ARMORY

A half-eroded, wooden rack traces the edge of
this room’s northeast wall, next to the open
door of a small, cobweb-filled storage closet.
Near the middle of the south wall, a set of
narrow stairs spirals up and down.

This room once served as a guardroom
and armory, though the wooden rack no
longer holds any arms or armor. Ascending the stairs reaches
the rubble and debris of the upper story’s collapse which
completely blocks the way after a 15-foot climb. The spiraling
descent, however, continues downward for 4o feet into the
manor’s catacombs.

Creature: A variant ochre jelly called a plagueborn clings
to the ceiling immediately inside the stairwell. Placed there
by Vuelib as a quiet sentinel, it shares an empathic link with
the xoraphond, capable of sharing general feelings of hunger
and pain. If anyone other than Silam accesses the stairs, the
plagueborn attacks, alerting Vuelib to the presence of intruders.

PLAGUEBORN OCHRE JELLY

hp 45 (see SRD, ochre jelly)

Plagueborn. A creature that starts its turn within 5 feet of the
plagueborn ochre jelly must succeed at a DC 13 Constitution
saving throw or contract cackle fever (see the Official 5th
Edition Guide for Game Masters).

C. Arvarenhode Manor - Basement Catacombs

THE CATACOMBS

The Arvarenhode family included a series of catacombs beneath
their manor to entomb deceased family members, honored
servants, and loyal henchman. Expanded several times over the
first six generations, they remained largely undisturbed until
Lord Bertram Arvarenhode—the last of his line—ordered the
construction of a unique shrine devoted to an alien god, as well
as a series of chambers which he and his sinister allies used
to entertain themselves with decadent feasts and dark, more
deplorable, forms of merriment. The vaults suited Vuelib’s
tastes, as well, and, shortly after the xoraphond’s arrival, it
repurposed them for its own alien experiments.

Unless otherwise noted, the catacomb ceilings reach a height
of 10 feet here, but the halls remain unlit. All doors are made
of solid, 4-inch-thick stone (AC 17, damage threshold 8, hp 30,
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Strength DC 25). Rats, cockroaches, tiny spiders, and harmless
water snakes have infiltrated the partially flooded chambers
and hallways, but these creatures quickly scatter as soon as
anyone approaches or illuminates their surroundings.

Cs. BuriaL HaALLs

Murky, brown water fills this wide corridor, rising just short of several
burial niches that run along the walls, each filled with old bones
bound in decayed funeral wrappings. To the north, a short flight of
stairs leads from the water to a massive stone door bearing strange
carvings. The rest of the flooded hall splits into corridors running
northeast and south.

The stagnant water in these catacombs slowly leaked down
from torrential rainfalls and the surrounding lake. It averages
a depth of 3 feet and makes the ground here difficult terrain.
Each burial niche lies inset along the wall, roughly 4 feet off’
the ground.

Creatures: Since taking over these ruins, Vuelib has
encouraged the growth of amoeba colonies in the flooded
catacombs. Three locations (marked as Cs on the map) identify
their presence. The two topmost locations represent amoeba
swarms, and the southernmost represents a giant amoeba.
These creatures move up and down the corridors but use their
blindsight to quickly converge on anyone moving within 30 feet
of them.

Treasure: Grave robbers have already looted most of the
burial niches along the walls, but a successful DC 16 Wisdom
(Perception) check and an hour of effort unearths a single piece
of jewelry worth 2d6 x 10 gp, and further efforts may turn up a
maximum of 200 gp worth of similar valuable items.

GIANT AMOEBA

Small ooze, unaligned
Armor Class 8

Hit Points 39 (6d6+18)

Speed 10 ft., climb 10 ft., swim 20 ft.

STR DEX CON INT WIS CHA
12(r) 6(2) 16(13) 1(5) 7(2) 2(4)
Skills Stealth +2

Damage Immunity acid

Condition Immunity blinded, charmed, deafened, exhaustion,
frightened, prone

Senses blindsight 6o ft. (blind beyond this radius), passive
Perception 8

Languages —
Challenge 1/2 (200 XP)

Amorphous. The giant amoeba can move through a space as
narrow as 1 inch wide without squeezing.

Amphibious. The giant amoeba can breathe both air and water.

ACTIONS

Pseudopod. Melee Weapon Attack. +3 to hit, reach 5 ft., 1 target.
Hit: 4 (1d6 + 1) bludgeoning damage and 7 (2d6) acid
damage, and the target is grappled if it is Medium or
smaller (escape DC 11). Until this grapple ends, the target
is restrained and the giant amoeba can’t make pseudopod
attacks on another creature.

AMOEBA SWARMS (2

Medium swarm of Tiny oozes, unaligned

Armor Class 13

Hit Points 28 (8d8-8)

Speed 10 ft., climb 10 ft., swim 20 ft.

STR DEX CON INT WIS CHA

3(-4) 16(x3) o(1) 1(5) 7(2) 2(4)
Damage Resistances bludgeoning, piercing, and slashing

Damage Immunity acid

Condition Immunity blinded, charmed, deafened, exhaustion,
frightened, paralyzed, petrified, prone, restrained, stunned

Senses blindsight 6o ft. (blind beyond this radius), passive
Perception 8

Languages —
Challenge 1 (200 XP)

Amphibious. The swarm can breathe both air and water.

Swarm. The swarm can occupy another creature’s space and
vice versa, and the swarm can move through any opening
larger than 1 inch without squeezing. The swarm can'’t
regain hit points or gain temporary hit points.

ACTIONS

Digest. Melee Weapon Attack. +5 to hit, reach o ft., one creature.
Hit: 4d4 (10) acid damage, or 2d4 (5) acid damage if the
swarm has half or fewer of its maximum hit points.

C6. THE UNSPEAKABLE SHRINE

A complicated, mechanical lock seals the stone doors leading
to this chamber. Two keys exist which can open it—one in
Silam Oddle’s bedroom at the orphanage (B6), and another in
the Arvarenhode sarcophagus (at C10). A DC 30 Dexterity check
with thieves’ tools is otherwise required to unlock them, or
the doors can also be smashed down with suitable tools and
considerable effort (AC 17, damage threshold 10, hp 45, Strength
DC 28).

This octagon-shaped room has a low, 7-foot-high ceiling and a
recessed alcove to the east. Along the far wall, on a pointed, three-step
dais, a black stone statue of a hooded figure stands within a pristine
pentagram. It clutches a black crown in one hand and a raven in the
other. Perhaps more disturbing, a dancing, magical aura surrounds
the figure, bathing the room in a soft, violet light, while a long tentacle
protrudes from the figure’s hood where its face would normally be.




PCs who succeed on a DC 25 Intelligence (Religion) check
identify the statue as a representation of the alien god
Nyarlathotep—the obsession and ultimate folly of Lord
Bertram Arvarenhode. The eastern alcove’s floor, walls, and
ceiling are painted jet black, just like the statue. Any creature
stepping into this area receives a disturbing vision of a stark,
desolate landscape surrounded by a distant ring of impossibly
tall mountains—a depiction of the nightmare realm of Leng.
One round later, the viewer must succeed on a DC 12 Wisdom
saving throw or be frightened for 1d4 minutes. This alcove
once functioned as a one-way portal to Leng, which Bertram
Arvarenhode used to offer humanoid sacrifices to the denizens
on the other side in exchange for occult knowledge.

Creature: On the night Lord Bertram was abducted, the portal
in the eastern alcove temporarily allowed two-way access and an
interdimensional horror crossed over from Leng to visit ruin upon
the entire manor. Eventually, it skinned its conjurer alive before
dragging him back through the portal. The otherworldly energies
which flooded the chamber then combined with a fragment of
Bertram’s tortured soul, animating his skin, and transforming
it into an undead creature known as a shredskin. This wretched
creature now seeks to escape the shrine, having spent more than
a century locked inside. It attacks anyone venturing here in an
attempt to enshroud and control a new body before escaping the
manor, but only animates if someone enters the alcove where
Bertram died. His shredskin is immune to the effects of the
alcove, but anyone else who enters the area is effectively blinded
and dazed for 1 round while they receive the vision (no save), but
this effect doesn’t recur unless a person leaves and then re-enters.

Treasure: Lord Bertram also left a few items of value here.
Within the east alcove, a brittle leather bag holds: a scroll of
enhance ability, two elixirs of health, a scroll of speak with dead, and
a vial of universal solvent.

SHREDSKIN

Small undead, neutral evil

Armor Class 13 (natural armor)

Hit Points 38 (7d6+14)

Speed o ft., fly 40 ft.

STR DEX CON INT WIS CHA
10(+0) 15(+2) 14(+2) 6(-2) 10(+0) 13(+1)

Skills Stealth +4
Senses darkvision 6o ft., passive Perception 10
Damage Immunities poison

Condition Immunities charmed, exhaustion,
frightened, poisoned

Languages understands Common but can't
speak

Challenge 1 (200 XP)

Amorphous. A shredskin can move through

a space as narrow as 1 inch wide without
squeezing,

Control Body. The shredskin can wrap itself around a
humanoid-shaped corpse (or a corporeal undead charmed
by its command undead ability) of Medium or Small size.
When wrapping a host body in this way, the shredskin gains
Strength 14, or the host body’s Strength, whichever is higher,
but it can'’t grapple with its claw attacks or use enshroud
while doing so. Attacks targeted at the shredskin deal half
damage to it, and half damage to the host body; area attacks
deal damage to both as normal. If the host is destroyed, the
shredskin unwraps itself at the start of its next turn (this is
not an action). A typical Medium corpse has 15 hit points for
this purpose, while a small corpse has 10 hit points.

Enshroud. If the shredskin hits a creature with both claw
attacks it wraps itself around the target like a shirt.
While enshrouded, the only action a target can take is to
escape the grapple, but it does so with disadvantage. An
enshrouded creature takes 1d4 (2) bludgeoning damage
at the start of its turn. While enshrouding a creature, the
shredskin can move itself and the target as if it controlled
the target’s body. The shredskin can attack as normal. Any
attacks targeting the shredskin follow the same rules as
Control Body. The shredskin can release an enshrouded
creature by ending the grapple.

Innate Spellcasting. The shredskin’s innate spellcasting ability
is Charisma (spell save DC 11). It can innately cast the
following spells, requiring no components:

At will: detect evil and good (detects undead only)

ACTIONS

Multiattack. The shredskin makes three attacks, two with its
claws, and one with its bite.

Claw. Melee Weapon Attack. +4 to hit, reach 5 ft., 1 target. Hit: 4
(1d4 + 2) slashing damage. A creature hit by two claw attacks
is grappled (escape DC 12), restrained, and subjected to the
shredskin’s Enshroud ability.

Bite. Melee Weapon Attack. +4 to hit, reach 5 ft., 1 target. Hit: 4
(1d4 + 2) piercing damage.

Command Undead (1/Day). The shredskin targets one undead
creature it can see. The creature must succeed on a DC 12

Wisdom saving throw or be charmed (even if the creature is
normally immune to the charmed condition).

C7. FLooDED CHAMBER

Mud and filthy water have pooled within this sunken

chamber, covering its entire floor and those of the western

exits. A small dais provides firmer footing to the south,
rising from the water into a long, dark passageway
lined with empty torch sconces.

Once used as a gathering hall for the decadent
rites of Lord Arvarenhode, this chamber now lies
filled with mud and filthy water which runs
four-feet-deep. As a result, the entire room is
considered difficult terrain.



Creature: An aggressive choker
named Gesstak climbed its way into
the catacombs several years
ago, and now lairs in the
rubble-filled  passageway
extending from the room’s
northwest corner. Though
this hideous long-limbed hunter
endures by eating water snakes,
rats, and insects, he vastly prefers
more succulent prey and leaves
the catacombs at night to hunt in
the forest. So far, Vuelib has tolerated
and bargained with the choker rather
than force it from the catacombs. In
truth, the xoraphond feels a relative
kinship with Gesstak’s aberrant mind
and hopes to study the creature’s
physiology more fully after assimilating
Holver’s Ferry.

Treasure: Over the years,
Gesstak  has  collected
many baubles from victims
who sought shelter at the
ruined manor or wandered alone

in the nearby forest. He stacked
most of these possessions in the
muddy rubble of the northernmost

passage as a display to lure even more would-be grave robbers
his way. They include: a jeweled scepter (worth 150 gp), a chain
shirt, a +1 shield, a scroll case containing a scroll of knock, a teak
box of scented candles (worth 35 gp), five small garnets (worth

15 gp each), 137 gp, 62 sp, and 38 cp.

GESSTAK

Small monstrosity, chaotic evil

Armor Class 14 (natural armor)

Hit Points 27 (6d6 + 6)

Speed 20 ft., climb 10 ft.

STR DEX CON INT WIS CHA
17(+3) 14(+2) 13(+1)) 6(-2) 13(+1) 7(-2)

Skills Athletics +s5, Stealth +4

Damage Immunities poison

Condition Immunities poisoned

Senses darkvision 120 ft., passive Perception 11
Languages Deep Speech

Challenge 2 (450 XP)

Quickness. The choker is supernaturally quick. It can use its
bonus action to take a Dash action.

Strangle. Chokers have an unerring talent for seizing their
victims by the neck. A creature that is grappled by a choker
cannot speak or cast spells with verbal components.

ACTIONS

Tentacle Hands. Melee Weapon Attack. +5 to hit, reach 10 ft., one
target. Hit: 10 (2d6 + 3) bludgeoning damage. The target is
grappled (escape DC 15) if the choker isn't already grappling
a creature. Until this grapple ends, the creature is restrained,
and the choker can't constrict another target. Grappled
creatures take 10 (2d6 + 3) bludgeoning damage at the start
of the choker’s turn.

During Combat Gesstak ambushes prey from the shadows
(DC 19 Wisdom (Perception) check to notice), striking out with
his long reach to grab, strangle, and constrict his opponents.

Morale Gesstak owes no true loyalty to Vuelib and flees if
reduced to less than 5 hit points.

C8. WARRIORS’ CRYPT

This chamber’s walls are lined with small burial vaults spaced six
inches apart. Most are either smashed or pried open, spilling their
ash gray contents onto the floor. Four, upright sarcophagi also stand
here, each one intricately carved to resemble a muscular human figure
wearing archaic armor. Passageways lead east, west, and south.

This chamber once housed the remains of honored guard
captains of Arvarenhode Manor—the most distinguished
men-at-arms who served the family’s interests. All four of the
sarcophagi have had their seals broken and now stand empty.
Even the physical remains of those laid to rest here were
desecrated long ago. The western exit leads to a secret door (DC
17 Wisdom (Perception) or Intelligence (Investigation) check
to notice), which Vuelib sometimes uses to visit the crypts and
check on his growing farm of mindslaver mold (at C1o0).

Cog. Famiry CrypT

This long burial chamber contains six stone sarcophagi—three carved
to resemble smiling maidens, two bearing the likenesses of noble young
men, and a sixth depicting a naked man with a visage caught in
extreme horror and revulsion.

Thisburial chamber once held the ancestors of the Arvarenhode
family. While the first five sarcophagi were looted long ago, the
sixth—with the image of the naked man—remains sealed. It
radiates a strong aura of evil and bears a series of complicated
dials and mechanisms reinforced with an arcane lock (requiring
a DC 30 Dexterity check with thieves’ tools to bypass). The stone
lid can be broken open or forced with considerable effort (AC 17,
damage threshold 8, 36 hp, Strength DC 25).

Creatures: Standing guard among the sarcophagi are three
plague zombies—all recent experiments which the xoraphond
Vuelib created by transforming captives from Holver’s Ferry in
the interests of providing an alternative means for spreading
the assimilation virus. He hopes to release this newly tailored
scourge on the surrounding region in the coming days. The
zombies mindlessly attack any creatures other than Vuelib who
venture here.
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Treasure: The sealed sarcophagus holds the skeletal remains
of an Arvarenhode patriarch who was murdered by his kin.
In one hand, the skeleton clutches a large key carved from a
piece of black granite marked with the symbol of a flying
raven. A PC who succeeds on a DC 15 Knowledge (local or
nobility) check identifies the symbol as a heraldic device of the
Arvarenhode family. The key itself unlocks the double-doors
to the Unspeakable Shrine (C6). The skeleton’s other hand also
holds a wand of burning hands (as wand of magic missile, but casts
burning hands). Its missing finger—found at the bottom of the
sarcophagus—wears a ring of protection.

PLAGUE ZOMBIES (4
XP 50
hp 22 each (see SRD, common zombie)

Death Burst. When a plague zombie dies, it explodes in a
burst of decay. All creatures adjacent to it are exposed to its
plague as if struck by a slam attack and must make a DC 14
Constitution save or contract the assimilation strain.

Assimilation Strain. The slam attacks of Vuelib’s plague
zombies carry the assimilation strain, creatures hit must
succeed on a DC 14 Constitution save or contract the
disease. An infected creature suffers a -1 penalty to saving
throws and ability checks based on Constitution and
Charisma. After a long rest, the creature must make a DC
14 Constitution saving throw. On a failure the penalty
increases by 1 (to 2 maximum of -5), and the victim must
succeed on a DC 14 Charisma saving throw or gain the
Assimilated template. On a successful saving throw the
malady does not progress. After two consecutive successful
saves the creature recovers from the disease, and any
remaining penalties the creature suffers recede by 1 after
each long rest. Lesser restoration eliminates any remaining
penalty if cast after the creature recovers.

C10. Main CrypT

A raised hallway leads to this perfectly square chamber where a
single, stone sarcophagus lies upon the floor, draped in sheets of filthy
green fungus.

This chamber hosts one of the few creatures to accompany
Vuelib on his interplanetary journey. Originally brought in a
container of alien spores, a mindslaver mold now grows inside
this room’s sarcophagus, carefully maintained, cultivated,
and controlled by the xoraphond. Vuelib keeps the creature
confined rather than letting it roam free, but a DC 20 Strength
check is sufficient to lift the lid sealing it inside. The mold
constantly whispers in Deep Speech as it attempts to convince
others to release it, but immediately seeks to attack and infest
anyone doing so.

The mindslaver mold—and the sheets of green fungus
Vuelib harvests from it—serve a vital purpose in the
xoraphond’s plans for Holver’s Ferry. While Vuelib has the
means to infect victims with a perfected assimilation strain,

he still relies on the mold as a necessary ingredient in the
crafting of mindslave harnesses (see Appendix) to prepare them
for an additional step in ‘evolution'—a process designed to
transform native populations into a superior breed of utterly
loyal shocktroops known as klaven—a fate intended for Silam
once Vuelib’s jagladine masters arrive. The mindslaver mold
resents being used in this fashion, but the jagladine have long
since subjugated its species, and the mold has little chance of
escaping without assistance.

MINDSLAVER MOLD

Small plant, neutral evil

Armor Class 13 (natural armor)

Hit Points 45 (7d6+21)

Speed ;5 ft., climb 5 ft.

STR DEX CON INT WIS CHA
2(-4)  17(H#3) 1w(H+3) 14(+2) 12(+1) 13(+1)
Skills Stealth +5

Damage Resistance acid
Damage Immunity cold
Senses darkvision 6o ft., passive Perception 11

Languages understands Common, Deep Speech, and Sylvan
but can'’t speak

Challenge 3 (700 XP)

Damage Transfer. While infesting a creature, the mindslaver
mold only takes half damage (rounded down), and that
creature takes the other half.

Infestation. The mindslaver mold can climb onto and attach
itself to a willing, paralyzed, or unconscious host. While
attached it speed becomes zero, it can’t benefit from
improvements to its speed, and it moves with its host. An
infested host suffers disadvantage on Widsom saves against
the mindslaver mold’s dominate person innate spell, and
the duration of that spell becomes permanent as long as
the mold remains attached. After each long rest, the host
takes 1d4 (2) necrotic damage as the mold feeds on its blood
and other bodily fluids. The mindslaver mold can be torn
free from a host with a successful DC 13 Strength (Athletics)
check but doing so deals 2d6 (7) slashing damage to the host.
A dead mindslaver deals no damage in this way.

Innate Spellcasting. The mindslaver mold’s innate spellcasting
ability is Intelligence (spell save DC 12). It can innately cast
the following spells, requiring no components:

1/Day: dominate person

Magic Resistance. The mindslaver has advantage on saving
throws against magic.

Mold Mindlink. The mindslaver mold can communicate
telepathically with any other mindslaver mold within 10
miles and knows the relative position and condition of all
other mindslaver molds in this area.
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ACTIONS

Spore Pod. Ranged Weapon Attack. +5 to hit, range 20/60 ft.,
1 target. Hit: 7 (2d6) poison damage and the target is
poisoned for 1 minute. If the creature succeeds on a DC 13
Constitution save it takes half' damage and is not poisoned.

C11. Ooze FARM AND GUARDIAN WALL

A luminescent-green, gelatinous barrier blocks the end of the water-
filled hallway here, separating it from a half-seen chamber beyond.
Debris, of a type indeterminable through the translucent substance, lies
scattered across the chamber’s floor.

The gelatinous membrane is a half-inch thick. If inspected
closely, PCs who succeed on a DC 18 Wisdom (Perception) check
observe tiny black dots moving through the strange substance.
The barrier itself is immune to all forms of energy, magical
effects, and physical damage. If touched or prodded with an
object, the barrier doesn’t impede passage. It does, however,
leave behind a clear, quick-drying residue on those who push
through it, and then expands to reseal the wall behind them.

Hazard: The gelatinous barrier stems from a particularly useful
form of jagladine biotechnology and acts as both an environmental
seal and a passive security system, capable of telepathically alerting
the alien apparatus controlled by Vuelib (at C13) of anyone passing
through it. In addition, any creature crossing the barrier also
acquires a coating of nanites contained in the residue, which
quickly integrate into any living creature’s body. These nanites
remain active for up to one year, and though they cause no
physical harm, they imprint a genetic marker designed to give the
jagladine and their servants the ability to identify and track them
as potential targets for future abduction and experimentation (as
described in Chapter 1: To Worlds Unknown).

Once inside the chamber, read or paraphrase the following:

A thick layer of crusty, pale-orange slime covers the floor of this room,
and the air is filled with an odor of rotting vegetation and tar. A
luminescent-green barrier seals off the water-filled hallway to the east,
and another, drier passage leads west.

The slime covering this room’s floor causes disadvantage on
Dexterity (Acrobatics) checks. Anyone attempting to move more
than half-speed through this area is also required to make a DC
15 Dexterity (Acrobatics) check or fall prone. The slime is an
organic ooze farm, another marvel of the jagladine technology
to aid Vuelib’s mission. Once per month, the farm can birth a
giantamoeba, which the xoraphond may automatically befriend
with its ooze empathy ability. Vuelib has already created several
of these monsters to serve as guardians and has released most
of them (and their amoeba swarm progeny) into the flooded
catacombs (Cs) and Lake Shimmermere.

The ooze farm is due to birth another giant amoeba in 12 days,
and Vuelib plans on strengthening it by allowing it to feed on
several of the villagers Silam helped abduct from Holver’s Ferry.
If PCs examine the slime, they may discover lumps of darker

material amid the goo—which a DC 15 Wisdom (Medicine)
check reveals as evidence of human remains from prior victims.
Touching an open flame to the slime causes the entire ooze farm
to catch fire and evaporate into a harmless, orange mist in just
6 rounds, effectively destroying it and the developing amoeba.

Creatures: A unique darkwood cobra guards this approach to
Vuelib’s inner sanctum. It currently hides among the dark lumps
of human remains beneath the orange slime but moves to attack
any creature which enters the chamber unless commanded
otherwise by Vuelib, easily slithering through the slime.

EBONY COBRA

Small construct, unaligned

Armor Class 13 (natural armor)

Hit Points 52 (8d6+24)

Speed 4o ft., swim 30 ft.

STR DEX CON INT WIS CHA
12(n) 15(12) 16(3) 1(s) 10(r0) 1()
Skills Stealth +6

Damage Resistances bludgeoning, piercing, and slashing from
nonmagical, weapons that aren’t adamantine.

Damage Immunity poison

Condition Immunities charmed, exhaustion, frightened,
paralyzed, petrified, poisoned, prone

Senses darkvision 6o ft., passive Perception 10

Languages —

Challenge 2 (450 XP)

Find Target (1/Day). The ebony cobra’s creator can order it to
find and kill a specific creature within 1 mile. The creator
must have seen or be holding an item that belonged to the
target. The ebony cobra can unerringly track its prey, as if by
a locate creature spell with a range of 1 mile.

Poison. The ebony cobra can be loaded with different poisons.
When a dose of poison is loaded into its reservoir, the cobra
magically produces more of that poison when it delivers a bite.

ACTIONS

Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one target.
Hit: 5 (1d6 + 2) piercing damage and must make a DC 13
Constitution saving throw or take 13 (3d8) poison damage
on a failed save, or half as much on a successful one. If the
poison damage reduces the target to o hit points, the target
it stable but poisoned for 1 hour, even after regaining hit
points, and is paralyzed while poisoned in this way.

C12. FEEDING CHAMBER AND PRrISON PiT

This large room includes an open area to the south next to a raised dais
and a passageway leading east. Further north, the floor drops away
into a wide pit along the back wall. Between the open area and the
pit, several strands of a thick, glue-like substance stretch from floor-to-
ceiling and wall-to-wall, creating a maze of ropes to navigate.
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Originally a dig-site for expanding the catacombs to another
level, Vuelib repurposed this room as a holding pen for the
villagers which Silam abducted from Holver’s Ferry. Seven
townsfolk (N male and female commonersS*) reside in the pit,
most of them drugged and weakened from lack of food, already
demoralized and resigned to their fate. When the PCs arrive,
the xoraphond’s most recent captive—Rexel the Apothecary—
hangs suspended from the sticky strands above the pit. Bruised
and wounded, but still conscious, he’s in dire need of rescue
from his current tormentor.

Creatures: Onessa Jerreth, now transformed through Vuelib’s
experiments into a murderous adherer, an alchemically
mutated humanoid creature, which resides here slowly
savoring and feeding on Rexel one bite at a time. Though most
of Vuelib’s surgical and biochemical experiments have failed,
Onessa represents his greatest breakthrough in developing new
transformation techniques for human captives. The xorpahond
treats the slime-covered adherer as a prized pet, far more
dangerous and controllable than Silam, its amoeba guardians,
or even the plague zombies. Unfortunately, the process also
sacrificed most of Onessa’s sanity and she’s forgotten all traces
of her former humanity. She immediately attacks the PCs when
they arrive, ready to fight and die for her new master.

Hazards: A creature moving at half'speed can avoid the sticky
strands crisscrossing the room without incident. A creature
moving a full speed must succeed on a DC 14 Dexterity saving
throw or be restrained. As an action, restrained creatures can
attempt a DC 14 Strength (Athletics) or Dexterity (Acrobatics)
check to break free of the strands and end the restraint. The
strands in one 5-foot square are AC 10, 15 hp, vulnerable to fire,
and immune to bludgeoning, piercing, and psychic damage.

Tactics: Onessa tries to grapple an intruder with her adhesive,
and then drag her victim into the strands. If others follow, she
uses the sticky strands around the room to her advantage, trying
to shove opponents into them. If successful, her victim must make
a Dexterity saving throw to avoid the strands as if it moved into
the area at full speed (see above). Onessa can also use this strategy
to shove opponents into the 15-foot pit at the north end of the
room, though victims may voluntarily choose to be restrained by
the adhesive strands above it rather than take falling damage.

Morale: Onessa fights to the death.

ONESSA JERRETH

Medium monstrosity, lawful evil

Armor Class 13 (natural armor)

Hit Points 58 (9d8+18)

Speed 30 ft., climb 20 ft.

STR DEX CON INT WIS CHA

16 (+3)  12(+1) 15(+2) INT 10 (+0) 13(+1)  8(-1)
Skills Stealth +6

Damage Resistance bludgeoning, piercing, and slashing from
nonmagical weapons.

Senses darkvision 6o ft., passive Perception 11
Languages Deep Speech

Challenge 3 (700 XP)

Adhesive. An adherer sticks to anything that touches it. A Huge
or smaller creature adhered to it is also grappled by the
adherer (escape DC 13). Ability checks made to escape this
grapple have disadvantage. A creature striking an adherer
with a melee weapon also become grappled but can end the
grapple without a check by letting go of the weapon (this
is not an action). Adhered weapons can be retrieved in the
same manner as escaping a normal grapple. An adherer can
choose to release a grappled opponent as normal. A flask of’
alcohol or a similar solvent splashed on an adherer (as an
improvized attack) releases a grappled creature.

Flammable Slime. When an adherer suffers fire damage it must
succeed on a DC 10 Constitution saving throw. Failure
means its Adhesive trait ceases to function until the start
of its next turn. Any grappled creatures or objects are
immediately released.

Grappler. An adherer gains advantage on attack rolls against
any creature grappled by her.

ACTIONS

Multiattack. An adherer makes two tendril attacks.

Tendril. Melee Weapon Attack: +5 to hit, range 5 ft., one target.
Hit: 7 (1d8 + 3) bludgeoning damage. A creature hit by a
tendril is subject to the adherer’s Adhesive trait.
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REXEL THE APOTHECARY

hp 28, currently 6 (see A16)

Development: If rescued, Rexel relates the horror of Onessa’s
attack. After she knocked him unconscious, he awoke here
several hours ago and was then visited by a strange, semi-
transparent ooze which spoke to him telepathically. It explained
he should be honored to be the first among his kind to undergo
assimilation and transformation into a willing servant for its
masters. Though not a particularly powerful combatant, Rexel
assists the PCs however he can with his abilities and knowledge
when they confront the xoraphond. Unfortunately, he has none
of his equipment, extracts, or bombs unless the PCs thought to
bring such items with them from his treehouse.

C13. ALTIEN LABORATORY

The walls to the south of this chamber angle inward, dominated by
a domed apparatus roughly 11 feet in diameter and G feet tall. The
weird device is composed of slimy, pale-violet stalks of flesh studded
with scores of flexible, metallic-looking, fungal growths which writhe
and interact like mechanical gears. Sixteen glass containers—each
about twelve inches in diameter—connect to the apparatus through
gurgling hoses, vibrating tubes, and sparking metal wires. Each holds
a bubbling froth of pink slurry that reeks of potent chemicals. The entire
machine shakes and shudders, emitting a gurgling whimper every few
seconds as a sickly, green radiance glows from within.

This alien laboratory belongs to the xoraphond, Vuelib, who
works tirelessly here to tailor the assimilation strain’s effects
on the region’s local inhabitants, all while relying on the alien
apparatus in the center of the room to facilitate much of that
work. The ghastly vivisections Vuelib performs on abducted
victims typically involves this machine, as well as the removal
of their blood and organs for physiological analysis and various
chemical washes to explore possible organic applications
which the apparatus can provide. Vuelib’s ‘successes’ in these
awful endeavors have resulted in the plague zombies (at Co),
Onessa Jerreth’s transformation into an adherer (at C12), and
the perfection of an assimilation strain for making humanity
vulnerable to a jagladine invasion of their homeworld.

Mechanically, the alien apparatus functions as an alchemy
lab and medical lab which can automatically generate and
store a maximum of 20 charges of power each day. Using the
lab to manufacture alchemical or pharmaceutical substances
requires a successful DC 25 Intelligence (Arcana) check to work
out how to physically interface with the machine’s bio-organic
mechanisms, and a willing or coerced creature to sample its
creations to determine their effects. The process to create
one dose of a substance takes 8 hours, and drains 20 charges
of power from the machine, or an appropriate power source.
Without extensive experimentation or specialized knowledge,
the machine produces a random substance.

The alien apparatus also magnifies Vuelib’s telepathic
influence, particularly over those affected by the assimilation
strain or a mindslave harness. As a grown piece of jagladine
technology with the direct purpose for using nanites to control
other creatures, it allows Vuelib access to lair actions.

LAIR ACTIONS

On initiative count 20 (losing initiative ties), Vuelib can take
a lair action to expend charges from the apparatus, causing
one of the following magical effects; Vuelib can’t use the
same effect two rounds in a row:

o All assimilated creatures, or creatures currently infected
with the assimilation strain within 30 feet of the device,
must succeed on a DC 15 Wisdom saving throw or be
affected by a command (halt) spell (1 charge).

o All assimilated creatures, or creatures currently infected
with the assimilation strain within 30 feet of the device,
must succeed on a DC 15 Wisdom saving throw or become
frightened for 1 minute. A frightened creature can repeat
the saving throw at the end of its turn, ending the effect on
itself on a success (2 charges).

o Influence a single, attuned victim wearing a mindslave harness
within 10 miles. The victim must succeed on a DC 15 Wisdom
saving throw or suffer the effects of a suggestion (3 charges).

It also serves as a long-range interface for telepathically
conversing with assimilated creatures up to 10 miles away,
enabling Vuelib to remotely speak with affected townsfolk in
Holver’s Ferry like the priests of Silverstone Hall or Lorgg’s
militia. Vuelib has used the suggestion effect of the device to
force Silam into carrying out various tasks beyond Arvarenhode
Manor.

Creature: Vuelib resides in this laboratory, busily
manipulating the strange gears of the apparatus while intently
studying the contents of its glass containers. If aware of the
PCs’ approach, the xoraphond hides behind the alien apparatus,
waiting to observe the PCs, and then directing it to delay them
with the frightening effect if the machine senses any victims
of the assimilation strain among them. During this time, and
even while hiding, Vuelib speaks with the PCs telepathically, his
words tumbling through their minds with an alien dispassion:
“You must be gifted indeed to overcome so many challenges, and
so many of our minions. That makes you excellent candidates for
assimilation and transformation. You will become klaven and the
Jjagladine will be pleased.” The xoraphond attacks soon after, eager
to harvest the PCs for more strenuous experimentation since
they've proven so resilient in penetrating the alien’s lair.

Tactics: Initially, Vuelib attacks the PCs with its anesthetizing
touch, following up with an attempt to infect them with the
assimilation strain so the apparatus can affect them. If dealt
10 points of damage or more with a single attack, however, the
xoraphond abandons this strategy and manifests all three of its
pseudopods to beat back its attackers with coordinated slam
attacks. If it fells any of the PCs, it elects to subdue more victims
for experimentation, rather than kill them.

Morale: It never occurs to Vuelib that it might be overmatched.
Even if grievously wounded, the xoraphond keeps fighting.

UELIB

hp 51 (see Chapter 14: Bestiary, xoraphond, page 713)




Development: Vuelib has no interest in killing the PCs,
especially since it regards them as excellent candidates for
assimilation and eventual transformation into new servants
for the jagladine. As a result, Vuelib prefers to incapacitate
opponents so it can use them to spread the assimilation strain.
If the xoraphond somehow manages to incapacitate the entire
party, it infects each PC with the disease, strips them of their gear,
and then drags them into the pit (at C12). Vuelib then continues
its mission and pays little heed to the PCs unless they escape and
attack the xoraphond again. Fully consumed with fulfilling its
mission, Vuelib relies on the same tactics in subsequent battles.

Treasure: If the PCs examine the alien apparatus and succeed
on a DC 17 Wisdom (Perception) check, they notice a secret
compartment hidden in the creases of the machine’s slimy
flesh. The interior contains five elixirs of health, one dose of
cardioamp (see page 544), five doses of vive (see page 546), and a
vicious dagger which Vuelib uses to dissect captives.

CONCLUDING THE ADVENTURE

If the PCs fail to defeat Vuelib, the xoraphond continues its
mission to assimilate the inhabitants of the PCs’ homeworld. It
only takes two weeks to infect the remaining citizens of Holver’s
Ferry. After that, the xoraphond moves on to another village
and repeats the process until its jagladine masters arrive to give
it new orders. If the PCs defeat Vuelib, the jagladine threat may
continue to loom over the PCs’ homeworld, but the resulting
setback delays their invasion plans. The next adventure in the
Legendary Worlds campaign setting, To Worlds Unknown, has
information and advice on how to further integrate the PCs
into an epic saga involving this much larger alien threat.

TRANSITIONING TO THE LEGENDARY PLANET
ADVENTURE PATH
While The Assimilation Strain certainly can be played as a
standalone adventure, it is ideally designed to bridge heroes
from a typical fantasy world into a “fish out of water” campaign
that draws them out among the stars.

Dreams from Beyond: Any character that experienced the
visions from beyond in area C6: The Unspeakable Shrine, the
Arvarenhode Manor and the strange secrets there may become
obsessed with them, dreaming about them repeatedly and
eventually falling under a compulsion like a lesser geas that
compels them to return to the shrine and experience them
again. On returning to the shrine, they may enter the alcove
again and discover that it has activated into a full-scale portal,
depositing them onto the airless surface of an alien planet,
or it may expose them to the vacuum of that world while still
inside the shrine while sealing the exits. In either case, their
characters pass out from asphyxiation and awaken imprisoned
at the beginning of To Worlds Unknown, having been rescued on
Garsilt by klaven patrols from the prison.

Alternatively, their visit to the shrine might trigger a more
powerful psychic impulse driving sanity and consciousness
from their minds and rendering them helpless, while also
activating a subspace beacon that calls the klaven here to collect
the latest specimens.

THE AssiMLATION STRAIN - ParT 3

It Came from the Lab: Even if the PCs defeat Vuelib and do
their best to destroy the alien equipment in C13: The Alien
Laboratory, hidden failsafes containing Vuelib’s mental engrams
allow him to regenerate a new body and to track the PCs down
through the residue of his original form or through genetic
trackers imbued in the alien viruses that permeated the lab area.
He then tracks them down along with a band of assimilated
chokers (as at area C8), assaulting them by night and overcoming
them, then dragging them back to be carried off.

No Way Out: If you select this option, the PCs have no chance
to defeat Vuelib. He may have additional allies, such as extra
plague zombies (as at area Cg), amoebas or amoeba swarms (as
at area Cs), or an already-assimilated choker (as at area C8), and
he and any allies may gain regeneration or fast healing as long
as they remain within the alien lab area. Alternatively, he may
flood the entire area with an inhaled version of the assimilation
virus that deals Constitution damage every round with an
escalating save DC, causing PCs to become overcome by the
virus and eventually subdued. This isn't a fair fight; it’s an alien
abduction, and the PCs are simply overwhelmed.

Full Assimilation: PCs were exposed to a perfected version of’
the assimilation virus in the laboratory area, and it continues to
work its way through their systems even after they leave, forcing
them to make saving throws each day or be overcome by it. Once
the virus takes hold, they are compelled by its subconscious
programming to go to a specific place at a specific time (which
could be the Arvarenhode Manor or any other location) where
they will rendezvous with a scheduled portal opening by the
klaven on Garsilt to pick up their prisoners. Being assimilated,
they offer no resistance and are taken and put in storage after
examination by the jagladine scientist, Lomrick.

A Rude Awakening: You can integrate one or more of the
options above (especially No Way Out) with their awakening
in the prison tubes at the beginning of To Worlds Unknown in a
way where the subjective timeline gets very murky. Essentially,
the events of The Assimilation Strain have already happened in
the past, and what they are playing out is their memory of
those events, intercut with a sense of drowning or being blind,
bright lights, strange monstrous faces, knives, metal probes,
and the like.

During their battle with Vuelib, choose a different PC each
round and have them become dazed or fascinated by this kind
of disorienting flashback (in reality, a flash forward to the
present). The sense of disorientation about what’s happening
for the players helps to deliver the sense of uncertainty
and alien realization as they wake up from the tubes at the
beginning of To Worlds Unknown. As for NPCs like Rexel or any
others accompanying the PCs, they may also survive the trip, or
they may be separated and lost. They could come upon notes
about that character when they find Lomrick’s journal, and
may meet them again later on in a happy reunion if they've
survived and been sent on to Argosa, or they might come upon
that character’s dissected remains later to help bring home the
horror of their situation.




LEGENDARY PLANET: CHAPTER ONE

A collection of unsuspecting worlds stands on the brink of an
alien incursion. The harbingers of this invasion have already
arrived, identifying the more promising members of native
populations for assimilation into an unstoppable force for
their alien masters to command. But an ancient prophecy
foretold this cataclysm, and it represents the next step in a
much larger conflict, one waged for countless millennia
and now drawing to a close. New heroes must soon emerge,
thrust into a war they could never anticipate, but destined to
determine its ultimate outcome.

CAMPAIGN BACKGROUND

Untold eons ago, two ancient interstellar civilizations engaged
in an endless war which raged across the multiverse. One side
of this conflict—known as the Patrons—favored good, while
the other—known only as the Principalities—exulted in evil.
Both made extensive use of a network of interplanetary gates
to traverse the immeasurable gulfs between worlds. And, as the
millennia unfolded, they each became progenitors to a variety
of client species—whether uplifted, engineered, or secretly
fostered through patient evolution—each one encouraged to
take up and embrace their benefactor’s ideals.

The ancient war proved neverending, but, in time, the Patrons
came to the inevitable conclusion that they couldn’t win. So,
they made a fateful decision—sacrificing themselves to lock
away the Principalities in an interdimensional prison and buy
time for their scions to rise up, find their own footing among
the multiverse, and win the war they never could. To this end,
they further seeded their client offspring with fragments of the
secret lore used to construct and seal this prison, hiding them
in the ever-evolving genetic code of each species.

Untold ages have passed, and the descendants of both
civilizations have matured, resuming the battles their ancestors
started, even as they struggle to unlock the technologies and
artifacts their benefactors left behind. The Ultari Hegemony
represents the dark forces of the multiverse—a powerhouse
coalition steeped in the hatred and pain of the Principalities.
Meanwhile, the good races of the Bellianic Accord stand
opposed to the Hegemony, still clinging to the sheltered
Patron worlds their enemies have yet to discover or dominate.
Within the Hegemony, a devoted religious cult has manifested,
known as the Scions of the Celestial Helix. These zealots
have meticulously invaded and combed the worlds which the
hated Patrons left behind, constantly searching for the hidden
genetic fragments to undo their enemy’s last act. On the PCs’
homeworld, one of the Scions’ scouting expeditions discovered
these markers in the native population, and now they seek
more samples as a prelude to all-out invasion.

Asaresult,agents of the Celestial Helix have alreadyinfiltrated
the PCs’ homeworld, abducting sentient creatures as candidates
for analysis and experimentation. These victims include
the PCs as—unknown to them—their genome represents
a key discovery in the necessary sequencing to release the
Principalities. A Hegemony scientist named Lomrick controls
the alien prison where the PCs are currently held in stasis. This
creature represents the jagladine—an ascendant species which
serves the Hegemony as scientists, bioengineers, and weapons
manufacturers. On behalf of the Celestial Helix, Lomrick has
undertaken the sinister task of preparing the PCs’ homeworld
for invasion, even as he continues to study their encoded genes
for insights into releasing his dark gods.

PART 1: PRISON BREAK

To Worlds Unknown begins with an in medias res introduction
to the greater portion of the Legendary Planet Adventure
Path. The PCs unexpectedly awaken from a fugue state as
prisoners held inside an alien, off-world facility—with no idea
how they got there, or how much time has passed since their
last memory of home. They must first defend themselves and
find their bearings before they can fully understand what’s
happened. However, PCs who completed the prologue in The
Assimilation Strain may rapidly connect their current situation
with lingering events from that experience.

ADVENTURE BACKGROUND

The PCs awaken as abductees housed in an alien prison
facility on an entirely different planet called Garsilt. The aliens
who abducted them are known as the jagladine—a vicious,
scientific-minded species with a penchant for bio-organic
experimentation and engineering. They specifically abducted
the PCs because they're after the special genetic code contained
in their DNA. And, they've been slowly sampling, analyzing, and
testing all manner of creatures taken from their homeworld—
as well as many other planets.

Unfortunately for the jagladine, an unexpected event
interrupted this effort, and it grants the PCs an opportunity
to escape. A rogue meteorite slammed into a portion of the
alien prison, knocking out power to most of the containment
cells and stasis chambers. At first, the jagladine thought they
could contain the damage and preserve their specimens.
However, the meteor also carried a number of hibernating
akata which emerged from their cocoons and started attacking
the prison over the next several days. During this time, the
facility suffered further damage from smaller meteorites as
well as the depredations of the akata, and now the prisoner
population has broken free and started adding to the chaos.
Thus, as the PCs gain consciousness, they should find
themselves confused by their unknown surroundings and the
panic ensuing around them. Thrust into this situation, they’ll
soon discover they can only escape by exploring the alien
facility, overcoming their captors, and securing an ancient
gateway which provides the only exit from the prison and its
swiftly destabilizing environment.




Within the prison itself, artificial mechanisms already
maintain a compatible atmosphere and gravity, but the external
environment—on the planetary surface—presents a toxic
hazard to most humanoid species. The jagladine chose this
location for that very reason, making it far more difficult for
captives to escape, except through the heavily controlled gate
which allows them to open portals between other planets in
distant star systems.

Several years ago, the ever-ingenious jagladine called upon
elemental forces to hollow out the multi-level prison in the
living rock surrounding this ancient gate. Over and around
this foundation, they cultivated an enormous bio-organism,
engineered to enclose the facility and its laboratories. Part-
fungus and part-tree, this mindless creature thrives in a variety
of conditions and creates a controllable environment for the
compound housed within it. The organism’s roots are trained
to exhale oxygen into the ventilation system, and to provide a
modicum of bioenergy used to power the jagladine equipment
inside. As a result, the facility makes for an excellent prison,
laboratory, and garrison to secure the ancient gateway. This
added level of security also makes the facility suitable for
performing research on dangerous lifeforms—especially
creatures which the jagladine wish to enslave or weaponize for
the coming interplanetary war.

The particular gate on Garsilt is incredibly ancient, built
by the Patrons millions of years ago. The jagladine have only
recently claimed it, which led them to the PCs’ homeworld
and a handful of other civilized planets in this part of the
multiverse. Sometimes, however, the gate malfunctions by
periodically failing to open a portal to these worlds, and the
jagladine scientists have started compensating for these
anomalies by enslaving an elemental creature known as a
comozant wyrd to “ignite” and “jumpstart” the gate with surges
of plasma energy. Unfortunately, when the meteor struck, the
already temperamental gate experienced further degradation,

forcing the prison’s commander and chief scientist, Lomrick,
to evacuate to a nearby “hub” world called Argosa. Since then,
Lomrick has been unable to return, though the jagladine longs
to do so as a means of following up on the promise of the
genetic analysis obtained from the PCs.

A. JAGLADINE PRrisoN FAcILITY

The alien prison has the following physical features, except
where specifically noted. Refer to the System Reference
Document (SRD) for specific details on these characteristics.
Due to the alien nature of the encompassing organism, there
are some unusual features described, so GMs are advised to
thoroughly familiarize themselves with this section.

Walls: Although carved from living rock, the facility was
built with professional architectural standards. Treat all walls
as superior masonry (AC 17, 20 hp, Break DC 30, Damage
Threshold 10 per 5-foot section), unless otherwise noted.

Ceilings: Most ceilings reach heights of 15 feet high, with
each room’s description noting any exceptions.

Doors: Treat all doors as strong, wooden doors (AC 15,18 hp,
Break DC 20). Any exceptions have the same statistics as stone
doors (AC 17,18 hp, Break DC 25). Note, most of these entryways
slide open and shut automatically, and do not swing on
hinges. Doors also do not typically have handles or traditional
doorknobs. No mechanical system governs them, and the
doors are connected to the larger organism which sustains the
prison’s environment. When a door opens or slides shut, it’s
a contraction and release of fibrous, muscle-like tissue which
threads between the walls. Curious PCs can discover this if they
break the doors and tear them free.

Locks and Opening Mechanisms: On the side of each door,
set into the wall, is a green, circular disk. Assuming a door is
unlocked, the disk opens it when touched, but only for a few
seconds before the door automatically slides closed again.
A locked door requires special prison keys which resemble
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short metal rods about 6 inches
long and 1 inch in diameter.
Touching a key to the circular
disks sends a bio-electric signal
to the prison’s organic “brain”
which releases the door with an
audible click. PCs can still open
locked doors by using tools to
penetrate the green disks and
manipulate the fibrous tendrils
behind them. Thieves’ tools
can variably tweak and pinch
certain “nerve fibers” which
involuntarily cause the locks
to open, but this imposes a —2
penalty on the Dexterity check
with thieves’ tools. Cabinets
and lockers possess mnormal
locks and handles. Note, simply
jabbing daggers or other
weapons into locked disks
actually severs the “nerve fibers”
and effectively breaks the lock,
rendering a door impassable
unless broken down.

LEVEL |

LEVEL 2

Lighting Conditions:
Because of the recent damage
from the rogue meteorite,
darkness covers most of the
facility. In a few rooms, low-
light conditions prevail due
to lingering bioluminescence,
sparking synapses in the
walls, or even small fires and
malfunctioning equipment.

1B, 2m , Bn,

A1. PrisoNER CELLS SOUTH

The PCs first awaken from

suspended animation in this

chamber. The room has normal

lighting conditions provided

by a metallic plate bolted to the

ceiling, providing the equivalent
illumination of a continual flame

spell. When ready to begin the

adventure, read or paraphrase the following:

You awaken to the sensation of something damp and viscous covering
your face and body. Your first reflex is to wrench two, thin tubes from your
nose and open your mouth to extract a small pipe which apparently kept
you from drowning in the thick gel now draining through the bottom of
an enclosed cylinder supporting your upright body. A harsh light shines
from above as you wipe more of this unknown substance from your face
and eyes, and your muscles feel weak and uncertain as you push open a
transparent window-like door to release you into the room beyond.
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SUBLEVEL

SIDEVIEW

LEVEL 3

LEVEL 2

LEVEL

SUBLEVEL

Eight, similar cylinders greet your eyes, all arranged along the
room’s four, stone walls, forming an irregular octagon. Each one
appears constructed of a thick, durable, organic material except for
the transparent doors which swing open from the front. Fibrous roots
snake down from the 15-foot ceiling overhead, attaching to the top of
these cylinders, and a metal plate bolted above them illuminates the
room. To the north stands a door bereft of hinges or handles, while a
green, three-inch circle slowly blinks on the wall next to it.

The cylinders holding the PCs provided a suspended
animation system which their jagladine captors used to

T T



keep them hydrated, fed, and sedated. The system normally
eliminates much of the standard care the facility provides to
maintain healthy specimens for the experiments performed
here. Due in part to the meteor strike, the organic nervous
system powering it has malfunctioned, and the stasis chambers
have unexpectedly released their occupants. The PCs should
emerge from the four, southernmost cylinders. Additional
units can be added along the walls for parties with more than
four PCs. Curious PCs should be able to intuit the cylinder’s
purpose based on the description, but a successful DC 12
Intelligence (Investigation) or DC 15 Wisdom (Medicine) check
also allows them to ascertain the room’s basic function.

The stasis cylinders are semi-organic pods, set with transparent
doors. The roots from the ceiling secrete a combination of
sedatives and hydrating nutrients, while a secondary root system
provides air and eliminates waste. When the doors open, the
goo inside drains through a natural receptacle at the bottom
of the pod, causing occupants to gradually awaken. Emerging
PCs should find themselves well-fed, hearty, and hale, but also
draped in goo and a bit disoriented.

Between the southern cylinders, four catchpoles have
been stowed by the prison guards. These short devices are
affixed with leather loops which tighten when placed over
a Medium creature’s neck, allowing the guards to direct
their drugged prisoners into their stasis pods or toward
one of the labs. Mechanically, the loop can be applied to
a grappled creature and tightened as an action. As long
as the catchpole is wielded while the loop is around
the target’s neck the target is grappled, and has
disadvantage on checks made to escape a grapple.
While not meant for combat, the PCs may also
find them useful as improvised clubs.

Creatures: Four other beasts—alien
dog-men called bahgra—also share
this cellblock, released from their
stasis pods at the same time as the
PCs. Shorter than gnolls, and with
more of a canine snout and larger
teeth—the bahgra were captured
from an isolated community
on a different planet with no
more exposure to off-world
cultures than the PCs.
Confused and frightened,
the bahgra react to their
predicament by quickly
turning to aggression, as
they distrust the PCs and
suspect them of aiding
in their abduction. The
two parties should have
no common language,
but if the PCs have a
means to bridge the
communication gap

(perhaps with a comprehend languages spell), the bahgra hold
them accountable for imprisoning them in this strange
place. A DC 18 Charisma (Persuasion) check by a character
who can communicate may circumvent a fight. Otherwise,
the bahgra attack with neither group gaining surprise as
both require a few moments to recover after emerging from
their pods.

Note, neither the PCs nor the bahgra have their weapons,
armor, or combat gear for this conflict. The jagladine secured
all of those items in area A2. If the PCs discover the catch-
poles, however, they may use them as improvised weapons. The
bahgra have no use for such weapons since they have a superior
natural attack with their bite.

Development: The bahgra have a
significant advantage in this fight
since PCs will likely be fighting
with their bare hands or improvised

!

Ll weapons. Should the battle turn
A against  the  bahgra, however,
individuals quickly submit when

reduced to 4 hp or less, backing into a
corner and making it clear they'll offer
no further trouble. Even if the PCs can
communicate with them, the dog-men
have no explanation for their joint
circumstances. The fate of surviving
bahgra is ultimately left for the GM to
decide. They may serve as replacement
characters if a PC perishes during the
adventure, or they could come to the
PCs’ aid again if they're about to be
overwhelmed by other creatures in
the prison. Alternatively, the tauslek
matriarch (see the Timed Event on
pg 44) may pick them off, one by
one, thereby adding to that creature’s
knowledge and pervading sense of
horror when the PCs finally meet her.

BAHGRA (4

AC 12 (unarmored)

hp 16 each (see page 661)

Bite. Melee Weapon Attack: +4 to hit,
range 5 ft., one target. Hit: 5 (1d6 + 2)
piercing damage.

A2. STOREROOM

This rectangular room holds several shelves
and racks filled with various pieces of
equipment, weapons, and armor. The only
exit is a door-shaped panel without hinges
set at the northern end of the east wall.
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The door to this room is supposed to be locked, but the
damage to the prison’s nervous system released it. After the
PCs enter, it repeatedly attempts to close behind them, but any
meaningful resistance causes it to slide open and try again a few
moments later. If it successfully closes, the door locks with an
audible click. The adventure assumes the PCs are either inside
when this happens, or atleast had the opportunity to enter. Once
locked, a successful DC 15 Dexterity check with thieves’ tools is
required to trick the facility’s nervous system into opening the
door again, but PCs have advantage on such checks because of
the erratic nature of the malfunctioning controls. Ideally, this
encounter should allow the PCs to observe the “living facility”
in which they've found themselves, while also giving them an
opportunity to regain their equipment and arm themselves.

Treasure: All of the PCs’ weapons, armor, and equipment
should await them here. Lomrick, the prison’s commanding
officer had various options on what to do with the heroes, such as
conversion to klaven or outfitting them with mindslave harnesses.
Either scenario would result in the return of their gear to be used
in service to the Hegemony, so they kept it in good condition.
The GM should exercise reasonable judgment in deciding what
equipment the PCs carried at the time of their abduction. Since
the PCs won't return home any time soon, important items like
spellbooks, thieves’ tools, and holy symbols should definitely
appear in the storeroom. The PCs may also claim two potions
of healing, a silvered dagger with a crystal in the pommel, four
sets of leather armor, four scimitars, and four longbows with 20
arrows each, which once belonged to their bahgra cellmates.

A3. PrisSONER CONTAINMENT WEST
The door to this room is locked from the outside and requires
a DC 20 Dexterity check with thieves’ tools to open.

This stone chamber is lit by a glowing metal panel bolted to the
ceiling. Eight dark green, leathery cylinders with transparent hatches
stand in the four corners between the walls. Vague humanoid shapes
can be observed through a thick liquid film that fills the cells. A single
panel resembling a door, but without handles or hinges, is built into
the east wall.

This room is identical to area A1 where the PCs originally
emerged from stasis. Each cylinder contains a deceased
humanoid creature of varying race and gender, which cannot
be identified unless the transparent hatch is opened. The
nutrient goo quickly drains away if this happens, automatically
disappearing down an opening in the stasis pod.

The cylinders currently contain three hobgoblins, two
tieflings, and three lizardfolk. All of them still have their feeding
and air tubes inserted just as the PCs did originally. Inspection
of the bodies, however, accompanied by a DC 10 Wisdom
(Medicine) check, reveals they all drowned on the nutrient goo,
either in their sleep or after a momentary struggle.

PCs who succeed on a DC 13 Intelligence (Investigation) or
Wisdom (Medicine) check can determine that the root-like
tubes leading from the top of the cylinders into the ceiling have

malfunctioned and pumped goo where air was needed and vice
versa. If the PCs failed to examine the roots in area Az, they
may do so here and gain the same understanding of how the
stasis cylinders function as mentioned at that location. This
area is intended to demonstrate their abductors have captured
a variety of other creatures from their homeworld, while also
provide further insight into the malfunctioning prison.

A4. PrisoNER CELLS NORTH

As with areas A3 and Ag, the door to this chamber is closed and
locked. The organic locking system requires tools and a DC 15
Dexterity check with thieves’ tools to unlock.

The same fragrant smell of the goo released from the open cylinders
fills this stone chamber. Eight more of the dark green leathery cylinders
stand in the four corners between the walls, their transparent panels
already open. A single door waits along the south wall.

Creatures: This room is functionally identical to areas A1 and
A3, but with a few obvious exceptions. When the PCs open the
door, they discover four unconscious bahgra already lying on
the floor, their fur still partially covered in goo. Standing among
them is an attractive humanoid female, an aasimar named
Andretta. She hesitates for a moment as she evaluates the PCs
and then quickly pleads for mercy in the Common tongue. If
the PCs ask about (or check on) the bahgra on the floor, she
explains that she sang them a lullaby and put them to sleep, but
also warns that they're frightened, angry, and dangerous.

If the PCs speak with Andretta in a friendly manner, she
introduces herself. She too is at a loss for where they are or how
they were brought to the strange prison. If she and the PCs
compare notes, there are no correlations between her world and
theirs except for a similar base trade language and common
experiences. Andretta’s world sounds very much like the PCs
homeworld, but with different cultures, nations, and history. If
asked about the bahgra, Andretta explains she has never seen one
before and they're creatures of folklore long thought extinct. On
her world the bahgra are described as a slave race to an ancient
empire now in ruins. She made the connection because the
creatures speak a dead language which she identifies as “Ultari.”

If Andretta’s introduction to the PCs goes well, she asks if
she can accompany them as they search for a means to escape
the prison. If one of the PCs carries the dagger found in area
Az, she indicates it belonged to her. She only asks for it back
so she won't be helpless if the group encounters more danger
while exploring the facility, but she has no wish to bring harm
to anyone.

The bahgra remain asleep for two minutes after the PCs open
the door. Andretta makes a point of mentioning this to the
heroes, and the sorceress would prefer to be far away when they
awaken again, as she doesn’t know what to do about them. She
winces at the suggestion of killing them in their sleep but does
concede they intended to attack her when she cast her spell.
The CR of this encounter only reflects Andretta and not the
unconscious bahgra.




Development: In the unlikely event the PCs refuse to accept
Andretta’s help, she tries to follow them through the complex
at a distance in hopes of finding her own way out of the prison
by observing their attempts to do the same.

ANDRETTA

Medium humanoid (aasimar), neutral good

Armor Class 11

Hit Points 16 (3d8+3)

Speed 30 ft.

STR DEX CON INT WIS CHA
10(+0) 12(+1) 13(+1) 12(+1) 11(+0) 16(+3)

Skills Arcana +3, Perception +2, Persuasion +5
Damage Resistances necrotic, radiant

Senses darkvision 6o ft., passive Perception 12
Languages Celestial, Common, Elven, Ultari
Challenge 2 (450 XP)

Font of Magic. Andretta has 3 sorcery points she can spend and
regains spent points upon finishing a long rest. She knows
the Twinned Spell and Subtle Spell
metamagic options.

Innate Spellcasting. Andretta’s innate
spellcasting ability score is
Charisma. She can innately cast
the following spells, requiring no
material components:

At will: light
1/Day: lesser restoration

Spellcasting. Andretta is a
3rd level spellcaster. Her
spellcasting ability score
is Charisma (spell save
DC 13, +5 to hit with spell
attacks). She knows the
following sorcerer spells:

Cantrips (at will): blade
ward, message, minor
illusion, ray of frost

1st level (4 slots): charm person,
comprehend languages, sleep

2nd level (2 slots): hold person

Tides of Chaos (1/long rest).
Andretta can gain
advantage on an
attack roll, ability
check, or saving
throw. Any time
before regaining
use of this
feature, the GM can
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MysTERIOUS ABDUCTION AND
ANDRETTA’s ROLE

The in media res introduction of To Worlds Unknown
throws the PCs into mysterious circumstances right from
the start, not really knowing anything, and faced with
uncertainty at every turn. It compounds this situation by
applying a language barrier which is very realistic under
the circumstances—otherwise, all races across the galaxy
would coincidentally speak Common. The adventure walks
a fine line, however, as these disadvantages may also lead
to frustrated players whose PCs don’t understand anything
and don’t know what to do.

Andretta’s background rationalizes why she can
understand the aliens. Although she doesn’t know it, they
visited her world in the ancient past and are now part of
the legends and folklore of her people. So, she knows
ancient languages and can translate on the PC’s behalf,
even using her comprehend languages spell to gain a better
understanding, if necessary. She also grants the GM an in-
character “voice” into the game by having her add context
and offer suggestions as needed to help the PCs piece
together the story of the alien prison and not just muddy
their way through. Her build is also intentionally less
aggressive so as to avoid overtly challenging the PCs or
automatically presenting an assumed threat.

Once Part 2 of the adventure gets underway, Andretta may
start a new life on Argosa, or she can continue to support the
PC’s as an ally (or even romantic interest) in their ongoing
adventures. The beginning of Part 2 also grants the PCs their

first mythic tier, which gives them the ability to understand

the Common language of Argosa, and any other world

they visit by passing through the interplanetary gates of

the Patrons. Thus, the prison is the first—and last—time
languages present a major obstacle.
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have her roll on the wild magic surge
table (see the official 5th Edition
Handbook for Players) after
casting a spell of 1st level
or higher. This feature
then immediately
recharges.
Wild Magic Surge.
At the GM’s option,
after Andretta casts
a spell of 1st level or
higher she rolls 1d20. On a
1, she rolls on the wild magic surge
table to create a magical effect (see
the official 5th edition Handbook for Players).
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ACTIONS

Silvered Dagger. Melee Weapon Attack: +3 to hit, reach 5 ft., one
target. Hit: 3 (1d4 + 1) piercing damage. She can use this
attack only if her dagger is returned

Ray of Frost. Ranged Spell Attack: +5 to hit, range 60 ft., one
target. Hit: 4 (1d8) cold damage and the creature’s speed is
reduced by 10 feet until the start of Andretta’s next turn.

BAHGRA (4

AC 12 (unarmored)

hp 16 each (see page 661)

Bite. Melee Weapon Attack: +4 to hit, range 5 ft., one target. Hit: 5
(1d6 + 2) piercing damage.

As. K1AVEN SENTRY PosT

The door to this room is closed and locked by the building’s
organic security system. A DC 15 Dexterity check with thieves’
tools is required to unlock it. There are no light sources inside.

This rectangular stone chamber is empty except for two strange
cylinders set against the northern wall and attached to root-like cables
extending into the stone ceiling. These cylinders appear somewhat
different than others found in other areas. A single large panel the size
and shape of a door is built into the southern end of the west wall.

No Intelligence check is required to differentiate these
cylinders from the stasis pods of other areas on this level, as casual
inspection suffices. They consist of a lightly padded créche with
nothing more than the same feeding tube possessed by the other
cylinders. Each one is designed for the klaven guards who defend
the prison, providing sleeping quarters and a source of food.

Creatures: Two klaven footsoldiers are stationed in this area,
unusual monstrosities physically and mentally reconfigured
through a genetic and alchemical process to become dangerous,
but completely obedient, soldiers for the Ultari Hegemony.
Most klaven resemble hairless green-skinned humanoids
(based upon their original species) with pupil-less milky white
eyes, calcified skin armor, and bone spur protrusions. The
troopers are not asleep but are also unaware of the escaped PCs.
They have a slim chance to overhear anyone tampering with
the room’s door lock. Allow a PC who attempts to open the door
in a subtle way a Dexterity (Stealth) check. If the check fails to
overcome the klavens’ Passive Perception, they become aware
of the unauthorized attempt to enter the room and prepare an
ambush when PCs enter.

Treasure: The klaven possess no treasure besides their gear, but
each carries a short 6-inch metal rod which serves as a key to the
various lock pads on this level of the prison. When tapped against
the green circular disks next to any door, a brief jolt of electricity
passes into the locking mechanism and causes it to release. This
works on any lock on Level 1 and the Sub-Level (areas A8 and Ag).
The keys’ purpose may be identified with a DC 10 Intelligence
(Investigation) or DC 15 Wisdom (Medicine) check.

Development: Klaven do not possess telepathy, but their
nanite exchange ability makes them aware of all nearby klaven
and their general condition. This is how the footsoldiers
know any PC trying to enter the room is not another klaven.
Furthermore, the moment either of the klaven become
wounded, any others within 6o feet instantly become aware
of it. The klaven in this location or in area A6 respond to the
others’ distress by investigating and attacking the PCs from
behind. They utilize Stealth, if possible, to position themselves
to catch a PC unaware. They move silently and with deadly
efficiency. PCs who succeed on a DC 13 Wisdom (Insight)
check notice there appeared to be some unspoken or unseen
communication between the creatures.

KLAVEN FOOTSOLDIERS (2

XP 100 each
hp 11 each (see page 638)
Other Gear Two keys to all areas on Level 1

AG. PrisoNER CELLS EAsT

As with the other prisoner cellblocks, the door to this chamber
is closed and locked. The organic locking system requires tools
and a DC 15 Dexterity check with thieves’ tools to unlock.

This stone chamber contains several additional dark green, leathery
cylinders, all with open hatches along the walls. A single panel
resembling a door is built into the west wall, and eight humanoid
bodies lie side by side on the floor, each one with a single puncture
wound at the base of their skulls.

This room functions identically to the other cellblocks at Az,
A3,and A4. Three klaven footsoldiers occupythis chamber. When
the PCs enter the room (or attract their attention by wounding
the klaven at area Ag), they've just finished euthanizing the
prisoners taken from the stasis pods. The soldiers have a small
chance of overhearing the PCs disable the door lock when they
enter. Allow a PC who attempts to open the door in a subtle way
a Dexterity (Stealth) check. If the check fails to overcome the
klavens’ Passive Perception, they prepare to defend themselves,
taking cover and setting up flanking positions to leverage their
nanite tactics if a fight breaks out.

The soldiers immediately issue commands to the PCs in
Common when they arrive, demanding that, “Prisoners return
to their cells or suffer pain.” This communication proves
possible because the prison’s jagladine commander, Lomrick,
extracted knowledge of the PCs’ Common language through
the tausleks at area A16, bestowing it these specific klaven.
Had the meteor not struck the facility, the PCs were intended
to undergo extensive long-term interrogation, and Lomrick
thought his subordinates might overhear something of value
during a prolonged confinement. The klaven do not expect
armed and armored PCs to comply with their commands and
are not surprised if combat ensues. If the PCs demand an
explanation, the klaven offer one in a dispassionate tone. “You
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were abducted for testing. An anomaly was discovered. After
determining your point of origin you will serve no further
use and undergo sterilization. Comply and we will spare you
needless suffering.” Objectively, the soldiers are completely
honest, if not forthcoming. They offer no other explanation or
dialogue, however, as the klaven see little purpose in a lengthy
dialogue with the PCs.

Casual inspection of the bodies on the floor reveals
the troopers opened each of the transparent hatches and
euthanized each sleeping creature before they could awaken.
The klaven have been tasked with the execution of all prisoners
on this level.

Development: Thanks to their nanite exchange, as soon as any
klaven takes damage, the soldiers in area Ag become instantly
aware of it and respond by converging on this location.

KLAVEN FOOTSOLDIERS
hp 11 each (see page 638)
Other Gear Three keys to all areas on Level 1

TimMED EVENT: THE TAUSLEK MATRIARCH

The sublevel below the PCs’ cellblock once housed one of
the prison’s most dangerous horrors, a large creature known
as a tauslek matriarch. At some point during the PCs’ prison
break, this predator should cross their path, but the GM should
carefully consider when and where to confront them with

this monster. Even as a solo encounter, its mythic nature and
special abilities present a difficult challenge even for the whole
party at full strength.

If the PCs make the conscious decision to descend to the
sublevel and explore, they should probably encounter the
matriarch somewhere in the elevator shaft above them as it
follows them down, effectively cutting off the PCs from the
rest of the facility until they can battle their way past it. If the
players decide to skip the sublevel and go up, the matriarch
should only now be leaving her containment unit and exploring
the prison behind them instead, even going into prison areas
the PCs may have already visited, thereby encountering any
creatures they left behind (such as the bahgra or Andretta). At
any point when the matriarch becomes badly injured, it retreats
back into the elevator shaft where it knows it holds a tactical
advantage against anyone trying to pursue. There, it relies on
its fast healing to recover until it can venture forth again.

One primary element of horror associated with the tauslek
matriarch is that it can steal the memories and mannerisms
of its victims, even speaking with their voice, if necessary.
These past experiences enable the tauslek to play upon familiar
associations and relationships, speaking with the voice of
those it slays and using their stolen experiences to trick and
emotionally compromise its prey. In gameplay, the GM should
look for a suitable NPC from the character’s past. This could be
a mentor, family member, friend, or love interest, but it should
be someone with whom the PCs have formed an emotional
attachment. As part of the campaign preparation, the GM




should have this NPC abducted along with the PCs. But, before
the PCs awakened (and just prior to the meteor strike), the
jagladine and their klaven enforcers fed this NPC to the
tauslek. And, once the facility’s nervous system malfunctioned,
its chamber became compromised, allowing it to escape and
devour a klaven handler, thereby giving it a working knowledge
of the prison from its memories.

The matriarch uses this information to stalk the other
occupants of the prison (including the PCs). With its superior
darkvision, it may call out for help in the darkness where it
can't be seen properly, tricking the PCs into thinking it’s their
NPC friend. Once revealed, it also lies in order to obtain an
advantage over the heroes, even pretending to be their former
friend in a new body, if necessary. Even after this ruse has fallen
aside, the GM should use the matriarch’s stolen memories as
a vehicle to add further horror and tension, pitifully using the
voice of their fallen comrade even when wounded by them. It is
not inappropriate to also remind the PCs that this may be the
last time they hear the voice of their friend ever again.

Since consuming the memories of their former friend, assume
the tauslek matriarch has Intelligence 14, speaks Common, and
has the following additional skills relevant to PC’s homeworld:
Charisma (Deception) +6, Intelligence (History) +4, Intelligence
(History) +7, Intelligence (Nature) +3, Wisdom (Insight) +4.

Developments: If the PCs flee the matriarch at any time,
allow them a headstart and have the tauslek pause to heal
before giving pursuit. What follows afterward should include
an extended game of “cat and mouse.” She can pursue them
level by level and allow the prison’s other defenders to wear
them down while she lingers in the background, occasionally
calling out with the voices of her victims (including those of any
PCs she can drag away and devour). Thankfully, some corridors
are still too small for the tauslek to comfortably navigate and
she prefers not to squeeze through narrow passageways for
extended periods of time.

TAUSLEK MATRIARCH

XP 1,100
hp 85 (see page 708)
TACTICS

During Combat The matriarch uses her multiattack action
to bite and poison as many opponents as possible so
they’ll become charmed by her mesmerizing stare. If she
successfully grabs a victim with her bite, she savages them
so she can drag them away and devour their memories.
Thereafter, she uses their voice with her sound mimicry
ability to lure their companions into yet another ambush.

Morale If reduced to 20 hit points or less, the matriarch
retreats, attempting to seek a dark corner of the prison so
she can recover with her regeneration before resuming
the hunt.

A7. ELEVATOR SHAFT

Access to the elevator shaft lies behind a sliding door that
either rises or descends. Normally, the interior would reveal an
elevator car, but this part of the facility no longer works after
the meteor strike and the car is now permanently stuck on the
sublevel (at area A8). Any stolen or recovered keys, a successful
DC 15 Dexterity check with thieves’ tools, or a DC 17 Strength
check can force the door open from the outside on any of the
prison levels. The doors are actually easier to open from within,
requiring only a DC 10 Strength check to trigger the shaft’s
“internal musclature” to permit access or seal it off. As the PCs
eventually discover, other creatures have already opened the
doors on the upper levels.

Hidden just behind a sliding panel, this dark 10-ft.-by-10-ft.-square
shaft goes vertically up and down. Green fibrous material lines its
walls, and a thick, vine-like cable hangs down the center from some
unknown location in the darkness above.

From this level, the elevator shaft disappears upwards into
darkness, beyond the reach of most light sources. PCs with
darkvision or a torch should be able to see the top of the elevator
car as it sits on the floor of the sublevel (see area A8). Anyone
seeking to scale the elevator shaft (up or down) must succeed on
a DC 10 Strength (Athletics) check with the facility’s plant-like
“guts” providing the equivalent of a knotted rope against a wall.
The shaft extends far enough that this still remains a perilous
feat for armored creatures without a climb speed. Anyone who
falls may grab material along the wall to stop their descent with
an immediate DC 15 Dexterity saving throw. This proves slightly
easier where the shaft passes through the floor of any prison
level and only requires a DC 10 Dexterity saving throw to stop
a fall in those areas, granting PCs multiple chances to avoid an
inglorious death. The map of the prison includes a diagram
clarifying the various floors and ceiling heights. If any PC
encounters the tauslek matriarch within the elevator shaft and
succumbs to her mesmerizing stare, they do not automatically
fall but remain frozen in place as they become fascinated.

A8. ELEVATOR CAR

The elevator car is permanently damaged, sitting at the
bottom of the elevator shaft on the sublevel. The car itself is
a rectangular box constructed of the same organic but rigid,
leathery material used in the construction of the stasis cylinders
from the cellblocks. If the PCs descend to the top of the car,
casual inspection reveals the thick cable running the length of
the elevator shaft was once attached to it but is now severed
and no longer operable. Furthermore, a large irregular hole has
been punched through the top of the car. A DC 13 Intelligence
(Investigation) or Wisdom (Survival) check confirms the hole
was made by something very large which chewed its way
through the top of the box. Unknown to the PCs, the tauslek
matriarch did so as it escaped confinement and has already
ventured into the rest of the prison, wreaking havoc. Have the
PCs occasionally make random Wisdom (Perception) checks
to hear distant screams or chittering from its encounters with




klaven guards and escaped prisoners. Once the PCs climb down
into the car, they discover the exit door (which would normally
slide up) is already battered down, leading into area Ag.

Aog. SUBLEVEL SPECIAL CONTAINMENT UNIT
'This area is unlit and remains in utter darkness unless the PCs
bring a light source with them.

South of the small chamber to the north with its broken door lies an
irregular-shaped hallway. Towards the west end stands a slender
workbench with a cabinet set in the north wall. A large door-panel, ten
feet wide covers the southern wall at the east end with red, spiky runes
painted on the door’s exterior.

This area once housed the tauslek matriarch, a creature
considered dangerous even by the fearsome jagladine and their
klaven footsoldiers. The workbench is covered with alchemical
and medical equipment used to sedate it and also draw forth
“liquid” memories from those it steals from its victims—a
technique the jagladine scientist Lomrick has put to great use
learning more about the homeworlds of any abductees. Any PC
succeeding on a DC 10 Intelligence (Investigation) or Wisdom
(Medicine) check can make the logical assumption the gear saw
use in taking blood and other chemical samples from an alien
creature—with several of the needles and instruments proving
quite long and intimidating.

A bound book also sits on the workbench, filled with dates,
times, and chemical notations written in Ultari (which requires
either Andretta or divination magic to understand). This book
includes a few remarks about a female “test subject” and the
final entry reads, “We have removed several of her hatchlings
and placed them in the Level 2 Test Bay. I have a new serum
I believe will suspend the compounds formed the tauslek’s
cranial gland for an indefinite period of time. This could
significantly advance our efforts to indefinitely preserve a
victim’s personality matrix. Degradation of these vital fluids and
their memories will become a thing of the past. Unfortunately,
the subject is less than happy with me for pursuing these bodily
violations. I need to convert a few more klaven to assist in
controlling her and guarding against any outbreak. She’s quite
intelligent, and I don’t doubt her capacity to understand the
concept of revenge.” At the end of this entry, one word identifies
the author as “Lomrick.” The runes on the door are also written
in Ultari, reading, “Danger. Hazardous Specimen.”

Treasure: The metal cabinet (AC 19, 18 hp, Break DC 18) has
a traditional lock and requires a DC 20 Dexterity check with
thieves’ tools to open. It contains the following items: a ring of
feather fall, two elixirs of health, two alchemist’s fire, and two vials
of antitoxin.

A10. SECOND LEVEL MAIN CORRIDORS

The long climb to this landing ends at an already open doorway where
darkness looms in the corners and halls beyond.

When the meteor struck the upper floors of the prison facility,
it brought with it several hibernating akata. These predators
have since awakened and begun to assault the prison from
above, even as the tauslek matriarch raids from below. A group
of akata already climbed down the elevator shaft and caught
some of the klaven sentries on this level off guard. While klaven
are normally resistant to disease, they’re not fully immune, and
a pair of them sustained significant enough injuries that they
eventually succumbed to the onset of void death just an hour
or so later, reducing their hit points until they perished and
rose as void zombies. The akata have long since climbed back
into the upper level, but the void zombies now roam the hall
surrounding the elevator shaft on this level.

Creatures: When the PCs climb through the open door, a pair
of klaven void zombies hide out of direct sight by the doors to
areas A14 and A1s, but they attack as soon as they become aware of
the PCs. Both zombies still carry the unusual keys which disable
the organic locks of the prison. These keys work specifically on
Level 2, whereas Level 1 keys do not function at all on this floor.

KLAVEN VOID ZOMBIES (2

XP 250
hp 15 (see page 716)

A11. AMORPHICS LABORATORY
Without a key, a DC 15 Dexterity check with thieves’ tools is
required to bypass the prison’s organic lock system.

This elongated, octagon-shaped chamber holds several glass cases, each
big enough to contain a large dog or halfling. A solitary workbench
rests on the floor to the south with two unusual diagrams affixed to
the wall above it. A large door in the center of the north wall provides
the room’s only exit.

This chamber served as a laboratory where Lomrick
experimented on amorphous lifeforms, specifically oozes. Each
case houses some form of ooze (see Creatures below), and the
diagrams above the workbench represent scientific illustrations
identifying two uniquely different creatures. One is labeled in
Ultari as a “xoraphond,” represented as a translucent slime
with two protruding pseudopods. The other diagram is labeled
“mindslave harness model 3” and it resembles a roughly square,
backpack-sized glob of gray-green sludge and twisting fungal
growths. PCs which experienced the prequel adventure in The
Assimilation Strain may recognize either from their previous
encounters—even without the language translation.

Lomrick’s notes, written in Ultari, reside on the workbench. If
read carefully for atleast 30 minutes, any character who succeeds
on a DC 12 Intelligence (Arcana) or Wisdom (Medicine) check
can fathom his most recent topic of research. His experiments
here dealt with a means of intentionally creating alchemical
oozes such that the components remained in two separate
batches. Upon mixing these compounds, the alchemical ooze
would then reanimate, springing to life as a new weaponized
delivery system to set loose on unsuspecting worlds.




The secret door in the northeastern corner can be located

with a DC 20 Wisdom (Perception) check and has no lock
restricting access. Lomrick used it as a shortcut between labs
and PCs may find it useful in avoiding the zombies in the
corridor outside areas A14 and Ais or to confound a larger
pursuer like the tauslek matriarch.

Creatures: All of the cases contain some form of amorphous
life, but only a few are actually dangerous. Hiding under the
workbench is an arachnid robot called BR-N3R which has served
as Lomrick’s familiar surrogate. BR-N3R knows the prison facility
quite well but has become compromised due to encounters with
the akata and tauslek matriarch. As a result, its survival instinct has
kicked in and it distrusts any creatures venturing here (including
the compromised klaven which are now void zombies). As the PCs
start to inspect the room, the robot scuttles out from beneath the
bench where it hides and uses its plasma torch to shatter a specific
case, releasing a melancholic alchemical ooze to hopefully occupy
them while it escapes. At the GM’s discretion, the robot may also
accidentally draw the attention of the klaven void zombies once it
reaches area Aio, and the zombies redirect their attention to the
PCs rather than pursuing the Tiny spiderbot if they hear them still
battling the ooze.

Treasure: PC alchemists can refresh any supplies needed for
their class abilities from this location, plus the workbench itself
contains all the materials necessary to serve as an alchemist’s
laboratory. Finally, two vials of acid reside inside one of the
bench’s compartments, but they have no labels identifying them
as such. A PC who succeeds on a DC 10 Wisdom (Perception)
check can easily locate the vials, and any PC with proficiency in
alchemist’s tools can identify them on sight, otherwise it requires
a DC 12 Intelligence (Investigation) check to discern the fluid’s
nature. Diligent PCs can find a potion of climbing and two greater
potions of healing in a small crate beneath the workbench.

Development: BR-N3R has a built-in key for every room
on this level. If cornered, the robot surrenders, and offers
information in exchange for their protection. While he is not
privy to all of Lomrick’s schemes, BR-N3R can explain that
the PCs were abducted for medical experimentation, but an
unusual anomaly was detected in samples of their blood. The
robot doesn’t understand the exact nature of the anomaly but
knows Lomrick now has an extreme interest in them and their
homeworld. Furthermore, BR-N3R can explain that Lomrick
is a creature known as a jagladine and works as a scientist for
the Scions of the Celestial Helix, hailing from an empire called
the Ultari Hegemony. Finally, the robot knows that transport in
and out of the facility is dependent on an interplanetary gate
housed at the top of the prison. If asked about the klaven, the
robot can further offer that they are synthetic soldiers created
from physically altered captives such as themselves, but the
void zombies are a complete mystery.

After sharing any of this information, BR-N3R petitions the
PCs to help it reach the top level of the prison so it can assess
the damage to the facility. The PCs may wish to keep the robot
as a companion on their own volition. If so, it is recommended
that the robot’s plasma torch temporarily break on its very next

use so as not to unbalance future encounters. Otherwise the
creature is another means for the GM to provide the players
with an in-character context and erstwhile ally.

BR-N3R, ARACHNID ROBOT

Small construct (robot), neutral

Armor Class 14 (natural armor)

Hit Points 22 (4d6 + 8)

Speed 4o ft., climb 20 ft.

STR DEX CON INT WIS CHA
9(-1) 14(+2) 14(+2) 10(+0) 12(+1) 1(-3)

Skills Athletics +3, Perception +3, Stealth +6
Damage Vulnerabilities lightning

Damage Resistances fire; bludgeoning, piercing, and slashing
damage from nonmagical weapons that aren’t adamantine.

Damage Immunities necrotic, poison, psychic

Condition Immunities charmed, exhaustion, frightened,
paralyzed, poisoned, stunned

Senses darkvision 6o ft.; passive Perception 13
Languages Common, Jagladine, Ultari
Challenge 1/2 (100 XP)

Constructed Nature. The robot doesn't need to eat, drink, sleep,
or breathe.

Explosion. If the arachnid robot is destroyed or takes damage
while below half its maximum hit points, it must make a
Constitution saving throw with a DC equal to the amount
of damage taken. On a failed save the robot immediately
drops to o hit points and explodes in a burst of plasma.
Every creature within 10 feet must make a DC 11 Dexterity
saving throw, taking 1d4 (2) fire damage and 1d4 (2) lightning
damage on a failed save, or half as much on a successful one.




Fragile. If it has fewer that half'its hit points, the robot has

diasvantage on attack rolls and ability checks, and its speed
is reduced by half.

ACTIONS

Multiattack. The arachnid robot makes two claw attacks.
Claw. Melee Weapon Attack. +4 to hit, melee 5 ft., 1 target. Hit:
1d4+2 (5) slashing damage.

Plasma Torch. Ranged Weapon Attack. +4 to hit, ranged
80/320 ft., 1 target. Hit: 4 (1d4 + 2) fire damage plus 2 (1d4)
lightning damage.

Plasma Cone (Recharge 5-6). The arachnid robot unleashes a 15-
foot cone of plasma. Every creature in the cone must make a
DC 11 Dexterity saving throw, taking 1d6 (3) fire damage and
1d6 (3) lightning damage.

MELANCHOLIC OOZE SWARM

Medium swarm of Tiny oozes, unaligned

Armor Class 13

Hit Points 23 (5d8)

Speed 25 ft.

STR DEX CON INT WIS CHA
1) 16(3) @) 1(5)  6(2) (o)
Skills Stealth +5

Damage Vulnerability acid
Damage Resistance lightning, bludgeoning, piercing, slashing

Condition Imminuty blinded, charmed, deafened, exhaustion,
frightened, grappled, prone

Senses blindsight 60 ft. (blind beyond this radius); passive
Perception 8

Languages —

Challenge 1 (200 XP)

Paralyzing Slime. A creature exposed to the swarm’s slime
must succeed on a DC 12 Constitution saving throw or
be poisoned for 1 round. While poisoned in this way the
creature is paralyzed.

Swarm. The swarm can occupy another creature’s space and
vice versa, and the swarm can move through any opening
large enough for a Tiny ooze. The swarm can'’t regain hit
points or gain temporary hit points.

Viscous. A creature that starts its turn in the swarm’s space
must succeed on a DC 13 Dexterity saving throw. On a
failed save it is covered in sticky globules. Until removed,
the sticky patches of goo reduce the creatures speed to half,
impose disadvantage on attack rolls and ability checks, and
is subject to the swarm’s Paralyzing Slime at the start of its
turn. A creature can remove the stickly globs as an action. If
a creature affected by this ability takes acid damage, the goo
is removed immediately.

ACTIONS

Feed. Melee Weapon Attack. +5 to hit, reach o ft., one target in the
swarm'’s space. Hit: 10 (4d4) piercing damage or 5 (2d4) piercing
damage if the swarm has half of its hit points or fewer, and the
target is subject to the swarm’s Paralyzing Slime.

A12. Mimic ReESEARCH CENTER

This room has a light source in the form of a metal plate bolted to the
ceiling that glows with enough light to see clearly. Several glass cages
stand on the floor, all of them partially smashed open. The remains
of plants, rocks, and feeding dishes clutter the bottom of the cages
and suggest they once housed living specimens. A long table lines the
southern wall from the eastern corner. A large door centered in the
eastern wall provides the only exit.

The light source bolted to the ceiling is a metal plate with
a continual flame spell cast upon it. This room was kept lit so
certain animal specimens could continue to thrive. Each of
the cages appear smashed by an irregular-sized object or blunt
weapon (it was actually the mimic’s slam attack, see below).
PCs who perform a cursory search of the room discover a
small pile of bones stripped of all meat in the northwestern
cage. A successful DC 12 Intelligence (Nature) or Intelligence
(Investigation) check confirms they come from multiple,
different animals.

The long table lining the southern wall is covered with
smaller glass jars of harmless insects, presumably as food for
the larger animals. The west end of the table appears to have a
steel trident resting on top of it, but this is actually an elaborate
ruse carried out by the room’s only living occupant.

Creature: A mimic has chosen to masquerade as the final
five-foot extension to the existing table, creating a false, but
attractive looking weapon sitting on top of it. Lomrick fit this
mimic with a specialized form of mindslave harness hidden
within its aberrant flesh and only visible once the beast is slain
and returns to its normal form. Lomrick hopes to perfect this
technology in order to tame mimics for use as controllable
assassins. Unfortunately, when Lomrick evacuated the prison,
the experimental harness eventually failed and the aberration
broke free of its control. The creature broke into all the
remaining cages and devoured the other specimens. Now, it
waits for more prey to venture into reach, disguising itself until
the perfect moment to strike.

Treasure: The weapon the mimic copied to serve as bait has

areal analog. Kicked under the workbench and out of sight is a
+1 trident and a suit of elven chain.

Development: After the mimic is slain, its body relaxes
into its true form and a gray-green “patch” identifiable as a
mindslave harness becomes visible. PCs who played through The
Assimilation Strain may recognize it. Otherwise, PCs a successful
DC 17 Intelligence (Arcana) or Wisdom (Medicine) check can
determine it represents a form of organic mind-control used
to enslave the mimic.
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MIMIC

XP 450
AC12
hp 58 (see SRD)

Damage Resistances psychic

Condition Immunities prone, restrained

Gillfoot. This mimic has climb speed and swim speed of 5
feet. The mimic can move 5 feet as a bonus action whether
walking, climbing, or swimming, even in difficult terrain.
This movement never provokes opportunity attacks. It also
can breathe water as easily as air.

Opportunist. The mimic can use one additional reaction
each round but can only use this reaction to make an
opportunity attack.

ATTACKS
Pseudopod. Melee Weapon Attack: +5 to hit, reach 5 ft., one target.
Hit: 7 (1d8 + 3) bludgeoning damage.

Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 7
(1d8+3) piercing damage plus 4 (1d8) acid damage.

A13. KiAvEN CONVERSION CHAMBER
The door to this room is unlocked and the interior is unlit.

Four vats sit on the floor of this rectangular room with slanted corners.
Each one is four feet in diameter and four feet tall, filled with a thick
opaque, greenish liquid which slowly bubbles, though no steam
rises from the top. Next to each vat is wooden enclosure filled with
glass bottles and alembics connected by a maze of glass pipes. These
contraptions appear to create the greenish fluid and slowly pump it
into the adjacent vats through four, transparent, flexible hoses. A single
large door exits to the south.

This room serves the insidious purpose of transforming
prisoners infected with the assimilation strain and outfitted with
a mindslave harness into klaven footsoldiers. The greenish fluid is
harmless to the touch, provided the exposure remains brief. Over
a prolonged period, however, it causes permanent physiological
changes to subjects who soak in it. Those who haven’t undergone
the prerequisite “treatments” of the assimilation strain and
mindslave harness only suffer and die over time. Otherwise,
they produce new klaven by calcifying a creature’s outer skin
and flooding it with unique nanites to rebuild its underlying
musculature and skeletal systems, while also continuing to
remap and repurpose its higher brain functions.

The alchemical apparatus proves quite fragile and can be
destroyed with a single weapon as a standard action. Doing
so however, causes chemicals and fluids to leak onto the floor
in all the squares surrounding the apparatus and the vats.
Those squares become slippery to non-klaven and count as
difficult terrain.

Creatures: Six bodies soak in the vats while they transform
into klaven. Two of them are not yet ready and never will
become so during the assumed period in which this adventure

takes place. The others are just now ready to emerge from the
fluid and report to Lomrick for their initial orders. If the PCs
break the alchemical apparatus or disturb the vats in anyway,
the klaven stand up and climb out of the vats as a move
action. The bodies are not visible in the green fluid, and the
klaven do not drown or suffer ill-effects while submerged in
it. They do lack immediate access to manufactured armor and
weapons, however, and must rely on their natural attacks and
their calcified natural armor in combat unless they reach the
standard equipment prepared for them (see below).

Treasure: Lomrick has armor and weapons set aside for the
klaven for when they awaken. Along the wall, there are five sets
of normal breastplate armor and battle axes. The fourth set is a
suit of half plate armor and a silvered battleaxe.

Development: These klaven know very little and cannot
communicate directly with the PCs, but instinctively recognize
them as non-klaven enemies. PCs who examine the inanimate
klaven bodies in the remaining vats notice they have the gray-
green patch of a mindslave harness on their back. At the GM’s
discretion, they may also recognize the victims of the partial
transformation as former colleagues or loved omes also
abducted from their homeworld.

NEWBORN KLAVEN FOOTSOLDIERS (4

XP 100 each
hp 11 each (see page 638)
Melee 2 claws +4 (1d6+2)

A14. OBSERVATION DECK
The south door leading to this area is unlocked and the room
unlit. Details about the other doors appear below.

This octagon-shaped room presents a bare stone floor, walls, and
ceiling with no discernable function. Two door panels reside in the
eastern wall. The wall between the doors is stone from the floor to a
height approximately waist high. The rest of the wall is glass, too thick
to be easily smashed open.

Lomrick used this area to test creatures in a simple combat
environment. The room is designed so that klaven soldiers
could shove test subjects from the cellblocks or laboratories
through the south door and Lomrick would then admit them
into the battle chamber (at area A16) to observe their interaction
from relative safety above.

The northeast door is locked and requires a DC 15 Dexterity
check with thieves’ tools to unlock. The keys carried by the
klaven zombies in area A1o will permit access. The 5-ft.-by-10-
ft. room behind works as a control booth. The wall is thick glass
(AC 14, damage threshold 3, hp 14, Strength DC 23). Just inside is
a panel with controls which operate the functions of the main
room. A PC spending an action here experimenting with the
controls may ascertain how they work with a successful DC 13
Intelligence (Investigation) check.
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The main chamber actually has a 15-ft.-by-15-ft. section of
floor missing entirely. Instead, the floor has been replaced by a
permanent wall of force effect overlapped by a permanent silent
image to resemble the floor. The end result is a floor which
appears completely normal, but the controls in the adjacent
booth allow the operator to make the floor transparent or to
temporarily turn the floor “oft” entirely, dropping creatures
standing in the marked squares into the battle chamber below.

The door in the southeast portion of the room is locked and
requires a successful DC 20 Dexterity check using thieves’ tools
to open. Unlike the other doors, there are no keys in the facility
which unlock it. Instead, Lomrick has the only key with him,
now on another world entirely. As a result, the PCs must finagle
the organic lock to open it or bash it down (as a strong wooden
door). Behind it lies a staircase leading to area A16.

Hazard/Trap: The inner floor marked by the wall of force
straddles the line between a hazard and a trap. Ultimately it causes
no direct damage to the PCs, as any creatures dropped into the
room below experience a feather fall effect until they reach the
floor at area A16. PCs can notice that the center area is unnaturally
smooth compared to the rest of the chamber with a DC 20 Wisdom
(Perception) or Intelligence (Investigation) check but cannot locate
any mechanism corresponding to the operation of a trap. The
floor cannot be affected by the use of thieves’ tools, as only the
controls in the booth can operate it. A successful dispel magic (DC
17) cast on the floor destroys the illusion.

Because of the damage caused by the meteor strike, when
any single PC walks across the center square of the wall of force
effect, or two or more PCs step into the outlined area, the floor
immediately vanishes, dropping them into the battle pit at area
A16. PCs standing adjacent to a solid square not in the outlined
area may attempt a DC 15 Dexterity save to grab hold of the
floor’s edge before falling, but a PC in the center square receives
no save. The floor remains open and exposed for one round
and then reseals itself with the wall of force but without the silent
image—so observers still in this area can see into the area below.
If any PC s left hanging from the edge for any reason when the
floor resets, they are immediately knocked into the chamber
without the benefit of feather fall, taking 7 (2d6) bludgeoning
damage. Thereafter, the room’s floor remains stable for 15
minutes before surges within the bioelectric musculature
of the prison facility once again creates the same hazardous
conditions for those venturing here.

A1s. MicroBIOLOGY LAB

This rectangular room contains two worktables, each covered with
alchemical or medical tools and equipment, including an enormous
frame-mounted lens to magnify images, several small, glass dishes,
and a number of stoppered glass vials. A door set in the center of the
north wall provides the room’s only exit.

Lomrick used this laboratory to test and experiment on
new strains of the assimilation strain and various compounds
extracted from the captive tausleks, mostly those related to the
science of memory extraction and transfer. The jagladine took

his most promising samples with him when he left the prison,
but also abandoned several notes about his recent work in a
journal on one of the tables. The journal is positioned so those
standing before it triggers a pressure plate (see Trap below). A
secret door (DC 25 Wisdom (Perception) check to notice) also
leads to a hidden passage between this room and A1x.

Lomrick used this laboratory to test and experiment on
new strains of the assimilation strain and various compounds
extracted from the captive tausleks, mostly those related to the
science of memory extraction and transfer. The jagladine took
his most promising samples with him when he left the prison,
but also abandoned several notes about his recent work in a
journal on one of the tables. The journal is positioned so those
standing before it trigger a pressure plate (see Trap below).
A secret door (DC 20 Wisdom (Perception) or Intelligence
(Investigation) check to notice) also leads to a hidden passage
between this room and Az1.

Written in Ultari, Lomrick’s journal includes a confusing jumble
of scientific jargon. Recent passages allude to a “field trial on a
new planet” the name of which translates to the PCs’ homeworld.
Lomrick also notes that his “xoraphond agent, Vuelib, reported an
initial degree of instability with its prepared assimilation strain
due to a genetic deviation in the natives.” The journal later records
Lomrick instructing the xoraphond to “adjust accordingly and
start a second trial.” The final entry reveals a critical discovery in
the xoraphond’s analysis, which if confirmed, “must be reported to
the Scions of the Celestial Helix immediately.”

Trap: While Lomrick wields authority as the acting jagladine
commander on Garsilt, he also has several rivals among his
peers, and jealously guards his breakthrough discoveries to
sustain his rise in power. For this reason, the journal on his
worktable includes an insidious trap designed to release a cloud
of essence of ether poison gas in a 10-ft.-by-10-ft. area when a
creature stands on the square marked on the map. The DC to
notice and disable the trap is 15. This gas has no noticeable odor
or visual cues until two rounds after a creature enters the trapped
square to inspect or pick up the journal. An affected creature
must succeed on a DC 15 Constitution saving throw or become
poisoned for 8 hours. The poisoned creature is unconscious, but
wakes up if it takes damage, or another creature uses an action
to shake it awake. The gas naturally dissipates after one minute.
A hidden switch concealed behind a small panel near the north
door can bypass the trap (DC 20 Wisdom (Perception) check to
notice). Once trigger the trap must be manually reset.

Treasure: Several items also lie scattered among the various
laboratory implements on the worktables, which are themselves
a full set of alchemist’s tools and an herbalism kit. None of the
items appear remarkable sitting next to identical, but mundane
versions. They include: an alchemy jug and a jar of restorative
ointment. Lomrick’s journal also has a bookplate of recall glued
inside the front cover. The bookplate allows the creature whose
name is written on it to speak a command word and teleport
the plate and attached book to his location. If pried loose before
the jagladine thinks to recall his journal, it can be reused in a
different book.
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A16. THE BATTLE P1T
This areais unlit, butlighting can come through the transparent
wall of force from area A14 if activated.

This immense chamber has a two-tiered floor. The lower floor is built
in the center and drops ten feet down. Metal ladders lead to the higher
tier bolted into the north and south walls. The raised floor encircles the
center area with two door panels on the east and west sides. The ceiling
rises to ten feet above the higher floor.

This organic arena hosts opposing test subjects to pit them
against one another in life-or-death struggles, both as part
of Lomrick’s experiments and for his own amusement. The
western door leading to area A1y slides open automatically
as soon as any creature enters the pit, while the eastern door
remains locked and requires a successful DC 20 Dexterity
check with thieves’ tools to open. No key in the prison facility
will open the latter door, as Lomrick took it with him, but it
opens easily from the other side and includes a catch beside the
staircase to keep it open.

Creatures: Lomrick uses two younger tausleks to conduct
battles here, letting them rest in area A17 between clinical trials.
He primarily observes their opponents in battle to learn more
about newer species, and then takes steps to ensure the tausleks
win so they can feed on victims and steal their memories. He
then uses his laboratory at area A1s to extract chemicals from
the tausleks so he can harvest and review the memories of their
opponents, thereby ensuring he learns even more about the
homeworlds of his captives. During the meteor strike, the door
to the tauslek habitat opened prematurely and they rushed into
this room only to find it empty. They have an initial higher
ground combat advantage over any creatures falling into the
lower arena from Ai4, and their climb speed allows them to
navigate both the floors and walls with no difficulty. Neither
have any stolen memories or added Intelligence at this time.

TAUSLEKS (2

XP 100 each
hp 45 each (see page 708)

A17. TAUSLEK HABITAT

This oversized room acts as a holding cell for the juvenile
tausleks between battles. A powerful stench from their past
meals assaults the senses of anyone venturing here, and a few
moldering corpses lay in the corner, dragged back from the
battle pit at A16. A careful search of the bodies (with a successful
DC 1y Wisdom (Perception) check or the use of detect magic)
locates a heavily soiled cloak of protection, once worn a sacrificed
captive and never noticed or confiscated by the klaven.

TiMED EVENT: THE WYRD WARNING
Sometime after the PCs reach the top floor of the prison (but
after anyfinal encounter with the tauslek matriarch), they should

MATRIARCH MENACE

Ifthe PCs still haven’t slain the tauslek matriarch, the transition
from the second floor to the top floor makes an excellent time
for her to make a final assault, especially if she discovers any
slain juvenile tausleks in the battle pit. The corridors on the
top floor offer plenty of room for her to pursue them, and
it's also a good time to resolve her presence in the facility as
an ongoing story element, since the heroes have many more
threats to contend with in the halls above.

hear an unusual gong-like reverberation echoing through the
corridors. In addition, every 9o seconds or so, a guttural Ultari
voice makes an announcement through multiple, permanent
magic mouths placed throughout the facility. If translated
(whether by Andretta, BR-N3R, or the PCs), it states, “Warning,
facility power compromised. Auxiliary power diverted to
atmospheric shielding. Drain will soon exceed capacity. Repairs
required or system failure imminent.”

Shortly after these messages begin, a shifting mass of
roiling clouds charged with electrical energy confronts the
PCs, manifesting with the barest outline of a humanoid face.
A successful DC 17 Intelligence (Arcana) check can identify this
creature as a comozant wyrd—an unusually rare air elemental
of blue-green plasma and static electricity. The wyrd attempts
to communicate with the PCs through its illuminating flames
special ability, sharing emotions and mental images to share
information about itself and current state of the facility.

During this interaction, it becomes clear the wyrd wishes
to recruit the PCs as allies in its bid to escape Garsilt and
return to its homeworld and Elemental Plane of Air. Once
held prisoner in area A2o, the power disruption caused by the
meteor strike set it free. As an incorporeal creature, the wyrd
could easily leave the prison, but Garsilt has few major bodies
of water (its preferred habitat) and wants to leave this planet
entirely. At first, it flashes images of a circular metal structure
which resembles a gate. Then, it changes the image to depict
the PCs and itself moving through the same structure before
disappearing, presumably to someplace much safer based on
the emotion it shares.

Through a further series of images, they wyrd also attempts
to explain the problem facing the prison, showing a meteor
striking an external structure and damaging its internal power
source. It also shows that the prison has automatically erected a
force field to keep air from leaking out of the ruptured exterior.
But, due to the damaged power source, it indicates the solution
cannot last indefinitely. Furthermore, it shares that they cannot
use the gate to escape without repairing the power source. If
the PCs have BR-N3R with them, the robot can explain some
of these concepts, as well, knowing how to interpret the images
they describe and how to associate them with the way the




facility functions. Finally, if the PCs agree to help the wyrd,
it can convey upon the PCs enough insight to function as a
divination spell, which they can then use to determine exactly
what they need to do to fix the power source.

Reward: If the PCs agree to work with the wyrd, it
communicates they must repair the power while it supplements
the facility’s atmospheric shielding. Otherwise, every living
creature in the prison will die and there’ll be no one left to
activate the gate so it can leave. While they do so, the wyrd
indicates it will await them in its former prison northeast of
the elevator at area A20. Once they come to an accord, award the
PCs XP as if they had defeated the wyrd in combat.

Development: If the PCs attack the comozant wyrd, it
continues to share its vital message in the hopes of getting
through to them, but avoids risking death because of a
misunderstanding, using its incorporeal nature to escape
through the walls of the facility. Thereafter, it follows after
them, emerging again at a more opportune time to try and re-
establish diplomatic contact.

COMOZANT WYRD

Small elemental, neutral

Armor Class 13

Hit Points 49 (9d6 + 18)

Speed 20 ft., fly 30 ft. (hover)

STR DEX CON INT WIS CHA
6(-2) 17(+3) 14(+2) 8(-1) 17(+3) 16(+3)

Skills Arcana +3, Insight +5, Perception +5

Damage Resistance bludgeoning, piercing, and slashing
damage from nonmagical weapons

Damage Immunity cold, lightning, poison

Condition Immunity charmed, exhaustion, frightened,
grappled, paralyzed, petrified, poisoned, prone, restrained,
unconscious

Senses darkvision 6o ft.; passive Perception 15
Languages Auran
Challenge 3 (700 XP)

Elemental Nature. A comozant wyrd doesn’t need to eat, drink,
sleep, or breathe.

Incorporeal Movement. A comozant wyrd can move through
other creatures and objects as if they were difficult terrain.
It takes 1d1o (5) force damage if'it ends its turn inside an
object.

Innate Spellcasting. A comozant wyrd’s innate spellcasting
ability score is Charisma. It can innately cast the following
spells, requiring no material components:

2/Day: control weather

1/Day: divination (it conveys this information to creatures
affected by its Illuminating Flames ability)

Plasma Form. If the comozant wyrd ends its turn in a Small

or larger creature’s space, it attaches to that creature. Attacks
against the wyrd deal half damage to the weird, and half'to
the attached creature. Attackers can take disadvantage on
attack rolls to deal full damage to the weird.

ACTIONS

Multiattack. The comozant wyrd makes two lightning lash
attacks.

Lightning Lash. Ranged Spell Attack. +5 to hit, range 30 ft., one
target. Hit: 9 (2d8) lightning damage. A creature affected by
Mluminating Flames who takes this lightning damage must
succeed on a DC 13 Constitution saving throw or be stunned
until the end of its next turn.




Illuminating Flames. The comozant wyrd shrouds the upper
bodies of any Small or larger creatures it can see within
30 feet in cold, buzzing flames similar to the wyrd’s own.
Creatures with resistance or immunity to lightning damage
are immune to this effect unless they willingly accept it. The
flames persist as long as the creature remains within range.
Affected creatures shed dim light out to 5 feet and can'’t
benefit from being invisible.

The comozant wyrd can communicate empathically
with creatures subject to this effect, and gains advantage
on Wisdom (Insight) checks made against them. This
communication is two-way and allows affected creatures
to express ideas and use Charisma checks on the wyrd,
even if they don’t share a language. The wyrd can convey
unexpected insight to affected creatures through its
divination innate spell.

A18. POWER PLANT

This large chamber includes four, dominating columns of unusual green
metal. Each one throbs with a slow, rhythmic pulse shedding a faint green
light with the eerie sound of a heartbeat. A thin layer of orange dust coats
the floor marked by animal-like paw prints. To the northwest, a large
breach has taken down part of the external wall, plainly revealing an
alien landscape of barren rubble and debris strewn by the impact crater
of a dark blue meteorite. A shimmering translucent field of enerqy has
cordoned off the broken wall from the outside environment, occasionally
flickering with an intermittent drop in power. Several spherical objects
litter the ground before the meteorite, both inside and beyond the enerqy
field. Composed of strands of unusual metal, they appear hollow and
torn open from within. A nauseating tang emanates from them, filling
the air inside the room. The only other exit lies east, where the sliding
door has been battered down.

The rogue meteor struck this side of prison where it emerges
from the planetary crust of Garsilt. Other meteorite fragments
inflicted further damage to the prison’s exterior, but the
facility’s organic components can limp along and regenerate
given enough time. The damage here, however, has struck the
main conduit to the power plant, breaking through part of
the wall. The temporary energy field created an atmospheric
containment field, but facility’s waning power can’t sustain it
for much longer. Worse still, the drain is sufficient to cause the
already temperamental gate to no longer function, preventing
the return of Lomrick and his klaven soldiers.

To stabilize the environment, someone must repair the power
plant, which uses a combination of magic, bio-organic nerves,
and hard technology to operate. The most obvious damage
exists at the column in the northwest corner where multiple
rocks fell and exposed its internal components. The requisite
spare parts are located in area A24. While incredibly complex,
the power plant was designed so that even klaven footsoldiers
could fathom and service it if necessary. Once the PCs have the
proper materials, they must succeed on a DC 10 Intelligence
(Arcana) or a DC 13 Wisdom (Medicine) check to make the
necessary repairs, which requires five minutes of uninterrupted

work. Andretta’s assistance grants advantage on these checks, as
she can read the Ultari instructions and diagrams kept nearby.
PCs with the Technologist feat or assistance from BR-N3R
automatically succeed, but still require the same amount of
time to complete the task.

Creatures: Two akatas also prowl among the rubble just
outside the prison on the other side of the containment
field when the PCs enter. These creatures do not breathe and
prove comfortable in either atmosphere. They arrived with
the meteorite and now use the top level of the prison as their
hunting grounds. Since the containment field only prevents
the atmosphere from passing through, the akata are free to
come and go from the breach in the wall, using the cover of the
meteorite’s rubble to retreat and regroup, as necessary.

Hazard: The air in this room is slightly toxic until the PCs
repair the power plant. Creatures dependent on breathing
have the poisoned condition (as well as a sharp headache and
dizziness) while staying in this room. Once the power plant
is repaired, this hazard goes away as the prison’s controls
reestablish a fully compatible atmosphere. Any PCs who walk
outside the containment field, however, automatically realize
Garsilt’s environment cannot sustain them. They choke and
gag, gasping for breath as they slowly suffocate (see the Official
5™ Edition Handbook for Players).

Development: Once the PCs restore power, the protective
atmospheric shielding fully stabilizes, and the facility no longer
faces the threat of imminent failure. The constant alarm and
repeated warnings (described in the Timed Event: The Wyrd
Warning) finally subside. This outcome still won't re-enable the
gate at area A27 but does lower the overall threat level.

AKATAS (2

XP 200
hp 30 (see page 658)

A19. K1AVEN BARRACKS

This chamber lies bare except for 12 strange cylinders integrated into
the north and west walls, each attached to root-like cables extending
from the stone ceiling. Two wall lockers are built into the east wall.

The bulk of the prison’s klaven used this chamber as their
barracks, leaving the door unsecured in their haste to respond
to the damage caused by the meteor strike and its invading
akata. Their sleep cylinders remain empty, but their equipment
lockers still contain some spare gear. Each one has a traditional
mechanical lock requiring a successful DC 20 Dexterity check
with thieves’ tools to open.

Treasure: One locker contains two battleaxes, two sets of
breastplate armor, three potions of healing, an elixir of health, and
an elixir of tongues (a creature who drinks gains the effect of
the tongues spell for 1 hour). The latter is used only as needed
to interrogate special off-world prisoners. The other locker
contains a longbow, and ten +1 arrows.
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A20. WYRD CONTAINMENT CHAMBER

The door to this area is locked with the facility’s organic
security system, requiring a successful DC 20 Dexterity check
with thieves’ tools to unlock it. The inner chamber has powered
down, leaving it in darkness, but if the comozant wyrd resides
here, its body sheds light equivalent to a candle.

This stone chamber houses a slightly smaller internal room composed
entirely of glass. Large panes form a rectangular enclosure over a
shining, metallic pedestal centered in the floor. A single, transparent
door swings outward from this chamber, already standing open. A
small control panel occupies the wall just north of the room’s only exit.

The comozant wyrd (see Timed Event: The Wyrd Warning)
normally resides here, trapped within the glass-like enclosure
(AC 13,15 hp, break DC 15). With the chamber currently powered
down, the energies which normally shackle the wyrd inside
have faded, allowing its only prisoner to roam free. The inner
chamber has no lock, but a magnetic catch holds it shut when
energy is coursing through the pedestal. The panel on the far
wall also activates a permanent wall of force lining the inner
glass which also prevents the incorporeal elemental from
escaping. Other buttons activate the chrome pedestal to siphon
energy from the wyrd’s plasma form off as a reserve resource
for powering the facility’s gate at area A2y. This electrical
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lightning rod deals 1 level of exhaustion to the wyrd every 6
rounds when activated but grants the facility considerably
more power. A successful DC 13 Intelligence (Arcana) check
helps decipher the purpose of this apparatus. Comprehension
of the Ultari language (whether by magic or Andretta) grants
advantage on these checks. A PC with help from either BR-N3R
or the comozant wyrd succeeds automatically.

Development: If the PCs haven't refused to ally with the
comozant wyrd in their first encounter, they may still find it
here. The creature is not intended as an enemy of the PCs, but a
necessary ally. If they parted on unfriendly terms, the PCs may
still have to force the wyrd to serve as a power source to activate
the gate so they can escape the prison. If attacked, the wyrd
follows the PCs into this inner chamber, and if they can lure it
into the glass enclosure, the wall of force can be re-activated on
the far wall to trap it once more and siphon its energy for the
gate’s operation. Note, this outcome should serve as a back-up
plan offered by BR-N3R or Andretta as they seek to help the PCs
(and themselves) in escaping the prison.

L

)

If the PCs parted on good terms with the comonzant wyrd,
it should return to this room while they investigate and repair
the power plant. Once they determine the gate needs more
power to function, the wyrd ultimately volunteers to serve as
a secondary power source. This requires self-sacrifice on its
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part, but the wyrd conveys its thoughts and emotions to them,
indicating it believes no living creatures should be confined
by such a cage. Thereafter, it voluntarily moves into the central
chamber again, instructing the PCs how to activate the controls
to siphon its power again.

A21. LOMRICK’S QUARTERS
Read or paraphrase the following to set the scene when the
party first approaches this room:

This hallway ends before a large door, but the green circular disk covering
its organic locking system has been torn away. Greenish fluid oozes down
the wall where the vines that resemble nerves, veins, and arteries now lie
exposed. The door itself opens and closes every few seconds, seemingly at
random, exhibiting deep claw marks on its surface.

The PCs may simply step inside the room when the door
intermittently opens. Read the following description when
they enter:

This room once provided a palatial bedroom with a large, ornate
bed in the northeast corner and a man-sized desk and chair to
the southeast. The primary exit lies west, while two smaller reside
on either side of the room beside it. The chamber has experienced
significant vandalism, however, as the bed’s mattress, pillow, and
sheets have been torn to shreds, and the stationary writing equipment
lie scattered across the floor.

This room served as commander Lomrick’s personal quarters
and includes far more concessions for comfort than the klaven
guards enjoy. The two smaller, internal rooms supply a lavatory
and closet. The desk appears to have been recently emptied, but
the top drawer contains a concealed enveloped affixed to the
top with glue (see Development and Treasure), which the PCs
can locate with a successful DC 17 Wisdom (Perception) check.

Creatures: Two klaven currently rampage through this room,
only recently transformed into void zombies. As they began to
succumb to the void death inflicted by the akata, they followed
their last instincts and forced their way into this chamber
blindly in search of anything which might cure them among
Lomrick’s personal belongings. Unfortunately, they passed away
and rose as void zombies before they complete their search.
The pair now remain too witless to move through the door
when it opens randomly and so have become trapped inside,
mindlessly milling around the room. They do not hesitate to
attack the PCs as they enter, seeking to feast on their blood.

A third creature also resides here, a miniature clockwork spy
hovering near the ceiling which Lomrick used as a recording
aide. It followed after the klaven, unable to distinguish their
zombie state, repeating the last recorded orders Lomrick left
for his klaven footsoldiers in the event he couldn’t return to the
prison. Lomrick recorded the message in Ultari and Jagladine
and the clockwork repeats it again and again in an effort to
convince the klaven to heed their master’s directive. It avoids
contact with the PCs but watches them closely as it repeats its

message.

“Klaven warriors, hear the words of your commander, Lomrick. In the
event I cannot return within 3 days due to the gate’s malfunction, you
are to perform the following tasks. Hidden in the prearranged storage
space are a recording gem and my clockwork’s key. You must insert the
memory gem into the clockwork and wind it once again. Instruct it to
deliver itself to Supervisor Garabool at the Temple of the Celestial Helix
and send it through the gate to Balimere. The clockwork should retain
specific directions to that location. This is your highest priority. Do not
attempt to reconfigure the gate to the home planet of our test subjects.
The gate is on the verge of complete inoperability, but I shall find a
means of repairing it from the ones who sought to keep such knowledge
from us on Argosa.”

If BR-N3R is present and allied with the PCs, the spiderbot
reports that whatever hidden storage place Lomrick refers to must
exist in this specific room, even aiding them in searching for it, if’
so ordered. This takes approximately 10 minutes and eventually
turns up the clockwork spy’s key but finding the memory gem
requires a successful DC 20 Wisdom (Perception) check.

Development: Once the PCs find the clockwork’s key, they
need only show it to the clockwork spy and it flies down to
submit to their control. If the PCs found the second memory
crystal, it contains a different recording which the PCs can
place within the clockwork spy and order it to replay.

“Supervisor Garabool, this is Officer Lomrick reporting from Garsilt.
I've made a vastly important discovery in our efforts for the Celestial
Helix. Test subjects removed from the newly discovered world we
found appear to have the exact Patron coding we need; however, I'm
experiencing problems with Garsilt’s gate again. It maintains a stable
connection to Argosa but has proven unreliable and intermittent when
trying to reach other words, especially this most promising one. I'm
temporarily evacuating to Argosa to ensure I don’t get stuck on Garsilt.
In light of our profound discovery with these test subjects, I'm enlisting
aid from our assets in Zel-Argose. We can’t afford to lose contact with a
planet this valuable now that we’ve found a sign as important as this.
Glory in our lifetime! I will endeavor to secure a new communication
link from Argosa, as soon as possible. Lomrick out.”

Treasure: The clockwork spy is a valuable item in itself; but
PCs who search Lomrick’s closet may also locate a robe of useful
items which Lomrick unintentionally left behind. The robe has
standard patches, plus the following: iron door, 10 gems worth
100 gp each, wooden ladder (2), riding horse with saddlebags, 4
potions of healing, rowboat, 10-foot pit, (2).

KLAVEN VOID ZOMBIES (2

XP 450 each
hp 15 each (see page 716)
Other Gear Keys to all areas on Level 3

CLOCKWORK SPY

XP 25
hp 14 each (see page 670)




A22. CoMMUNICATIONS RooM

This room is locked with the facility’s organic security system.
Much more resilient to manipulation, it requires a successful
DC 15 Dexterity check with thieves’ tools to open.

This long chamber contains only one feature, a stone throne on a
raised pedestal.

This chamber provides the prison’s primary communication
with the rest of the galaxy—and, specifically, Lomrick’s means
of speaking directly with his off-world colleagues. When
operated correctly, the throne can cast an interplanetary sending
and dream once per day, but organically exists as an integrated
component of the facility’s infrastructure and cannot be
removed. Any intelligent creature can use the throne without
a command word, but they must understand the throne’s
purpose first. The device radiates moderate evocation and
illusion magic and can be identified with a successful DC 17
Intelligence (Arcana) check. Thereafter, it requires a successful
DC 12 Charisma check to activate, but only operates if the user
directs the magic to a known individual on a world they've
visited before. As a result, the throne represents the last
potential farewell the PCs can make to their loved ones back
home in a very long while.

A23. VENTILATION ALCOVE

A discernable breeze flows east out of this otherwise empty alcove. A
metal object appearing as a nested set of cones is the source of the
airflow which streams steadily from it.

The living prison exhales fresh oxygen-rich air through the
facility on every level, but this alcove receives the majority of
it. This ensures the command level’s habitability as a
priority over the cellblocks. If the PCs remove the air
ventilator (assuming they can get to the ceiling),
the air duct leads into the structure’s organic
interface, but rapidly shrinks to Tiny and
then Diminutive size.

Creature: A single akata guards this
alcove to defend the alpha akatas in area
A2s.

AKATA
XP 200
hp 30 (see page 658)

A24. EXHAUST ALCOVE
This area is similar to area A23, except the air flow steadily moves
up and to the west through an immense grate in the ceiling.
There it travels down a series of organic capillaries where the
prison filters it and returns as a breathable atmosphere again.
The alcove is otherwise empty.

A25. MAINTENANCE BaAy

The door to this chamber lies broken and physically peeled away from
the track where it once slid into the wall. Tendrils of green plant-like
material are still attached where it hangs crookedly to the side. Beyond
the door, metal shelving units fill the room, each containing various
tools and supplies, some quite pedestrian, and others so exotic as to

defy explanation.

This room contains a variety of resources for the facility’s
upkeep. Some of them include common carpentry tools and
hardware such as buckets and mops, surplus alchemical
equipment, and even “normal” food supplies (for Lomrick’s
benefit). PCs who spend at least 5 minutes searching this area
discover an enclosed wooden box on one of the highest shelves
containing the necessary items to repair the power plant in
area Ai8.

Creatures Two alpha akata hunters have battered and then
torn the door aside to make this room their newest lair. They
protect this territory by attacking any creatures which venture
here.

AKATA ALPHAS (2

XP 450 each
hp 37 (see page 659)
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A26. PrRISONER INTAKE AREA
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A27. GATE RooMm

This open area has a sunken floor in the center which is approximately
a foot and a half lower than the main floor. Two wooden enclosures
stand to the south with their sides open to the east and west. And a
large door leads south, while an open corridor exits to the east.

This location serves as a prisoner intake area, which Lomrick
and his klaven used to process the PCs and the other prisoners
in the cellblocks after abducting them from their homeworlds.
The wooden enclosures are sturdy wooden booths permanently
builtinto the floor, enabling the klaven to isolate captives which
prove particularly resistant to the sedatives used to incapacitate
them. Prisoners are also grouped in the sunken floor so they
can be carried east to the elevators enmasse when the klaven are
ready to put them into stasis.

Creatures: Four klaven footsoldiers still defend this position,
securing access to the gate room at area A27. They once had
stronger numbers, but the akata already killed and transformed
two of them into void zombies (now in area A21). The remaining
klaven now wait for reinforcements, not yet realizing Lomrick
and his lieutenants have been unable to activate the gate again
from Argosa.

KLAVEN FOOTSOLDIERS (4

XP 100 each
hp 11 each (see page 638)

Combat Gear potion of greater healing; Other Gear Keys to all
areas on Level 3

A metallic circle, easily large enough to walk through, stands in a
heavy metal frame atop a five-foot stone dais at the south of this room.
Its thick metal construction is embossed with a series of large flat runes
along its rim, and two pillars stand to either side of the dais. A sloping
ramp leads from the platform to main floor. The only exit is a door to
the north.

This room houses the gate from Garsilt to other planets
within range, including the planet of Argosa where Lomrick
fled after the meteor strike compromised the prison, as well as
the PCs’ homeworld which the jagladine intends to invade. The
gate is the room’s only significant feature, but if the PCs haven't
yet repaired the power plant in area A18, it remains inoperable.
A detect magic spell barely registers more than a faint conjuration
aura from the ageless artifact, but PCs who succeed on a DC
12 Intelligence (Arcana) check can determine the gate simply
lacks enough power to register its full capability—though that
check does not clarify what exactly powers the gate. If the PCs
have successfully communicated with the comozant wyrd, they
may understand the cause. BR-N3R can also explain that the
gate runs off the prison’s bioenergy and won't function until
the power plant is fixed.

Unfortunately, once the power plant is repaired, the gate only
radiates a moderate conjuration aura and still fails to activate.
When this is discovered, either the comozant wyrd or BR-
N3R come the dire conclusion that the facility lacks enough
power to activate while also maintaining the containment
field preserving the atmosphere where the meteor breached




the prison’s outer wall in area A18. The status quo permits
creatures in the prison to temporarily survive until the food or
water runs out, but no one can leave either.

When this becomes evident, the comozant wyrd
communicates with the PCs (or at least the one to show it
the most kindness) that they should accompany it to area
A2o0, where it was once imprisoned. There, it conveys images
suggesting that the PCs should activate the controls to siphon
its plasma energy to activate the gate. Should the PCs (or BR-
N3R) point out this may kill the wyrd, the creature doesn’t deny
it. It empathically relates it would rather sacrifice itself than
have any of them remain slaves.

If the PCs attempt to understand how the gate is used, a
successful DC 15 Intelligence (Arcana) or Spellcraft check allows
them to recognize the gate can theoretically reach multiple
locations by configuring the runes along its outer rim in a
particular sequence. A successful DC 15 Wisdom (Perception)
check also determines the runes were recently touched by
certain impressions left in the dust. BR-N3R can also volunteer
what it believes to be the sequence leading to the PC’s home
world, but any attempt to return there becomes pre-empted
by Lomrick’s soldiers, as the moment the facility has enough
energy to power the gate, a purge team opens it from another
remote location on Argosa (similar to a readied action).

Lomrick’s foremost lieutenant, a klaven officer named
Maulvorge, has been actively trying to reconnect to the Garsilt
gate this entire time. And, the moment the energy from
the comozant wyrd establishes enough critical mass
to activate, he opens it from the other side. This
action prevents the PCs from opening a path
to their homeworld as Maulvorge sends klaven
reinforcements to retake the prison ahead
of his arrival. Note, if none of the PCs are
present at the gate when the comozant
wyrd makes its sacrifice, the klaven
emerge before they return, advancing
cautiously through the facility to
hunt down escaped prisoners and
akata alike. During this time the gate
continues to radiate an intense light,
maintaining the connection to Argosa,
but making it impossible to discern what
lies on the other side.

KLAVEN SHOCKTROOPERS (4

XP 200 each

hp 32 each (see page 638)

Combat Gear potion of greater healing; Other
Gear Keys to all areas on Level 3

TiMeED EvENT: THE INQUISITOR’S ARRIVAL
After the first wave of klaven are defeated, Maulvorge personally
leads another team through the gate. His nanite exchange
ability allows him to immediately assess the condition of any
klaven within 6o feet, including the status of the first wave. He
quickly seeks to re-establish command of the prison facility,
wading into melee while augmented by his inquisitor spells
and abilities. This battle should present an epic challenge for
the PCs, but the GM should consider adding allies such as
Andretta or any remaining bahgra to even the odds.

Development: Once Maulvorge falls in battle, the gate begins
to pulse with an ever-increasing intensity of light, making a
careening sound as a slight tremor rocks the entire prison. Any
PC allies like Andretta or BR-N3R urge them to jump through
the gate lest it shut down and forever trap them on this world.
The PCs should be allowed a few rounds to collect treasure
or equipment from fallen adversaries. If necessary, the GM
should give players a strong hint that wherever the gate leads, it
might be the one opportunity their PCs have to leave this place.
Additional tremors and even klaxon-style sirens may sound to
encourage them to pass through the gate before it closes.

Once the PCs pass through the portal, they have a momentary
sensation of being utterly alone in the vast black void. Heartbeats
later pinpricks of light come into existence. At first one by one,
and then seconds later they appear in the thousands and
then millions. Bare moments later each PC has the
sensation that motes of light are rushing towards

them, until theyre no longer surrounded by

darkness but a stark and perfect white—as if the

light itself

_~ were pouring

into them. The

= sensation of power

coursing through every

cell in their body becomes so

intense as to almost cause each of

them to lose consciousness...and then,

they stagger out the other side of the
gate. Forever changed.

MAULVORGE

XP 1,100

hp 52 (see page 639, klaven
commander)

KLAVEN SHOCKTROOPERS (2

XP 200 each
hp 32 each (see page 638)

Combat Gear potion of greater
healing

KLAVEN WARBEAST

XP 200
hp 11 (see page 639)
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PART 2: TO WORLDS UNKNOWN

As the PCs transition through the gate from Garsilt, they emerge
on an entirely different world called Argosa. This process also
triggers an unexpected transformation in the PCs, as their blood
contains a special genetic sequence embedded in their evolving
species long ago by the Patrons. Ultimately, these encoded genes
identify them as one of the last best hopes to rid the universe
of the Hegemony’s ancient founders, the Principalities. Thus,
the combination of Garsilt’s malfunctioning gate, its artifact-
level technology, and the additional power surge provided by
the comozant wyrd awakens this unexpected potential within
the heroes. The PCs undergo epic ascension, receiving two
“blessings” or epic boons as their destiny begins to manifest.
Each receives a lesser Boon of Luck (rolling a d6 rather than
d10) and gains Morphic Nature (see page 499). In addition, over
the course of the Legendary Planet Adventure Path, the heroes will
receive further blessings after specific events occur. For more
information on epic boons, see “Other Rewards” in Chapter 7 of
the Official 5th Edition Guide for Gamemasters.

When the PCs emerge from the gate, they find themselves
in an ancient ruin on the planet Argosa. In a time beyond
living memory, Argosa held prominence as a Patron planet,
but eventually suffered the ravages of war until immigrants
and squatters from other worlds resettled and claimed it. As
a hub planet, Argosa continues to hold many gates capable
of reaching other parts of the galaxy, most of them located
in Argosa’s largest city, Zel-Argose. The PCs’ arrival point lies
approximately 50 miles east of Zel-Argose, which represents
the most likely place for the PCs to search for answers to
their current dilemma. Unfortunately, a religious sect of the
Hegemony, known as the Scions of the Celestial Helix, have
also established a lair within the same ruins, using the site to
secretly extend their reach beyond Argosa to other planets they
haven't explored or conquered yet (such as Garsilt).

Zel-Argose is also where the jagladine prison commander,
Lomrick, went to report to his superiors about the deteriorating
situation on Garsilt due to the unexpected meteor strike. As
mentioned in Lomrick’s laboratory notes, he’s already aware
of the unique genetic make-up represented by the races of
the PCs. And, even though they escaped his prison, Lomrick’s
main priority is to repair the gate on Garsilt so he can travel
back to their homeworld and search for others like them. The
jagladine’s agents have already identified an elali scholar named
Relstanna as a known member of the Bellianic Accord living
somewhere in Zel-Argose, and Lomrick intends to capture her
under the belief she knows how to repair the ancient gateways
of the Patrons. Lomrick originally left Maulvorge in charge of
this remote Hegemony base with standing orders to purge the
prison on Garsilt when and if the gate stabilized. Most of the
klaven footsoldiers accompanied Maulvorge in this endeavor,
leaving only a handful of remaining guards and other hazards
for the PCs to contend with in the ruins. While this location
somewhat extends Part One, with care and caution, the PCs
should be able to seize control of the ruins, rest, recover, and
eventually obtain transportation to Zel-Argose.

Bi. THE TEMPLE GATE

The vaulted ceiling of this expansive hall reaches 25-feet high along its
centerline with six, enormous pillars running parallel to the east and
west. A mild chill pervades the finished, yet ancient, stonework, and
a series of ropes strung with metallic rods provide dim illumination
across the entire chamber. A dais occupies the western end of the hall,
flanked by another set of pillars. It rises five feet higher than the main
floor with a short flight of steps leading to its surface where a crumbled
altar lies in a broken heap along its northeast corner. Against the west
wall stands an immense sculpture of a god-like figure depicting a
female humanoid shaped so she leans out from the wall from the torso
up, just behind the dais. The arms of this massive figure are carved so
she appears to hold a stone circle surrounded by runes set in the center
of the wall. A door exits east, the south hallway is closed off with the
bars of a cell door, and an open passage leads to a smaller chamber to
the north.

When the PCs first arrive in this chamber, they emerge from
the stone circle surrounded by the arms of the giant sculpture.
Their physical senses soon register subtle differences due to
their new Morphic Nature. The gravity, barometric pressure,
and humidity are all slightly different on Argosa, and the air
carries a slight, coppery tang. These subtle clues indicate the
PCs have shifted to a completely new environment. The barred
door to the south is a makeshift structure, fabricated with metal
rods fused together and fashioned with crude hinges. If the
robot BR-N3R is still with the party, the construct can volunteer
it played a role in fashioning the door (and other cells within
the compound) with its plasma torch and materials which
Lomrick provided. The door is designed to contain creatures in
area B2 (AC 19, damage threshold 10, hp 25, Strength DC 25) and
secured with a latch just out of reach for a Medium creature.
The door to the east is closed but unlocked.

If the PCs investigate the gate through which they arrived,
it radiates a strong aura of conjuration magic, but no effort
within their means can cause it to activate again. While not
permanently destroyed, its repair is well beyond the talents of
anyone in the region, despite Lomrick’s beliefs to the contrary.

Creature: Baeden Rhydorn (NG human male thug®®) actually
resides in area B2, but when the PCs arrive, he peers through
the gaps in the bars of his cell’'s metal door to see who steps
from the gate (which makes a momentary flash of light when
activated). He studies the PCs before eventually calling out to
them, encouraging them to approach his cell in the hopes that
they might free him. Note, this represents the first instance
where the PCs may hear someone speaking the Common
language of Argosa, and yet, because of their Morphic Nature,
they can understand the words.

Baeden and his older brother Caeftin (NG human male
guard’®?) are traders who run caravans between Dae-Gelose and
Zel-Argose, stopping at some of the smaller towns and villages
in between. Lomrick hired the brothers to transport him and
his klaven to these remote ruins to seek out the gate to Garsilt.
Their decision to accept Lomrick’s proposal created a lot of
controversyamongtheirhirelings,asjagladine are not well-liked
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on Argosa, and klaven (though nominally considered slaves)
strike fear in those they encounter, proving bad for business.
Lomrick offered a generous sum in compensation, however,
so the brothers eventually accepted and even helped resupply
the Hegemony outpost without incident. Unfortunately,
when their caravan last stopped at the site, Lomrick needed
immediate transportation back to Zel-Argose so he could find
someone to repair the gate on Garsilt. He directed his klaven to
seize the entire caravan, taking Baeden hostage with assurances
to his brother Caeftin that he’d be unharmed and paid a bonus,
so long as Caeftin turned the caravan back to Zel-Argose and
delivered the jagladine safely to the city again. In the meantime,
the remaining klaven occupying the ruins have seen to Baeden'’s
basic needs, but they keep him confined to the room where the
PCs find him now. After the trader tells them his story, he asks
the PCs to free him.

Development: If Baeden and the PCs come to an agreement,
he explains Lomrick’s deal and that he no longer wants any part
of it. Instead, he intends to rejoin his brother in Zel-Argose
and offers that Lomrick has gone there, as well. He explains
his brother’s caravan is due to arrive again soon, presumably to
pick him up again, provided Lomrick’s klaven actually release
him and don't slaughter their retainers instead. If the PCs agree
to help Baeden escape and ensure the safety of his workers, he
vows to take them to Zel-Argose when he leaves. Baeden also
warns them about the klaven guards still in the temple ruins.
Since the PCs may require rest after their ordeal on Garsilt, he

suggests they hide in area B4 or rig his cell door so it can be
opened from within while they hide in his quarters. He assures
them the resident klaven don’t patrol rooms they already
believe to be secure and only check the gate and their prisoner
once or twice a day.

B2. PuriricATION CHAMBER

The floor of this chamber lies tiled in black marble, apparently swept
clean and kept well-polished. Stone hooks hang from the wall at
shoulder height, large enough to hang garments, and the center of
the room includes a 10-foot-long basin which sits two feet lower than
the main floor, empty now except for a few blankets and a bedroll.
The room is otherwise empty except for a backpack, covered pot, and
a half-dozen candle tubs. The only exit lies north through a makeshift
cell door.

This used to be a ceremonial chamber where supplicants
to the lost goddess were baptized or cleansed before a ritual.
Closer examination of the basin reveals a stopper and a drain,
but no source of water. A secret door in the west wall provides
access to area B3, and a successful DC 16 Wisdom (Perception)
or Intelligence (Investigation) check can determine how it
opens.

Creature: The klaven guards have currently confined Baeden
Rhydorn (see area Bi) to this chamber. He uses the basin as
a bed, and the covered pot as a chamber pot. The backpack




is likewise his, but his captors removed most of its contents,
leaving only a few minor implements, like a sewing kit, candles,
flint, eating utensils, and a waterskin. Baeden has yet to find the
secret door to B3.

B3. WELL oF PuriTY

This small chamber conceals a well descending into darkness. A row of
stone shelves hang upon the west wall.

This room once provided much-needed water for the temple
and the adjoining purification chamber. Any apparatus used to
fill containers from the well has long since fallen to dust. If the
PCs lower their own container into the well and pull it back
up, it yields clean, drinkable water. Exploring the well itself
requires a successful DC 15 Strength (Athletics) check to climb
up or down and leads to an underground cistern fed by small
pipes from an aquifer somewhere beneath the mountain.

Treasure: The stone shelves once held religious artifacts
important to the temple, most of which have crumbled away,
but a golden chalice worth 200 gp and a pearl of power still
remain.

B4. PREPARATION CHAMBER

A long, stone table occupies this rectangular room, covered in dust and
set with one end emerging from the center of the north wall. Flanking
the table are two smaller work surfaces holding and two, bronze urns,
tinted green with time. All of the room’s walls bear a series of etchings
once painted with bright colors to stand out from the black stone, but
now faded and crumbling away. The only exit lies south.

The temple clergy once used this chamber to prepare their
dead for various funerary rites. The etchings depict this lost
culture’s instructions for proper burial, and a successful DC
13 Intelligence (Religion) check allows any PC to divine their
purpose. A successful DC 10 Wisdom (Perception) check also
notices something disturbed the dusty table in the recent past,
but not within the past few weeks. The klaven are aware of this
room but generally ignore it.

Treasure: The brass urns are worth 50 gp each, but weigh 150
Ibs., making them difficult to move.

Bs. ComMuNAL Room

Rubble covers the floor of this solemn chamber, except for the cleared
areas within two metal cages standing empty along the east wall. The
air has a decidedly musty smell as heaps of sawdust lay in piles around
the cages. Two stone doors exit north, and a single door leads west.

This room once served as a communal dining and meeting
hall for the temple priests. The stone rubble represents the
remains of several broken tables and benches, some bearing
artistic designs matching the rest of the runes and symbology
used in the temple’s architecture. The metal cages act as
makeshift prison cells crafted from metal rods which BR-

N3R welded together. The cells (AC 15, damage threshold 10,
hp 40, Strength DC 25) lie empty but new chains and metal
padlocks were recently added from Zel-Argose and require
a DC 25 Dexterity check with thieves’ tools to open. Lomrick
uses these cells to detain prisoners which he can infect with
the assimilation virus to create replacement klaven as required.

B6. KiTCHEN AND PANTRY

The two chambers west of Bg once provided a kitchen and
pantry. Currently, it holds several crates and barrels filled with
dried, salted meats, water, and other long-lasting provisions
(treat as the equivalent of 100 days of trail rations).

B7. LiBRARY OF DusT

Four immense pillars stand in the corners of this room, each one
decorated with patterns of stars and outlined in unusual constellations.
Shelves line every wall except for the southern side of the chamber, but
any books once stored here have long deteriorated into piles of dust and
debris, spilling to the floor. As a result, several footprints appear along
the floor, passing among broken, discarded stone tablets and unsealed
scroll tubes.

The temple priests kept a large library here, an area which
Lomrick has picked over many times and sold or passed on any
surviving works to his peers in the Hegemony. He overlooked a
secret compartment, however, hidden at the base of one of the
western shelves (discovered with a successful DC 18 Wisdom
(Perception) check). The panel’s presence is hidden among
minute grooves of the constellations and stars depicted on
the walls. The indelible, precise lines hiding the compartment
depict two coin-sized circles and a smaller circle bisected by
a curving line looping around the larger ones like an infinity
symbol. Although the PCs won't realize it yet, this represents
the Vendel system, with Argosa passing between its twin suns.
If Baeden accompanies the PCs and they show him the carvings,
he can explain Argosa’s unique cosmology. If the PCs attempt
to access the panel, they can pry it open with a successful DC 18
Dexterity check with thieves’ tools, or by simply pressing both
sun symbols simultaneously followed by pressing the smaller
circle representing Argosa.

Treasure: Tucked within the secret compartmentis an ancient
spellbook constructed from thin gold plates and holding a
removable wand of secrets tucked within its spine. The spellbook
is worth 6oo gp, with an extra value attached as it also counts as
an art object. It also contains the following spells: 2nd—knock,
levitate, magic weapon, misty step, rope trick; 1st—enlarge person,
expeditious retreat, jump, shield, floating disc.

Creature: The secret compartment also contains a guardian
disk, a unique construct meant to protect the spellbook. The
disk animates and attacks when anyone attempts to take the
book, unless they utter the password “Vendel” immediately
before doing so.




GUARDIAN DISK

Tiny construct, neutral

Armor Class 15 (natural armor)

Hit Points 35 (10d4 + 10)

Speed 10 ft., fly 40 ft. (hover)

STR DEX CON INT WIS CHA
17(#3) 15(+2) 12(+1) 7(-2) 12(+1) 11(+0)

Bg. CoNVERSION CHAMBER

Two wooden tubs sit in the center of this room. Fashioned like giant
vats, they're large enough to hold a human-sized creature. Behind them
stand two, box-like contraptions with shelves of alchemical equipment
and tubing which coil into the vats. The rest of the room contains piles
of rubble, refuse, and dust swept into the corners, and a nauseating,
coppery scent of chemicals and bodily fluids permeates the air. The only
exit is a pair of double stone doors to the north.

Damage Vulnerability electricity

Damage Resistance piercing and slashing from nonmagical
weapons that aren’t adamantine

Damage Immunity poison, psychic

Condition Immunity blinded, deafened, paralyzed, petrified,
poisoned

Senses blindsight 60 ft. (blind beyond this radius); passive
Perception 11

Languages understands Common, but can’t speak

Challenge 2 (450 XP)

Bleed. A creature other than a construct or undead looses 2d6
(7) hit points from bleeding at the start of its turn per Slice it
has suffered. Magical healing or a DC 15 Wisdom (Medicine)
check as an action stanches all bleeding wounds.

Constructed Nature. The guardian disk doesn’t require air,
food, drink, or sleep.

False Appearance. While the guardian disk remains motionless,
it is indistinguishable from a normal piece of recording
media.

ACTIONS

Slice. Melee Weapon Attack. +5 to hit, reach 5 ft., 1 target. Hit:
10 (2d6+3) slashing damage and the target is subject to the
guardian disk’s Bleed ability, and the disk attaches itself
to the target. If the target is Medium or smaller and the
guardian scroll had advantage on its attack, the target is
struck in the eyes and blinded. The target can regain its
vision by making a successful DC 13 Constitution save as an
action.

REACTION

Dangerous Dodge. A guardian disk flies erratically and
dangerously close to other creatures, using them as cover
against attacks. When the disk adjacent to an enemy and
is attacked by another creature, as a reaction it can dart
in close to the adjacent enemy, gaining a +2 bonus to its
Armor Class against one attack. If the attack hits, it deals
half damage to the guardian disk and half damage to the
adjacent creature.

B8. CRUMBLED STAIRS

A 10-foot-square landing lies behind the stone doors lead here.
A flight of steps heads downward but comes to a halt as a cave-
in completely blocks further progress.

Lomrick repurposed this room as another klaven conversion
chamber (similar to one in the alien prison on Garsilt at area
A13). This gives him a means of eliminating unwelcome visitors
to the temple while also increasing his forces both within the
ruins and for the prison on Garsilt. The vats are currently
unfilled as the jagladine hasn’t found time to create new klaven
prior to his impromptu return to Zel-Argose and the PCs’
escape. The PCs can destroy the apparatus with a few minutes
of effort, though doing so will create considerable noise and
spread the smell to other areas.

B1o. WARBEAST PEN

Double stone doors stand partially open to this room, leading to a long,
rectangular chamber which carries the heavy musk of large animals
cut with a peculiar scent of chemicals. The floor is swept clear of debris,
save for the crumbled remains of ancient furniture shoved to the walls,
each piece seemingly ready to collapse into dust. Gnawed bones strewn
about the floor seem far more recent, however, and two troughs, each
large enough for a horse, stand at the north end of the chamber.

Lomrick allowed Maulvorge to keep additional warbeasts
here, both as mounts and further guardians for the temple.
As transformed klaven, the warbeasts do not adhere to normal
animal behavior, allowing them to maintain their vigilance
without getting bored or distracted. Programmed for total
loyalty, they remain alert at all times, ready to respond to other
klaven should their nanite exchange ability warn them of
danger.

Creatures: The klaven warbeasts position themselves near
the center of the room with the doors open, allowing their scent
ability to extend up to 15 feet into area Bi1. This may allow the
warbeasts to become aware of the PCs as they approach.

Treasure: The warbeasts have no need of treasure, but an
exotic military saddle worth 60 gp hangs from a peg driven into
the wall.

Development: If the warbeasts move within 6o feet of their
allies in area Bi3, the klaven shocktroopers stationed there
will automatically realize the warbeasts are engaged in battle
and respond by entering the main temple in 1d4+1 rounds.
Savwvy PCs who observed this phenomenon in prior klaven
encounters should realize this consequence—or anyone
like Baeden, BR-N3R, or other NPCs may warn them. While
shutting the chamber doors won't necessarily prevent such a
nanite exchange, it can delay the response of additional klaven
by an additional 2 rounds.
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KLAVEN WARBEASTS (4

XP 100 each
hp 11 (see page 639)
TACTICS

During Combat The warbeasts always move to a new target
if they reduce an opponent to an unconscious state. This
helps in recapturing escaped prisoners and subduing other
victims for interrogation and klaven transformation.

Morale The warbeasts fight fearlessly, tirelessly, and without
concern for their own survival.

B11. GranDp HALL

This enormous vestibule projects a sense of bygone majesty. Columns
of large pillars run east and west to support a vaulted, stone roof rising
30-feet overhead, while a series of ornate, double stone doors line the
north and south walls. A single stone door exits to the west and a
larger stone gate to the east. The hall is also divided to the west where
a 20-foot-high, rectangular block depicts an array of murals carved in
bas-relief. A pair of stone statues, one male and one female, also stand
before this monument. Together, both beckon viewers forward, deeper
into the temple, each gesturing toward one of the two walkways next
to the mural-covered block.

This vestibule once provided access to the temple’s special
chambers and lower levels, while also conveying a sense of
reverence and majesty for the gate housed in area Bi. The
figures represented by the statues are tall and elegant, but
startlingly smooth with indistinct features. If questioned,
Baeden cannot identify them, but guesses they represent the
“old ones”, a precursor race which existed on Argosa before the
wars between the Patrons and the Principalities.

A successful DC 12 Intelligence (History) or Intelligence
(Religion) check aids in decoding the murals on the giant,
rectangular block into a vague semblance of a narrative. They
tell a story of the unknown Argosan species worshipping a
group of “star spirits” which guided their culture through
millennia of technological and spiritual advancements, until
such time they created gates to other worlds and repeated their
mentorship with additional cultures and races.

Treasure: No overt treasure exists in this location, as Lomrick
and his agents have already removed anything valuable, either
selling it to buyers in Zel-Argose or passing it on to his superiors
in the Hegemony. Certain scholars in Zel-Argose would have
further interest in examining the murals, statues, and carvings,
a fact which Baeden freely shares. If the PCs have the presence
of mind to make sketches or rubbings of the murals or other
temple fixtures, they could sell them for up to 250 gp to the
right buyer in town.

B12. KLAVEN QUARTERS

Four stone slabs extend from the east and west walls of this chamber,
staggered with a clear path running between them. A small shrine

stands in the southwest corner with simple, stone bowls—some filled
with water—resting on the floor near a collection of metal tools and
sharpening stones. A set of stone double doors exits north.

Lomrick set aside this room to provide living quarters for
the handful of klaven stationed on this side of the gate. His
foot-soldiers take their required rest here—although klaven
often sleep standing up without the need for beds. The room’s
original purpose remains unclear, except the slabs do provide
some elevation off the floor and may once have allowed for
further preparation of honored dead buried within the temple.

The shrine’s object of worship is a divine emblem represented
as a black flame on a winged helmet (which matches the
holy symbol the PCs may have discovered on the body of
Maulvorge). A secondary symbol—a scarlet-colored helix that
bisects a black sphere—also features prominently. The shrine
is actually a portable altar and radiates as evil to any divination
spells. A successful DC 15 Intelligence (Religion) check may also
determine the domains of Evil and War feature in the doctrine
represented by such symbology.

Treasure: A successful DC 15 Wisdom (Perception) check
discovers a secret compartment concealed at the base of the
shrine. It contains two potions of healing, an elixir of health, and a
small pouch containing 5 diamonds worth 100 gp each. Lomrick
set aside these items as payment for the Rhydorn brothers as
long as they remained obedient to his wishes.

Development: While the adventure assumes this room is
empty, the klaven guards at area B13 may optionally appear here.
This would likely occur during their rest period and one of the
warbeasts from area B1o would take their place at area B13.

B13. TEMpLE FOYER

Twin pillars flank a matching set of double doors to the east and west,
each one bearing enscribed constellations of unknown stars. Images of
tall, graceful humanoids with smooth, indistinct features are carved
in bas-relief among them. The engravings coil around the pillars as
if in the throes of an elaborate aerial dance ascending towards some
celestial destination above. A thick layer of dust covers the north and
south ends of this foyer, but a clear area between the two doorways
indicates a frequently walked path. The air is both dry and fresh here.

Two klaven shocktroopers normally guard the ruin entrance
here, stationed just outside the eastern doors in anticipation of
Lomrick’s return with the Rhydorn caravan from Zel-Argose.
This puts the shocktroopers just outside the 60-foot range of the
nanites used to sense their fellow klaven in the temple, creating a
tactical incentive for the PCs to confine the warbeasts to area Bio
rather than moving into the Grand Hall (at area B11).

KLAVEN SHOCKTROOPERS (2

XP 200 each
hp 32 each (see page 638)
Combat Gear potion of greater healing




THE ROAD TO ZEL-ARGOSE

Soon after the PCs take control of the ruined temple, Caeftin
Rhydorn should arrive with his brother’s caravan from Zel-
Argose. He fully anticipates trouble in securing Baeden’s
release, despite Lomrick’s assurances to the contrary. In
addition to bringing enough goods to resupply the Hegemony
outpost, he also hides a group of mercenaries among his
handlers, all of them hired from the Dorgelf Coterie of Zel-
Argose and prepared to assault the Hegemony compound, if
necessary. The adventure assumes a peaceful encounter with
Caeftin who proves genuinely grateful if the PCs release his
brother to him unharmed. Thereafter, the pair can help bridge
any gaps in the PCs’ knowledge of Argosa and their current
predicament. If engaged in diplomatic conversation, they can
share the following information:

e The ruins in which the PCs arrived were controlled by a
jagladine named Lomrick (a name which the PCs should
recall from the journals in areas Ag, A1, Ais, and the
mentioned in the memory crystals at area A21). They also
identify Lomrick as an agent of the Ultari Hegemony, and
can physically describe what jagladine look like, but they
know very little about the jagladine species overall.

Caeftin knows Lomrick joined another group of klaven
stationed in Zel-Argose after being forced to take him there
but has no idea what became of the jagladine after they
parted ways. He describes Zel-Argose as a rough trading city
approximately 50 miles west of their current location. Zel-
Argose prizes trade above all else and maintains strict laws
against anyone interfering with the city’s commerce. The
Rhydorn brothers also explain their business relationship
with Lomrick and how the jagladine betrayed them—
they believe in order to keep knowledge of the ruins a
secret, “because the ruins hold a currently unexplored
gateway.”

If the PCs explain they come from another world, the
Rhydorn brothers seem unfazed. They identify
their world as Argosa and explain that off-
worlders come and go from this planet on a
regular basis. In fact, Zel-Argose has twelve
major gates, all leading to more inhabited
worlds. So, the concept of gates to other
planets is commonplace to the people of
Argosa, but the brothers acknowledge

that powerful groups—known as the
Coteries—usually control them. Thus,

a hitherto unknown gate is a secret well
worth keeping.

The information the brothers provide
still has its limits. Primarily, this social
encounter should serve to give the PCs
a clear direction for where to go to ensure
their survival, and present the next step in
their investigation, even if their main goal
is simply to return home again. Baeden
explains that Zel-Argose is best experienced

rather than described, and the brothers readily offer to take
them there to aid their cause and repay them for freeing
Baeden. They only ask that the heroes leave out their names if
anyone asks how they arrived in the city. After smuggling the
PCs past the city guards, the Rhydorns plan to steer clear of
Zel-Argose for some time to come. The journey to Zel-Argose
covers 50 miles, and the caravan travels approximately 32 miles
per 12 hours of travel time during daylight. Pairs of giant desert
iguanas (treat as variant monitor lizards without a poison bite)
pull the Rhydorn wagons. These commonly used creatures are
domesticated herbivores and only attack to defend themselves.

ENTERING THE GATEWAY CITY
During the caravan’s approach to Zel-Argose, read or paraphrase
the following description to the players:

A strange city appears on the horizon, nestled in the foothills of
a large mountain range. Even from this distance, the glimmer of a
swift-flowing river runs through its center, swelled to capacity as a
by-product of the nearby snow-covered peaks. The city itself displays a
patchwork of differing architectural styles and incongruous structures.
Colossal monuments—many defying description—tower over more
modest construction, but no walls surround this metropolis as it flows
outward onto a vast plain of seasonal farmland.

Prior to this point, To Worlds Unknown follows a fairly linear path
in respect to the PCs’ choices and the direction of the story. For
example, following their abduction, the heroes first had to secure
their liberty and now they travel to Zel-Argose in search of answers,
as well as the basic knowledge, goods, and services to ensure their
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survival on an alien world. The remainder of Part Two concerns
itself with acclimating the PCs to this environment, especially
the uniqueness of Zel-Argose as a strange city with an endless
variety of cultural differences which they may return to frequently
throughout the campaign. Fortunately, due to their Morphic
Nature feat, the heroes have the advantage of a Common language
with the local inhabitants, but full adaptation never proves that
simple. Instead, the Legendary Worlds Adventure Path continues
to perpetuate a Lost in Space element to it with the long-term goal
of the PCs searching for a way home again. Eventually, however,
the heroes should come to the realization that they face further
problems with the Hegemony, as their abductors will eventually
find their way to the PCs’ homeworld, as well, unless they oppose
them with their newfound mythic power. The following sections
each relate different episodes for how the PCs begin to adapt to
this new world, and how they eventually confront the entities
responsible for their abduction.

COMMERCE

Zel-Argose bases its primary currency on precious metals—
gold, silver, copper, and platinum—Ilike any other fantasy
location. It has a strong economy with diverse supplies and
materials brought from all across the multiverse through its
interplanetary gates. Furthermore, with a steady flow of off-
world visitors, city merchants are accustomed to handling
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strange coins minted in far off places. Therefore, most have
calibrated scales and other tools necessary to test the weight
and purity of precious metals to remove any doubt as to their
true worth. As a result, the PCs should have no issues finding a
market for their accumulated wealth or tradegoods.

GATHERING INFORMATION, PROFESSIONS, AND LIFESTYLE
When the PCs first arrive, they discover a world very unlike what
they have left behind, causing them to have disadvantage and
are treated as having no proficiency bonus on all Intelligence,
Wisdom, and Charisma-based skill checks other than Wisdom
(Perception). Wisdom (Medicine) checks are not affected in
this way if they are used on the PCs themselves. This also does
not apply to ability checks not being used for skill checks. The
heroes simply do not have a frame of reference for social norms
and the strange biologies and habits of those they encounter.
While restricting such skills runs the risk of limiting the fun at
the table (especially when players have substantially invested in
them for their characters), this should more accurately reflect
the newness of the PCs’ situation and only prove temporary
until they spend more time exploring Zel-Argose.

Several short-term alternatives exist for characters who want
to interact and learn more about their new environs as soon
as possible. After one week in Zel-Argose, PCs no longer have
disadvantage on these skill checks and begin to regain their




proficiency bonus at a rate of 1 point per week, until their full
proficiency bonus is regained. At the GM’s option, exceptional
roleplay may enable them to regain their full proficiency bonus
more quickly.

Enterprising PCs may also think to use their backgrounds,
Charisma (Performance) skills, or other skills they possess to
support themselves in their new community. This not only
brings in money in the local currency, but such activities
also encourage interaction with the native inhabitants,
including customers, employers, and co-workers. Every week
spent applying themselves to such local work increases their
proficiency bonus by 1 additional point, up to its full value.

To ingrain the challenges of their current situation, it’s
recommended that the PCs be charged for their daily lifestyle
expenses**® (as described in Chapter 5: Equipment of the SRD),
and if paying with wealth brought from outside they might
even face devaluing of their own currency in comparison to
the local coin. The objective here shouldn’t strive to drain away
all of the PCs’ funds, but to create a definite sense of urgency
and tension while encouraging them to explore Zel-Argose and
integrate themselves into its society. As a result, this could lead
to further city-based encounters (whether as suggested in the
sections which follow, or as the GM devises on their own).

FINDING LoMRICK

Finding Lomrick may be quite high on the PCs’ list of objectives
after arriving in Zel-Argose. Jagladine are somewhat uncommon
on Argosa, let alone Zel-Argose, and their inhuman appearance
makes them stand out more than most. These characteristics
should make a jagladine easier to track down, but Lomrick
keeps a low profile as an agent of the Hegemony and the Scions
of the Celestial Helix. He prefers to act through intermediaries
and proxies while in the city, and he’s well-financed enough for
certain Coteries to indulge his secrets and his privacy. As a result,
Lomrick seldom mingles with anyone, except in the highest
strata of the city’s social elite. These circumstances mean that few
citizens on the street have any awareness or common knowledge
of Lomrick’s business, but those who travel in higher circles may
assuredly know something about him.

A successful DC 20 Charisma (Persuasion) check to gather
information ascertains the whereabouts of Lomrick’s manse in
Zel-Argose, and this check always is made with disadvantage until
all PCs have restored their full proficiency bonus, even if they
would otherwise have some way to gain advantage on the check
to cancel out this disadvantage. Eventually, as the PCs acclimate
to the city over time this effort becomes easier. Furthermore,
Lomrick’s whereabouts are not strictly a matter of luck. Two of
the city-based encounters which follow (i.e., the “Coterie Conflict”
and “Weave Runner”) provide opportunities for solid intelligence
on the jagladine’s urban hideout without any prerequisite skill
rolls. These specific encounters also provide more information
on his current activities, and they should encourage further
exploration of Zel-Argose while providing flexible options for
how the GM introduces Part 3 of the adventure.

SLAVERY AND ZEL-ARGOSE

The issue of slavery has its own subtle complexities in Zel-
Argose. While legal, the city’s Auditor and ruling Coteries
frown on kidnapping for the purpose of forced enslavement.
As a result, most slave traders import their stock through
Argosa’s interplanetary gates, and any klaven in service
to the Hegemony are always considered slaves to their
accompanying official (an official status which they care
nothing about). All slaves except klaven bear a special brand,
often augmented by a special brand to uniquely identify
them and any agency granted by their owners. The only way
an Argosan citizen can officially become a slave is through an
unpaid debt, and this change of status must be confirmed
through the office of the Auditor—who prefers indentured
servitude unless repayment of the debt is considered unlikely
or insurmountable.
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DirTy DEALS

Few vices exist in the city, but interference with trade is strictly
prohibited. While this rule seems straightforward, a few social
elements strive to complicate things. As a result, this encounter
takes place anywhere off a main thoroughfare or well-traveled
area in Zel-Argose. Recently, a local gang called the Redfists
has started to supply narcotics to the children of an enclave
of workers from the water treatment plant. When the parents
and allied community members attempted to police their
neighborhood, the gang retaliated by citing the laws against
interfering with trade. This argument has no legal basis,
however, as even the Coteries refuse to enforce such laws if they
prevent parents from protecting their children under the age
of consent. Nevertheless, the quiet intimidation of the Redfists
continues until someone confronts them.

The PCs may become involved in this conflict in multiple
ways. They could happen upon four Redfists circling a pair of
workers on their way back from the water treatment facility.
Alternately, they might overhear of the shakedowns and threats
perpetrated by the gang by anyone they've befriended, thereby
choosing to investigate. Or, the neighborhood may even hire
the PCs as mercenaries to send a message to the gang and
eliminate the threat they pose. The GM is free to determine the
set-up that best works for the campaign given any actions the
PCs may have taken to settle into the city. If the PCs succeed
in opposing the gang members, the Redfists abandon the
neighborhood and relocate to a different part of the city. The
grateful community offers a reward of 200 gp for making their
troubles go away, but future altercations with the Redfists could
follow if the PCs wander into Redfist territory again.
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REDFIST PUSHERS (4
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GRONKS (2

XP 100 each
hp 32 each (see SRD, thug)

During Combat The thugs seek to flank with one another so
they can sneak attack their victims, fighting two-handed
unless faced with a stronger opponent.

Morale The Redfists have no belly for a prolonged fight. Once
reduced to less than 5 hit points, or more than half their
number falls to the PCs, they flee.

CoLisEUM CONFRONTATIONS

The Battle Pits of Zel-Argose actively recruit combatants to test
their mettle in its arenas as an exotic form of entertainment
for the masses, offering prizes to those who win, while also
generating a fair degree of commerce on the wagering it fosters.
The rewards for any given fight generally scale according to the
degree of difficulty and assumed lethality. The GM may present
this opportunity via posted notices or street recruiters near the
Battle Pits who approach or call out to armed visitors such as
the PCs. Should one of them accept such an opportunity, the
recruiters indicate when and where to present themselves at
the coliseum and how to prepare for each contest.

Creatures: Several matches can take place at the Battle Pits,
and any coliseum or arena map should suffice for running
an encounter. The showrunners schedule the PCs to battle a
variety of random and exotic creatures. Each stat-block below
represents a different match, and assumes the PCs fight
together as a unit. The prize for defeating a given opponent is
equal to 100 gp times the Challenge of the encounter. Slaying
the creatures is optional, but certainly plays to the crowd’s
bloodlust. The Battle Pits would prefer to retain their beasts
and gladiators for future matches, however, and privately offer
the PCs an additional 200 gp if they can subdue their opponents
instead. If the fight plays out in a particularly spectacular
fashion, the PCs may also earn a degree of notoriety among
Argosans who closely follow the bloodsport, granting them a +2
bonus on Charisma (Persuasion) and Charisma (Intimidation)
checks with such individuals.

BERSERKERS (2

XP 450 each
hp 67 each (see SRD, berserker)

TROLLHOUNDS (4

XP 200 each
hp 37 each (see SRD, stats as dire wolf except as below)

Regeneration. The trollhound regains 5 hit points at the start
of its turn. If it takes acid or fire damage this trait doesn’t
function on its next turn. The trollhound only dies if it
starts its turn at o hit points and doesn’t regenerate.

XP 450 each
hp 34 each (see SRD, stats as ogre except as below)

Horn Charge. A gronk that moves 20 feet and hits a creature
with a horn attack in the same turn deals an additional 7
(2d6) piercing damage.

Horn. Melee Weapon Attack. +6 to hit, reach 5 ft., one target. Hit:
11 (2d6 + 4) piercing damage.

During Combat The gronks open by using horn charge if
possible, then beat on closer creatures with their greatclubs.
Their tactics are simple and direct, but usually effective.

GLADIATOR

Medium humanoid, neutral
Armor Class 20 (half plate, shield)
Hit Points 57 (6d12 + 18)

Speed 30 ft.
STR DEX CON INT WIS CHA
20(+5) 16(+3) 17(+3) 8(-1) 12(+1) 12(+1)

Saving Throws Str +8, Con +6

Skills Athletics +8, Intimidation +4, Perception +4
Senses passive Perception 14

Languages Common

Challenge 5 (1,800 XP)

ACTIONS

Multiattack. The gladiator can make two
melee attacks, one with his battleaxe
and one with his shield spike.

+1 Battleaxe. Melee Weapon Attack: +9
to hit, reach 5 ft., one target. Hit:
1d8+6 slashing damage or ’
1d10+6 slashing damage if
used with two hands to make
a melee attack.

+1 Shield Spike. Melee or Ranged
Weapon Attack: +9 to hit, reach "
5 ft. or range 5 ft., one target. Hit:
1d6+6 piercing damage or 1d8+6
piercing damage if used with two
hands to make a melee attack.

Javelin. Melee or Ranged Weapon
Attack: +8 to hit, reach 5 ft. or
range 30 ft./120 ft., one target.
Hit: 1d6+5 piercing damage.

Dirty Trick. When the

gladiator hits with a melee

attack, as a bonus action
he can make an Athletics
check to shove or trip
the same target.
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REACTIONS

Roar of the Crowd (Recharge 5-6). The support of witnesses
fills the gladiator with exultant victory. Whenever he scores
a critical hit or succeeds on an Athletics check to shove or
trip an opponent, he can gain the benefits of one of the
following spells: bless, cure wounds, heroism (using Charisma
as his spellcasting modifier, where applicable). This effect
is not magical and affects only the gladiator. The gladiator
cannot use this ability if he and his target are the only
sentient creatures present.

THE COTERIE CONELICT

The Coteries of Zel-Argose outwardly give the impression that
the city’s Auditor governs the people, and that they all stand in
unity behind her. This is only half-true. In reality, the Auditor
rules at the sufferance of the Coteries who frequently break
their own rules to engage in secret conflicts with one another.
They do, however, take great pains to ensure such intrigue
remains outside the public awareness whenever possible. The
seat of every Coterie’s power is primarily invested in their
massive estates, which usually protect at least one or more
valuable gates to other worlds. Yet, each Coterie’s holdings
reach far beyond these important compounds, as they maintain
hiding places and safehouses across the city and Argosa’s
hinterlands, as well. Often, these facilities host offworld guests
and important traders, quarter various garrisons and training
grounds for reinforcements, or serve as collection points for
valuable tradegoods manufactured on Argosa.

Recently, a powerful gang has given rise to the newly formed
Daytaar Coterie by raiding the storehouses of the more
powerful Avaar Coterie with the aid of an inside informant. The
Avaar leadership suffered a great loss of face over this incident,
and after dealing with the traitor in their ranks, now privately
seek to repay the upstart Daytaar for their affront. Avaar’s
contacts have finally discovered the location of a Daytaar
safehouse and they’re looking to hire an unaffiliated band of
mercenaries—such as the PCs—to deal with the problem. The
adventure assumes the PCs somehow come to the attention of
the Avaar Coterie as potential recruits for this task, whether
by garnering a reputation for themselves in the Battle Pits, or
through tales of their exploits which friendly NPCs (such as
Andretta or the Rhydorn brothers) may have passed on to an
Avaar agent. Another way to involve the PCs could hinge on
their search for Lomrick. The Avaar Coterie may have valuable
information obtained through their underworld contacts and
offer to exchange Lomrick’s whereabouts (and supplemental
looting rights of the Daytaar compound) if the PCs carry out
their revenge.

The entrance to the Daytaar safehouse lies hidden in a
seldom-trafficked public area, concealed behind a cenotaph
dedicated to an ancient warlord named Valdo-Char who
defended Zel-Argose from off-world threats long before
the Coteries rose to power. Lost to history, this monument
normally receives no visitors, with trees and shrubs having
overgrown its paved concourse.

DAY TAAR COTERE
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C1. CENOTAPH OF VALDO-CHAR

An ancient stone cenotaph stands here at the end of the street, flanked
by a pair of large trees and surrounded by a thicket of overgrown
shrubbery. The rectangular structure bears the weight of a crumbling
statue representing a bearded warlord raising a stone spear towards
the sky. The name, Valdo-Char, appears as an inscription on the
monument’s facing in large letters.

PCs who succeed on a DC 10 Intelligence (History) check,
or who gather information via a Charisma (Persuasion) check,
may learn that Valdo-Char was one of Zel-Argose’s earlier
rulers before the Coteries rose to power. He successfully
defended the city from a succession of invaders during his
reign, including barbaric nomads and a race of mysterious,
bat-winged humanoids long since vanished from any known
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region of Argosa. These deeds notwithstanding, the warlord
has little context in the Argosan society today. The structure
has suffered multiple attempts to vandalize it over the years,
but seldom sees visitors any longer. A successful DC 15 Wisdom
(Perception) or Wisdom (Survival) check by any PC examining
the monument locates recent tracks which lead behind the
cenotaph and places where someone has cleared the vegetation
for easier passage. A successful DC 18 Wisdom (Perception) or
Intelligence (Investigation) check by anyone investigating this
area reveals a secret door at the back of the monument. It also
bears a lock (DC 18 Dexterity check with thieves’ tools to open).

C2. HIDDEN STAIRS

A small landing waits behind the secret door, leading to an earthen
staircase descending to the west. Stray tree roots have burst through
the hard-packed ceiling overhead, and another five-foot landing marks
a second stairway as the passage turns north.

A simple alarm spell wards the cenotaph’s entrance, placed on
the floor of the second landing.

Trap: PCs with the trapfinding class feature can detect the
spell with a successful DC 15 Wisdom (Perception) check and
disarm it with a successful DC 15 Intelligence (Arcana) check.
If unnoticed, the effect mentally alerts the Daytaar sorceress
Laystra (see areas C3 and Cga).

C3. Guarp Room

This simple room has a single door leading north and a staircase to
the south. A pair of sconces in the northeast corners hold two torches
providing illumination.

The Daytaar Coterie uses this room as a staging area for
posted guards hidden in the adjacent rooms (see areas Cga
and Cg4b). The torches in the sconces are everburning torches
placed there by Laystra. The coterie keeps the northern door
locked (DC 20 Dexterity check with thieves’ tools to open), but
the secret doors next to it are not, requiring only a successful
DC 16 Wisdom (Perception) check to locate. Each of the secret
doors also contains a concealed peephole for spying from the
adjacent rooms. If the PCs locate a secret door, they also find its
corresponding peephole.

Creatures: Daytaar operatives watch over this room from
behind the secret doors leading to areas C4a and Cgb. If the
PCs failed to bypass the alarm spell (at area Cz), they pull a
chain to ring a small bell to alert everyone in the rest of the
compound to the presence of intruders. Laystra and her thugs
then position themselves at the peepholes before kicking open
the secret doors and attacking anyone entering here. Treat
this as a bonus action so the gang members can still take an
additional action in the surprise round. Bear in mind that
aside from the movement required to enter the room, active
Wisdom (Perception) checks (to look for secret doors) require
move actions, and disabling this lock requires one round, so
the villains should have ample time to spring their ambush.

During Combat Laystra typically opens combat with a
slow spell targeting as many PCs as possible, heightening
it with sorcery points to give the PCs disadvantage on their
saving throws. If not concentrating on another spell, she
uses twinned spell to cast suggestion on two enemies at once,
with preference for fighters and rogues, ordering them to
retreat to safety. Otherwise she uses twinned fire bolt and ray
of sickness spells to damage and debilitate the PCs. If any PCs
still remain on the staircase at area Cz, her scroll of web makes
for an alternate opening gambit to give her forces the upper
hand. She uses shocking grasp and misty step to keep out of
melee reach if at all possible.

Morale Laystra becomes frightened if reduced to 4 hit points
or fewer and surrenders if the PCs agree to spare her life
and shield her from further reprisals by the Avaar Coterie. In
exchange, she offers all her remaining gear and her services as
an informant within the Coterie hierarchy.

DAYTAAR AGENTS (2

XP 100 each
hp 32 each (see SRD, thug)

LAYSTRA

Medium humanoid (human), chaotic neutral

Armor Class 14 (scales)

Hit Points 37 (5d8 + 15)

Speed 30 ft.

STR DEX CON INT WIS CHA
8(-1) 13(+1) 14(+2) 10(+0) 12(+1) 18(+4)

Saves Con +3, Cha +6

Skills Deception +6, Persuasion +6
Senses passive Perception 11
Languages Common, Draconic
Challenge 2 (450 XP)

Dragon Ancestor. Laystra has faint reddish scales covering
parts of her shoulders, back, and arms. When making
Charisma checks against dragons, she adds double her
allowed proficiency bonus to the check.

Font of Magic. Laystra has 5 sorcery points she can spend
and regains spent points upon finishing a long rest. She
knows the Twinned Spell and Heightened Spell metamagic
options.

Spellcasting. Laystra is a s5th level spellcaster. Her spellcasting
ability score is Charisma (spell save DC 14, +6 to hit with
spell attacks). She knows the following sorcerer spells.

Cantrips (at will): blade ward, fire bolt, message, minor illusion,
shocking grasp

1st level (4 slots): burning hands, ray of sickness, shield
and level (3 slots): suggestion, misty step
3rd level (2 slot): slow
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Combat Gear. Scroll of web, wand of alertness (as wand of secrets,
but casts alarm for 1 charge. Also used as her arcane focus)

ACTIONS

Dagger. Melee Weapon Attack: +3 to hit, reach 5 ft., one target.
Hit: 3 (1d4 + 1) piercing damage.

C4A AND C4B. GUARD QUARTERS

A simple cot with a mattress and blanket sits against the wall, along
with empty wine cups and dirty plates with the remains of recently
consumed meals. A wooden door painted grey to match the adjacent
stonework leads south, while a small hole drilled through it sits at eye
level. Another more traditional wooden door opposite the bed provides
a different exit.

The description of this room applies to both areas Cga
and Cgb, which serve identical functions except that C4b also
includes a slender chain which disappears into a hole in the
ceiling. When yanked (as a move action), the rope chimes small
bells hung in areas C4a and Cy. Note, if the PCs experiment
with the chain and don’t understand its function, they may
inadvertently warn the occupants of these rooms.

The southern exits are secret doors with peepholes into area
C3. The doors are constructed from wood with a few inches
of stone mortared onto the other side and carefully painted to
match the walls of the outward chamber, but nothing conceals
them from the interior side.

Creatures: The two thugs described in C3 normally occupy
room Cga and Laystra claims Cgb. If the PCs thwart Laystra’s
alarm spell they may be encountered here instead.

Development: If the occupants of either room are attacked
here, they cry out to warn the room across the dividing hallway.
If the pull rope is pulled by anyone, the thugs in C4a check
the peephole in their room for intruders if they haven't already
been alerted or encountered, and then check on Laystra a few
rounds later.

Cs. SuprLy Room

This small room lies barren except for stacks of crates, boxes, and
pallets which line the west wall. A solitary door exits east.

The crates in this room contain food and drink for the
safehouse’s residents. Worried that constant foot traffic in and
out of the safehouse would surely betray its location to any
casual observer, the Daytaar Coterie provisioned the hideout so
its guardians could stay put as much as possible.

C6. Carp RooM

A small round table sits in the southeast corner of this room with a few
chairs shoved under it. A deck of pasteboard playing cards covered with
strange symbols lie strewn across the table’s surface, along with several
sheets of parchment. A single door exits to the west.

The Daytaar operatives shares communal meals and pass
the time here when on an assignment. The playing cards are
unusual to the PCs in that they feature strange creatures, races,
and symbols, but the purpose and function vary little from
similar decks of cards found on their own homeworld.

The parchment sheets detail several cargo manifests from
recent traffic through the Avaar Coterie’s gate, as well as
intelligence theyve collected on other rival coteries. These
documents are worth 200 gp to any of the coteries operating in
Zel-Argose, though selling them rather than returning them to
Avaar will surely draw their ire.

Cy. VEELAN’S QUARTERS

This spacious chamber contains a heavily padded bed in the northwest
corner and a punching bag hanging from the ceiling directly south of
it. A strange mélange of body odor and machine oil permeates the air,
and doors lead south and east.

A limbjack enforcer for the Daytaar Coterie named Veelan
Iron-Armed claims this room whenever he passes through the
safehouse. As a cyborg-like construct, he wields his fists like a
pair of pneumatic hammers. While the Coterie trusts Laystra
to run the safehouse, they occasionally send Veelan to check
on her and whatever valuable goods or information she might
have obtained and concealed before eventually moving such
valuable commodities elsewhere.

Creatures: Bald and covered with tattoos, Veelan’s appearance
is striking. As a result, he leaves the safehouse sparingly
whenever he visits, and focuses most of his attention on keeping
fit with his punching bag. He doesn't hesitate to augment such
workouts by attacking, intruders and fights to the death or until
rendered unconscious. Note, Veelan’s artificial limbs count
as natural attacks and his Feral Combat Training allows him
to treat natural attacks as unarmed strikes in respect to feats,
spells, and other effects. His slam attack also gains a +1 bonus
on attack rolls (already included) because Daytaar invested the
necessary funds to augment his manufactured arms.

Treasure: A hatch concealed beneath Veelan'sbed (DC 18 Wisdom
(Perception) check to locate and a DC 22 Dexterity check with
thieves’ tools to unlock) contains a small unlocked chest. A black
velvet pouch lies inside which contains 13 white and iridescent
crystals which belie identification through standard gemology.
A successful DC 20 Intelligence (Arcana) check determines the
crystals have a latent psychic reactivity which make them useful
as materials used in the crafting of occult objects, making them
worth a total of 2,000 gp. The chest also contains a set of high-
quality metalworking tools (which Veelan uses to maintain his
artificial limbs) and 200 gp of his personal funds.

Aside from his personal gear, Veelan’s arms also represent a
significant investment by his Daytaar benefactors and carry a value
of 3,600 gp for the pair. This does not equate to their actual cost,
as they would need to be reconfigured for a new user. Such limbs
are always custom built for each owner, but a machinesmith could
recycle Veelan’s arms thereby reducing the cost for a new creature.




The adventure assumes the PCs cannot use them to replace their
own arms (as the limbjack template is normally reserved for
NPCs), but this is ultimately left to GM discretion.

Development: Veelan remains steadfastly loyal to the
Daytaar Coterie, but if rendered unconscious and revived, he
may bargain for his life, especially if successfully demoralized
with a Charisma (Intimidation) check. He can easily provide
information which might prove useful to other coteries in Zel-
Argose, including the location of the alien crystals (if the PCs
haven't found them yet), or even information about Lomrick if
the PCs ask about the jagladine.

If the PCs return the crystals to the Avaar Coterie, they may
receive similar information on Lomrick’s whereabouts as part
of their reward. Alternately, if the GM wishes to utilize all of
the city-based encounters in Part Two of the adventure, the
Avaar Coterie can reveal that Lomrick approached them with
inquiries about an elali seer named Relstanna. While the
jagladine recently took her prisoner, she also has a known
associate, a jaskirri woman named Kaetrix known to frequent
an alien-friendly tavern called The Weave Runner.

The GM can also use this encounter to spin-off additional
side quests for the PCs. The Daytaar Coterie may seek revenge
against them if anyone survives to identify those who raided
the safehouse. Likewise, if the PCs attempt to sell Veelan’s
arms on the black market, questions may surface about the
circumstances and identity of their original owner, particularly
since Veelan had such a high profile as an enforcer for the
Daytaar Coterie in Zel-Argose.

EELAN IRON-ARMED

Medium construct (android), neutral evil
Armor Class 16
Hit Points 112 (15d8 + 45)

Speed 40 ft.
STR DEX CON INT WIS CHA
21 (+5) 14 (+2) 16(+3) 11(+0) 16(+3) 8(-1)

Saving Throws Str +8, Dex +5, Con +6

Skills Acrobatics +5, Athletics +8, Insight +6, Investigation +3,
Perception +6, Stealth +5

Condition Immunities charmed, exhaustion, frightened,
petrified

Senses darkvision 6o ft., passive Perception 16

Languages Common

Challenge 5 (1,800 XP)

Gift of the Machine God. Veelan has advantage on saving
throws against enchantments, and the paralyzed, poisoned,

and stunned condition, is immune to disease, and and
magic can’t put it to sleep.

Magic Weapons. Veelan’s weapon attacks are magical.

Nanite Surge (1/Day). Veelan may add a d6 to any d2o roll per
day. His “tattoos” glow when he uses this ability.

Special Equipment. Veelan has a potion of greater healing, 2 potions
of enhance ability (as the spell), dragon pistol.

Unarmored Defense. While Veelan is wearing no armor and
wielding no shield, his AC includes its Wisdom modifier.

ACTIONS

Flurry of Blows. Veelan makes three unarmed strikes, one
unarmed strike and one pistol or dagger attack, or two
pistol or dagger attacks.

Unarmed Strike. Melee Weapon Attack: +8 to hit, reach 5 ft., one
target. Hit: 9 (1d8 + 5) bludgeoning damage. On a critical hit
the target must make a DC 13 Constitution saving throw or
be knocked out, becoming unconscious for 1 minute. The
target may repeat the saving throw at the end of'its turn to
regain consciousness. Otherwise, if the target is a creature,
Veelan can choose one of the following additional effects:

o The target must succeed on a DC 13 Strength saving throw
or drop ome item it is holding (iron-armed android’s
choice).

« The target must succeed on a DC 13 Dexterity saving throw
or be knocked prone.

 The target must succeed on a DC 13 Constitution saving
throw or be stunned until the end of the iron-armed
android’s next turn.

Dragon Pistol. Each creature in a 15-foot cone must make a
DC 13 Dexterity saving throw. A creature takes 7 (2d6) fire or
piercing damage (android’s choice) on a failed save, or half
as much damage on a successful one. If Veelan chooses fire,
it ignites any flammable objects in the area that aren’t being
worn or carried.

Dagger. Melee or Ranged Weapon Attack: +5 to hit, reach s ft. or
range 20/60 ft., one target. Hit: 7 (1d4 + 5) piercing damage.

REACTIONS

Sidestep. In response to being hit by a weapon attack, Veelan
sidesteps the attack mitigating some of the damage. The
damage it takes from the attack is reduced by 7 (1d10 + 2).
If the damage is reduced to o, the iron-armed android may
make an unarmed attack against the triggering attacker if
the target is within reach.

C8. GuesT RooM aND CELL

A small, iron-barred cell takes up the northwest corner of this sparse
room, its door currently standing open. Inside, the floor is freshly swept
and neatly folded blankets and sheets lie upon a small bed. Soft, dark
metal plates have been bolted to the walls, floor, and ceiling of the
surrounding room. A single door exits to the west, while a smokeless
torch is mounted nearby to provide light.

The Daytaar Coterie typically uses this room to conceal
valuable prisoners they've kidnapped, but it sometimes serves
as temporary quarters to hide someone before smuggling them
out of Zel-Argose. The metal sheets on the walls contain a
significant concentration of lead which blocks the extrasensory
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and divination abilities of the Auditor and her agents. The cell
door (hardness 10, hp 40, Strength DC 25) is currently unlocked,
though Veelan currently holds the key. As with other areas, the
room’s light is provided by an everburning torch.

D. THE WEAVE RUNNER

Eventually the PC’s investigations and efforts to find Lomrick
must bear fruit. This encounter represents one of two city-based
side quests wherein the PCs can obtain information pertaining
to the jagladine’s location. As described in Part Three, Lomrick
has abducted a representative of the Bellianic Accord, a female
elali named Relstanna, who he believes can repair the gate on
Garsilt so he can continue preparations to invade the PC’s
homeworld. Relstanna has her own agents and intermediaries,
however, including a jaskirri ranger named Kaetrix. Since
Relstanna went missing, Kaetrix has gone underground in an
effort to find and rescue her, and she recently received a lead on
Lomrick as the possible culprit. Unfortunately, in Zel-Argose,
asking too many questions about Hegemony agents often
draws their interest, as well. And, while Kaetrix can certainly
help the PCs find their quarry, they’ll have to reach her before
Lomrick has her silenced.

The PCs may experience this encounter in varying ways. A
search for Lomrick with a Intelligence (History) or Charisma
(Persuasion) check (see “Finding Lomrick” on page 66) that
fails by 5 or less may instead reveal that a female jaskirri named
Kaetrix has asked similar questions about the jagladine, and
she often uses the Weave Runner tavern to arrange meetings

with possible informants. If the PCs completed the
“Coterie Conflict” encounter, they might also receive
such insight as part of their reward for recovering
the stolen crystals for the Avaar. Kaetrix may also
independently learn of their shared interest in
Lomrick, and approach for help in finding Relstanna.
This final plot hook would have Kaetrix send the PCs
a message asking them to meet at the Weave Runner
to discuss their common interest and compare notes.

The Weave Runner is a dingy Argosan cantina
primarily catering to off-world travelers, but
occasionally drawing local interest, as well. Unless
otherwise noted, all doors within the tavern are
unlocked and count as strong wooden doors (AC 15,
damage threshold 5, 20 hp, Strength DC 20). Magical
panels equivalent to a continual flame light the bar area
and the ceilings throughout each room but provide
only dim light within their area of illumination. As
a result, unless creatures have darkvision or raise
the light levels, all creatures have concealment and
Dexterity (Stealth) attempts always remain possible.

Di. Main Room

This dimly lit room features large, round tables with chairs
positioned around them. The northwest corner includes a
spacious bar lined with barstools. Behind it, large mirrors
and shelves hold a variety of glasses and seemingly exotic liquors in a
dizzying array of colors. Empty, worn, leather couches rest against the
north and west walls, and an empty stage, suitable for musicians rises
five feet above the main floor in the northeast corner. Double doors exit
south and east, and a single door leads north.

The Weave Runner’s tables are made from a heavy, solid
wood, sturdy enough to easily hold the weight of a Medium
creature. Their surfaces are 3-ft.-high, and nearly 8-feet around. A
successful DC 12 Strength check can flip them over or move them
aside, but it requires a move action. The exotic liquors, beers, and
ales behind the bar range in price from a few copper coins to 50
gp for more colorful, imported specialties from off-world.

Creatures: Unfortunately for Kaetrix, Lomrick has already
learned of her search for Relstanna, and he may even be aware
of the PC'’s recent actions and intentions to find him, as well,
if they've rolled poorly on any skill checks intended to gather
information about him or displayed a lack of discretion during
their investigation. As a result, Lomrick intends to rid himself
of anyone looking into the problem and does so through the
proxy of another local gang.

The Skaardorn Skulks represent a family of wererats whose
ancestors settled Zel-Argose generations ago. The entire gang
is related to one another to varying degrees, and, while klaven
are normally Lomrick’s preferred weapon of choice in violent
confrontations, the Skulks have a proven reputation as problem-
solvers who can’t be easily traced back to anyone. Lomrick also
admires their intelligence and physical adaptability which




appeals to his scientific curiosity. When the PCs arrive at the
Weave Runner, most of the bar’s patrons are in the process
of hastily exiting the establishment to avoid a pending
confrontation between Kaetrix and the Skulks. The stat-
blocks for the Skaardorn gang members reflect that they've
assumed their bestial, rat-like humanoid forms. This combat
encounter presumes Kaetrix will assist the party as an NPC
ally. Her Challenge is treated as 2 for these purposes, since
her most effective form of attack, her swords, is useless against
the Skulks. If necessary, also use the bartender (use thug®*”
statistics), although such a character shouldn’t play a significant
role in the encounter.

Development: If the PCs defeat or drive off the Skaardorn
gang, Kaetrix expresses her gratitude and admiration for their
capabilities, even going so far as to mention them living up to
any reputation she’s heard about them since they arrived in Zel-
Argose. In fact, she describes their exploits in enough detail that
any PC who succeeds on a DC 13 Wisdom (Insight) check should
ascertain she’s well-connected in the city, even if her contacts
came up short in warning her about the Skaardorn. If any of
the Skulks survived the battle and the PCs interrogate them, the
gang members attempt to bargain for their lives. If promised
their freedom (or demoralized with a successful Charisma
(Intimidation) check) they reveal Relstanna is a kidnapped
elali which Lomrick believes can fix an important gate to a
previously unknown planet—a task on par with performing a
minor miracle in their eyes, and not one they expect to succeed.

Eventually, Kaetrix fully introduces herself and explains her
interest in Lomrick, as well as her working relationship with
Relstanna. While she refrains from sharing their membership
in the Bellianic Accord, she tells the PCs she believes Lomrick
kidnapped her employer as part of a Hegemony plot. If the PCs
haven't yet learned about the Hegemony, Kaetrix educates them
on the group’s shadow war with the Accord, further explaining
that both have their roots in a much older interstellar conflict
between the mythic entities—known only as the Patrons and
Principalities—who created the gates between worlds.

While Kaetrix hasn’t yet divined the full motive behind
Relstanna’s abduction (other than general espionage), she’s very
interested in any information the Skaardorn Skulks provide.
She also managed to locate Lomrick’s well-guarded estate in
Zel-Argose. Aside from helping the PCs take their revenge on
the jagladine, she’s also prepared to offer them a reward of 2,000
gp if they can rescue Relstanna in the process. In fact, if the PCs
share their current predicament and desire to return to their
homeworld, she acknowledges that Relstanna can probably aid
their cause better than anyone else on Argosa.

Unless the PCs insist upon (or need) her direct help, Kaetrix
proposes they confront Lomrick without her, while she seeks
out other contacts to occupy any klaven reinforcements in Zel-
Argose which the Hegemony might send to aid the jagladine.
Optionally, she can also join the party as an NPC ally, but this
may require adjustments to the difficulty of the encounters in
Part Three.

KAETRIX, CATFOLK SNEAK

Medium humanoid (catfolk), chaotic good
Armor Class 15 (studded leather)

Hit Points 32 (5d8 + 10)

Speed 30 ft.

STR DEX CON INT WIS CHA
10 (+0) 16 (+3) 14(+2) 13(+1) 15(+2) 14 (+2)

Saves Str +2, Dex +5

Skills Athletics +2, Investigation +3, Perception +4, Stealth +5
Senses darkvision 6o ft., passive Perception 15

Languages Catfolk, Common

Challenge 3 (700 XP)

Cat’s Luck (1/Day). When the catfolk sneak makes a Dexterity
saving throw, she can choose to do so with advantage.

Colossus Slayer (1/round). When the catfolk sneak hits a
creature with less than full hit points with a weapon attack
she deals an extra 1d8 (4) weapon damage.

Favored Enemy. Against humans and klaven, the catfolk sneak
has advantage on Wisdom (Perception) checks made to
track, and on Intelligence checks to recall information.

Spellcasting. The catfolk sneak is a 3rd level spellcaster. Her
spellcasting ability score is Wisdom (spell save DC 12, +4
to hit with spell attacks). She knows the following ranger
spells:

1st level (3 slots): alarm, cure wounds, hunter’s mark



https://www.5esrd.com

Sprinter. When the catfolk sneak takes the Dash or Disengage
action her speed increases by 10 feet for the rest of her turn.

Combat Gear. Potion of greater healing (2).

Other Gear. 20 silvered bullets, component pouch, thieves’
tools.

ACTIONS
Multiattack: The catfolk sneak makes three melee attacks:

two with her scimitar and one with her shortsword or two
ranged attacks.

Scimitar. Melee Weapon Attack. +4 to hit, reach 5 ft., one target.
Hit: 6 (1d6 + 3) slashing damage.

Folding Rifle. Melee Weapon Attack. +5 to hit, range 150/600 ft., one
target. Hit: 7 (1d8 + 3) piercing damage. This rifle folds into
a small case, making it hard to notice when being carried.
Creatures examining the catfolk sneak have disadvantage on
Wisdom (Perception) checks to notice the weapon when it is
folded. It requires two actions to fold or unfold the rifle, and
it cannot be used unless unfolded.

SKAARDORN SKULKS (4

XP 450 each
hp 33 each (see SRD, wererat)

Rapier (Human or Hybrid Form Only). Melee Weapon
Attack: +4 to hit, reach 5 ft., one target. Hit: 6 (1d8 + 2)
piercing damage.

Combat Gear: potion of healing

Other Gear: 32 gp, thieves’ tools

D2. Stock RooMm

Stacks of crates and boxes line the walls of this
rectangular room, along with several barrels and
kegs. Two doors exit the room to the west and
south.

This is the Weave Runner’s stock room
where the establishment stores its excess
liquor, beer, and ale. The door to the west
leads to a back entrance, but the barman
keeps it locked (DC 25 Dexterity check with
thieves’ tools to open). The south door is
usually unlocked during operating hours,
watched over by the tavern staff.

D3. LAVATORIES

A short hallway leads to a men’s and
women’s lavatory. These areas are otherwise
unremarkable.

LOMRICK7

PART 3: THE FALL OF LOMRICK

At this point in the adventure, the PCs should have finally
discovered the location of Lomrick’s residence in Zel-Argose—a
city dwelling the jagladine purchased through intermediaries
to use as an alternate base after the securing the uncharted
gate to Garsilt in the temple ruins east of the city. The gate’s
subsequent malfunction, in addition to the discovery of the
genetic markers in the species represented by the PCs, created
a desperate situation for him. The Scions of the Celestial Helix
need a wide sampling of their species’ genes to assemble the
right “key” to release the god-like Principalities from their
dimensional prison. Zealously dedicated to this cause, Lomrick
believes he can realize this apocalyptic prophecy in his lifetime,
playing an integral role in bringing it to fruition.

To carry out this duty, Lomrick needs to repair the gate
on Garsilt. And, for centuries now, the Ultari Hegemony has
perpetuated a belief that certain members of the Bellianic
Accord know how to restore Patron gates to full functionality.
They especially believe this of any Accord agents secretly
living on Argosa—which holds the distinction of being one
of the few worlds to ever willingly sabotage and deactivate an
interplanetary gate. As a result, Lomrick’s agents sought out any

— — —SECOND~STORY— — =
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knowledgeable scholars of Argosan history and Patron artifacts,
eventually targeting the elali seer, Relstanna. He now holds her
prisoner, subjecting her to relentless interrogations and mental
assaults in an effort to force her to reveal the Accord’s secrets
about the gates. This is a more serious crime than simple
kidnapping, as the Coteries cannot blithely ignore such an act
if it comes to light. But Lomrick’s need also matches that of
the PCs, as Relstanna’s knowledge represents the best hope of
restoring the gate on Garsilt so they can return home.

If the PCs seem a bit lost or unclear of their motivations,
feel free to have Kaetrix help them puzzle it out. The jaskirri
lacks an understanding of Lomrick’s full agenda, but if the
PCs came through a malfunctioning gate, she can guess the
jagladine kidnapped Relstanna in an attempt to fix it, and
the very same gate must have included a direct connection to
their homeworld.

LoMRick’s MANSE

Lomrick bought his two-story estate in an upper-class district of
Zel-Argose to use as an urban hideout, operating the compound
in the same fashion as a coterie focused on storing stolen
goods—in the form of Patron artifacts—until he can transport
them off-world to his masters within the Ultari Hegemony. He
also excavated additional rooms for a private laboratory and
klaven spawning ground beneath it, abducting lone travelers
or homeless vagabonds from the city streets to grow the
Hegemony’s presence on Argosa. The PCs can approach his
property from the back or front (north or south, respectively,
on the map), but his hired servants refuse to admit anyone. For
additional security, the structure has few windows at ground
level, but the second story includes two, 15-foot-high balconies
reachable with a successful DC 15 Strength (Athletics) check to
climb using the sculpted columns at the south entrance or the
vegetation of the rear garden (at area E8). If the PCs choose to
test the windows anyway, Lomrick has reinforced them with
iron bars (AC 18, 40 hp, break DC 22) which prevent all but a
Tiny creature or smaller from squeezing through. Unless
otherwise noted, the ceiling height inside the manse reaches 15
feet, including the newly added underground chambers.

Note, Zel-Argose has no actively patrolling city-watch, other
than agents of the Office of the Auditor who typically limit
their regulation to business and trade. Consequently, most
homes maintain their own private security, and the PCs should
have already learned this after spending at least a few weeks in
Zel-Argose. If not, Kaetrix can certainly advise them of such,
particularly if they seek her assistance in planning an assault
on Lomrick’s estate.

E. FRONT ENTRANCE

The estate’s front door is kept locked at all times and requires
a DC 20 Dexterity check with thieves’ tools to open. A small
panel allows those inside to respond to those seeking entrance
without having to open the door.

Creatures: In the unlikely event the PCs approach the house
and knock during daytime hours, two servants answer, appearing
obviously nervous at the sight of an armed group. If the PCs
request to speak to the master of the house, they politely explain
he is not receiving guests without appointments. If the PCs press
them with a successful DC 12 Charisma (Intimidation) check,
the servants adopt pleading looks and ask if they can just leave,
whimpering that they only work for the jagladine to feed their
children, and claim they know little else about Lomrick’s affairs.
Truthfully, they do not. They do, however, know that monstrous
klaven roam interior of the house, but Lomrick restricts their
access to the rest of his home. The servants do not live in the
house itself, but clean, sweep floors, and prepare meals during
the day.

If the PCs approach during the evening, the balcony includes
a klaven sentry which relies on its nanite exchange ability to
warn others of its kind deeper within the compound. Unlike
the hired servants, it has no reservations about defending
Lomrick’s home.

HOUSE SERVANTS (3

XP 10 each

hp 4 each (see SRD, commoner)

KLAVEN SHOCKTROOPER

XP 200
hp 32 (see page 638)

E1. Foyer

The stone floors of this front foyer are swept clean and polished. Four
columns support each corner to provide support for the ceiling and a
sense of ornamentation. Two sets of double doors lead east and west,
while an open archway to the north reveals a curving staircase to the
second floor.

This room serves as a gathering area for visitors, but Lomrick
receives very few of them. If the PCs generate an excessive
amount of noise here (such as breaking down the main door),
they may attract attention from the nightskulks in area E2 and
the klaven from area E11.

E2. PARLOR

A well-worn path leads to this two-story, stone dwelling. Two,
decorative columns flank a small stoop before a massive wooden door
indicating the home’s main entrance, and a 15-foot balcony looks down
from above.

A large, round table occupies the center of this room, low to the ground
and with a hookah resting in its center. Floor pillows encircle it, while
divans line the walls with small end tables to flank them. A window is
set in the west wall with curtains pulled and crossbars in place to ensure
no exterior access to the manse. The pungent, heady scent of smoke from
an unknown plant lingers in the air. Double doors exit east.



https://www.5esrd.com

1 L ' % .
et T LRt g o B m‘;v'wi.q-iw-;?ﬁ'fﬁw 4 > o=

. To WorLps Unkyown - P

!

ART 3

The manse has few windows at ground level, but this room
contains one of them. During the day, the breaks between
the curtains let in enough illumination to produce dim light
conditions. At night, a lit candle rests on the center table. A
euphoric, tobacco-like substance fills the hookah, but it has no
especially addictive properties. An unlocked drawer contains a
large pouch of this mild drug, worth 50 gp on the open market.

Creatures: A pair of Skaardorn nightskulks lounge here. They
belong to the same gang Lomrick hired to eliminate Kaetrix
but remained behind to supplement the klaven guarding his
manse. If the rest of the Skaardorn never returned from the
Weave Runner, they've grown more concerned about tying
their fortunes to that of their jagladine employer, allowing his
house servants to answer the front door, and only attacking if’
confronted by strangers or the sound of trouble.

Treasure: One of the Skulks carries a handy haversack, which
the gang uses to stash stolen goods from various robberies.
Currently, it contains 1,500 gp as part of their retainer from
Lomrick, as well as another 600 gp in decorative art objects
they've pilfered from his home.

Development: The nightskulks flee or surrender if reduced
to 5 hit points or less. If detained and demoralized with a
successful DC 14 Charisma (Intimidation) check, they cooperate
by offering any information they can, knowing that Lomrick
keeps a secret laboratory somewhere on the house grounds,
but he never shared its location with them. If pressed, they also
know about the klaven sentry (at area E1x).

SKAARDORN SKULKS (2

XP 450 each
hp 33 each (see SRD, wererat)

Rapier (Human or Hybrid Form Only). Melee Weapon Attack: +4
to hit, reach 5 ft., one target. Hit: 6 (1d8 + 2) piercing damage.

Combat Gear: potion of healing
Other Gear: 32 gp, thieves’ tools

E3. STUDY

A polished wood desk sits parallel to the north wall here, with a large
chair behind it. A complicated brass orrery, no larger than a map globe,
sits on one corner of the desk. Ornate rugs cover the floor and lend
a more comfortable and luxurious ambiance. Paintings of strange,
inhuman cities decorate the walls, their architecture suggestive of
geometric insect hives. A few bookcases stand against the far walls,
and a set of double doors exits west.

Lomrick uses this room as a study, though he keeps his more
sensitive research in his laboratory downstairs. The paintings
represent cities on worlds where the jagladine emerged as
the dominant species, and the orrery represents Argosa’s
unique solar system (see the Chapter 12: The Legendary
Planet Universe). The collective works among the bookshelves
detail further information about Argosa’s history, as well as
the unique races which eventually migrated through its many

interplanetary gates. The more valuable volumes represent an
eclectic range of theories on nature, magic, and science.

Trap: Lomrick’s desk includes a complex lock (requiring a
successful DC 20 Dexterity check with thieves’ tools to open), as
well as a spring-loaded poison blade trap which activates when
anyone attempts to open or pick the lock. A creature pricked
by the blade takes 1d4 piercing and 3d6 poison damage and
must succeed on a DC 13 Constitution saving throw or take an
additional 3d6 poison damage and be poisoned for 1 hour. It
requires a successful DC 20 Intelligence (Investigation) check to
locate and a DC 15 Dexterity check with thieves’ tools to disarm.

Treasure: The brass orrery weighs 25 lbs. and carries a
scientific and artistic value of 300 gp. The three alien landscape
paintings are each worth 100 gp to a collector. And, a successful
DC 10 Intelligence (History) check identifies four volumes
among the bookshelves that would fetch 150 gp each in the
specialty markets of Zel-Argose.

Lomrick’s trapped desk drawer contains several pieces
of private correspondence with the Scions of the Celestial
Helix, including a series of reports from individuals who only
identify themselves with a single letter followed by a number,
for example “Q3”. They detail the movements and activities of
an individual named “Relstanna.” Several notes also designate
a “Supervisor Garabool” outlining expense vouchers for “local
contractors pursuant to various operations.” A cryptic scrawl
adds, “An esteemed colleague has agreed to lend assistance in
managing the elali seer so her mental tricks won't avail her. My
colleague has no concept of finances, however, so we may owe
an unspecified favor in the future. As ominous as that sounds, I
know this creature—and I think the situation warrants it.” For
the GM’s benefit, this refers to the cerebric fungus in area E16.

A red, leather-bound book also appears in Lomrick’s desk,
but a successful DC 13 Intelligence (Nature) check recognizes
the hide is too thin and supple to come from a domesticated
animal and the leather may have a humanoid origin. The book’s
contents are written in Utari and it represents a religious
treatise called The Sanguine Key. It takes 1d3 days to fully read
and provides a general introduction to the Principalities
and the faith of the Scions of the Celestial Helix. The final
chapter tells a story of how the hated Patrons locked away the
Principalities, but the Sanguine Key may one day affect their
release. As a note to the GM, this is an early hint to the larger
story of the Legendary Planet Adventure Path.

Lomrick’s desk drawer also contains a chrome scorpion figurine
of wondrous power (see page 550), and a scroll of remove curse.

E4. MAIN STATRCASE

A set of polished hardwood stairs with handrails rises in the center of
this chamber to a second floor above. Open archways lead north and
south, while four doors exit east and west, two on each side.

Creatures on the first “L”-shaped section of the stairs are
visible from the ground floor. This area otherwise contains no
special features.
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Es. DiniNnGg Room

A polished hardwood table runs down the center of this room,
surrounded by comfortably padded chairs. Two large, barred windows
reside in the western wall with the curtains drawn, and brass light
fixtures decorate the corners of the room, as well as a small chandelier
hanging above the table. Two doors exit east, while a third leads north.

This room has no unusual features, though the furnishings
reflect quality craftsmanship. During the day, breaks between
the curtains admit a dim light, but the room is completely dark
if the PCs arrive at night.

Creature: Over the course of jagladine advancement into one
of the Hegemony’s elder races, they developed a cultural rapport
with a great number of intelligent oozes, including a special breed
of slithering tracker. These creatures receive great respect in
jagladine society, and often reside in their households to bolster
defenses as guards or assassins in exchange for food and shelter.
As such, Lomrick brought one with him to Argosa, smuggling it
through customs by temporarily rendering it inert with a special
chemical compound. Though unable to speak, the tracker has a
perfect understanding of Deep Speech, a language which Lomrick
uses to direct it. The ooze currently clings to the underside of the
dining table, partially coiled around one leg where it has cover to
hide unless a light source is lowered to the floor.

If it goes unnoticed, the slithering tracker silently begins to
follow any group of creatures it believes to have entered the
residence without permission. It knows everyone Lomrick
has previously allowed in the manse, including the jagladine’s
house servants and klaven sentries. This particular sub-species
of slithering tracker also has the compression special ability,
which permits it to glide underneath closed doors in the manse
without squeezing or loss of movement. This enables the
tracker to follow the PCs until it finds an opportune moment
to launch a surprise attack. The GM should be careful however,
when combining encounters.

SLITHERING TRACKER

Medium ooze, neutral
Armor Class 13

Hit Points 102 (12d8 + 48)
Speed 10 ft., climb 10 ft.

STR DEX CON INT WIS CHA
14(+2) 16(+3) 18(+4) 11(+0) 10(+0) 5(=3)
Skills Stealth +5

Condition Immunities blinded, deafened, exhaustion, prone
Senses passive Perception 15

Languages understands Deep Speech but can’t speak
Challenge 4 (1,100 XP)

Amorphous. The slithering tracker can move through any
space at least 1 inch wide without squeezing.

False Appearance. While the slithering tracker remains

motionless it is indistinguishable from a puddle or wet
sheen. A creature that steps into a slithering tracker is
automatically hit by a pseudopod.

Grappler. The slithering tracker has advantage on attacks
against creatures it is grappling,

Paralysis. A creature hit by the tracker’s pseudopod must
succeed on a DC 14 Constitution saving throw or be
poisoned for 1 minute. While poisoned in this way the
creature is paralyzed. It can repeat the saving throw at the
end of each ofits turns, ending the paralysis on a success,
but it remains poisoned for the full duration.

ACTIONS

Multiattack. The slithering tracker makes two pseudopod
attacks, and if it is grappling an incapacitated creature it can
use blood drain.

Pseudopod. Melee Weapon Attack: +5 to hit, reach 5 ft., one target.
Hit: 6 (1d6 + 3) bludgeoning damage and the target is grappled
(escape DC 12). The creature is subjected to the tracker’s
Paralysis trait, and blood drain attack. The slithering tracker
can grapple two creatures, one with each pseudopod, and
each pseudopod can only attack the creature it is holding.

Blood Drain. One incapacitated creature other than a construct
or undead grappled by the slithering tracker loses 14 (4d6)
hit points due to blood loss.

E6. GuesT RooMms

This small chamber contains a made bed with an adjacent nightstand.
A small writing desk sits in the southwest corner next to a small,
wooden chest.

Each of these rooms were part of the manse’s original
construction and intended for quartering guests or
houseservants. Lomrick has no need for such full-time services
from his hired staff, and he transforms visitors who overstay
their welcome into more klaven footsoldiers. As a result, these
rooms currently remain unused.

E7. KrTCHEN

This room bears all the implements of a well-run kitchen and includes
an interior stone well in its northwest corner opposite a woodstove. A
stained butcher’s block rests in the center of the room, and multiple
shelves and a spice rack hang along the northeast wall. The strange
scent of something sour mixed with brine lingers in the air.

This room presents a tidy composition, but the lingering
smell has a decidedly unwholesome quality to it. This is partially
due to the exotic spices and marinades Lomrick prefers in his
meal preparation. An examination of the spice rack reveals
substances wholly unpalatable to most other humanoids.

Treasure: A successful DC 18 Wisdom (Perception) check
while examining the various spices reveals a small, lime-green
pill with a magical aura (a volatile vaporizer [see page 546)).




E8. REAR GARDEN

The rear of the manse encloses an open-air garden backed by a tall, stone
wall set with a wrought iron gate. The garden itself includes well-tended
walking paths between the gate and an open archway leading inside.
A solitary, stone door enters the side of the building to the east, and a
second-floor patio overlooks the garden from the south side.

The rear wall is 15-ft. tall with almost no handholds, which
requires a successful DC 15 Strength (Atheltics) check to scale,
and the hinged gate includes an iron lock (DC 20 Dexterity
check to unlock). Otherwise treat the gate as an iron portcullis
(AC 19, 40 hp, break DC 25). The door to the east leads to the
underground laboratory complex Lomrick added to the manse,
and he keeps this entrance secure with an arcane lock (DC 30
Dexterity check to bypass).

Creatures: This area appears to be a security weak point, but
Lomrick keeps two additional “pets” on permanent guard duty
here. Two vampire roses situate themselves in the soil flanking
the gate and, like many jagladine-inspired horrors, Lomrick
keeps them for future study and potential weaponization.
He has trained the plants not to enter the house or leave the
garden, and the houseservants never enter this area without a
klaven escort. The plants do not attack Lomrick, as they have
instinctively learned he keeps them fed and the jagladine always
carries a special repellant to discourage any aggressiveness.

Development: The roses act as superb guardians by day or
night, but they also challenge stealthy PCs to remain quiet.
If alerted to any intrusion, two klaven posted at area Ei1 may
respond by emerging on the north balcony, granting them a
clear field of fire with their spur rifles into the garden.

AMPIRE ROSES (2

Small plant, unaligned

Armor Class 12 (natural armor)

Hit Points 33 (6d6 + 12)

Speed 20 ft.

STR. DEX CON INT WIS CHA
12(+1) 12(+1) 15(+2) 10(+0) 10(+0) 10 (+0)

Damage Vulnerabilities fire
Damage Resistances piercing
Condition Immunities blinded, deafened, exhaustion

Senses blindsight 30 ft. (blind beyond this radius), passive
Perception 10

Languages understands Jagladine but can’t speak
Challenge 1 (200 XP)

Entrancing Fragrance. The delicate scent of a vampire rose is
compelling and enticing. Humanoids within 15 feet of the
plant must succeed at a DC 12 Charisma saving throw or
become charmed by it. While charmed, they move towards
the plant on their turn. An affected creature can attempt
a new saving throw each round at the end of their turn to
break the effect. Creatures with keen scent or a similar trait

have disadvantage on this saving throw. Creatures with
resistance to poison damage gain advantage on their save
against this effect, while those immune to poison damage
are immune to it.

False Appearance. While the vampire rose remains motionless
it is indistinguishable from a normal flower bush.

Grappler. The vampire rose has advantage on attacks against
creatures it is grappling.

ACTIONS

Multiattack. The vampire rose makes two rake attacks and uses
blood drain.

Rake. Melee Weapon Attack. +3 to hit, reach 5 ft., 1 target. Hit: 4 (1d6 +
1) piercing damage and the target is grappled (escape DC 12).

Blood Drain. One creature other than a construct or undead
grappled by the vampire rose loses 3d6 (10) hit points due to
blood loss.

Eg. LARDER

Rows of shelves line this small, stone-floored room. Each one bears a
number of crates, bottles, and other stored foodstuffs. Doors exit west
and north.

This larder contains nothing particularly valuable other than
a half-dozen pricey bottles of wine worth 25 gp each. None
of the food has spoiled yet, but if the PCs spend more than
a round searching the storeroom, they find some of it to be
wholly unpalatable to human tastes. For example, containers
of dried insects, pickled animal brains (a few of which look
suspiciously humanoid), and a box of fertilized topsoil hosting
a collection of fat, juicy worms all have their place among the
food supplies. Other, more standard fare such as fruits and
vegetables also exist. The door to the north remains unlocked.

E10. GARDEN STORAGE

Garden tools, such as rakes, hoes, and watering pails line the north and
west walls of this chamber. Burlap sacks of seed and flower bulbs rest
on the stone floor. A single door exits south.

This seemingly innocuous room is actual the entrance
to Lomrick’s underground laboratory which he added to
the manse shortly after purchasing it. A successful DC 20
Intelligence (Investigation) or Wisdom (Perception) check
locates a secret door in the northeast corner, leading to a 15-foot
stairway descending south.

E11. UprpPER LANDING

The landing of this upper floor surrounds an open staircase descends to
the lower level. A door exits south, while an open archway leads north
to a small balcony providing a clear view of a walled garden below.

The stairs are open such that creatures are visible from this
landing on the top-most “L”-shaped section of the staircase.
The door to the south has a lock (DC 20 Dexterity check to
open) but remains open while any klaven have stationed
themselves here.




Creatures: Two klaven shocktroopers serve as sentries here
to protect the manse from intruders. This location also keeps
them out of sight of visitors and passersby at street level. They
have Lomrick’s permission to enter area Ei2 and, from there,
they can stand on the balcony to observe creatures at the front
of the house and fire their spur rifles, if necessary. The same is
true if they hear sound through the archway to the north from
the garden. If they become aware of intruders downstairs they
don't hesitate to respond.

KLAVEN SHOCKTROOPERS (2

XP 200 each

hp 32 each (see page 638)
Other Gear keys to areas Eg and E12.

E12. MASTER BEDROOM

This room contains a large bed positioned along the east wall, flanked
by a pair of nightstands. A full-length mirror in a wood frame stands in
the northwest corner across from it, and thick rugs cover the hardwood
floor. Three doors exit north, south, and southwest.

Lomrick reserves this bedroom for himself but spends far
more time in his underground laboratory since his return from
Garsilt. Although furnished for a human, the room contains
nothing of value. The southwest door opens into a small
closet where Lomrick keeps a few clothes, mostly four-armed
jagladine apparel for practical purposes meant to blend into
other cultures on different planets or designate rank within
the Hegemony. The southern door leads to the front balcony.
It includes a lock (DC 20 Dexterity check with thieves’ tools to
open), but the klaven guards (in area E11) leave it unsecured at
night so they can access the balcony more quickly.

E13. SECURE HALLWAY

This wide corridor has a rough, unfinished feel to its walls and floors
compared to the building above. A damp, earthy smell permeates the
air, and the hallway extends east to west before finally turning south.

Note, this corridor and subsequent areas are unlit, as all the
current occupants have darkvision.

Creatures: Two klaven shocktroopers remain stationed here
to protect the underground laboratory from intruders. They
attack without hesitation, but if hard-pressed, they withdraw
towards area E18 so their nanite exchange ability can reach the
rest of the klaven and warn Lomrick.

KLAVEN SHOCKTROOPERS (2

XP 200 each
hp 32 each (see page 638)

E14. MORGUE

Three gurneys extend from the west wall of this long, rectangular
room. Each bears a humanoid body covered with a bloodstained
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UNDERGROUND LAB

sheet. A metal table stands askew from the southernmost gurney, and
another bears a neat row of surgical implements near the far wall. The
sweet, sickly smell of blood is almost overpowering here, and a single
door provides the only exit to the north.

The door to this makeshift morgue remains unlocked, as
Lomrick prefers unimpeded access when delivering the
bodies of failed test subjects here. The first two gurneys have
actual human cadavers under their bloody sheets, and casual
examination suggests a precise surgical dissection with the
removal of small bones and vital organs. The surgical tools and
equipment all appear very well-cleaned.

Creature: The southern gurney bears a skinstitch beneath
its sheet. Upon hearing the PCs, it sits upright, bending at the
waist with a smooth, unnatural motion before sliding off the
gurney to lumber towards them and attack. Although Lomrick
can command the undead creature, he has little interest in it,
as the skinstitch resulted from a failed early experiment with
a derivative golem manual. Its default instructions are to attack
anyone other than Lomrick or a klaven which enters the morgue.

PATCHWORK CORPSE

XP 450
hp 85 (see SRD, ogre zombie)
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E1s5. K1AvEN CONVERSION TANKS

An unpleasant, coppery tang of harsh chemicals wafts from this room
as the door is opened. Two, large wooden vats sit on the floor, each
filled with an unwholesome green fluid pumped into them from an
adjacent, box-like apparatus. A single door leads south.

The devices in this room should present a familiar sight to
the PCs by now, as they've likely encountered similar klaven
conversion tanks on Garsilt and the temple ruins when they
first arrived on Argosa. Lomrick has no current specimens
undergoing transformation, but the equipment clearly indicates
he has the means, if necessary, and already bear signs of recent
use. The PCs can destroy this equipment with a few minutes of
effort, but such an action creates considerable noise and releases
an even greater chemical reaction polluting the air.

F16. RELSTANNA’S PRISON

This immense, hexagon-shaped room has four short extensions
branching out from the main chamber at each of the four, cardinal
compass points. Another smaller chamber, seemingly made of glass,
sits in the center, its walls extending from a gleaming metal and
connecting to a similar enclosure attached to the stone ceiling 15 feet
above. The structure includes the vague outline of a glass door on

its eastern face, and a standard door exits the greater room to
the east.

The door to this room’s glass enclosure has been
sealed with an arcane lock, causing it to require a DC
30 Strength check to breach. Its magically treated walls
prove far tougher than actual glass (AC 17, damage
threshold 10, hp 28, break DC 25), and radiate a
moderate abjuration aura effectively blocking
both sound and telepathic communication.

Creatures: The glass enclosure currently
holds the elali seer Relstanna as Lomrick’s
prisoner. Once the PCs enter the room,
she attempts to stand, staggering slightly
from hunger and dehydration. At first,
she regards them with curiosity, as she’s
only interacted with Lomrick, his klaven,
and her current jailor—a cerebric fungus
named Aardregghr—in the underground
laboratory. Upon realizing they have no
association with her jagladine captor, she
pounds on the glass wall with her fists
and gestures to warn them of Aardregghr’s
presence. Her distress only serves to attract the
attention of the cerebric fungus, however, a_n
it trundles forth from the uppermost alcove
north of her enclosure. Relstanna’s hit
points are reduced in this encounter due to
the interrogation techniques used upon her by
Lomrick, and she has 4 levels of exhaustion.
Likewise, she cannot use her spell-like
abilities until she finishes a long restand -
gets sufficient food and water.
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Aardregghr represents the mysterious “colleague” Lomrick
identified in his correspondence with the Scions of the Celestial
Helix (found in his desk at area E3). The cerebric fungus has a
unique immunity to most of Relstanna’s powers, and it relishes
the repeated intrusions upon her mind. Once it becomes aware
of the PCs, Aardregghr casts invisibility to quietly observe them
and their interaction with Relstanna. If they attempt to free the
elali, however, Aardregghr attacks, using the 5-ft.-wide alcove to
protect itself from being surrounded while attacking anyone
approaching it with the greater reach of'its tendrils.

Development: If the PCs defeat Aardregghr but fail to break
the glass enclosure or disable its door, Relstanna slowly traces
the letters for the word “key”, and then she points south towards
Lomrick’s lab. If the PCs do manage to liberate her, she’s far too
weak to help them fight the jagladine. She does, however, pledge
to aid them in return for rescuing her.

Before Combat: Aardregghr casts invisibility to hide, then
follows with levitate as it observes any intruders.

During Combat: The fungus prefers to fight from one of the
room’s alcoves but floats up to the 15-foot-high ceiling with
levitate so it can continue attacking creatures on the ground
with the greater reach of its tendrils. Alternatively, if it can
keep out of reach, it uses crown of madness to turn a ranged

attacker against the PCs.

Morale: Aardregghr fights to the death.

RELSTANNA
XP 1,100

Female elali (see page 676)
Hp 55 (currently 10)

AARDREGGHR

Medium plant, neutral

Armor Class 14 (natural armor)

Hit Points 58 (9d6 + 27)
Speed 20 ft.
STR DEX CON INT WIS
CHA
14 (+2) 11 (+0) 16 (+3) 13(+1) 18(+4)
16 (+3)
Skills Deception +5, Perception +6,
Stealth +2

Damage Vulnerability thunder
Damage Resistance cold
Damage Immunity psychic

‘L Condition Immunities blinded, charmed,
deafened, exhaustion, frightened, paralyzed

Senses blindsight 60 ft. (blind beyond this
radius), passive Perception 16

Languages telepathy 100 ft.
Challenge 4 (1,100 XP)




Otherworldly Mind. Any creature attempting to contact
a cerebral fungus’ mind or read its thoughts with a
divnination spell or similar ability take 4d6 (10) psychic
damage and act randomly as if affected by a confusion spell
for 1 minute. A successful DC 13 Charisma saving throw
halves the damage and negates the confusion. In either case
the divination effect ends immediately. A confused creature
can repeat the saving throw at the end of its turn, ending
the effect on itself on a success.

Innate Spellcasting. The cerebral fungus’ innate spellcasting
ability is Charisma (spell save DC 13, +5 to hit with spell
attacks). It can innately cast the following spells, needing
only verbal components:

At will: detect thoughts

3/Day each: calm emotions, crown of madness

Spellcasting. The cerebral fungus is a 4th level spellcaster. Its
spellcasting ability is Charisma (spell save DC 13, +5 to hit
with spell attacks). It knows the following sorcerer spells:

Cantrips (at will): acid splash, chill touch, mage hand, minor
illusion, prestidigitation

1st level (4 slots): grease, magic missile, shield

and level (3 slots): invisibility, levitate

Unsettling Appearance. The cerebral fungus constantly scans
the minds around it, and projects unsettling images gleaned
from their thoughts. Creatures that start their turn within 6o-
feet that can see the fungus must succeed on a DC 13 Wisdom
save or be frightened until the start of their next turn.

ACTIONS

Multiattack. The cerebral fungus makes three attacks: two with
its tendrils and one with its bite.

Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. Hit: 5
(1d6 + 2) piercing damage plus 7 (2d6) poison damage.

Tendril. Melee Weapon Attack: +4 to hit, reach 15 ft., one target. Hit:
4 (1d4 + 2) bludgeoning damage plus 3 (1d6) poison damage
and the target is pulled 5 feet toward the cerebral fungus.

Star-Shriek (Recharges on Long Rest). All creatures other than
cerebral fungi within 30 feet who can hear the fungus
must succeed on a DC 13 Widsom saving throw or be
incapacitated for 1 minute. A creature can repeat the save at
the end of its turn, ending the effect on itself on a success.

E17. UrBAN AssaurLT DEPLOYMENT CHAMBER

This octagon-shaped chamber contains a smaller, square glass
enclosure centered on the floor. A dense, roiling mist fills this box-like
structure and an occasional thud sounds from within. The outline of
a glass door appears on its north facing, and the walls of the glass
enclosure run from a gleaming metallic floor to the stone ceiling 15 feet
above. Two sets of double doors exit the exterior room to the north and
west. A 5-foot-wide hole appears in the floor to the southeast.

Neither set of exterior doors are locked in this room, but the
box-like glass enclosure has similar characteristics as the one
located in area E16 (hardness 8, hp 14, Strength DC 25), except
it has no magical enhancement to block sound or telepathy,
and it lacks an arcane lock. The northeast hole in the greater
chamber’s floor descends five feet before entering a narrow
tunnel which eventually leads to an underground cistern
feeding into the city’s sewer system. It’s far too narrow to use as
an escape tunnel, even for Small humanoids.

Creature: This enclosure contains one of the worst of
Lomrick’s nightmarish experiments—a gibbering mouther
lurking within the roiling mist. The beast attacked Zel-Argose’s
water treatment plant some years ago, and Lomrick curried
favor with the Coterie’s joint council, the Peerage, by offering to
destroy it for them with jagladine chemical compound. In reality,
he captured the creature and placed a mindslave harness on it
(see The Assimilation Strain for more details on these alchemical
devices), enabling him to control its actions. Though Lomrick
lacks a device to telepathically communicate with the mouther
from a larger distance, it obeys his direct commands. Lomrick’s
last instruction directed it to apply its ground manipulation
ability to create the underground tunnel leading to the city’s
sewer. Should the Coterie ever act against him, he plans on
turning the mouther against the citizens of Zel-Argose as a
possible distraction while he affects his own escape.

When the PCs approach or pass near the glass enclosure, the
mouther flings its bulk against the transparent walls. For an
instant, its many eyes study the heroes intently, and observant
PCs may notice a sickly green-gray biomass on its wrinkled skin
with a successful DC 20 Wisdom (Perception) check. If the PCs
participated in the prequel adventure The Assimilation Strain, they
may recognize this patch as a mindslave harness. Shortly thereafter,
all the creature’s many mouths begin to laugh, slowly at first and
then with greater intensity. The following round it demonstrates
it can open its own cage, and slithers forth to attack intruders.

Development: Unlike Lomrick’s klaven guards, the gibbering
mouther still knows fear, and if reduced to 10 hit points or less,
it attempts to flee into the sewers unless Lomrick is on hand
to countermand it. If it escapes and the PCs slay Lomrick, the
mother continues to roam Zel-Argose, likely creating further
problems for the city.

GIBBERING MOUTHER

XP 450
hp 67 (see SRD)

E18. TEsT AND TRAINING ROOM

A strong chemical smell pervades this long chamber, but lacks a
singularly distinct odor, as if formed by a mélange of substances
blended over time. The stone floor bears numerous stains, streaks, and
slight pitting by corrosive elements, and weapon racks hang along the
opposing walls. The entire chamber funnels itself like a cone towards
the south, eventually ending before a solitary door. Another set of
double doors exits north.
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Lomrick practices his clinical trials with various alchemical
mixtures in this chamber, many of them designed for
military applications. The cone-shaped room affords him the
opportunity to throw bombs safely and study their results.
His klaven guards also use it to train and practice coordinated
tactics. Both sets of doors are unlocked when the PCs enter this
area, and the southern door to area E1g is already slightly ajar.

Creatures: Unless alerted beforehand, six klaven are actively
training in this room when the PCs enter, but they immediately
break off their mock combat and turn their heads in silent
unison as they become aware of their presence. Lomrick
is actually in area Eig but becomes aware something has
happened the moment he hears the footsoldiers stop fighting
and comes to investigate 1 round later. If warned in advance by
a klaven nanite exchange, Lomrick joins the soldier-slaves to
prepare an ambush for anyone venturing here. The four klaven
footsoldiers occupy the squares designated with an “A”, while
the stronger shocktroops stand in the squares marked “B.”

Lomrick should immediately recognize the PCs from
the time he spent examining them on Garsilt. In typically
villainous fashion, he converses with them in the middle
of combat, stating, “I should have known your kind would
manifest exceptional tenacity for a lower lifeform. Your evolved
physiology bears a greater genetic code, and what a delightful
service you've performed for me by coming here and bringing
it to me once again! My superiors will only require a modest
sampling of your blood and bone marrow! And then, once we've
repaired the gate to your homeworld, you'll visit it again...
as klaven servants to the Hegemony!” The jagladine attacks
immediately thereafter, relying on his footsoldiers to act as a
buffer between him and the PCs.

Development: The klaven fight to the death under any
circumstance, and Lomrick uses them ruthlessly to ensure his
own survival, if necessary. The jagladine refuses surrender but
may try to flee if the battle turns against him. If defeated, he
carries a key which opens Relstanna’s glass enclosure at area
E16. But,if he escapes, Lomrick becomes an especially tenacious
enemy, likely resurfacing multiple times during the Legendary
Planet Adventure Path to vex the PCs with yet another attempt
to capture them for research and experimentation. At the GM’s
discretion, he may return with additional class levels to present
a continuing threat to the PCs.

KLAVEN FOOTSOLDIERS (4

XP 100 each
hp 11 each (see page 638)

KLAVEN SHOCKTROOPERS (2

XP 200 each
hp 32 each (see page 638)

LOMRICK, JAGLADINE SCIENTIST

XP 1,100

hp 71 (see page 633)

Combat Gear. acid (2), alchemist’s fire (2), oil flask (3), scroll
of mage armor, potion of fire breath, potion of greater healing,
wyvern poison (3).

Other Gear. +1 dagger, rejuvenation vine (see page 550), keys (to
areas E3, Eg, E12, and E16), 20 hand crossbow bolts

E19. LoMRICK’S WORKSHOP

This small chamber contains a heavily stained table against the east
wall, covered with beakers, burners, and numerous vials and containers
of chemicals and strange, alien substances. A smaller, wooden desk and
chair near the south wall, and a single door exits north.

Treasure: Lomrick keeps his spellbook in this private
workshop. It contains all his prepared spells (as well as 2nd—
enhance ability, levitate; 1st—detect magic, comprehend languages,
identify, longstrider. Additionally, placed in a corner are several
items he has no use for but has confiscated from some of his
past victims and enemies, including a suit of mithral half plate,
a +1 longsword, and a +1 shield. The desk contains a coffer with
1,121 gp, 3,124 sp, and 667 cp. Finally, some of the most valuable
treasure Lomrick accumulated can be found on the table, the
following formulae for creating magical potions: potion of
greater healing, elixir of health, potion of water breathing.

CONCLUSION

Once the PCs rescue Relstanna, they find the elali extremely
grateful and more than willing to repay them by aiding their
cause to return home. She identifies herself as an active
adversary of the oppressive Ultari Hegemony and Lomrick’s
kind. She also explains the jagladine belongs to a dangerous
group of religious zealots known as the Scions of the Celestial
Helix with the active goal of returning an ancient evil to the
multiverse. She then asks the PCs to tell her their entire story,
from when they were first abducted as well as any events they
may have experienced in the prequel adventure The Assimilation
Strain. Relstanna has no direct comment on Lomrick’s exact
interest in their genetic makeup, but nor does she refute or
reject any information they provide her about his notes on the
matter. Instead, she indicates she’ll have to confer with her off-
world peers to unravel their mystery.

Sadly, Relstanna also explains she has no personal means
to repair or alter an interplanetary gate. Lomrick drastically
overestimated her capabilities in that regard, and even the
Bellianic Accord has no direct knowledge of how to restore or
build such technology. She offers her condolences that the PCs
now find themselves marooned on a strange new world but
offers them a glimmer of hope with the acknowledgement that
such information likely exists among the Patron ruins scattered
across other worlds. She offers to research these legends and
share such information in return for her rescue, and this
development segues into the next chapter of the Legendary
Planet Adventure Path with next adventure, The Scavenged Codex.




LEGENDARY PLANET: CHAPTER TWO
Stranded escapees of an alien abduction face new challenges on
the planet Argosa. As they desperately search for a way home, a
new benefactor presents them with a promising opportunity.
While it could foster more conflict with the powerbrokers of’
Zel-Argose and the barbaric culture of a distant, apocalyptic
world, it also represents their best chance of returning to their
former lives. Can they brave the unknown dangers of Coterie
politics and yet another gate to reclaim the lost lore of the
Patrons? Or will they fall victim to those still hoarding the
secrets of The Scavenged Codex?

ADVENTURE BACKGROUND

The Belligren civilization actively encouraged the evolution
and growth of new worlds, using the powerful gates and gravity
wells of Argosa to extend their reach across the multiverse. A
fertile planet named Rythes attracted their interest, not simply
as a sustainable colony, but also for its unique minerals and
crystalline formations which helped refine their technology.
In time, Patron engineers crafted unique artifacts from these
resources, using them to enhance their interplanetary gates
with regenerative terraforming properties to maintain the
worlds they sought to nurture. On Rythes, these gates became
known as the Tears of Eternity, and their energies helped scrub
pollutants from the air, purify local water sources, and even
control the weather and seismic activity to create a stable
paradise.

Eventually, however, the equally powerful Principalities made
war upon the Patrons, targeting Rythes with a massive assault
and crashing its gates from multiple worlds. Even worse, they
subverted the Tears of Eternity, corrupting the Patron artifacts to
sow disease and death instead. Most of the Tears couldn’t bear
this taint and detonated, erasing entire cities and dooming the
planet by poisoning its seas, ending the rains, and withering
a once vibrant world. Earthquakes also wracked the land, and
those who survived the resulting cataclysm quickly descended
into chaos, becoming barbaric scavengers scurrying for power
and resources just to survive.

As madness and anarchy consumed Rythes, further
depredations assaulted the storehouses of Patron lore. Some
factions worked to preserve such knowledge, hopeful of
someday restoring the Tears—while others jealously guarded
it, refusing to let such technology fall into Principality hands.
One priceless treasure mislaid during this time was the Opus
Aeterna—a crystalline tome which explored the nature of the
Weave and how to maintain the gates linking so many worlds
together. Agents of the Principalities walked the barrens
for centuries trying to seize this potent artifact, but the few
remaining allies of the Patrons separated its pages, scattering
them to the far corners of Rythes to hide them. With the
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passage of time, the loss of gates to other worlds, and the rapid
descent into barbarism, both sides dwindled away, cut off from
reinforcements for generations until most forgot the reasons
behind their conflict, as well as the importance of the Tears and
the Opus Aeterna.

Tens of thousands of years have passed since that time, and
portions of the undetonated Tears have finally begun ridding
themselves of infection, slowly healing the land around them
to create small oases in the vast wasteland. One such Tear, at
the end of a rugged peninsula, partially repowered a long-
dormant gateway, enabling one-way travel from Argosa again.
Over the ensuing years, early Argosan explorers would arrive
on Rythes, quickly becoming marooned there, and then forced
to survive in the barrens just like the native inhabitants. This
influx of resources enabled new settlements to spring up across
the peninsula, some forming monastic orders spurred on by
the discovery of inscribed panes of glass from the Opus Aeterna.
Most never understood the significance of these etchings, but
the beautiful crystalline objects gained religious significance
among various contemplatives in their desert strongholds,
most of whom continue to divide the glass leaves and ignorantly
copy their circuit-like patterns onto scrolls as decorations for
hymns and psalms composed for a false god.

Today, the remaining pages of the Opus Aeterna lie scattered
across the peninsula and its aptly named Broken Baronies.
Agents of the Bellianic Accord and the Ultari Hegemony—
each descended from the Patrons and Principalities—have
attempted to recover as much of this invaluable tome as
possible, inserting themselves into the local population and
surviving as best they can. However, because of the singular,
malfunctioning gate on Rythes, none of these agents have ever
returned to Argosa, leading their allies across the Weave to
believe them lost to whatever cataclysm claimed the lost Patron
civilization. In reality, a more recent arriver on Rythes—a
parasitic plant designed by the Hegemony to infiltrate and
conquer new worlds—has enjoyed greater success in piecing
together the Opus Aeterna. It now threatens to remake the planet
in its image even as it seeks to re-establish contact with its dread
masters. Once successful, it intends to offer them the ancient
artifact in exchange for a higher position in the Hegemony and
dominion over all of Rythes.

ADVENTURE SUMMARY

A few weeks after the PCs rescue Relstanna—their newfound
elali ally featured in To Worlds Unknown—the alien seer
approaches them with information about a mysterious world
called Rythes, which she believes could hold information to
enable their return home. Unfortunately, a Zel-Argose gang
boss called Mr. Sarlu controls the only gate leading to Rythes,
and it requires a few unsavory tasks on his behalf before he
allows them to use it.

After meeting Mr. Sarlu’s demands, the PCs proceed through
his Red Gate, arriving on Rythes where they receive a dreadful
surprise—namely, that the portal only works one-way. If another
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gate exists which can return them to Argosa, the locals know
nothing of it. In their ensuing travels, the PCs discover that
savage cannibals and mutant predators populate the barrens
of Rythes, while settlements of marooned travelers and multi-
generation survivors have established small baronies as the
last bastions of a ruined world. Inquiries about lost knowledge
and ancient codices earns them a recommendation to seek the
monasteries among the wastes, and these efforts slowly uncover
fragments of the Opus Aeterna.

The PCs’ journey eventually leads them to Trebelbet, where
they meet Khedri, a krang allied with the Bellianic Accord
who shares their predicament in being stranded on Rythes.
He eagerly aids their search for the Opus, and further warns
of the dangers they can expect among the Broken Baronies.
After falling on the wrong side of the law, the PCs face their
own potential exile to a nearby island, allowing them to meet
with the fragmented spirit of a Patron scion, who recognizes
their potential and provides them with information on how to
reunite the remaining fragments of the codex.

Finally, the search for the Opus brings the PCs to the
Barony of the Bloom, which has seen the most profound
environmental rebirth. A sinister undercurrent pervades the
barony’s Monastery of St. Ioh, however, as Hegemony-spawned
parasites have infested the order’s monks, who now plot to
spread their dread infestation to other strongholds. After
defeating the mother plant controlling these thralls, the PCs
finally retrieve the remainder of the Opus Aeterna and use its
information to repair the Red Gate so they can return to Argosa,
hopeful of performing a similar miracle on a gate that can take
them home. But even in victory, the PCs face one final betrayal
when Mr. Sarlu tries to seize the scavenged codex upon their
return. They must defend themselves one last time to see the
artifact safely to the Bellianic Accord.

PART 1: A DEBT REPAID

Sometime after the events of To Worlds Unknown—wherein the
PCs rescued Relstanna from the clutches of the Hegemony’s
demented jagladine agent, Lomrick—their grateful ally secures
better (and safer) lodgings for the PCs in Zel-Argose while she
looks into their current predicament. The elali occasionally
returns to ask more questions about the PCs, especially regarding
their species, civilization, and abduction by the Hegemony.
With this insight, she then leaves Argosa to research ways to
return them home, consulting with her off-world allies among
the Bellianic Accord. While the PCs await her return, they may
freely explore Zel-Argose, restock, and recover from their earlier
ordeals. Relstanna’s associate, the jaskirri rogue Kaetrix, watches
over them in her absence, recommending the PCs avoid drawing
unnecessary attention to themselves lest the Hegemony take an
interest in recovering them and avenging the loss of Lomrick.

Approximately two weeks later, Relstanna returns to Argosa,
arranging a private meeting with the PCs at her favorite
restaurant, an establishment called The Crescent Eye. She invites

Kaetrix, as well, counting on the jaskirri to keep an eye out
for trouble while she speaks with the PCs over dinner. Read
or paraphrase the following as she silently shares her findings
with a telelpathic conversation:

‘T'm sorry it took so long to get back to you. I owe you a great debt,
and your good deed deserved a swifter response, but, alas, traveling
off-world is risky these days. The Hegemony moves boldly against the
free worlds of the Weave, but, thankfully, they know better than to mess
with Argosa. You're safe here—for now. It won't last, though. And
that’s yet another reason to get you home as quickly as we can.’

“To that end, I used the information you gave me about yourselves,
your experiences, and everything Kaetrix learned about the gate that
brought you here. I shared it with my friends in the Accord, and they
believe they’ve identified a means of getting you home. But I'm afraid
it won’t be easy.’

“You see, a long time ago, our greatest ancestors—the Patrons—
established strongholds of learning and innovation on a world called
Rythes. There, they perfected the principles of the Weave in ways that
surpass our own understanding, and they recorded this knowledge in
a crystalline codex called the Opus Aeterna. There was a great war,
however, between the Patrons and the Principalities. It ruined Rythes
and—much like your own situation—stranded it by severing its links
to the Weave. Only recently a gate to Rythes started functioning again.
It’s called the Red Gate, and it’s here...on Argosa. We've sent agents
through it before. And so has the Hegemony. All in an effort to retrieve
the Opus Aeterna. But none have returned—for either side.’

‘We're certain this codex holds the best possible chance of finding
your way home. After all, if a gate to Rythes is working again,
whatever repaired it could potentially restore the one to your world, as
well. The codex should have that information, and it may also identify
alternate routes from other worlds that could reach your planet. With
the knowledge it contains, I'm certain it holds the answers you seek.
And, perhaps more importantly for the Accord, if you return the codex
to us, we’ll not only see that it gets you home. We'll greatly reward you,
as well.’

Relstanna goes on to explain that a gangster known as Mr.
Sarlu currently controls the Red Gate. She knows little of this
unpleasant character, sharing that Kaetrix heard he plans on
forming a new Coterie in Zel-Argose and using the reactivated
gate as a powerbase from which to grow his influence. She
recommends the PCs exercise caution in dealing with him, as
any move against a Coterie—upstart or otherwise—could draw
attention from the Auditor’s enforcers who would likely seize
the gate and ruin their chances of using it. On the other hand,
dealing with Mr. Sarlu—no matter how unsavory—promises
a greater chance of securing access by appealing to his vanity
and greed. Given the PCs’ growing reputation in Zel-Argose,
Relstanna also believes the gangster might trade access to
the gate in exchange for their services. In fact, Relstanna’s
inquiries have already secured an interview with Mr. Sarlu
at his compound, and the gangster has expressed interest in
proposing such an offer.




After sharing this opportunity, Relstanna entertains any
questions the PCs may have, but she has little additional
information to provide. If the PCs wish to ask around Zel-
Argose about Mr. Sarlu before meeting him, allow them
to attempt Intelligence (Investigation) checks or Charisma
(Persuasion) checks to gather information and consult the table
below for the cumulative information they learn.

LocAL LoRre

Resurr  Rumor

st Few people know much about Mr. Sarlu. He lives in
an exotic compound on the northeast side of town
and rarely leaves except on important business.
When he does, he’s always in a big sealed carriage,
causing many to speculate about his appearance.

10+ Mr. Sarlu’s compound receives frequent shipments

of fresh water and other liquids at all hours of the
day. A bystander mentions he once heard sloshing
sounds coming from the gangster’s carriage as it
passed by on the street.

oy In recent days, Mr. Sarlu has hired several

mercenaries, presumably as a build-up of forces
to protect his Red Gate from a hostile takeover by
more powerful Coteries.

20+ Mr. Sarlu probably chose his name as a

pseudonym to protect his real identity, because a
sarlu is actually an aquatic creature from off-world,
similar to a large eel or sea serpent.

54 Much of Mr. Sarlu’s wealth comes from the drug

trade in Zel-Argose. He’s cornered the market on
anew euphoric called Screen and no one else can
figure out how to make it.

A. UnsAvorY ELEMENTS

Getting to Mr. Sarlu’s compound proves relatively easy.
Kaetrix provides the PCs with the address, and their evening
appointment time. Merchants, couriers, and guardsmen
initially crowd the streets, but they quickly clear as Argosa’s
primary sun—Becedar—sets and its three moons become
ascendant, each one in a different phase as they illuminate the
night sky. Read or paraphrase the following as the PCs approach
the compound for the first time:

In the light of Argosa’s three moons, a large structure of pale-pink,
molded stone sits incongruously among the broken rubble and burnt-
out husks of nearby buildings. Its strange architecture calls seashells to
mind, consisting of domed forms 20 feet high that seamlessly meld into
one another, backlit by exterior mood lighting that seems to ripple in
rhythmic wave-like patterns. Four, narrow spires topped by windowed
perches rise high above the compound’s curved bulk, and, other than
these towers, no visible windows mar the structure’s surface.

SECURITY MEASURES

All doors in Mr. Sarlu’s compound come from the shell of
an enormous aquatic creature called a caarnsu—a species
native to the gangster’s original homeworld. Objects made
from this material are immune to extreme temperatures
(e.g., fire and cold damage), have AC 19, a damage threshold
of 15, 40 hp, and a Strength DC of 25. In addition, these
doors include a special mechanism with an alien keypad and
passcode for unlocking them. Mr. Sarlu can change these
codes from the safety of his pool (area A4) and telepathically
shares them with Oulek on a daily basis so only the oulbaene
can control the comings and goings of the compound.
Bypassing these special locks requires a complex DC 20
Dexterity check with thieves’ tools and must accumulate 3
successes before suffering 2 failures to succeed. Meanwhile,
a successful DC 20 Wisdom (Perception) check while
observing someone manipulating the keypad can also
discern the current passcode.

Unknown to the PCs, Mr. Sarlu recently suffered two major
setbacks in his bid to secure a position in Argosa’s political
hierarchy. The Coteries that comprise the governing Peerage of’
Zel-Argose each have one or more gates under their control, but
they enable off-world travel in both directions, whereas Mr. Sarlu’s
Red Gate can only send travelers to Rythes, not return them. As
a result, he has no direct control of an off-world trade route and,
knowing this, the Peerage once again declined his request to join
their ranks despite his growing influence in the city. This limitation
has long vexed him, but it hasn’t prevented him from expanding
his powerbase, as he’s also cornered the market on one of Argosa’s
most potent drugs—a euphoric known locally as Screen. The secret
to manufacturing this substance is something the other Coteries
covet, and they've worked hard to infiltrate his operation so they
can steal it away and permanently marginalize him.

Unfortunately, one of Mr. Sarlu’s former minions—a bahgra
alchemist named Basher—recently deduced the full recipe for
Screen. But, since it involves certain excretions which only a
sarlu can produce, he had no means of replicating it for a rival
Coterie. So, he devised a means for absconding with an important
element vital to its manufacture—a valuable possession he plans
on ransoming back to Mr. Sarlu rather than depending on the
gangster’s fruitless dream of restoring the Red Gate to form a new
Coterie. These developments have made Mr. Sarlu more desperate
than ever, and this led him to take on additional mercenaries in
anticipation of not only retrieving his property, but also fending
off any attempts by the Coteries to capture him or overtake the
Red Gate compound in his supposed moment of weakness.

By the time the PCs arrive, Mr. Sarlu has already interviewed
several other sell-swords, relying on his mindreading skills
to weed out anyone harboring ulterior motives in joining
him (such as the same treachery displayed by Basher or an
active allegiance to another Coterie). He’s already turned away




a handful of these mercenaries, but ultimately proves far
more receptive to the PCs because of their relative neutrality
and growing reputation. Even so, he requires that they prove
themselves, and the PCs first opportunity to do so occurs right
outside the entrance to his compound.

SHADOW AGENTS

One of the mercenary bands turned away by Mr. Sarlu still
lurks in the shadows of the rubble and burnt-out buildings
surrounding his compound. These individuals actually work
for the Surrat Coterie, also known as the Dagger in the Dark
due to their affinity for manipulating shadows and carrying out
assassinations. They witness the PCs’ approach and take it upon
themselves to confront them as part of an intimidation tactic to
limit the build-up of Mr. Sarlu’s armed guards.

Tactics: The agents each carry a potion of healing. If reduced
below 20 hp, the agents drink their potions but fight on
until slain or knocked unconscious. Either outcome enacts a
terrible curse laid upon them by the Surrat leadership as their
shadows supernaturally detach themselves within 1d4 rounds.
This immediately and irrevocably kills the shadow’s host but
introduces an entirely new adversary.
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GRIEGO, HESTER, AND OLORANDA, SURRAT LOYALISTS (3

XP 700 each
hp 65 (see SRD, bandit captain)

SHADOWS

hp 19 each (see SRD)

* These shadows cannot create new shadows from the corpses
of creatures slain by their Strength Drain.

A1. MAIN ENTRANCE AND GUARD TOWERS

Mr. Sarlu’s compound has two separate entrances: one at the
front and a warehouse delivery gate in the back. Fields of fire
cover both of them from at least two of the four different guard
towers rising 6o feet above the compound. The adventure
assumes the PCs use the front door (but see the accompanying
sidebar if they choose a different approach). Read the following
when the PCs first arrive at the main entrance:

The door to this building fits seamlessly within its molded stone and
has no obvious handle or knocker. Made of a synthetic material, it
appears off-white with touches of yellow, not unlike carved and polished
ivory. A glassy globe sits within the concave door at eye level, though its
unusual refracting surface reveals nothing of what lies beyond.
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Visitors need only bang on the door’s surface, which elicits a
dull thud. Should the PCs attempt to batter the door down, this
attracts the attention of the tower guards—and they begin firing
on the PCs until they are no longer in range or come down to aid
Oulek (see area Az) if the PCs give him any trouble. Because of
Basher’s recent betrayal and growing concerns about the Coteries
seeking to claim the Red Gate, Mr. Sarlu has each tower manned
all day long by elven henchmen armed with paralytic light crossbows.

TOWER GUARDS (¢

Medium humanoid (elf), chaotic neutral
Armor Class 19 (breastplate)

Hit Points 44 (5d10+10)

Speed 30 ft.

STR DEX CON INT WIS CHA
14 (+2) 18(+4) 14(+2) 15(+2) 8(-1) 10(+0)

Saving Throws Str +5, Con +5

Skills Animal Handling +2, Athletics +5, Perception +2, Stealth +7
Senses darkvision 6o ft., passive Perception 12

Languages Common, Elvish, Orc

Challenge 3 (700 XP)

Shot on the Run. When the cautious sniper uses the Dash
action, as a bonus action she can make one crossbow attack
at any point during her movement.

ACTIONS

Elven Curve Blade. Melee Weapon Attack: +6 to hit, reach 10 ft.,
one target. Hit: 8 (1d1o + 3) slashing damage.

Paralytic Light Crosshow. Ranged Weapon Attack: +10 to hit,
range 100/400 ft. one target. Hit: 8 (1d8 + 5) piercing damage
and 1d4 lightning damage (see page 542, paralytic weapon).

A2. PoOLSIDE ATRIUM

Only a few seconds after the PCs knock, three enormous black
eyeballs appear in the crystal globe set within the front door,
exaggerated and distorted by the curvature of the glass. A
muffled, tinny voice asks the PCs to state their business. Once
they establish their appointment to see Mr. Sarlu, the door
slides into the ground, revealing Oulek, a diminutive oulbaene
(see page 8y) armed with a pair of sickles. He gestures for them
to come inside. Read the following when the PCs enter:

Large, otherworldly sculptures stand along the walls of this circular
chamber, painted in subtle hues. Solid ivory doors lead north and
south, and a large oval pool sits in the western half of the chamber,
overlooked by a strangely designed couch. An iron ladder rises through
the ceiling of an otherwise empty niche to the southeast.

The ladder leads to a perch within one of the 6o-foot guard
towers overlooking the compound and the surrounding
neighborhood. It takes only a single round for the guard to
slide down and aid Oulek if the oulbaene calls for help.

Creatures: As one of Mr. Sarlu’s most loyal henchman, Oulek
typically remains here throughout the day to greet visitors and
arrange business appointments. The odd couch comfortably
accommodates his alien, squid-like physiology. While entertaining
the PCs, he gushes about the ornate sculptures if asked about
them, noting their exceeding value to discerning collectors, each
one carved directly from caarnsu shell (and worth 1,000 gp).

The clear water of the pool also allows visitors to see two
colorful eels scavenging a couple of badly waterlogged corpses
resting at the bottom 15 feet below. Oulek keeps the eels well
fed, most recently tossing them a pair of traitorous bahgra
involved in the plot to kidnap Mrs. Sarlu (see area Ag4). A DC
13 Intelligence (Investigation) check identifies the species of
these victims, though Oulek obliges if asked, noting they were
“former associates who disappointed Mr. Sarlu.”

Once again, Oulek asks the PCs to explain their purpose for
using the Red Gate, reiterating the arrangement he discussed
with Relstanna about requiring a service on Mr. Sarlu’s behalf
before letting them access it. Thereafter, he escorts the PCs to
the guest hall (area A3) and asks them to sit quietly while he
prepares Mr. Sarlu to receive them.

OULEK

Small monstrosity, lawful neutral

Armor Class 15 (studded leather)

Hit Points 54 (12d6 + 12)

Speed 25 ft., climb 30 ft., swim 30 ft.

STR DEX CON INT WIS CHA

10(+0) 17(+3) 12(+1) 12(+1) 14(+2) 16 (+3)

Skills Deception +5, Insight +4, Investigation +3, Perception +6,
Persuasion +5,

Condition Immunities charmed, frightened
Senses darkvision 6o ft., passive Perception 16
Languages Common, Oulbaene, telepathy 30 ft.
Challenge 4 (1,100 XP)

Limited Telepathy. Oulek can telepathically communicate with
any other creature with telepathy.

Sneak Attack (1/turn). Oulek deals an extra 14 (4d6) damage
when he hits a target with a weapon attack and has
advantage on the attack roll, or when the target is within 5
feet of an ally of Oulek that isn’t incapacitated and Oulek
doesn’t have disadvantage on the attack roll.

Spider Climb. Oulek can climb difficult surfaces, including
upside down on ceilings, without needing to make an
ability check.

ACTIONS

Multiattack. Oulek makes three attacks: two with his sickles,
and one with his tentacles.
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Sickle. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit:
5(1d4 + 3) slashing damage and the target must make a DC
12 Constitution saving throw, taking 10 (3d6) poison damage
on a failed save, or half as much on a successful one.

Slam. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 5
(1d4 + 3) bludgeoning damage.

Tentacles. Melee Weapon Attack: +5 to hit, reach 5 ft., one target.
Hit: 3 (1d6) acid damage, and the creature must succeed on a
DC 10 Constitution saving throw or be frightened until the
end of its next turn.

Leadership (Recharges after a Short or Long Rest). For 1 minute,
Oulek can utter a special command or warning whenever
a nonhostile creature that he can see within 30 feet of it
makes an attack roll or a saving throw. The creature can add
a d4 to its roll provided it can hear and understand Oulek. A
creature can benefit from only one Leadership die at a time.
This effect ends if Oulek is incapacitated.

ELECTRIC EELS (2

Small beast, unaligned

Armor Class 12

Hit Points 13 (2d6+6)

Speed ;5 ft., swim 30 ft.

STR DEX CON INT
13(+1) 14(+2) 16(+3) 1(-5)
Damage Resistances lightning
Skills Perception +2, Stealth +4

Senses blindsight 6o ft.; passive Perception 12

WIS CHA
10 (+0) 4(-3)

Languages -

Challenge 1/4 (50 XP)

Hold Breath. The electric eel can hold its breath for 10
minutes.

ACTIONS

Bite. Melee Weapon Attack. +4 to hit, reach 5 ft., one target, Hit: 5
(1d6 + 2) piercing damage.

Tail. Melee Weapon Attack. +4 to hit, reach 5 ft., one target, Hit:
5(1d6 + 2) lightning damage. On a critical hit, the target
must succeed on a DC 13 Constitution saving throw or be
stunned. At the end of each of its turns, the target can make
anew saving throw; on a success, it is no longer stunned.

A3. GUEsT HALL

A large, woven rug covers most of the floor in this comfortable chamber,
lit by skylights in a massive dome overhead. A number of couches
upholstered in exotic materials surround it, some obviously configured
for alien physiques. More painted sculptures reside throughout the
room, and ivory portals enter from all directions.

ParT -

Mr. Sarlu directed Oulek to seat all guests in this area
before allowing them to venture further into the compound,
securing them behind the locking caarnsu doors. Additionally,
he requires Oulek to always telepathically confer with him
about the nature of any visitors so the sarlu can determine
if he should retreat deeper into his pool or entertain their
business propositions.

A4. MR. SarLu’s PooL

Impressionistic murals of aquatic life cover the walls of this domed
chamber, and the eastern half of the room holds a large pool filled
with green water completely cloaking its murky depths. Overhead
skylights like those in the outer hall allow natural light. To the south,
a large mechanical device includes a tangled collection of copper-
colored barrels, snaking tubes of silver, and pumping bladders with
steam escaping from a dozen different valves. Three of the tubes
enter the water, bubbles dancing on the surface of the liquid around
them. Another painted abstract sculpture sits against the south wall
alongside a large aquarium on wheels, filled with the same greenish
water, though a bit more translucent. Rich tiling covers the floor, and
the entire room feels uncomfortably warm.

Following Mr. Sarlu’s conversation with Oulek, he directs the
oulbaene to prepare several folding chairs before the pool for
the PCs. He allows his new visitors a few moments to inspect
the room. However, as soon as anyone touches the machinery
or attempts to peer too closely into the murky pool, read or
paraphrase the following:

A silken voice speaks like a whisper mere inches from your ear: ‘Make
yourself comfortable, friends. Enjoy the seating Oulek has provided. I
understand you require use of my Red Gate, and I'm happy to oblige,
but first you must tell me more about yourselves. What led you here
and what is it you seek on the other side?’

Because of his recent troubles, Mr. Sarlu remains submerged
in his pool, subtly probing the minds of each PC during their
initial conversation. He uses detect thoughts while asking leading
questions about their goals, origins, and allegiances. Once he
determines they have no direct affiliation with an Argosan
Coterie and pose no immediate threat to his long-term plans
or current business interests, he continues:

‘T appreciate your candor and empathize with your current needs.
However, before granting you access to the gate, I do require an equitable
exchange of services. Three simple tasks, really. You may perform the first
two here, within this very compound. Oulek will provide the details, and,
once you've demonstrated your capabilities in dealing with them, return
here and we’ll discuss the final job.”

Following this exchange, Oulek appears once more, explaining
to the PCs that two recent developments have created certain
conditions within the compound that Mr. Sarlu would like
them to address. The first involves a giant moray eel contained
in Mrs. Sarlu’s pool (area As). Oulek withholds the exact nature
of the pool and its former occupant, simply claiming that a




few renegade associates left the eel there as a vengeful message
for Mr. Sarlu. The beast already ate an unfortunate guard who
encountered it, and they've sealed oft the chamber for now. Mr.
Sarlu would prefer to avoid risking more of his men in trying
to eliminate it, so the task falls to the PCs as a means of proving
their capabilities.

The second task concerns an unusual crate in Mr. Sarlu’s
possession now held in quarantine (area A1o). Oulek claims
another explorer left it behind when seeking to use the Red
Gate a few months ago. They have no idea what it contains,
but it has a complex—and dangerous—locking mechanism
similar to a puzzle box. Mr. Sarlu would like the PCs to take on
the challenge (and risk) of opening it so he can determine its
contents and how best to return them to the missing explorer’s
next of kin. This is a lie, of course, as Mr. Sarlu seized the crate
before forcing its owner through the Red Gate, fully expecting
him to never return. In reality, he simply covets any wealth it
holds, but none of his men can solve the locking mechanism.

Once the PCs deal with both of these tasks, Mr. Sarlu addresses
them once again to explain the final service he requires before
granting access to the Red Gate. Read or paraphrase the
following when the PCs are ready:

‘Well done! You're quite resourceful. And just the kind of individuals I
need for this final effort. A few days ago, some disgruntled employees
of mine stole something precious to me and now they hold it for an
extortionate fee. I caught two of the miscreants—you may have come
across them when you first entered my home—and I discovered a former
lieutenant named Basher and his remaining accomplices are trying to
hire more muscle before coming here to return my property and collect
their ruinous ransom. I'd like you to convince them to hire the lot of
you, earn their trust, and then turn on them when Basher attempts the
exchange. I have no intention of paying his ransom, but I want my
property back—and, for his betrayal, Basher must pay with his life.

Allow the PCs to question Mr. Sarlu about this final task. If
they wonder why he needs their help rather than relying on
his own armed mercenaries, he explains Basher already knows
his current associates and would never hire them. In addition,
surprise is vital since Basher’s crew has apparently secured a
means of damaging his property and has already threatened to
do so. He doesn’t know what this entails, but he’d like to avoid
such a risk at all costs—it is very precious to him. He won't
disclose that this property is actually “Mrs.” Sarlu, stating they
needn’t know. Assuming the PCs accept, read the following:

‘Excellent. Oulek has the remaining details you need. However, let me
be very clear. No harm is to come to my property. Also, Basher and his
verminous crew do not leave this place alive. See to these things and
you may use my Red Gate. You'll also earn a powerful friend in this
city, and I treat my friends very well.’

Once the PCs leave the chamber, Oulek informs them their
interrogations revealed Basher is actively recruiting aid at
Baeboli’s Emporium, a sordid bar in Zel-Argose near the city’s
Skytalon and the Grabel-Quoke marketplace. Like his master,
the oulbaene withholds further details, only adding that Basher

is easily flattered and especially intrigued by arcane magic
if they wish to impress him. Oulek also gives them a cue for
when they should strike down Basher’s crew at the exchange,
indicating he’ll speak the phrase: “Basher, you may have played
this dangerous game well today, but sooner or later you will
make an error.” Following that proclamation, Oulek expects
them to eliminate Basher and liberate Mr. Sarlu’s property.

MR. SARLU

XP 3,900
hp 127 (see page 700)

As. MRs. SARLU’s PooL

A single entrance opens into this crescent-shaped chamber where a
similarly defined pool skirts the western wall. To the south, an iron
ladder leads upward from a small alcove.

Prior to her abduction, Mrs. Sarlu occupied this pool. In her
place, Basher left a nasty surprise for the rest of Mr. Sarlu’s
crew—a pair of especially voracious giant moray eels.

Creatures: The eels already ate the last guard to venture here,
but Mr. Sarlu expects the PCs to eliminate them if they want
access to his Red Gate.

GIANT MORAY EELS (2

Large beast, unaligned
Armor Class 15 (natural armor)
Hit Points 52 (7d10+14)

Speed o ft., swim 30 ft.



STR DEX CON INT

18(+4) 14(+2) 15(+2) 1(-5)
Skills Perception +3, Stealth +4

CHA
4(3)

WIS

12 (+1)

Senses blindsight 60 ft.; passive Perception 13
Languages -
Challenge 2 (450 XP)

Water Breathing. The giant moray eel can breathe only
underwater.

ACTIONS

Bite. Melee Weapon Attack. +6 to hit, reach 10 ft., one target. Hit: 11
(2d6 + 4) piercing damage, and the target is grappled (escape
DC 16). Until this grapple ends, the creature is restrained, and
the giant moray eel can’t grapple another target.

AG6. GATEWAY CHAMBER

The domed ceiling of this cavernous chamber peaks 25 feet overhead.
Two gates, both metallic rings nearly 10 feet in diameter, one red and
one green, stand at opposite ends of the room, and at its center is a
strange mechanism of dark green material, from which a number of
tangled cables snake across the floor. Some of them attach to the metal
rings, while others head east to a baroque black iron cradle holding an
eqg-shaped stone pulsing with mottled hues of orange, yellow, and red.
Doors lead north, south, and east, while an iron ladder leads upward
from a niche in the west.

This massive chamber represents the centerpiece of Mr.
Sarlu’s compound. Though the Red Gate has long stood in
Zel-Argose, its dormant nature made it little more than a city
monument for thousands of years. Always interested in unique
sculptures and art, Mr. Sarlu claimed the site when he arrived
on Argosa, building around it with caarnsu shell imported
from his homeworld.

Initially surprised and elated by the gate’s recent reactivation,
Mr. Sarlu had to temper his enthusiasm once he discovered
it only worked one-way. He’s sent several of his own agents
through the portal in hopes of repairing or operating it from
the other side, but so far none have succeeded, and no one
has returned. In the interim, he’s charged travelers for using
it (including agents of the Hegemony and the Accord), but he
conveniently leaves out its dead-end nature, only interested
in taking their money or an exchange of services as he dupes
and strands them. So far, he hasn't had to explain these
disappearances, forcing anyone asking too many questions
about them through the gate, as well. As a result, it’s become a
handy way of getting rid of “problems.”

Creatures: A dwarf named Wojack typically works in this
room. Purchased by Mr. Sarlu from the slave market, he
endures life as an indentured servant now, hobbled by chains
and spending most of his time here tinkering with the Red
Gate’s controls and manning them when called upon.

VOJACK, DWARF ENGINEER

Medium humanoid (dwarf), neutral

Armor Class 14 (radiation suit)

Hit Points 42 (5d8 + 20)

Speed 25 ft.

STR DEX CON INT WIS CHA
15(+2) 11(+0) 16(+3) 15(+2) 11(+0) 11 (+0)

Skills Engineering +6, Perception +2

Damage Resistances poison

Senses darkvision 6o ft. passive Perception 12
Languages Bahgra, Common, Dwarvish, Elven
Challenge 1 (XP 200)

Dwarven Resilience. The engineer has advantage on saving
throws against poison.

Engineering Expertise. The engineer has proficiency with tinker’s
tools and gains double the normal proficiency bonus with
those tools and on Intelligence (Engineering) checks.

Fixer. Twice per day the engineer can duplicate the effect of
the mending cantrip if he spends 1 minute of work and
succeeds on a DC 10 Intelligence (Engineering) check. He
must have tinker’s tools to use this ability.

Radiation Suit. The engineer has advantage on saving throws
against radiation effects and reduces damage from radiation
effects by 5 in addition to his resistance to poison.

ACTIONS

Multiattack. The engineer makes two melee or ranged attacks.

Warhammer. Melee Weapon Attack: +4 to hit, reach 5 ft., one
creature. Hit: 6 (1d8 + 2) bludgeoning damage.

Combat Shotgun. Ranged Weapon Attack: +2 to hit, range 20/80
ft., one target. Hit: 5 (1d10) piercing damage.

Shotgun Blast (Recharge 5-6). As an action, the engineer can
deal 11 (2d10) piercing damage to all creatures in a 15-foot
cone. Creatures that succeed on a DC 12 Dexterity save take
half damage.

A7. OUuLEK AND WOjACK’s RooMm

A simple bedroom with two adjacent beds occupies this small chamber.

Mr. Sarlu’s underlings, Oulek and Wojack, sleep here. The
room contains little of value as both lead fairly sparse lives.

AS8. BARRACKS

Ten separate bunk beds occupy this room. Aside from the main access
door from the west, an iron ladder leads upwards from a niche in the
southeast corner.

This room acts as the primary quarters for all of Mr. Sarlu’s
paid mercenaries. With the defection of Basher’s crew, about
half the beds go unused now.
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Creatures: Four of Mr. Sarlu’s enforcers currently enjoy their
downtime here. Typically tasked with keeping dealers in line,
chasing debtors, and pursuing off-world business interests, all
of them would prefer to take on Basher themselves rather than
relying on the assistance of the PCs.

SARLU’S STREETRUNNERS (4

Medium humanoid (human), neutral evil

Armor Class 18 (+1 armored longcoat)

Creatures: With production at an all-time high, these
workers keep active and alert with regular doses of another, less
addictive stimulant called heppah (see page 544). They resent any
disruptions and grow irritable if pressed to answer questions
from visitors.

DRUG DEALER

Medium humanoid (human), neutral
Armor Class 13 (leather jacket)

Hit Points 36 (4d10+8) Hit Points 22 (5d8 + 5)

Speed 30 ft. Speed 30 ft.

STR DEX CON INT WIS CHA STR DEX CON INT WIS CHA
17(+3) 14(+2) 14(+2) 10(+0) 12(+1) 12 (+1) 12 (+1) 15(+2) 12(+1) 14(+2) 8(-1) 14 (+2)

Saving Throws Str +5, Con +4

Skills Athletics +5, Insight +3, Intimidation +3, Perception +3,
Survival +3

Senses passive Perception 13
Languages Common
Challenge 1 (200 XP)

Saving Throws Dex +4, Int +4

Skills Deception +6, Insight +3, Intimidation +6, Perception +3,
Persuasion +6, Sleight of Hand +6, Stealth +6

Senses passive Perception 13
Languages Common, Halfling, Orc
Challenge 1 (200 XP)

Pull Down. When a streetrunner hits a creature with his
guisarme or bolas, he can use a bonus action to make an
Athletics check to knock the target prone. If this check is
successful against a mounted creature, it is pulled off of
its mount.

Spellcasting. The streetrunner is a 2" level spellcaster. Its
spellcasting ability is Wisdom (spell save DC 11). It has the
following Ranger spells prepared:

1st level (3 slots): cure wounds, detect poison and disease, hunter’s
mark

ACTIONS

Guisarme. Melee Weapon Attack: +5 to hit, reach 10 ft., one target.
Hit: 7 (1d10 + 2) slashing damage.

Sap. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit:
6 (1d6 + 3) bludgeoning damage. On a critical hit with the
sap, the target is monetarily dazed, having disadvantage on
Dexterity saving throws and checks for 1d3 rounds.

Spiked Gauntlet. Melee Weapon Attack: +5 to hit, reach 5 ft., one
target. Hit: 5 (1d4 + 3) piercing damage.

Bolas. Melee or Ranged Weapon Attack: +5 to hit, reach 5 ft. or
range 20 ft./60 ft., one target. Hit: 5 (1d4 + 3) blugeoning
damage.

Ag9. WAREHOUSE

Organized crates, casks, and barrels litter this sprawling warehouse.
Doors lead north, south, and east.

This area of the compound supports Mr. Sarlu’s drug
operations—primarily the production of a new street drug
called Screen manufactured from distillations of a euphoric
substance known as sarlu-ahq among his people (see page 545).

Deceitful (3/Day). Once per turn, when the dealer makes a
Charisma (Deception) check it may roll a 1d6 and add the
roll to the check result.

Sneak Attack. Once per turn, the dealer deals an extra 7 (2d6)
damage when it hits a target with a weapon attack and has
advantage on the attack roll, or when the target is within 5
feet of an ally of the dealer that isn’t incapacitated and the
dealer doesn’t have disadvantage on the attack roll.

Special Gear. The dealer usually carries two doses of oil
of taggit when it has a chance to prepare, in addition to
some product.

Heppah Intoxication. These drug dealers ingested a dose
of heppah within the last hour, giving them advantage on
initiative rolls and saving throws made against sleep and
exhaustion.

ACTIONS

Dagger. Melee or Ranged Weapon Attack: +4 to hit, reach 5 ft. or
range 20/60 ft., one target. Hit: 4 (1d4 + 2) piercing damage,
and the target must make a DC 15 Constitution saving
throw, taking 6 (1d12) poison damage on a failed save, or half
as much damage on a successful one.

Pistol. Ranged Weapon Attack: +4 to hit, range 50/150 ft., one
target. Hit: 7 (2d4 + 2) piercing damage.

A10. QUARANTINE VAULT

Yet another complex lock protects the door to this room
(requiring 3 successful DC 20 Dexterity checks with thieves’
tools before suffering 2 failures to open). Keyed to a different
passcode than the other access points in Mr. Sarlu’s compound,
the gangster keeps its sequence to himself and Oulek, trusting
no one else with it.




Seven metal barrels, crates, assorted racks, and lock-safes dominate the
curved wall of this semicircular vault. It appears clean, dry, and secure.

Treasure: Mr. Sarlu uses this chamber to secure his most
valuable treasures. This includes several dangerous (and
valuable) compounds used in drug manufacturing. Each of
the seven barrels holds a different chemical (worth 500 gp
each on the open market). The racks also bear alchemical gear,
including the equivalent of 3 sets of alchemist’s supplies, acid
(5 vials), and antitoxin (5 doses). A separate shelf also holds a
collection of exotic poisons, including the following: crawler
mucus (1 dose), malice (3 doses), truth serum (4 doses), oil of
taggit (6 doses), and torpor (3 doses). Lastly, the various lock-
safes each have their own unique combination lock (DC 20
Dexterity check with thieves’ tools to open). Collectively, they
contain: a handy haversack, three potions of greater healing, an
elixir of health, a volatile vaporizer (see page 546), a wand of lesser
restoration (as a wand of magic detection, but casting the lesser
restoration spell from it), 16 agates (worth 50 gp each), 3 emeralds
(worth 100 gp each), a ruby (worth 250 gp), a diamond necklace
(worth 500 gp), 47 pp, 1,883 gp, and 790 sp.

Trap: Another unique treasure exists here in the form of
a decorative metal crate with dozens of interlocking rods,
plates, and pressure points. Oulek likely brings the PCs to this
strongbox as part of the three tasks they must complete for
Mr. Sarlu before he allows them to use the Red Gate (see area
A4). Casual inspection of the mechanisms reveals the metallic
rods secure most of the moveable parts, thereby preventing
their manipulation. A successful DC 20 Dexterity check with
thieves’ tools can remove the rods, or the PCs can break them
off with a few carefully placed blows (AC 17, damage threshold

5, hp 10). Either approach, however, triggers an electrical surge
that conjures a unique ball lighting effect (as flaming sphere, but
dealing lightning damage). This ball lightning aggressively
pursues any living creature within 6o feet of the crate for 3
rounds. The trap resets 1d6 rounds later, and the PCs must
either disable it before further manipulating the crate’s locking
mechanisms (DC 25 Dexterity check with thieves’ tools) or avoid
triggering it by moving the parts in the correct order.

Solving the puzzle box is a complex DC 25 Dexterity check
with thieves’ tools requiring 5 successes before 2 failures). A
successful DC 15 Intelligence (Investigation) check before each
attempt grants advantage on the Dexterity check. Other PCs
may attempt Intelligence checks using the Help action, even
eif they are otherwise unable to open the lock on their own.
In addition, several clicks, whirs, and pops emanate from the
box’s interior as the PCs manipulate the mechanisms. If the
PCs listen closely to these sounds (DC 15 Wisdom (Perception)
check), the audible clues provide an additional +1 bonus to
each roll. If the crate’s trap resets and this complex skill check
ultimately fails, the ball lightning emerges again, but the PCs
can make another attempt once it dissipates.

B. BagBoLr’'s EMPORIUM

Once the PCs have accepted Mr. Sarlu’s final task, they should
proceed to Baeboli’s Emporium. The structure closes off the
back end of the popular Grabel-Quoke marketplace—one
of the busiest Argosan trade centers which benefits from an
off-world gate controlled by the Lath-Tom Coterie near the
city’s Skytalon. While the Coterie has no active ownership of
Baeboli’s Emporium, they do have an interest in its missing
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owner. Unfortunately, Baeboli disappeared several months ago
and now Lath-Tom agents exert authority over his remaining
staff while they continue to operate the establishment, taxing
its revenue more heavily than before—a heavy-handed approach
which doesn't sit well with most of the workers. When the PCs first
approach Baeboli’s Emporium, read or paraphrase the following:

A large domed structure of molded gray stone stands in this seedy part
of town, its broad, windowless, door offering just a single entry point.
A number of words in a rainbow of colors and alphabets pulses like a
heartbeat above the door, each one spelling out: BAEBOLI'S EMPORIUM.

The door glides open easily with a pull on the metallic handle,
allowing a cacophony of drumbeats and wildly meandering
music to pour forth from the low-lit interior.

B1. BOUNCER STATION

This ill-lit anteroom appears bare, save for two drunken patrons sitting
crookedly against the east wall. To the north, a broad opening leads onto
the emporium’s main floor, where every manner of sentient creature
indulges in vices both legal and otherwise. Standing impassively at a
tall table in the center of this opening stands a heavily muscled, simian-
faced humanoid, clad in cracked leather armor, his arms crossed over
his chest and wearing a look of boredom and contempt.

Known popularly as Kodr the Hammer, the emporium’s chief
bouncer—a disaffected member of an ape-like species called
the krang—has little patience for nonsense.

Creature: As the PCs approach his station, he holds up amassive
hand to determine their business and confiscate their weapons.
Should the PCs ask for clarification of the establishment’s rules
on these matters, he rolls his eyes and claims, “Do I look like
a city magistrate to you? Don't be any trouble, and if you catch
any, see to it that you finish it without damaging the property.
But any weapons stay here.” Assuming the PCs hand over their
gear, he tosses the items into a wooden box below his table and
returns them when they've finished their business.

Treasure: Aside from any gear confiscated from the
PCs, Kodr’s box also contains: a silvered longsword, two +1
morningstars, two light crossbows, two silvered spears, and two
slings. He also has a separate box holding two hand crossbows
and two silvered rapiers sized for a Small creature.

Development: If the PCs navigate their way past Kodr
without a confrontation or succeed on a Dexterity (Sleight of
Hand) check against Kodr’s passive Perception to smuggle a
weapon into the emporium, award Inspiration to any PC who
participated.

KODR THE HAMMER

Medium humanoid (krang), neutral

Armor Class 13 (hide armor)
Hit Points 112 (15d8 + 45)
Speed 30 ft., climb 20 ft.

STR DEX CON INT WIS CHA
17(+3) 11(+0) 16(+3) 11(+0) 8(-1) 13(+1)
Saving Throws Str +5, Con +5, Wis +1

Skills Athletics +5

Senses passive Perception 9
Languages Common, Krang, Ultari
Challenge 4 (1,100 XP)

Elongated Arms. The krang’s long arms extend its reach with
melee attacks to 10 feet.

Smashing Charge. If the krang moves at least 20 feet and hits
with a head-butt attack in the same turn, the attack deals an
additional 7 (2d6) bludgeoning damage and the target must
succeed on a DC 13 Constitution saving throw or be stunned
until the end of its next turn.

ACTIONS

Multiattack. The krang makes three melee attacks: two with his
maul, and one with his head-butt.

Head-butt. Melee Weapon Attack: +5 to hit, reach 10 ft., one target.
Hit: 6 (1d6 + 3) bludgeoning damage.

Maul. Melee Weapon Attack: +5 to hit, reach 10 ft., one target. Hit:
10 (2d6 + 3) bludgeoning damage.

Combat Gear. Potions of greater healing (2).
B2. SUNKEN BAR

A long sunken bar runs the length of this cavernous chamber, crowded
with a diversity of strange, dodqy patrons. Diaphanous clouds of
smoke rise toward the domed ceiling overhead where multicolored
lights blink and pulse from hanging globes. Upholstered booths line the
length of the east wall, while open tables stand to the west. The noise of
Jjarring music and a hundred different conversations poses a challenge
to communicating here.

The PCs can mingle in this sordid dive as long as they wish.
Should they ask about Basher, a successful DC 15 Charisma
(Persuasion) check to gather information reveals that he’s in the
private room (area B4). This check receives advantage if the PCs
offer a monetary bribe of at least 10 gp and secures a friendlier
introduction to the bahgra’s crew. Award the PCs equivalent XP
for a Challenge 4 encounter for finding their way to Basher in
this manner. Otherwise, the bahgra’s initial attitude starts as
Unfriendly rather than Indifferent.

Creatures: Three additional bouncers monitor client
activities inside Baeboli’s Emporium. If the PCs take a more
belligerent approach during their inquiries about Basher (such
as relying on Charisma (Intimidation) checks or coercive spells),
they quickly find themselves at odds with these enforcers. None
of them hesitate to summon Kodr as backup in giving the PCs a
good thumping, dropping their bruised bodies and egos in the
gutter out back, if necessary.
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BRUTE BOUNCERS (2

Medium humanoid (human), lawful neutral

Armor Class 20

Hit Points 45 (7d8+7)

Speed 45 ft.

STR DEX CON INT WIS CHA
18 (+4) 15(+2) 12(+1) 10(+0) 16(+3) 8(-1)

Saving Throws Str +8, Dex +6
Skills Athletics +7, Insight +6
Senses passive Perception 13
Languages Common
Challenge 4 (1,100 XP)

Ki Strikes. A brute bouncer’s unarmed strikes count as magical
for the purpose of overcoming resistance and immunity to
nonmagical attacks and damage.

Reposition. When a brute bouncer hits with his unarmed
strike, as a bonus action he can make an Athletics check to
shove the target. If the check succeeds, the brute bouncer
can choose to move himself 5 feet rather than shoving
the target. This movement does not provoke opportunity
attacks.

ACTIONS

Multiattack. The brute bouncer makes two melee attacks,
which may be unarmed strikes, sai attacks, or dagger attacks
in any combination.

Unarmed Strike. Melee Weapon Attack: +7 to hit, reach 5 ft., one
creature. Hit: 8 (1d8 + 4) bludgeoning damage.

Sai. Melee Weapon Attack: +7 to hit, reach 5 ft., one target. Hit:
7 (1d6 + 4) piercing damage. If the brute bouncer scores
a critical hit with his sai against an opponent wielding a
weapon, the target must make a DC 16 Strength saving
throw or be forced to drop its weapon.

Dagger. Melee or Ranged Weapon Attack: +7 to hit, reach 5 ft.
or range 20 ft./6o ft., one target. Hit: 6 (1d4 + 4) piercing
damage.

Stunning Strike (Recharge 6). When a brute bouncer hits a
target with a melee attack, the target must succeed on a
Constitution saving throw or be stunned until the end of
the brute’s next turn.

During Combat The bouncers use their sais to disarm
opponents of any weapons, then use Reposition and Stunning
Strikes to beat their enemies into submission or surrender.

B3. TaTTOO PARLOR

Three tables sit behind a trio of tattoo stations in this corner of
Baeboli’s establishment. Bright overhead lights help illuminate
a stretched canvas across the back wall depicting a variety of
tattoo designs to select from.

ParT -

Creatures: Aside from plentiful libations and a well-run
smoke room, Baeboli’s also offers a small tattoo parlor run
by an off-world human named Sheela. She charges up to 50
gp for her more complex designs, but most cost only 5-15 gp.
Sitting for the entire process requires at least an hour, and she
currently has two customers waiting.

SHEELA

Medium humanoid (human), neutral

Armor Class 11 (scatterlight suit)

Hit Points 31 (7d8)

Speed 30 ft.

STR DEX CON INT WIS CHA
8(1) o9(1) 10(+0) 14(+2) 12(+1) 13 (+1)
Saving Throws Wis +3

Skills Deception +5, Insight +5, Intimidation +5, Perception +5,
Persuasion +5

Senses passive Perception 15

Languages Common, Dwarven, Elvish

Challenge 1/8 (25 XP)

Scatterlight Suit. Both ranged attacks and spell attacks that

deal radiant damage have disadvantage against characters
wearing a scatterlight suit.

ACTIONS

Dagger. Melee or Ranged Weapon Attack: +1 to hit, reach 5 ft. or
range 20/60 ft., one target. Hit: 1 (1d4 - 1) piercing damage.

B4. BasHER’S PRIVATE Room
The adventure assumes the PCs eventually find their way to
Basher in his private room. Read the following when they enter:

Three wooden tables and a large, angular couch fill this private room.
Two rodent-faced figures sit at one of the tables, nibbling from a
platter of cheese and yeast-filled bread while sipping on berry-scented
wine from slender glasses. A shagqy-haired bahgra sits on the couch,
downing the contents of a frothy mug before ravenously feasting on a
platter of barely-roasted meats. He looks up momentarily and barks,
“Are you the jugglers I ordered?” He holds the haunch of meat before
his muzzle, hair and hands greasy as a bit of fat falls from the bone,
“Well, don't just stand there—juggle!”

Creatures: Mr. Sarlu’s former lieutenant—a bahgra named
Basher—and his ratfolk sidekicks, Geldek and Riaz, occupy
this room. Especially observant players (DC 16 Wisdom
(Perception)) may also notice a book sitting on the couch next
to Basher entitled The Adept’s Guide to Baushaudi Poisons, a clue
to his alchemical specialization as a poisoner. Since kidnapping
their boss’s prized possession (i.e., Mrs. Sarlu), they provided
lucrative information about his operations to the Surrat Coterie.
Now, the turncoats are enjoying the spoils of that transaction
while planning the details of the exchange to ransom back Mr.
Sarlu’s property. Once the PCs inform Basher they've heard
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he’s hiring muscle for an important job, he responds with a
dismissive belch: “Too late! Don’t need any more help. Already
hired a couple of mercs to do the job! Now, unless one of you
can juggle, shove off!” This draws high-pitched titters from his

ratfolk minions.

Ultimately, the PCs need to make a case for hiring them
instead, and Basher listens absently to their proposal while
dining on his roasted meats. If the PCs found their way to him
by gathering assistance from a friendly patron in the bar (area
B2), his starting attitude is indifferent to them, establishing a
DC 17 to ply him with Charisma (Persuasion). Otherwise, he
proves Unfriendly to their interruption of his festivities and
the DC rises to 20. Regardless, the PCs must succeed on a
complex Charisma (Persuasion) check (5 successes required
before 3 failures) to persuade the bahgra to reconsider his prior
arrangements. Each of these checks receives a +1 bonus if the
PCs adequately flatter the bahgra, and they gain advantage if
they can show off a special martial skill (including juggling!)
or a bit of arcane magic. Assuming the PCs succeed, award
them XP equivalent to a Challenge 4 encounter, and read or
paraphrase the following exchange from Basher:

“Well, maybe I'd be smarter to go with you lot after all. Still, I signed
a contract...those boys insisted on one.” Basher takes another bite of
his meal, chewing thoughtfully for a moment. “I tell you what. You
convince the two I hired that they should forfeit the job, and I'll hire
you instead—same fee, mind you, and not a coin more. They already
negotiated the deal and you'll live by it if you want in. They also said
they’d be in the hookah bar. Go on and have yourselves a ‘friendly’ chat
with’em. Last one standing gets the job. Just bring that contract back
with you. I don’t want any trouble with the Auditor if she finds out I
broke my word on a written agreement like that.”

If asked, Basher informs the PCs he hired two “snaky-looking
folk, ‘reptilian’ I think you'd say.” He reveals their names as
Sepes and Vaugh, but only if the PCs specifically ask for them.
He has no interest in discussing further details of the job until
he has the aforementioned contract in his hands.

BASHER

Medium humanoid (bahgra), neutral evil
Armor Class 15 (studded leather)
Hit Points 78 (12d8 + 24)

Speed 30 ft.
STR. DEX CON INT WIS CHA
13(+1) 16(+3) 14(+2) 13(+1) 12(+1) 10(+0)

Saving Throws Dex +6, Int +4

Skills Acrobatics +6, Deception +3, Perception +3, Stealth +9,
Survival +4

Damage Resistances poison

Senses darkvision 6o ft., passive Perception 14

Languages Bahgra, Thieves’ cant, understands Common but
can't speak it

Challenge 8 (3,900 XP)

Assassinate. During his first turn, Basher has advantage on
attack rolls against any creature that hasn't taken a turn. Any
hit Basher scores against a surprised creature is a critical hit.

Evasion. If Basher is subjected to an effect that allows it to make
a Dexterity saving throw to take only half damage, Basher
instead takes no damage if it succeeds on the saving throw,
and only half damage if'it fails.

Pack Tactics Basher has advantage on an attack roll against a
creature if at least one of Basher’s allies is within 5 feet of
the creature and the ally isn’t incapacitated.

Sneak Attack. Once per turn, Basher deals an extra 14 (4d6)
damage when it hits a target with a weapon attack and has
advantage on the attack roll, or when the target is within 5
feet of an ally of Basher’s that isn’t incapacitated and Basher
doesn’t have disadvantage on the attack roll.

ACTIONS

Multiattack. Basher makes two shortsword or bite attacks.

Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. Hit: 4
(1d6 + 1) piercing damage.

Shortsword. Melee Weapon Attack: +6 to hit, reach 5 ft., one target.
Hit: 6 (1d6 + 3) piercing damage, and the target must make
a DC 15 Constitution saving throw, taking 24 (7d6) poison
damage on a failed save, or half as much damage on a
successful one.

Dart Carbine. Ranged Weapon Attack: +6 to hit, range 8o/320 ft.,
one target. Hit: 7 (1d8 + 3) piercing damage, and the target
must make a DC 15 Constitution saving throw, taking 24 (7d6)
poison damage on a failed save, or half as much damage on
a successful one.

Combat Gear alchemist’s fire (3), kiss of tsunis poison (3 doses;
see page 544), potions of healing (2), potion of greater healing;
Other Gear antitoxin, The Adept’s Guide to Baushaudi Poisons
(book worth 50 gp)

GELDEK AND RIAZ, RATFOLK TROUBLESHOOTERS

Small humanoid (ratfolk), any alignment

Armor Class 14 (web-fiber armor)

Hit Points 33 (6d8+6)

Speed 30 ft.

STR DEX CON INT WIS CHA
10(+0) 17(+3) 12(+1) 12(+1) 14(+2) 16 (+3)

Skills Deception +5, Insight +4, Investigation +5, Perception +6,
Persuasion +5, Sleight of Hand +5, Stealth +5, Thieves’ tools +7

Senses passive Perception 16
Languages Bahgra, Common, Thieves’ cant
Challenge 2 (450 XP)

Cunning Action. On each of its turns, the troubleshooter can
use a bonus action to take the Dash, Disengage, or Hide
action.




Sneak Attack (1/Turn). The troubleshooter deals an extra 7 (2d6)
damage when it hits a target with a weapon attack and has
advantage on the attack roll, or when the target is within 5
feet of an ally of the spy that isn’t incapacitated and the spy
doesn’t have disadvantage on the attack roll.

Combat Gear. Potion of healing, potion of invisibility, grappling
hook.

ACTIONS

Multiattack. The ratfolk troubleshooter makes two melee
attacks.

Shortsword. Melee Weapon Attack: +5 to hit, reach 5 ft., one target.
Hit: 5 (1d6 + 2) piercing damage.

Hand Crossbow. Ranged Weapon Attack: +5 to hit, range 30/120
ft., one target. Hit: 5 (1d6 + 2) piercing damage.

Grappling Hook (Recharge after a short or long rest). As a bonus
action, a troubleshooter can load a grappling bolt in its
crossbow and launch it at a target up to 30 feet away. It can
climb this grappling rope at its normal walking speed.

Quick Mechanic. A troubleshooter can make a Dexterity
check to pick a lock or attempt to disable a trap as a bonus
action. If the troubleshooter already has tried and failed to
pick a lock or disable a trap during its turn, it can use this
ability to make a second check as a bonus action, but the
troubleshooter has disadvantage on this check.

Bs. HookaH BaAr

A well-attended hookah bar rises a foot above the main floor here,
tiled in psychedelic patterns partially obscured by the drifting smoke.
Patrons recline on two long couches upholstered with mismatched
hides from exotic alien beasts. Some have pipes to their mouths, while
others sit in languorous oblivion, swept away by narcotic euphoria.
Elaborate water pipes sit before the couches with two bored attendants
walking from client to client, tending to their needs before returning
to a rectangular counter stocked with various powders, rock crystals,
shredded leaves, and less identifiable substances.

This stylish hookah bar serves as the main attraction of
Baeboli’s Emporium, serving up exotic smoking diversions
from all across the multiverse. By the time the PCs meet with
Basher (at area Bg), the bar has already drawn a crowd. The
reptilian humanoids they seek—Sepes and Vaugh—are actually
nagaji, currently reclining towards the back section in the
northeast corner and obscured by the crowd (DC 20 Wisdom
(Perception) check to notice). Meanwhile, much closer to the
bar’s entrance, a pair of lizardfolk—named Roog and Targuhl—
are more likely to draw the PCs’ attention. They arrived only
a few moments before the PCs emerge from their meeting
with Basher, somewhat impatiently awaiting service from the
wait staff and conversing with one another in Draconic about
which drug to try. It’s entirely possible the party mistakes these
reptilian mercenaries for their true targets.

Roog and Targuhl treat any initial approach as unwanted
and potentially hostile or insulting. As a result, their starting
attitudes begin as Hostile, but a successful DC 19 Charisma
(Persuasion) check results in them becoming Indifferent
enough to listen to the PCs, and PCs gain advantage on this
check if they purchase them a round of any substance from the
bar. If made friendly enough that they offer any assistance to
the PCs, they deny having anything to do with a bahgra named
Basher and direct the PCs toward the back corner, indicating
another pair of reptilian humanoids preceded them there.
Additional attempts to speak with the lizardfolk after this
initial encounter are made with disadvantage. If the PCs fail
these checks or address the churlish duo with any degree of
hostility (including making Charisma (Intimidation) checks),
the lizardfolk become hostile enough to fight. If, however,
the PCs succeed in a diplomatic approach, reward them XP
equivalent to a Challenge 4 encounter.

Meanwhile, on the other side of the bar, the PCs’ true quarry
awaits. Read the following when the PCs have fixed their
attention upon the two nagaji lying on the couches in the
northeast corner:

Two scaly, green humanoids clad in embroidered robes of exotic design,
lounge in the northeast corner of the bar. The one on the left lies on his
belly as he speaks to a female server refilling his pipe, while the other
lies on his back, pulling a long drag from another pipe before exhaling
a cloud of pink smoke toward the rafters.

Sepes and Vaugh, the two itinerant nagaji mercenaries hired
by Basher, are celebrating their recent contract by spending
a portion of their retainer on a drug called zerk. Long-time
addicts, the two intend on enjoying a bender before meeting
their new employer in the morning to assist with the exchange
at Mr. Sarlu’s compound. If the PCs avoided any conflict with
Roog and Targuhl, the nagaji and their fellow patrons remain
blissfully unaware of them. However, if the PCs created a scene
with the lizardfolk and drew attention to themselves, customers
and staff alike are on edge and wary (becoming Unfriendly).
The GM must use his own judgment in managing this complex
encounter in such a congested space. For instance, patrons are
doubtlessly perturbed by the PCs should the entire party move
towards the nagaji in a crowded area already near capacity.
In addition, a belligerent approach—whether with Roog and
Targuhl or in how they engage the nagaji—puts Sepes and
Vaugh on their guard. The reptilian humanoids may swiftly
come to one another’s aid out of a sense of kinship. Additionally,
the bouncers (from B2) may also get involved, caring little for
who started a fight.

Regardless, the nagaji mercenaries are quite displeased
that Basher decided to hire the PCs instead. Sepes takes the
crumpled contract from his robe and points to the paper
angrily indicating: “The dog-man signed this! We signed this!
You make the dog-man break his word? You pay up for dog-
man?” Unless the PCs succeed at a DC 20 Charisma (Persuasion)
or Charisma (Intimidation) check, or pay the 1,000 gp Basher
promised Sepes and Vaugh for their services, the two nagaji
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initiate a fight with the PCs on their own. If the PCs manage to
avoid fighting the nagaji, award them XP equivalent to a CR 4
encounter. If they avoid fighting both groups, award additional
XP equivalent to a third CR 4 encounter.

Development: If combat does occur, Kodr and his bouncer
team (see area B2)investigate, but it requires 3 rounds navigating
the crowded bar before they can arrive. Provided the PCs have
done no damage to the property and haven't yet killed the
lizardfolk or nagaji, the staff refrains from further confrontation
with the PCs, merely escorting them from the premises and
telling them they can take up their business with Basher once
he leaves the establishment, as well. Otherwise, Kodr and the
bouncers also enter the fray, knocking heads equally between
the PCs and their opponents. If things truly get out of hand
(especially with massive damage to the emporium), members of
the Auditor’s city guard soon arrive and take matters into their
own hands, an outcome which draws considerable attention,
fines, and possible incarceration for the PCs.

Tactics: Roog and Targuhl surrender if either of them falls
below 15 hp but seek revenge on the PCs outside Baeboli’s after
recovering their weapons from Kodr.

Sepes and Vaugh are addicted to the drug zerk, which grants
them a +1 bonus on initiative checks and also drives them to
fight to the death, though they use their potions of greater healing
if dropped below 20 hit points.

ROOG AND TARGUHL

Medium humanoid (lizardfolk), neutral
Armor Class 16 (natural)
Hit Points 65 (10d8 + 20)
Speed 30 ft., swim 30 ft.
STR DEX CON
17 (+3) 16 (+3) 14 (+2)
Saving Throws Str +5, Dex +5, Wis +2

INT

12 (+1)

WIS

11 (+0)

CHA
14 (+2)

Skills Athletics +5, Deception +4

Senses passive Perception 10

Languages any two languages

Challenge 2 (450 XP)

ACTIONS

Multiattack. Each lizardfolk makes four melee attacks, one

with its bite, two with its claws, and one with its tail. It can
replace its claw attacks with its axe musket.

Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 6
(1d6 + 3) piercing damage.

Claws. Melee Weapon Attack: +5 to hit, reach s ft., one target. Hit:
5(1d4 + 3) piercing damage.

Tail. Melee Weapon Attack: +3 to hit, reach s ft., one target. Hit:
3 (1d4 + 1) bludgeoning damage. On a critical hit, the scaled
soldier can attempt a Strength (Athletics) check to shove the
target as a free action.

Axe Musket. Melee or Ranged Weapon Attack: +5 to hit, reach 5
ft. or range 50/200 ft., one target. Hit: 8 (1d8 + 4) slashing
(melee) or piercing (ranged) damage.

REACTIONS

Parry. The scaled soldier adds 2 to its AC against one melee
attack that would hit it. To do so, the captain must see the
attacker and be wielding a melee weapon.

SEPES AND VAUGH

Medium humanoid (nagaji), lawful evil

Armor Class 17 (natural)

Hit Points 52 (8d8 + 16)

Speed 4o ft.

STR DEX CON INT WIS CHA
17(+3) 14 (+2) 14(+2) 10(+0) 10(+0) 15(+2)

Saving Throws Con +4, Wis +2

Skills Animal Handling +2, Athletics +5, Perception +2
Senses darkvision 6o ft., passive Perception 12
Languages Common, Draconic

Challenge 3 (700 XP)

Beguiling Presence. The AC of a nagaji includes its Charisma
bonus.

Nimble. On each ofits turns, a nagaji can use a bonus action to
take the Dash or Disengage actions.

ACTIONS

Multiattack. The nagaji makes three melee attacks. It can replace
one of its melee attacks with a ranged attack.

Unarmed Strike. Melee Weapon Attack: +5 to hit, reach 5 ft., one
target. Hit: 6 (1d6 + 3) bludgeoning damage. If the target is a
creature it must succeed on a DC 13 Strength saving throw or
be knocked prone.

Sling. Ranged Weapon Attack: +5 to hit, range 30/120 ft., one target.
Hit: 4 (1d4 + 2) bludgeoning damage.

Spear. Melee or Ranged Weapon Attack: +5 to hit, reach 5 ft. or
range 20/60 ft., one target. Hit: 6 (1d6 + 3) piercing damage
or 7 (1d8 + 3) piercing damage if wielded in two hands as a
melee attack.

Spit Venom. (Recharge 5-6) Ranged Weapon Attack: +5 to hit, range
20/60 ft., one target. Hit: the target is blinded until the start
of the nagaji’s next turn.

Hypnotic Gaze. (Recharges after Long Rest) One creature the
nagaji can see that can also see it must succeed on a DC 12
Wisdom saving throw or be stunned by this magic until the
start of the nagaji’s next turn.




REACTIONS

Deflect Missiles. When hit by a ranged weapon attack, the
nagaji can reduce the damage taken by 1d1io + 6. If this
reduces the damage to o, the nagaji can catch the projectile
and immediately throw it as a ranged weapon attack (+5 to
hit) with a range of 20/60. It deals 6 (1d6 + 3) damage of a
type appropriate to the projectile.

Gear. Sepes and Vaugh each carry a potion of greater healing and
400 gp, and Sepes carries the signed contract from Basher.

B6. BaEBOLI'S OFFICE

The door to this room remains locked at all times (DC 20
Dexterity check with thieves’ tools to open). A Lath-Tom
lieutenant confiscated the key, and the Coterie intends to hold
onto it until Baeboli resurfaces. If the PCs manage to access the
office, they find little of value here aside from ledgers detailing
the running of the emporium’s business, as well as a receipt for
off-world gate access to something called the Shattered Zone.

THE BRIEFING

After reclaiming Basher’s contract from Sepes and Vaugh (and
dealing with the aftermath of any barroom brawl), read or
paraphrase the following when the PCs deliver it to him:

Basher eyes the returned contract and nods in satisfaction. “The job’s
yours, friends. Now, let’s discuss the details—and I'll trust you can be
discreet about them. I've recently come into possession of something
rather precious to a _former employer of mine, and I intend to make
that slimy worm pay well for its return. Thing is, he’s a slippery one,
and though I've cost him a number of his thugs, he’s still got ways
of mucking up the deal. So, I need extra muscle to accompany us to
the exchange as backup. The delivery’s got to be at his place. No way
around that. You lot just meet me there tomorrow at sunrise. My
associates can give you the address. Come armed and ready for action.
I'll give you a total of 500 gold now and another 125 for each of you
that survives. I don'’t think the whole job’ll take more than 10 minutes
if we're quick about it. Any questions?”

If the PCs ask about his former employer, Basher gets testy.
“He calls himself ‘Mr. Sarlu.’ One of the low-level crimelords
who fancies himself a high-and-mighty gang boss. But he’s lost
a lot of his strength and now the Coteries are moving in. He’s
only got a handful of mercenaries to protect him now. So, it
should be easy enough. You're not gonna back out on me now,
are you?” Basher remains vague about the rest of his plan,
suggesting such matters are above the PCs’ pay and they should
trust he’ll take care of his end of things.

B7. MARKETPLACE MAYHEM

Following the PCs’ encounter with Basher at Baeboli’s Emporium,
several hours remain in the day before they need to meet him
again for the exchange at Mr. Sarlu’s compound. The route home
should take them through the Grabel-Quoke marketplace again.
Unbeknownst to the PCs, a new threat emerges from their past.
Read or paraphrase the following to set the scene:

It appears more off-world visitors have arrived through the Skytalon
gate, and the marketplace foot traffic has slowed considerably to
accommodate them. Up ahead, several beasts of burden—all unusually
alien in appearance—are navigating the crowd, swaying dangerously
under heavy loads. Suddenly, a pair of robed bystanders impede their
way forward, before turning and readying weighted nets and spears.
Gesturing in your direction, one of them raises a loud voice, speaking
to everyone in the crowded market. “These creatures are our property!
Escaped slaves! Stand aside as we reclaim them!”

Prior to Lomrick’s fall—which the PCs engineered in To
Worlds Unknown—the jagladine sent several reports to the
Hegemony about his breakthrough in assessing the genetic
markers he detected in their species. His superiors lost contact
with Lomrick once the PCs eliminated him, but eventually
recognized the importance of his discovery and sent a group
of klaven to reacquire the PCs for further study. These special
infiltrators operate in pairs, using information from Lomrick’s
files to identify them. Each one arrives 2 rounds after the other,
communicating with their nanites to alert the others, head off
any escape, and tighten the circle to surround the PCs.

Development: Should a pair of klaven manage to subdue
or otherwise incapacitate one of the PCs, they bind and drag
them away, moving at only half-speed (15 ft. per round) due to
the additional burden and crowded marketplace. This should
enable pursuit from other PCs, but if the klaven escape the
ambush site, consider having Kaetrix or one of the PCs’ other
allies assist in tracking them down. The klaven currently occupy
a burned out safehouse near one of Argosa’s gates. Any would-
be rescuers should face additional klaven reinforcements if
they assault this location to regain their comrades.

Tactics: The klaven use their nets or coordinated grapple
attacks to impede and subdue opponents, pummeling pinned
or entangled victims in an effort to subdue and carry them off:
They only lash out with their claws if the battle turns against
them or a potent adversary gravely wounds them. They fight
until half their number are slain, with the survivors trying to
lose themselves in the crowd.

KLAVEN INFILTRATORS (8

XP 200 each

hp 16 (see page 639)

THE EXCHANGE

It’s possible the PCs may want to consult with Relstanna or
Kaetrix before joining Basher the following day. Both the elali
and jaskirri admit that Mr. Sarlu’s task sounds distasteful, but
it does serve their purpose, so they urge the PCs to comply with
the arrangement, including the betrayal of Basher’s crew. Read
the following when the PCs join him at the entrance to Mr.
Sarlu’s compound:
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Basher and his rat-faced cohorts stand warily at the door to Mr.
Sarlu’s compound. Three more half-elven thugs have joined him, each
carrying a bow and quiver. Next to them is a large, box-shaped cart
on_four wheels—S8 feet long, 4 feet wide, and about 6 feet tall—covered
by a canvas tarp. Basher looks a bit nervous but fixes a baleful eye
on everyone. “Look. Sarlu’s got mind powers, okay? But they got a
limit—4o or 50 feet near as I can figure. Make sure you don’t get too
close or you might find a tickle of a thought in your head saying you
should slit your own throat—or mine. So, stay with the cart and do
what I say, or I'll knife you myself.”

If the PCs have more questions, Basher angrily tells them their
job is simple: “Do what I tell you.” A DC 13 Wisdom (Perception)
or Intelligence (Investigation) check notices the dimensions of
the covered cart look similar to those of the aquarium they saw
in Mr. Sarlu’s chamber (at A4). Once Basher knocks on the door,
Oulek swiftly answers. He eyes the group testily and steps aside to
let them enter. Basher directs the PCs in first, followed by himself,
between them and the aquarium, while Geldek, Riaz, and the rest
of his thugs take up the rear, pushing the cart. As Oulek gestures
toward the atrium’s pool, he asks offhandedly if Basher would like
to “say hello to Mickles and Verney” (the corpses at Az). He then
escorts the PCs to the Gateway Chamber (at A6), playing along as
he addresses the PCs with his back to them.

“Has your employer told you about Mickles and Verney? Told you
what a disloyal, untrustworthy snake he is? Has he told you who he’s
stolen from? Can you rely on him to hold up any bargain he’s struck
with you?”

“That’s enough, Oulek, you bootlicker,” Basher retorts. “Things better
be just like I said or I'll drop this in the tank.” Oulek looks back at the
bahgra, who holds a vial of colorless liquid. “She’ll be dead quicker'n
greased spogash, and then where will your sweet master be without
any Screen to buy off the Coteries?”

“Oh, things are like you asked,” Oulek replies, “Mr. Sarlu’s at the far
end of the room, secured, as you requested. It’s the gods you need to
worry about, Basher. The gods despise a traitor.”

If the PCs interject during this conversation, Basher tells
them to, “Shut up an’ do your job!” Oulek then shelters the
panel with his body as he enters the passcode to the Gateway
Chamber.

What follows is a potentially complex encounter with several
NPCs. It should take place in area A6 but could easily spill over
into other parts of the compound. Mr. Sarlu is unlikely to figure
into the conflict, as he remains out of telepathic range within
the portable aquarium at the far side of the chamber. Read the
following as soon as the party comes before him:

At the north end of the chamber sits the portable water tank seen earlier
at your interview with Mr. Sarlu, save that a large segmented worm—
anemic white in color with yellow blotches along its length—now occupies
it. An iron chain secures the tank to the far wall. Basher halts your party as
Oulek walks carefully over the cables to stand beside the aquarium.

Oulek acts as Mr. Sarlu’s voice during this episode as the
worm’s telepathy only extends 50 feet from the tank. Oulek
firsts reports that Mr. Sarlu “wishes to see that she’s unharmed.”
Basher complies by taking off the tarp on the aquarium
manned by Geldek and Riaz. Once removed, it reveals another
translucent water tank occupied by a smaller aquatic worm
identical to Mr. Sarlu, save that its body also carries dozens of
black-skinned leech-like creatures the size of a man’s thumb.

After a sigh of relief from Oulek, he conveys, “Mr. Sarlu appreciates that
she appears unharmed. Now, if youll turn her over as you promised,
we’ll give you your blood money.”

Basher holds the opened vial of poison over the top of the tank. “No!
Don'’t take me for a fool! Give me the loot first and then I'll hand over
Mrs. Sarlu!”

There’s a brief pause as Oulek telepathically confers with his master.
“Very well, Basher. Wojack!” From a side door on the west wall an
emaciated dwarf appears with shackles on his ankles, carrying a leather
case. He walks awkwardly over the cables, a chain trailing from him to
the room from whence he came, and he sets the case down in the center
of the room before retreating again. Geldek and Riaz skitter forward
excitedly to examine it.

“Basher?” Oulek speaks as the two rat-faced creatures open the case
and giggle with glee, “You may have played this dangerous game well
today, but sooner or later you will make an error.”

Having spoken that phrase, the PCs should have their cue
to jump into action. Their first concern should focus on
preventing Basher from dropping the vial of poison into Mrs.
Sarlu’s aquarium. At his first opportunity, he does so, and, in
a single round the kiss of tsunis poison (see page 554) spreads
through the water to affect Mrs. Sarlu, who must begin making
Constitution saving throws. If attacked before he drops the
poison into the aquarium, Basher fights off his attackers
instead. Meanwhile, Geldek slams the leather case shut and
runs for the door, but Riaz scrambles towards the fight to aid
his boss and the rest of their band. Treat the areas covered by
the cables as difficult terrain. Attempting to run over them
requires a DC 12 Dexterity (Acrobatics) check to avoid tripping
(this is true for Geldek, as well). Oulek hangs back, guarding
his employer, but Mr. Sarlu’s streetrunners (emerging from A8)
join the fray at the first sounds of battle.

Development: If Geldek makes it out of the chamber, Oulek
yells for one of the PCs to pursue him. Mr. Sarlu’s tower guards
(from area A1) also work to cut off his escape. The ratfolk must
take the time to disable the locks on two more doors to flee the
compound and only stops to defend himself'if a PC catches up
to him. The leather case contains a half-dozen bars of platinum
worth 2,000 gp each. Needless to say, Mr. Sarlu considers it his
property, but rewards the PCs with a single platinum bar if they
recover the ransom and slay Geldek.

If Basher succeeds in poisoning Mrs. Sarlu, the PCs must do
what they can to aid her—if'she dies, they haven't fulfilled their
commitment to Mr. Sarlu; if she survives, however, the gangster
is satisfied they held up their end of the bargain, even if she
requires further medical attention to recover.
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BASHER

hp 78 (see page 95)

GELDEK AND RIAZ

hp 33 (see page 95)

BASHER'S THUGS

Medium humanoid (half-elf), neutral

Armor Class 14 (leather armor)

Hit Points 32 (5d8 + 10)

Speed 30 ft.

STR DEX CON INT WIS CHA
12 (+1) 16 (+3) 14(+2) 10(+0) 10(+0) 12 (+1)

Skills Athletics +3, Perception +2, Stealth +7

Senses darkvision 6o ft., passive Perception 12

Languages Common, Elven

Challenge 1/2 (100 XP)

Sneak Attack (1/Turn). A skilled sniper can deal an extra 2d6
damage to one creature you hit with an attack if he has
advantage on the attack roll. The attack must use a finesse
or a ranged weapon. He doesn’t need advantage on the
attack roll if another enemy of the target is within 5 feet

of it, that enemy isn’t incapacitated, and he doesn’t have
disadvantage on the attack roll.

Stealthy. A skilled sniper gains double his normal proficiency
bonus on Dexterity (Stealth) checks.

ACTIONS

Rapier. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit:
8 (1d6 + 3) piercing damage.

Longbow. Ranged Weapon Attack: +5 to hit, range 150/600 ft., one
target. Hit: 7 (1d8 + 3) piercing damage.

MRS. SARLU

Large aberration, neutral evil

Armor Class 13 (natural armor)

Hit Points 82 (15d10)

Speed 50 ft., swim 4o ft.

STR. DEX CON INT WIS CHA
17(43) 4(3) 12(+0) 4(3) 4(3) 18(+4)

Saving Throws Int +o, Wis +o, Cha +7
Skills Insight +4, Intimidation +7
Damage Vulnerabilities lightning, poison
Damage Resistances fire

Damage Immunities acid, cold
Condition Immunities prone

Senses blindsight 6o ft., passive Perception 11

Languages telepathy 50 ft.
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Challenge 6 (2,300 XP)

Alien Mind. A creature that reads or telepathically contacts the
sarlu’s mind, must succeed on a DC 15 Intelligence saving
throw or be frightened for 1 minute. If the save fails by 5 or
more, the creature is also stunned until the end of its next
turn. The creature can repeat the saving throw at the end of
its turn, ending the effect on itself on a success. A creature
that fails its saving throw against the sarlu’s Crushing
Thoughts action suffers the full effects of Alien Mind
automatically.

Amphibious. The sarlu can breathe air and water.

Inscrutable. Non-sarlu have disadvantage on Wisdom (Insight)
checks made against sarlu, and on Intelligence checks made
to recall information about sarlu.

Lobotomized. Mrs. Sarlu has suffered a medical lobotomy and
lacks all the telepathic and spell-like abilities of a typical
sarlu. This causes her to only marginally perceive her
surroundings, and she suffers a —10 penalty to her Dexterity,
living only to produce the larvae which cling to her body.
Her form is far more emaciated from the constant feeding
of her young, and, while she can still spew alchemical juices
and lash out to grab and constrict opponents, her dreadful
condition decreases her CR by 2.

ACTIONS

Multiattack. The sarlu makes one constrict attack and uses
crushing thoughts.

Constrict. Melee Weapon Attack. +6 to hit, reach 10 ft., one target.
Hit: 16 (3d8 + 3) bludgeoning damage, and the target is
grappled (escape DC 15). Until this grapple ends, the target is
restrained, and the sarlu can’t constrict another target.

Alchemical Juices (Recharge 5-6). The sarlu unleashes a spray
of chilled, caustic fluid in a 30-foot line that is 5 feet wide.
Each creature in the line must succeed on a DC 14 Dexterity
saving throw or take 14 (4d6) acid damage and 14 (4d6) cold
damage on a failed saving throw, or half'as much on a
successful one. The juices cling to creatures hit. Unless a
creature spends its action using scraping or washing the
juices off, it takes 7 (2d6) acid damage at the start of the
sarlu’s next turn.

CELEBRATORY LIBATIONS

Once the PCs have slain or captured Basher and his cohorts,
read or paraphrase the following as Mr. Sarlu’s forces celebrate
their victory:

As the last foe is subdued, Oulek calls for assistance in unchaining Mr.
Sarlu’s aquarium from the wall and then pushes it across the room
until the two tanks are adjacent. ‘Ahh, you are safe now, my beloved,’
the sarlu transmits to those in the chamber via his silky telepathy.
‘“Those ruffians can’t hurt you anymore.

One of Mr. Sarlu’s guards, foot tapping eagerly on the ground,
suddenly asks, “Boss! Is it okay if we have a taste? It's been an age!”
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The sarlu’s feeler tentacles writhe about in apparent assent. Two of
his mercenaries produce tin cups and trot over to their employer’s tank.
They fill their cups with its green waters, then move quickly to Mrs.
Sarlu. Each pluck off one of the squirming leech-like organisms that
cover her body, the fat black worms wriggling as they emit high-pitched
squeals. Without pause, both pop a leech into their salivating mouths
and drain their cups. Vapid grins break across their faces almost
immediately and their bodies relax, clearly overcome by an enveloping
euphoria. The intoxicated guards then pass through the eastern door
towards their barracks.

The PCs may have briefly held some sympathy for Mr. and
Mrs. Sarlu’s plight at the outset of Basher’s exchange. However,
revealed in this rather graphic way is the true nature of Mr.
Sarlu’s profitable enterprise: he had this female of his species
lobotomized so she docilely produces sarlu larvae. Ingesting
a larva along with water infused by a male sarlu’s natural oils
produces a powerful, highly addictive narcotic effect. The
substance is called sarlu-ahq, but users on the streets of Zel-
Argose more commonly refer to it as Screen.

THROUGH THE RED GATE

Despite any misgivings on the part of the PCs, Mr. Sarlu
remains true to his word and allows them to use the Red Gate.
Before doing so, the heroes may want to take time to recuperate,
consult with Relstanna, or resupply. Read the following when
the PCs assemble in the chamber:

Oulek clacks his beak in a gesture of impatience, asking if you're ready

for the journey to Rythes. With your assent, he calls upon Wojack again.
The manacled dwarf plods over to the dark green mechanism at the
center of the chamber, slamming a fist on a number of protuberances,
which sparkle with light, then places his open palm on a smooth panel.
With an almost sensual howl the red ring shudders to life, with thin
arcs of enerqy crossing the ring’s center. The morose dwarf gives an
incongruous wink. “Step through, friends! Another world awaits!”

Nothing can be spied through the gateway itself, which
Wojack states is normal “for this particular model” should
the PCs inquire. Neither the dwarf nor Oulek truly know what
awaits on the other side. If the PCs bother to ask if anything
has ever come through from Rythes, the response, after a long
pause, is “No. Nothing.”

A pleasant tingling sensation washes over the PCs as they
near the shimmering pink energy playing across the gate’s
ring, making the hair on their heads stand on end. Partially
passing through the gate reveals nothing of the other side. It
requires full passage to see their destination, and once the PCs
step through, transportation is instantaneous, and they appear
on Rythes.
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PART 2: THE BROKEN BARONIES

The Red Gate takes the PCs to the southeastern tip of a
peninsula on Rythes—an area collectively known as the Broken
Baronies. Citizens of these insular forts, encampments, and
city-states always distrust the sudden appearance of strangers,
and actively guard against anyone who might steal or forcibly
take their hard-earned supplies and resources. As a result,
initial encounters with natives of Rythes have a starting attitude
of Unfriendly, and all Charisma (Persuasion) checks which fail
to improve this situation immediately causes them to become
Hostile. This change in attitude may not manifest right away,
however, as even Hostile NPCs may bide their time, carefully
planning to rob, capture, or slay the PCs as a means of taking
their resources instead.

MyTtHIC DISRUPTION

The lingering corruption of the Tears of Eternity also poses
another challenge for the PCs as they arrive on Rythes. Passing
through the Red Gate immediately interferes with their mythic
power, making it temporarily unavailable to them. While the
features of their Morphic Nature remain intact, they can no
longer use any other epic boons they may have. GMs should
initially describe this effect as a gnawing “wrongness” or ill
feeling in the PCs. Thereafter, anytime a PC attempts to use
their Boon of Luck, they must succeed on a DC 20 Constitution
saving throw or gain one level of exhaustion, and the Boon
of Luck provides no benefit. While this corruption certainly
hampers the PCs during their time on Rythes, they're destined
to overcome it at a later point in the adventure when they
interact with the purifying energy of a Patron ally. Until then,
they have to survive on their own ingenuity and unique talents.

C. Tue BARONY OF DUST

The Red Gate emerges in the Barony of Dust, one of the hardest
hit regions among the Broken Baronies. Its sparse population
relies on native chag beetles for sustenance, tools, and trade
with the neighboring Barony of Merebec. The Dustfolk are a
hard lot, banding together for survival and always on guard,
but accept strangers a little more openly as long as they present
themselves with courtesy. The small settlement of Buckle
represents their only major concentration of people, and the
adventure assumes the PCs find their way there, but first they
encounter a few challenges along the way.

Ci1. WET ARRIVAL

In the blink of an eye, a murky green, liquid haze replaces the scene from
Mr. Sarlu’s gateway chamber. Tall, snaky plants with deep blue fronds
wave hypnotically all around you, growing from a deep-red coral reef.
Your arrival on Rythes has seemingly submerged you in seawater!
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Hazard: Ages ago, the ancient earthquakes that rocked Rythes
caused lower lying areas of land to slide into the sea, including
this ancient gateway, which once sat on a beautiful coastline.
The instant an unsuspecting PC emerges from the gate, he or
she must make a DC 15 Dexterity saving throw to avoid taking
in a lungful of seawater. Those who fail are treated as poisoned
and begin suffocating, while those who succeed manage to hold
their breath at the last instant. While seemingly dire, the water
is only 15 feet deep here, and the shore lies 6o feet ahead in a
relatively placid grotto. A successful DC 10 Strength (Athletics)
check allows a PC to move forward or upward at half'speed, but
failure indicates one of two possible outcomes (50/50 chance).
The PC either unintentionally slices themselves on the coral
reef, taking 5 (2d4) slashing damage, or they become grappled
(Escape DC 13) in the seaweed-like growths rising from the
ocean floor. The seaweed can be cut free with a slashing weapon
(AC 10, hp 5). Ultimately, the PCs may need to aid one another
to make it safely to shore. Anyone poisoned by this seawater-
induced nausea, suffers the condition for 1d4 rounds after
surfacing, and for 1d4 hours thereafter.

C2. HoniGAL’S SHACK

A small ledge leads to a shack along the shoreline, built from dull gray
stone shot through with purple marbling. A bow-leqged old dwarf
emerges _from the shack, clad in dusty homespun clothes and sporting
a near-toothless grin. He walks to the water’s edge, one hand pressed
against the small of his stooped back and the other clutching a bundle
of tattered towels. He waves the towels in the air. “Hey there, off-
worlders!” he shouts, “Welcome to the arse-end of Rythes!”

A naturally affable dwarf named Honigal serves as a
watchman for the submerged gateway from Argosa. Originally
from Buckle, he makes his home in the caves along the shore
but uses the shack for fishing from the ocean.

Creature: Honigal hands out towels to the PCs as they
emerge, wearing an amused grin on his weathered face. As long
as the PCs aren'’t hostile towards him, he mentions they’re the
third party to venture through the gate in the last six weeks
after an eight-month stretch of no one coming through at
all. He directs them to a road heading west over a slight ridge
toward Fort Buckle, stating they can find civilization there. If
they make Hongal friendly with a successful DC 13 Charisma
(Persuasion) check, he answers basic questions and provide
further information in the accompanying sidebar.
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HONIGAL

Medium humanoid (dwarf), neutral
Armor Class 14 (leather)

Hit Points 57 (6d8 + 24)

Speed 25 ft.

STR DEX CON INT WIS CHA
13(+1) 16(+3) 16(+3) 10(+0) 15(+2) 6(-2)

Saving Throws Dex +6, Int +3

Skills Athletics +4, Perception +8, Sleight of Hand +6, Stealth +6
Damage Resistances poison

Sesnses darkvision 6o ft., passive perception 18

Languages Common, Dwarvish

Challenge 4 (1,100 XP)

ACTIONS

Spear. Melee or Ranged Weapon Attack: +4 to hit, reach 5 ft., range
20/60 ft., one creature. Hit: 6 (1d6 + 3) piercing damage.

C3. BuLL FigHT

Two, enormous beetles, each crowned with a trio of wicked horns, circle
each other. When one finds an opening, it charges the other, and they
lock horns, only to disengage and continue circling.

Two massive bull chag beetles are attempting to achieve
dominance over one another without really inflicting injury

to themselves. They both scented the chag cow, Mayabelle,
corralled in Fort Buckle and now battle for the right to mate
with her. Once the winning bull drives off the loser, the herders
in Buckle plan on releasing her to it.

Creatures: Unless the PCs give these two beasts a wide berth—
circling around them no closer than 50 feet—they attract the
attention of the beetles, which charge to attack intruders in
their territory. Even if the PCs avoid initial conflict, the winning
beetle likely crosses their path again after driving off its rival.

CHAG BEETLES (2

XP 1,800 each
hp 85 (see page 663)

C4. ForT BUCKLE

A small settlement rises here against the rock face of a dull gray cliff.
Its buildings are constructed from similar individual stones, fit closely
together with a pale-white mortar. A few plumes of smoke waft up from
within, and several men with heavy crossbows guard the walls near
the town’s only gate.

A guard captain named Rolly takes turns defending Buckle’s
wall with a few villagers to assist him.

Creatures: When the PCs approach, Rolly asks the nature of
their business. If the PCs mention their interest in a book (such
as the Opus Aeterna), he states the only book in town is Wuli’s
ledger and suggests they seek one of the monasteries to the west
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CHATTY HONIGAL

Roll a d8 to determine the information Honigal provides
in conversation. He talks as long as the PCs engage
him, absentmindedly repeating himself in the event of
duplicate results.

Roll Information

1 “You're aware this is your new home now, no? That
gate is one-way. No going back that direction. No
other way off planet either, unless another one’s
still working out in the wastes.”

2 “A krang named Khedri came through six weeks
back. Stone serious fellow. Said something ‘bout
runnin’ afoul of a Zar-boo or something like that.”

3 “Month ago, | saw six fellas come through. Gray-
skinned, glowin’ purple eyes. Holdin’ tall spears.
Patted me on the head as they came outta the water,
didn’t say a word, but kept grinnin’ with mouths full
0’ needle teeth. You folks look a lot nicer.”

4 “They serve drinks down at Wuli’s in Buckle but
steer clear of Wuli’s daughter. That minx flirts too
much with off-worlders. Probably thinks one of
‘em can take her off planet, | guess.”

5 “I was born and bred here on Rythes, though | spent
my first years in True Veleate. Left when the zealots
got sterner. They don’t mess around with magic.”

6 “Buckle ain’t so bad a place, long as you don'’t
mind chag meat and workin’ a grinder. | keep
by the sea, though. Like to fish and set traps for
lobsters.”

7  “I hear the other baronies started recoverin’ from
the blight. The Barony of the Bloom’s rightmost
worshipful of their plants, and they trade crops
with everyone now. What | wouldn’t give for a
basketful of berries!”

8  “Stay away from those bull chags ‘round the ridge.
Two of ‘em are bumpin’ horns for the privilege of a
night with Mayabelle.”

for such luxuries. If the PCs ask to rest or resupply in Buckle,
Rolly asks if they plan on making any trouble. Unknownst to
the PCs, he has a wand of zone of truth, which he uses to test
their sincerity (DC 13 Wisdom saving throw). An honest “no”
is enough to gain admittance and directions to Wuli’s tent (at
Cs), which serves as a community tavern and gathering place.
If the PCs show signs of a violent confrontation with the bull
chags (at C3), Rolly asks about it. He becomes unfriendly if he
discovers the PCs slew or drove off the bulls, demanding they
wait outside while he summons Wuli. He reappears 5 minutes
later with a rodent-faced humanoid (a DC 12 Intelligence

(Nature) check suggests an uncanny resemblance to ratfolk,
save that Wuli is Medium-sized).

As Buckle’s community leader and de-facto Baron of the
Dustfolk, Wuli asks about the circumstances that led the PCs
to fight the chag beetles. If the PCs truthfully indicate they only
defended themselves, Wuli pauses and shakes his head, saying to
Rolly: “They've beggared us, but they had no way of knowing. It’s
that lazy Bolog’s fault. He should have had some wranglers there
instead of chasing Shakes. Let the bastards in.” If the PCs boast of
their kill or suggest they fought the bulls for sport, Wuli tells them
they're not welcome in Buckle and should be on their way. Rolly
and his guardsmen then ready their crossbows to repel the PCs,
if necessary, using the settlement wall for cover. If the ostracized
PCs show remorse after learning of Buckle’s dependence on chag
beetles for survival, skip to C6, “Making Amends.”

ROLLY

Humanoid (human), neutral good
Armor Class 15 (studded leather)

Hit Points 66 (12d8 + 12)

Speed 30 ft.

STR DEX CON INT WIS CHA
12(+1) 16(+3) 13(+1) 12(+1) 15(+2) 11(+0)
Saving Throws Dex +6

Skills Animal Handling +3, Nature +5, Perception +5, Stealth
+6, Survival +5

Senses passive Perception 18

Languages Common

Challenge 5 (1,800 XP)

Favored Enemy. Rolly treats humans and syaandi as favored
enemies, as the ranger class feature.

ACTIONS

Multiattack. Rolly makes two melee weapon attacks or three
ranged weapon attacks.

Shortsword. Melee Weapon Attack: +6 to hit, reach 5 ft., one
target. Hit: 6 (1d6 + 3) piercing damage.

Longbow. Ranged Weapon Attack: +6 to hit, range 150/600 ft., one
target. Hit: 9 (1d8 + 3) piercing damage.

BUCKLE BOW HUNTERS

Medium humanoid (human), chaotic evil

Armor Class 14 (omniweave armor)

Hit Points 28 (3d10+6)

Speed 30 ft.

STR DEX CON INT WIS CHA
17(+3) 12(+1) 14(+2) 10(+0) 13(+1) 8(-1)

Saving Throws Str +5, Dex +3

Skills Animal Handling +1, Athletics +5, Insight +3, Religion +2,
Stealth +3, Survival +3
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Senses passive Perception 11
Languages Common
Challenge 1 (200 XP)

Beast Hunter. The hunter has advantage on Animal Handling
checks and on Stealth checks made to evade the notice of
beasts.

Spellcasting. The hunter is a 3rd level spellcaster. Its
spellcasting ability is Wisdom (spell save DC 11). It has the
following Ranger spells prepared:

1st level (3 slots): cure wounds, detect poison and disease, hunter’s
mark

ACTIONS

Multiattack. The hunter makes two melee attacks with his
handaxes.

Longbow. Ranged Weapon Attack: +6 to hit, range 150 ft./600 ft.,
one target. Hit: 6 (1d8 + 2) piercing damage.

Handaxe. Melee or Ranged Weapon Attack: +5 to hit, reach s ft.
or range 20 ft./6o ft., one target. Hit: 6 (1d6 + 3) slashing
damage.

Cs. WuLr's TENT

The interior of this tent features several benches surrounding a smoking

fire-pit beneath a hooded vent. A curved bar covers the opposite wall
blocking access to another door leading to an area nestled against the
cliff. An alcoholic smell mixed with a powerful earthy scent permeates
the air.

Wauli’s tent acts as the primary hub of activity for Buckle,
and Wuli has taken on the role of the town’s Baron, though
none of the other baronies truly recognize him as such. Aware
of everything that happens in town thanks to his patrons,
the ratfolk uses such information to cement his leadership,
securing survival for himself and those under his care.

Wuli’s makeshift tavern serves chag meat, seaweed and
crustaceans from the nearby sea, camel’s cheese and milk, as well
as mossbeard ale. Chag meat is greasy and chewy but provides
sustenance like any other meat. The seaweed is bitter and not
something people from Buckle typically request. Mossbeard ale
is a foamy green liquid with flecks of moss floating in it. It has
a sour smell and flavor but intoxicates its drinker as well as
traditional ale. The room behind the bar contains paperwork
detailing trade deals with the Barony of Merebec. The top page
indicates that Baron Yacob expects a shipment of chag armor
in two weeks. The cool room also serves as a storage area for six
barrels of mossbeard ale.
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Creatures: Wuli and his daughter, Wula-Dor (N female
ratfolk commoner 2), engage the locals with friendly chatter,
refilling mugs and cleaning tables. After recognizing the PCs
as off-worlders, Wula-Dor flirts with them if they aren’t in
trouble with her father. The tavern hosts a dozen other patrons,
including four syaandi, members of a nomadic reptilian warrior
race drinking at a nearby table and ignoring all attempts at
conversation. They've come to Buckle to secretly assess the
fort’s defenses as part of a scouting mission for their chief (see
C10). If the PCs ask Wuli about them, he shares a bit about their
culture before stating, “Their coin’s as good as anyone else’s,
and they've caused no trouble. If you want to know more about
them, I know they camp somewhere west of here.”

WULI

Small humanoid (ratfolk), lawful neutral
Armor Class 15 (web-fiber armor)

Hit Points 65 (10d8 + 20)

Speed 30 ft.

STR DEX CON INT WIS CHA
13(+1) 18(+4) 14(+2) 14(+1) 11(+0) 14 (+2)

Saving Throws Str +5, Dex +7, Wis +3

Skills Acrobatics +7 Deception +5, Perception +6, Stealth +7
Senses passive Perception 16

Languages Common, Gnoll, Thieves’ cant

Challenge 6 (2,300 XP)

Cunning Action. On each of his turns, Wuli can use a bonus
action to take the Dash, Disengage, or Hide action.

Hard to Fool (Recharge after a long rest). The ratfolk explorer is
always on the lookout for danger, and Charisma (Deception)
checks against it have disadvantage.

Keen Smell. Wuli has advantage on Wisdom (Perception)
checks that rely on smell.

Sneak Attack (1/turn). Wuli deals an extra 10 (3d6) damage when
he hits a target with a weapon attack and has advantage on
the attack roll, or when the target is within 5 feet of an ally
of his that isn’t incapacitated and Wuli doesn’t have disad-
vantage on the attack roll.

ACTIONS

Multiattack. Wuli makes three attacks: two with his scimitar
and one with his dagger. He can replace one melee attack
with a bite. Or he makes two ranged attacks.

Bite. Melee Weapon Attack: +7 to hit, reach 5 ft., one target. Hit: 6
(1d4 + 4) piercing damage.

Scimitar. Melee Weapon Attack: +7 to hit, reach 5 ft., one target.
Hit: 7 (1d6 + 4) slashing damage.

Dagger. Melee or Ranged Weapon Attack: +7 to hit, reach 5 ft.,
range 20/60 ft., one target. Hit: 6 (1d4 + 4) piercing damage.

Pepperbox Pistol. Ranged Weapon Attack: +7 to hit, range
80/320 ft., one target. Hit: 8 (1d8 + 4) piercing damage.

REACTIONS

Trap Sense (Recharge afler a short or long rest). When a ratfolk ex-
plorer would be affected by a trap, as a reaction he can make
a Wisdom (Perception) check to notice the trap before it goes
off. If he notices the trap, it has disadvantage on any attack
roll against the explorer, and the explorer has advantage on
any saving throw against the trap.

BAR PATRONS (8

Medium humanoid (human), neutral evil

Armor Class 14 (armored jacket)

Hit Points 13 (2d10 + 4)

Speed 30 ft.
STR. DEX CON INT WIS CHA
16(+3) 15(+2) 14(+2) 8(1) 10(+0) 12 (+1)

Saving Throws Str +5, Con +4

Skills Athletics +7, Intimidation +5, Perception +2
Senses passive Perception 12

Languages Common

Challenge 1/2 (100 XP)

ACTIONS

Quarterstaff. Melee Weapon Attack: +5 to hit, reach 5 ft., one
target. Hit: 6 (1d6 + 3) bludgeoning damage or 7 (1d8 +3)
bludgeoning damage if used with two hands to make a
melee attack.

Dagger. Melee or Ranged Weapon Attack: +5 to hit, reach 5 ft. or
range 20 ft./60 ft., one target. Hit: 5 (1d4 + 3) piercing damage.

SYAANDI SOLDIERS (4

XP 100 each
Hp 32 (see page 706)

C6. MAKING AMENDS

The adventure assumes the PCs arrive in Buckle following a
conflict with the bull chag beetles (at area C3). If the PCs killed or
chased off the bulls, Wuli eventually learns of it—whether from
Rolly (at area Cq) or through a concerned traveler that witnessed
the event from afar. If the PCs somehow tamed or avoided the bulls,
Wauli eventually approaches them in a friendlier manner with a job
offer. Otherwise, read the following as he confronts them:

Wuli’s expression sours as he barks out, “Meat and money, you stupid
off-world bastards! Flesh is hard to come by here and we make our living
raising chags. We butcher the drones for food and we fashion their shells
into armor. Without a bull to fertilize a cow’s eqgs—don’t know if you
saw Mayabelle before you came here—there’s no drones. With no drones,
there’s not enough food to feed everyone or keep the fort defensible. And
bulls are rare enough ‘round here with Shakes hunting them down.”
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Wauli eventually informs the PCs about “Shakes,” indicating
it’s a beast that took up residence in a nearby gully called the
Gash. The creature, “a winged serpent with half a hundred
heads,” preys on wild chags, especially bulls and it keeps the
chag population at an all-time low. Depending on how the
PCs dealt with the bulls on their way into town, he either
demands or requests that they deal with Shakes. He indicates
they've lost half'a dozen people to it already, and two of them
were professional hunters.

Further inquiry regarding Shakes from the local citizens
elicits descriptions of escalating exaggeration: “His teeth and
claws are as long as daggers, he has great bat wings that blot
out the sun, his hundred eyes sparkle like gemstones and can
turn a man to stone, and he calls lightning down from the sky!”
These descriptions are not willful deception; only an indication
of the dread in which the locals hold Shakes. Rolly can escort
the PCs to the Gash but turns back for Buckle when still a half
mile away: “I watched that monster feast on my friend Jorval’s
guts, and I ain’t gettin’ any closer than this. His den is at the far
end of the Gash. Good luck to ya!”

C7. SHAKES THE CHAG KILLER

This broad, hook-shaped gully is about 10 feet deep, surrounded by
tenacious scrub growth and stony boulders. A number of chitinous oval
disks lie scattered on the ground along with bleached bones denuded of
flesh. A stiff desert breeze brings the stink of rot.

A successful DC 10 Intelligence (Nature) check identifies
the oval disks as the cast-off shells of chag beetles, the flesh
within hungrily consumed by the beast which lairs here. A
successful DC 14 Wisdom (Survival) check also spots nearby
footprints and teeth marks on the chag shells suggesting
a large reptile. The largest cluster of shells lies before the
entrance to a rocky cave.

Creature: A winged dragon-hydra half-breed named Shakes
lairs within this gully. If the PCs arrive during the day, he
resides inside his den, quietly napping. Approaching him
unawares requires a DC 12 Dexterity (Stealth) check (made with
disadvantage if'a PC treads across the brittle bones he left at the
entrance). If the PCs arrive at night, Shakes is instead feasting
on another beetle, and approaching him stealthily proves
much dicier (DC 19 Dexterity (Stealth) with the same potential
penalty for walking into his cave). The instant Shakes becomes
aware of any intruders, he charges from his cave with a mighty
roar, launching a volley of spikes at the closest target. Read the
following text.

A massiv blue-scaled reptilian creature with the powerful wings of a
dragon and five snake-like heads emerges from the cave, bellowing
loudly, “Does my next meal bring itself so willingly to my doorstep? I
so love to play with my food as the chase builds a larger appetite. Yet,
I can hardly turn away such easy prey...especially something which
smells so tantalizing and different.”

If the PCs remain outside the Gash, Shakes takes to the air,
raking his visitors with lightning. However, as soon as someone
enters his cave, he chases after them to protect his most recent

kill—another dead chag bull.

Treasure: There are 21 chag shells lying about the Gash, each
worth 100 gp to the residents of Buckle for their armor-making
industry. Within Shakes’ cave, six saltwater pearls (worth 50 gp
each) and a dusty cloak of elvenkind lie buried among a pile of
gnawed bones. The PCs may also find a chunk of glass etched
with lines resembling circuit-like schematics. The glass radiates
a faint aura of divination and represents just a single pane from
the Opus Aeterna.

Tactics: Shakes launches himself into the sky so he can
soften up opponents with his breath before closing to melee.
After identifying a weaker target, he attacks from above, landing
only if'he feels he can fend off multiple attackers. A wily veteran
of many battles, Shakes retreats if reduced to less than 10 hp,
flying away to recover before resuming the hunt and stalking
the PCs by scent.

SHAKES

Half-blue dragon hydra (see SRD, as modified below)

hp 172

Speed 30 ft., fly 50 ft.

Intog

Damage Resistances lightning

Senses blindsight 10 ft., darkvision 6o ft., passive Perception 16
Languages Common, Draconic

Challenge 8 (3,900 XP)

Lightning Breath (Recharge 5-6). Shakes exhales lightning in
a 6o-foot line that is 5 feet wide. Each creature in that line
must make a DC 16 Dexterity saving throw, taking 55 (10d10)
lightning damage on a failed save, or half'as much on a
successful one.

C8. WESTWARD

Following their victory over Shakes, the PCs may return to
Buckle, and its citizens greet them with cheers once they
learn of the hydra’s death. Wuli also happily pays for any
chag shells retrieved from the beast’s lair. If the PCs left
treasure behind, intrepid citizens eventually head to the
Gash to gather them up, also returning with the crystalline
shard. Wuli recognizes the Opus fragment, telling the PCs
he saw similar pieces further west and recommends they
seek a monastery in the Barony of Merebec called St. Albat
of the Soil if they wish to learn more about them. He also
asks the PCs to deliver a shipment of chag armor to Baron
Yacob if they travel there, giving them 1,000 gp and four
camels (temperamental, orange-furred, one-humped beasts
of burden) for their trouble. Other than dried chag meat and
provisions, Buckle offers little else to aid their mission.
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Cog. HOWLING STONES

A stand of orange, glass-like stones surrounds the dirt highway passing
through this part of the barrens. Each one towers almost 20 feet high
with hundreds of sharp, glossy shards scattered around them like small
halos. Pitted holes riddle the pillars themselves and, as the wind picks
up, they emit a high-pitched howl that eventually harmonizes into
dozens of unique, orchestrated whistles. The hardpan within the circle
of stones is noticeably darker than the surrounding sand and no scrub
grows here. A larger stone nearly 50 feet high and twice as wide sits
alone outside the howling circle.

This conglomeration of pillars once represented another Tear
of Eternity as a revolutionary and experimental gate developed
by the Patrons many years ago to reach the Ethereal Plane. Only
recently, the energy from the reactivated Tear near Buckle (at Cx)
brought this long dormant technology back to life. Touching
the stones from outside the circle reveals the glassy monoliths
are hot to the touch, but this seems little more than the result of
unsheltered exposure to the sun’s unforgiving rays. A detect magic
spell, however, reveals a strong transmutation aura emanating
from each column, and a successful DC 12 Wisdom (Survival)
check notices an indeterminate scorching effect of the ground
inside the circle. A successful DC 15 Wisdom (Perception) check
also notices that the broken shards around each pillar bear tiny
cracks and fractures similar to the circuitry-like patterns of the
Opus shard (from Cy).

Hazard: A total of 1d3 arcs of plasma energy strike any sentient
creature who carries anything metallic into the darkened circle
marked by the pillars. Travelers can easily avoid the hazard by
walking around the cluster of stones.

Plasma Arc. Ranged Spell Attack: +7 to hit, range 20 ft., one
target. Hit: 5 (2d4) lightning damage plus 5 (2d4) fire damage.
The plasma arc has advantage on attack rolls against targets
wearing metal armor.

Creatures: If the PCs touch the larger stone outside the
circle—or if any plasma surge emanates from one of the smaller
pillars—it attracts an aether elemental bound to the gate. Up
to three of these creatures may emerge, each bound to the
dormant gate when the Tear detonated under the corruption of
the Principalities. The elementals are eager to return home but
can only do so if no less than 5 pillars generate an arc of plasma
energy at the same time to sustain the portal for a fraction of a
second. Once the elementals sense the PCs carry enough metal
to trigger such an event, they attempt to force that outcome by
using their telekinetic throw ability to hurl them into the circle.

Development: If the PCs can speak with the elementals and
succeed on a DC 20 Charisma (Persuasion) check, the creatures
withhold their attack and explain the nature of their dilemma.
If made Friendly, they plead with the PCs to liberate them,
suggesting that they willingly stand within the circle to generate
enough plasma arcs or force some other creatures to do so. If
the PCs manage to free the elementals in either manner, award
them XP equivalent to a CR 6 encounter.

HARMONIC CAPTIVES

Large elemental (aether), neutral
Armor Class 15
Hit Points 102 (12d10 + 36)
Speed o ft., fly 6o ft. (hover)
STR DEX CON INT
10 (+0) 19(+4) 16(+3) 6(-2)
Damage Resistances bludgeoning, piercing, and slashing from
nonmagical attacks

CHA

11 (+0)

WIS

11 (+0)

Damage Immunities electricity, fire, force

Senses blindsight 30 ft., darkvision 6o ft., passive Perception 10
Languages Primordial

Challenge 5 (1,800 XP)

Amorphous. The elemental can move through a space as small
as 1 inch wide without squeezing.

Invisibility. The elemental is invisible.
ACTIONS

Multiattack. The elemental makes two telekinetic throw
attacks.




Telekinetic Throw. Ranged Spell Attack. +8 to hit, range 150 ft., one
target. Hit: 13 (2d8 + 4) force damage. If the target weighs 600
pounds or less, it must succeed on a DC 15 Strength saving
throw or be pushed 15 feet in a direction of the elemental’s
choice and knocked prone. The elemental can choose not to
deal damage in favor of simply throwing the target.

C10. SyaanNDI CAMP

North of the graveled road stands a large tent of dusty white silk topped
by a red-stained pennant flapping in the stiff breeze. Five wooden racks
directly south of the tent bear the bloody carcasses of unidentified
creatures, the hardpan and scrub around these gory trophies spattered
with the sloppy remnants of skinning done without finesse or care.

A syaandi scouting party has made a small camp here along
the border between the Barony of Dust and the Barony of
Merebec. They await the return of the four spies they sent to
Buckle (at Cs) in preparation of a larger force joining them to
take the fort.

Creatures: The syaandi observe the PCs’ approach with
consternation, and swiftly make plans to eliminate any witnesses
to their presence. Three warriors bar the way forward, initially
doing so in a non-threatening manner and calling out for “Trade!”
in the Common tongue to draw the PCs closer. Soon after, their
leader—a veteran warpriest named Erlantu bearing an angry red
scar across his forehead—emerges from the tent with a fourth
warrior at his side. Erlantu commands a blood cult devoted to the
syaandi god, Chtok, and, along with his trained aspirants, hopes to
seize Buckle so he can lay claim to the entire Barony of Dust.

At first, Erlantu makes a show of inviting only two PCs into
his tent so he can offer them various trade goods. In truth,
this just serves as a ruse to separate the PCs before initiating
battle. Regardless of whether anyone accompanies him, Erlantu
eventually casts heat metal on one of the PCs as a provocation.
The words to his spell serve as the signal for his warriors to
begin hostilities against the other PCs outside. The syaandi
fight with reckless abandon, laughing even as they receive
mortal wounds. This unusual approach to combat stems from
the tear shards they carry with them (see below).

Treasure: Each syaandi wears an intact tear shard on anecklace.
These crystals retain warmth when held near living flesh and
glow a faint orange at sunrise and sunset. More importantly,
they have a unique resurrection effect on descendants of the
original syaandi bloodline that ventured to Rythes. Attuned to
any recovering Tear of Eternity, the crystals preserve the spirit of
slain syaandi wearing them. Thereafter, the spirit travels to the
broken Tear and revives the syaandi with a one-time resurrection
effect, reforming a new body at the Tear’s location. While
extremely potent, the shard only affects syaandi—typically just
those who follow the cult of Chtok (as they’re descended from
the original bloodline). The shard becomes inert after a single
use. As a result, syaandi warriors prize these crystals above all
else, seeking to replace inert shards after each resurrection.

ERLANTU, CHTOK BLOOD GLUTTON

Medium humanoid (syaandi), chaotic neutral

Armor Class 17 (chag shell breastplate)

Hit Points 55 (10d8 + 10)

Speed 30 ft.

STR DEX CON INT WIS CHA
17(+3) 14 (+2) 12(+1) 8(-1) 13(+1) 12(+1)

Skills Intimidation +3, Medicine +3, Survival +3
Condition Immunities frightened

Senses darkvision 6o ft., passive Perception 11
Languages Syaandi

Challenge 4 (1,100 XP)

Cornered Fury. When Erlantu doesn't have all his hit points, and
no conscious allies are within 5 feet of him or his target, he
has advantage on attack rolls.

Hardy. Erlantu has advantage on Constitution saving throws.

Keen Smell. Erlantu has advantage on Wisdom (Perception)
checks that rely on smell.

Magic Weapons. Erlantu’s weapon attacks are magical and deal
an additional 2d8 necrotic damage (included below).

Spellcasting. Erlantu is a 4th level spellcaster. His spellcasting
ability is Wisdom (spell save DC 11, +3 to hit with spell attacks).
Erlantu has the following cleric spells prepared:

Cantrips (at will): guidance, resistance, sacred flame, thaumaturgy

1st level (4 slots): bane, divine favor, inflict wounds, protection from
evil and good

2nd level (2 slots): heat metal, spiritual weapon
ACTIONS
Multiattack. Erlantu makes two melee attacks.

Pike. Melee Weapon Attack: +5 to hit, reach 10 ft., one target. Hit: 8
(1d10 + 3) piercing damage plus 9 (2d8) necrotic damage.

Javelin. Melee or Ranged Weapon Attack: +5 to hit, reach 5 ft. or
range 30/120 ft., one target. Hit: 6 (1d6 + 3) piercing damage.

Leadership (Recharges after a Short or Long Rest). For 1 minute,
Erlantu can utter a special command or warning whenever a
nonhostile creature that he can see within 30 feet of it makes
an attack roll or a saving throw. The creature can add a d4
to its roll provided it can hear and understand Erlantu. A
creature can benefit from only one Leadership die at a time.
This effect ends if Erlantu is incapacitated.

REACTIONS

Desperate Defense. When Erlantu is targeted by an attack, he
can impose disadvantage on the attack roll. To use this
ability Erlantu must not have all his hit points, and no
conscious allies within 5 feet of him or his attacker.

SYAANDI WARRIORS (4

XP 100 each
hp 32 each (see page 706)
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D. Tae BARONY OF MEREBEC

Following their adventures in the Barony of Dust, the PCs
should journey to the slightly more robust Barony of Merebec
in their search for the monastery of St. Albat and the Opus
Aeterna. Leaving the dustlands behind, the PCs soon discover
an ancient structure known locally as the Seabridge Causeway
rising from the sea and tracing an intracoastal waterway which
extends for miles along the shoreline. Built by the Patrons, this
structure has slowly eroded over the years, but the Barony of
Merebec still relies on it as a defensible trade route due to the
secure gatehouses maintained along its length.

Despite Merebec’s relative security and growing wealth, its
people prove less accommodating than the Barony of Dust.
The residents contend with raiders on a more regular basis
and maintain a natural distrust of off-worlders. In addition,
the syaandi warriors gathering at their border (at C10) made
matters worse for future visitors when they attacked the
causeway. After their defeat (and subsequent resurrection),
the raiders made expensive restitution and turned their eye
to the isolated Barony of Dust for easier prey. Their warriors

sometimes frequent the Mossbeard Alehouse in Trebelbet (at
D13) on their way east, but Merebec’s citizenry still regard them
and other off-worlders with trepidation.

D1. KoBEc’s CROSSING

Bridging this wide gap between two shores is a structure of brown
stone, its surface shot through with faded purple marbling. A low wall
bisects the causeway with four, 15-foot-high, crenelated towers flanking
its length. The sound of ocean waves crashing against the stony edifice
echoes across the hardpan.

Local inhabitants refer to this section of the Seabridge
Causeway as Kobec’s Crossing—so named for the inscription
an ancient explorer chiseled into it. It rises from the sea and
extends inland, its stone surface sometimes buried by shifting
sand or collapsed rubble. The crossing’s towers show no outward
signs of occupation, and calls from the PCs go unanswered.
Close examination of the causeway (with a successful DC 12
Wisdom (Perception) check) suggests the bridge has seen a fair
amount of wheeled traffic, with the words KOBEC BUILT THIS




etched into the stone just before it broadens. As soon as a PC
moves beyond the narrower entrance or attempts to cross via
the water, sentries in the guard towers (at D2) accost them.

D2. TRUEK AND THE Roorrop Boys

A lone figure stands up from behind the battlements atop the
easternmost tower, pointing a readied longbow in your direction.
“Truek says far enough, off-worlders! Travelers pay a toll at dead-and-
buried Kobec’s Crossing, god rest his salty soul. It’s a hundred gold a
head, and fifty for any animals. Of course, if you claim poverty, you can
always run the gauntlet or run away—right boys?” At that moment,
more armed figures stand above the ramparts of the other three towers
and shout in unison, “Spoken true, boss!”

A Merebec border guard named Truek leads this band of
warriors who call themselves the Rooftop Boys. Baron Yacob
of Trebelbet (at D12) has charged them with monitoring traffic
from the Barony of Dust and alerting him of any threats with
messenger birds kept in the room beneath Truek’s tower.

Creatures: The Rooftop Boys normally charge native
merchants just 5 silver pieces to use the causeway, but Yacob
lets them shake down off-worlders for whatever they can get. If
the PCs agree to pay Truek’s toll, a guard atop the southernmost
tower lowers a beaten metal bucket on a rope to collect the gold
and they're then allowed to pass unmolested. PCs who mention
the delivery of chag shell armor from Wuli may negotiate half
the fee with a successful DC 16 Charisma (Persuasion) check.
If the PCs refuse to pay, Truek states they can try their luck
with the free crossing: either running for the low wall (at D3)
or attempting to swim the ocean gap. The seasonally turbulent
waters here are 20 feet deep and require DC 13 Strength
(Athletics) checks each round to swim across at half speed.
While attempting either, Truek and his cohorts harass them
with arrow fire, using their crenelated towers for improved
cover. Truek and his allies have advantage on attack rolls against
swimming creatures unless they have a swim speed.

Treasure: Truek and his lads allow no one into their towers
if they can help it. The iron doors are locked (DC 20 Dexterity
check with thieves’ tools to open, AC 18, damage threshold
10, 60 hp, Strength DC 25) and they repel anyone attempting
to scale the outer walls (DC 20 Strength (Athletics) check to
climb due to the slippery moisture from the sea). Each tower
includes a stone staircase to the roof; a sleeping cot, pewter cup,
plate, and utensils, 2 weeks of food, and a cask of potable water
(weighing 50 pounds). The southern tower also houses a crank
mechanism for lowering the blocking wall (at D3) and requires
a DC 12 Strength check to operate. Truek’s easternmost tower
also holds a locked metal chest (DC 20 Dexterity check with
thieves’ tools to open), containing a potion of water breathing, 372
gp, 584 sp, a tortoise shell comb (worth 50 gp), and a pair of
black pearls (worth 400 gp each). The westernmost tower holds
another crank mechanism for lowering the wall, as well as a
writing desk and 5 cages for the messenger birds Truek uses to

communicate with Trebelbet. Truek himself carries a sending
stone. The stone’s mate is in Terbelbet, and he uses it to send
warning to the city in the event that they are overrun.

TRUEK AND THE ROOFTOP BOYS, BORDER GUARDS (4

Medium humanoid (half-orc), neutral evil
Armor Class 15 (studded leather)

Hit Points 66 (12d8 + 12)

Speed 30 ft.

STR DEX CON INT WIS CHA
12 (+1) 16(+3) 13(+1) 12(+1) 15(+2) 11(+0)
Saving Throws Dex +6

Skills Nature +4, Perception +5, Stealth +6, Survival +5
Senses passive Perception 18

Languages Common, Orc

Challenge 5 (1,800 XP)

Keen Senses. The border guard has advantage on Wisdom
(Perception) checks.

Relentless Endurance (1/Day). When the border guard drops
to o hit points but isn't killed outright, it can drop to 1 hit
point instead.

ACTIONS

Multiattack. The border guard makes two melee weapon
attacks or three ranged weapon attacks.

Longsword. Melee Weapon Attack: +6 to hit, reach 5 ft., one target.
Hit: 7 (1d8 + 3) piercing damage.

Longbow. Ranged Weapon Attack: +6 to hit, range 150/600 ft., one
target. Hit: 7 (1d8 + 3) piercing damage.

Concussion Grenade (Recharges after a short rest). Ranged Weapon
Attack: +6 to hit, range 20/60 ft., all targets in a 10-foot radius.
Hit: 21 (6d6) bludgeoning damage. Creatures in the area
succeeding on a DC 14 Dexterity save take half damage.

D3. Low WaALL

This wall is 7 feet tall and made of the same stone as the rest of the
causeway and bridge.

A solid, 3-foot-thick, stone wall serves as the main barrier for
impeding traffic across the causeway. Its y-foot height doesn’t
pose a serious climbing challenge (DC 10 Climb check to
ascend, and PCs may aid one another), but the threat of arrow
fire complicates the task and any pack animals must be left
behind. Of course, the mechanical cranks in the southernmost
and westernmost towers can also lower the wall.

Areas D4 and Dj are events that can occur anywhere along
the miles-long causeway heading to Merebec.
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D4. ANCIENT DEBRIS

The causeway runs precariously close to the sea here, with waves
occasionally rolling across the slick outer wall to spill across the ancient
stones. They bring a salty ocean tang and a heavy spray of mist. A
box-like container also drifts within the surging tide, creating a hollow
thump as it crashes along the wall.

Retrieving the box from the sea requires a successful DC 15
Strength check (with advantage if the PCs use a rope, pole, or
other device to secure it against the seawall). It appears quite
old, encrusted with alien mollusks and seaweed on its ceramic
exterior. A Patron xenobiologist once used it as a storage
crate, and it requires a DC 20 Dexterity check with thieves’
tools to release the locking mechanism and another 10 hp of
bludgeoning damage to break the cemented seal.

Treasure: If opened, the strange box contains 85 unusual
holographic coins depicting varying amounts of Patron
currency (worth up to 250 gp to collectors among the Accord). It
also holds 5 glass vials (their caps broken and the contents long
since evaporated), one of which is an admixture vial (see page
544). The 24 mollusks clinging to the box’s exterior also provide
an edible food source. If pried open, they all mysteriously bear
identical saltwater pearls (each worth 50 gp).

Ds. UNPREDICTABLE WEATHER

Dark clouds have started gathering just off the coast, and the wind
picks up from a steady breeze to a strong squall. An occasional rumble
of thunder sounds in the distance.

With the slow recovery of the Tears of Eternity, the
terraforming artifacts have started re-exerting their influence
over the weather. This phenomenon proves erratic at best, and
this particular stretch of the Seabridge Causeway comes under
a sudden barrage of lightning strikes.

Hazard: The effect functions like a call lightning spell with
a single bolt striking the causeway each round for 5 rounds,
dealing 3dio lightning damage (half damage with a DC 14
Dexterity saving throw). The bolt only has a 50% chance of
targeting an exposed PC (roll randomly to determine which).
PCs wearing metal armor or carrying metal weapons larger
than a dagger have disadvantage on this Dexterity saving throw.

D6. DAMAGED CAUSEWAY

A broad causeway of brown stone runs more than half a mile along
the shore here with sea waves washing against the structure’s southern
face. Part of the stonework seems blasted away, creating a yawning gap
near a ruined gatehouse where a long flag of tattered green cloth still
Sflutters in the breeze.

A prolonged battle took place on this part of the causeway,
precipitated by a pair of off-worlders once allied with a tribe
of Rythes gnolls. The unlikely duo—a tengu bard named Kilik
and a murderous gnome named Shu—fell victim to one of

Mr. Sarlu’s ploys and subsequently found themselves forced
through the Red Gate several months ago. They eventually
impressed a gnoll packlord named Shaghak near the Barony
of Merebec, convincing him to attack the causeway’s gatehouse
with a made-up story of easy plunder. In reality, they only used
the gnolls to overrun the border guards, betraying Shaghak in
the middle of battle and killing the rest of their allies before
slipping into Trebelbet, searching for a gate that can take
them home.

The crumbling path of the broken causeway falls away into
inrushing seawater 30 feet below, and the water itself descends
another 20 feet to the underlying seabed. A successful DC 15
Intelligence (Investigation) skill check suggests the broken
brickwork resulted from an explosion and exceeding the
check by 3 or more also reveals the blast took place quite
recently (within a day or so). Hails to the damaged gatehouse
go unanswered.

Hazard: To safely cross the gap and reach the gatehouse, the
PCs have two choices. They can either head back across the
intact causeway, making a longer trek around the dry riverbed
before scaling the outer wall at Dy—or, they can attempt a
riskier crossing using the damaged brickwork still joining the
northern wall which forms a narrow ledge. The simpler, more
time-consuming method through the dry riverbed ultimately
requires a successful DC 12 Strength (Athletics) check to scale
the 30-foot outer wall to reach the other side, and this approach
may prove necessary anyway if the PCs still intend on bringing
Wauli’s camels and cargo with them. Otherwise, unhorsed and
intrepid souls can more quickly cross the narrow ledge-like
remains of the north wall with two separate DC 13 Dexterity
(Acrobatics) checks. Failing either of them necessitates a DC
15 Dexterity saving throw to grab a piece of solid masonry to
avoid falling into the churning seawater. Failure results in
3d6 bludgeoning damage from surging waves and crumbling
masonry landing on top of them. Perhaps worse, PCs must
make a DC 12 Strength (Athletics) check to stay afloat every
round they remain in the rough surf. Climbing onto the
slick rocks of the outer sea wall requires a successful DC 15
Strength (Athletics) check to climb up out of the water, and
similar checks to regain the causeway.

Dy. CrOSSING GATE

Two levered crossing gates close off the causeway near this damaged
gatehouse. A single wooden door into the structure lies between the
two barriers.

A cursory examination of this area with a successful DC
10 Wisdom (Perception) check notes a few dried bloodstains
in front of the gatehouse door. A more detailed search (with
a successful DC 17 Wisdom (Perception) check) discovers an
unusual blond feather wedged in a gap between the causeway
stones. This belonged to the albino tengu named Kilik (at D13).
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D8. BLoopy Room

This office seems damaged beyond repair—the scene of a considerable

fight. A table and two chairs lay overturned, a third and fourth smashed
to kindling, and some ceramic jars shattered with their contents spilled
onto the floor. Blood also spatters the floor and walls, with crimson
drag marks leading to a broken door in the southeast wall.

The gatehouse guards put up a desperate defense here, but
the gnolls allied with Kilik and Shu easily overwhelmed them.
A battered metal strongbox sits beneath the overturned table,
its lock broken and contents missing—stolen away by Kilik.
Following the battle, Shu dragged the fallen guards into the
next room (at Dg).

Do. SHAGHAK’S SPITE

More carnage lies here. The bodies of five bloodied humans form a
garish pile in the northern corner, while two other corpses of hairless,
hyena-headed humanoids with pasty skin covered in primitive blue
tattoos, lie at the center of the room. A third such creature sits propped
against the east corner, three arrows protruding from its chest.

The brutish gnoll chieftain, Shaghak, met his fate here,
betrayed by Kilik and Shu after losing most of his warriors
against the gatehouse guards. Grievously wounded and knocked
unconscious, he only stabilized shortly after the murderous
tengu and gnome left him to die. Shaghak still lives, but suffers
from a concussion and badly broken leg, preventing his escape.

Creature: Shortly after the PCs enter the room, Shaghak
coughs up a gout of blood and snarls at them but takes no
initially threatening actions. If the PCs seek to communicate
with him, they must first succeed on a DC 18 Charisma
(Persuasion) check to improve his attitude from Unfriendly to
Indifferent. Even so, he only speaks his native tongue (a garbled
version of Gnoll requiring a successful DC 10 Intelligence
check even for those who speak the un-bastardized version of
the language), but a comprehend languages or tongues spell may
assist. Ultimately, Shaghak has little to say, other than he was
wrong to trust “the white birdman and one-eyed assassin”
(Kilik and Shu, respectively). He attacked the causeway because
“he was promised great plunder and his people always raid to
survive.” If asked about the gap in the causeway, he explains
he “used his necklace to blast it apart, killing many humans.”
He makes a Dexterity (Sleight of Hand) check against the PCs’
passive perception to conceal a battered golden sphere hanging
from his necklace in his hand—the last missile of his necklace of
fireballs. If the PCs attack him before or after any interrogation,
Shaghak detonates the globe with a readied action, engulfing
the room in one last explosion (8d6 fire damage, DC 15
Dexterity saving throw) to avoid capture and take more
enemies with him. If the PCs heal Shaghak instead, his attitude
immediately improves to Friendly. He offers them a ring of
water walking in gratitude, requesting they let him return to his
people. If prevented from doing so, he threatens to detonate the
golden sphere, and a successful DC 10 Wisdom (Insight) check
recognizes the sincerity of his threat.
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Development: If Shaghak escapes or the PCs let him go,
he rejoins his tribe, leading them away from the Barony of
Merebec. Their paths may cross again during the PCs’ journey
across the Parched Plains in Part Three (see G1o), or when
they return to restore the Red Gate. Shaghak could represent
another threat or come to their aid depending on how they
part ways. Regardless, the PCs should earn XPs equivalent to
a Challenge 4 encounter, even if they simply survive the last
detonation from his necklace.

SHAGHAK, GNOLL PACK LORD

Medium humanoid (gnoll), chaotic evil
Armor Class 18 (breastplate, natural armor)
Hit Points 96 (12d8 + 48) [currently at 3 hp]

Speed 40 ft.
STR DEX CON INT WIS CHA
20 (+5) 13 (+1) 18 (+4) 8(-1) 10(+0) 10(+0)

Saving Throws Strength +9, Constitution +8
Skills Acrobatics +5, Athletics +9, Survival +4
Senses darkvision 6o ft., passive Perception 13
Languages Gnoll

Challenge 4 (1,100 XP)

Blood Frenzy. When a pack lord takes damage in combat or
score a critical hit on an enemy, it flies into a rage on its next
turn as a bonus action. While in a blood frenzy, the pack lord
gains +1 to melee attack and damage rolls but suffers a -1
to Armor Class. The blood frenzy lasts 1 minute or until all
enemies are dead.

Fearless. A pack lord has advantage on saving throws against
fear.

Keen Smell. A pack lord has advantage on Perception checks
that depend on smell.

Snapping Flank. Once per turn, when a pack lord is and
another gnoll are both adjacent to a creature, it can use a
bonus action to make a bite attack against that foe.

ACTIONS
Multiattack. The gnoll pack lord makes two melee attacks.

Bite. Melee Weapon Attack: +9 to hit, reach 5 ft., one target. Hit: 8
(1d6 + 5) piercing damage.

Falchion. Melee Weapon Attack: +9 to hit, reach 5 ft., one target.
Hit: 9 (2d4 + 5) slashing damage.

Rifle. Ranged Weapon Attack: +5 to hit, range 8o/240 feet, one
target. Hit: 8 (1d1o + 3) piercing damage.

Intimidating Presence (recharge 5-6). A gnoll pack lord can
frighten foes with their menacing presence. Target one
creature within 30 feet. That creature must succeed on a DC
12 Wisdom saving throw or be frightened until the end of
the pack lord’s next turn.




Pack Attack. When a gnoll packlord scores a critical hit with its
falchion, it can make an Athletics check as a bonus action to
shove an opponent toward an ally. If it is flanking its target,
it can instead use this Athletics check to trip the opponent.

D1o. SURVIVOR

Another body hangs from a broken window on the south side of the
gatehouse, its left foot hooked to an iron lamp mounted to the wall.
Suddenly, the corpse moves, groaning in pain.

Avisiting noncombatant named Brennan Quall (commoner**")
survived the gatehouse onslaught by pretending to be dead when
Shu shot him with a crossbow as he escaped through the window.
His trouser leg got tangled in the iron lamp and he quietly hung
from the wall while Kilik and Shu turned on the gnolls. He’s
been unable to free himself ever since.

Creature: Upon sighting the PCs, Brennan thanks his
improving luck and implores them to help him down before
he passes out from all the blood rushing to his head. If the PCs
free Brennan, he promises to vouch for them with the guards at
Trebelbet so they can win their way into the city despite being
off-worlders. If asked about Trebelbet’s leader, Brennan describes
Baron Yacob (at D1s) as a competent leader and savvy strategist,
protecting his people from the savages of the barren wastes. If the
PCs ask about the attack on the causeway, he explains the gnolls
normally attack lone travelers and rarely a defensible outpost like
the gatehouse. He never got a good look at Kilik or Shu since he
kept his eyes shut as part of his ruse, but mentions he heard a
croaking voice among the raiders—something very different than
a gnoll’s guttural bark. He also tells the PCs about an argument
between the croak-voiced raider and one of the gnolls.

D11. MorLot’s Moss FArM

After crossing the Seabridge Causeway, the PCs enter the
agricultural lands of the Barony of Merebec. The turbulent
seashore, dry riverbeds, and unforgiving desert give way to lush
moss-covered greenery and a spongy turf—part of an ever-
widening oasis generated by a recovering Tear of Eternity. The
moss covers nearly every structure in the region, and the local
population has become dependent on it as both a food source
and trade good with other baronies.

The scrub becomes noticeably more vibrant in this region—a vast
difference from the barren shores and wastelands of the past few miles.
Squat trees, none more than 1o feet tall, grow along the highway
with large clumps of pale-green moss growing in their shadows. In
the distance, a modest homestead rests beside a placid lake, smoke
wafling from its stone chimney. Several, triangular structures—none
more than a few feet in length—surround it, positioned in neat rows
resembling open-faced tents.

Multiple lean-tos mark the fields of this active moss farm,
each crafted from wooden spindles and coarsely woven sheets
of cloth. Beneath their shade, patches of cultivated moss
grow in similar fashion to those of the nearby trees, save their
appearance seems more varied and thicker.

Creature: A moss farmer named Kesko Mollot (NG male
tengu commonerS®) makes his home here, one of many who
nurture the growth of various breeds of greenery in the Barony
of Merebec. Mollot sells his produce in Trebelbet, relying on
an aurochs-drawn cart to carry it to market. If approached
with common courtesy (and a successful DC 12 Charisma
(Persuasion) check), he proves far more amiable than other
Merebec natives. He too was once an off-worlder, voluntarily
venturing through the Red Gate with his family to escape a
Coterie misunderstanding on Argosa twenty years ago. His wife
and two children recently passed away, however, and Mollot
still deals with the grief by keeping busy on the farm. If made
Helpful, he willingly offers the PCs a place to spend the night,
providing them with food, water, and information, should they
ask the right questions:

Why do you live here alone? “Alas, my wife and two chicks
succumbed to fever last month. I thought about moving on, but
moss farming’s all I know.”

What good is moss? “Oi, friends, I grow six different kinds
here. Four are edible if cooked right. You can weave hempmoss
into rope and clothing when dried and treated. And, if you soak
and ferment mossbeard, it makes a potent ale. Growing the
stuff just requires shade and a good deal of moisture.”

Why is this area so fertile? “The land is blossoming again,
blessed by god because of our faithfulness. In my father’s day,
we could only farm near the cenotes, but the arable soil has
expanded ever since! The whole barony’s getting bigger because
of it, and I've heard travelers say the same thing’s happening in
the Blue Barony, over in Veleate, and the Barony of the Bloom
as well.”

Tell us about your faith. “I follow the teachings of St.
Albat, the Planter, the Sower—St. Albat of the Soil. I tithe to
their abbey in Singwheel Canyon. All civilized folk follow the
catechism of one saint or another. Most in Merebec follow St.
Albat, and just about everyone but off-worlders worship the one
god, the lord of all creation on Rythes. The saints established
the first teachings, pulling the world out of certain death after
the Great Cataclysm.”

What's the Great Cataclysm? “I'm not entirely sure. No one
is really. The teachings say it happened so long ago that no one
remembers what happened or why. There are still ruins from
that time, though—Ilike the Seabridge Causeway you must have
crossed. There are artifacts, too. The monasteries guard most of
them, but I've never seen any.”

Where can we find books and centers of learning? “The
monasteries, I'd imagine. They preserve those kinds of things.
St. Albat’s sits in Singwheel Canyon to the west. St. Oolaav is
in the Blue Barony to the south. And St. Ioh lies farther north.
You might head to Trebelbet and see what they say about them,
though. Baron Yacob knows more than most and he’s visited St.
Albat’s before.”
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What can you tell us about Baron Yacob? “He rules Trebelbet,
and that’s the main stronghold in these parts. The stories say he’s
done more traveling than most. Seen more. Done more. Makes
him the closest thing to a scholar outside the monasteries, and
people look up to him for it—for wisdom and such. He’s kept folks
safer because of it, fending off syaandi raiders, gnolls, and the like.”

Di12. THE WALLS OF TREBELBET

The stone highway broadens as it rises towards a small city overlooking
several forested lakes. A 20-foot-tall wall surrounds the entire
settlement with armed watchtowers every 30 feet, and the ubiquitous
moss blanketing the countryside grows on its every surface, giving the
walls a greenish cast in the setting sun.

A tall, red-haired woman named Sabila Carn stands watch
on the walls of Trebelbet with a handful of guards. She wears
a necklace made from polished chag shell fragments with a
carved stone medallion indicating her station.

Creatures: When the PCs come within earshot, Sabila calls
out, challenging their approach and demanding they sheath
their weapons and keep their hands in sight. Once they stand
beneath her watchtower, she asks if they're off-worlders and what
business they have in coming to Trebelbet. Her starting attitude
is Unfriendly, and it requires a successful DC 15 Charisma
(Persuasion) check to improve it, or the PCs may pretend to be
natives of Rythes with a successful DC 15 Charisma (Deception)
check instead. If Brennan (from D10) accompanies them, he can
vouch for their character, granting advantage on either check.
Likewise, if the PCs mention Wuli’s shipment of chag shell
armor, Sabila leaves the wall and emerges to examine it. After
verifying its authenticity, she questions them about Wuli to
assure herself they are on good terms with the leader of Buckle.
One last DC 10 Charisma (Persuasion) or Charisma (Deception)
check earns her initial trust. Assuming the PCs succeed, Sabila
allows them to enter Trebelbet “at Baron Yacob'’s sufferance,” but
indicates they'll be viewed with suspicion as outsiders until they
prove themselves fully trustworthy. After the PCs pass through
the gates, she directs one of her guardsman to secretly shadow
them during their time in Trebelbet to keep an eye on them.
Should the PCs cause any trouble, this guardsman summons
Sabila to deal with the matter. The watch captain arrives in 2d4+1
rounds with an entire squad to keep the peace, fully authorized
to expel the PCs from the city, if necessary.

SABILA CARN, WATCH CAPTAIN

Medium humanoid (human), lawful neutral

Armor Class 21 (plate)

Hit Points 60 (9d8+18)

Speed 30 ft. (20 ft. in armor)

STR. DEX CON INT WIS CHA
18 (+4) 12(+1) 14(+2) 13(+1) 8(-1)) 10(+0)

Saving Throws Strength +8, Constitution +6
Skills Athletics +8, Insight +3, Intimidate +8, Investigation + 5

Senses passive Perception 16

Languages Common, Halfling
Challenge 5 (1,800 XP)

Action Surge (Recharge after long or short rest). The watch
captain takes an extra action on their turn.

Gear. Plate mail, +1 halberd, heavy crossbow with 10 bolts,
dagger, potion of greater healing (2), 5 gp.

ACTIONS

Dazzling Display. The watch captain performs an intimidating
display with their halberd. Each enemy that can see the
display and fails a DC 18 Wisdom saving throw becomes
demoralized gaining disadvantage on all attack rolls against
the captain or any creature adjacent to him for 1 round.

Multiattack. The watch captain makes two attacks.

Halberd. Melee Weapon Attack: +9 to hit, reach 10 ft., heavy, two-
handed, one creature. Hit: 9 (1d10 + 4) slashing damage.

Heavy Crosshow. Ranged Weapon Attack: +5 to hit, range 100/400
ft., one target. Hit: 6 (1d1o + 1) piercing damage

Dagger. Melee or Ranged Weapon Attack: +7 to hit, reach 5 ft.,
range 20/60 ft., finesse, light, one target. Hit: 6 (1d4 + 4)
piercing damage.

TREBELBET GUARD OFFICERS

Medium humanoid (human), lawful neutral

Armor Class 17 (heavy trooper armor)

Hit Points 36 (4d10+8)

Speed 30 ft.

STR DEX CON INT WIS CHA
16 (+3) 13(+1) 14(+2) 10(+0) 10(+0) 12 (+1)

Saving Throws Str +5, Con +4

Skills Intimidation +3, Perception +2
Senses passive Perception 12
Languages Common

Challenge 3 (700 XP)

Pull Down. When a guard officer hits a creature with his
guisarme, he can use a bonus action to make an Athletics
check knock the target prone. If this check is successful
against a mounted creature, it is pulled off of its mount.

ACTIONS

Heavy Crossbow. Ranged Weapon Attack: +4 to hit, range 100
ft./400 ft., one target. Hit: 7 (1d10 + 2) piercing damage.

Guisarme. Melee Weapon Attack: +6 to hit, reach 10 ft., one
target. Hit: 8 (1d10 + 3) slashing damage.

Sap. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit:
6 (1d6 + 3) bludgeoning damage. On a critical hit with the
sap, the target is monetarily dazed, having disadvantage on
Dexterity saving throws and checks for 1d3 rounds.

Grenades. A guard officer carries a bang grenade and a tear gas
grenade (see page 541).




D13. MOSSBEARD ALEHOUSE

This bustling tavern holds several stone tables fashioned from the same
purple-veined, brown stone comprising the walls of Trebelbet. A sour
smell permeates the entire room as a diminutive gnome takes orders
at the bar, and another navigates the tables to serve patrons a tray of
mugs filled with green liquid.

The Mossbeard Alehouse caters to all travelers as long as they
show no outward signs of hostility towards one another. As a
result, a variety of customers fill the tables, served by a pair of
gnome commoners, Miggli and Venielen, who fled to Trebelbet
10 years ago when gnolls overran their moss farm. They've
made themselves at home ever since, serving ale in Trebelbet.

Creatures: Among the current patrons, the PCs may recognize
Erlantu and the syaandi warriors they encountered on their way
into the Barony of Merebec (at Cro) with a successful DC 10
Wisdom (Perception) check. If the PCs slew them, the syaandi
show no signs of ill health, having fully recovered due to the
resurrection effect of their tear shards. They initially refrain from
causing trouble in the alehouse but acknowledge the PCs by
raising a mug of ale and giving them a toothy smile. Thereafter,
they look for an opportunity to accost the PCs elsewhere in
Trebelbet and repay them in kind.

In addition, an albino tengu named Kilik, and her gnome
associate Shu, size up visitors to the alehouse when they enter,
showing particular interest in off-worlders. If the PCs found
the blonde feather (at D7), or Shaghak talked about the “white
birdman” (at Dg), or Brennan described the croaking voice (at
D1o), they may recognize those traits in the flamboyant tengu
with a successful DC 12 Wisdom (Perception) check. Since
sneaking their way into Trebelbet, she and her partner Shu have
made a handful of dubious contacts and identified a possible
strategy for escaping Rythes by seeking the monasteries of the
Broken Baronies in hopes of finding another active gate. But
Kilik also recognizes the dangers of traveling the barrens alone,
and the tengu hopes to form a new gang to see them safely
there. She views other off-worlders as better potential partners
for this endeavor, prepared to double-cross them as easily as
the gnolls she betrayed at the Seabridge Causeway. If the PCs
speak with them, Kilik alludes to a close brush with bandits on
their way into Trebelbet, pretending to be traders in an attempt
to get a read on their feelings about raiding. A successful DC
20 Wisdom (Insight) check may see through this ruse, and if
called on it, Kilik attempts to smooth over any misgivings by
claiming she uses that story as a cover to move about more
safely in the Broken Baronies. She conspiratorially shares
their goal of reaching the monastery of St. Albat in Singwheel
Canyon, hoping to find a way off-world and offers the PCs a
chance to join them if theyre of a like mind. If the PCs turn
them down, Kilik takes offense, but hides it well, plotting to
eliminate the PCs and seize their resources now that they know
her true nature and motives. If the PCs haven't yet dealt with
Erlantu, Kilik and Shu form a temporary partnership with the
syaandi to assault them at an opportune moment, whether in
the city or on the road.

The PCs also draw the attention from one more patron in
the tavern. An Accord agent—a krang named Khedri—observes
their interactions with growing curiosity. He also seeks the
Opus Aeterna and hopes it can help him escape Rythes by
either repairing the Red Gate back to Argosa or by revealing
another way off planet. If the PCs discuss books with anyone
in the tavern or display their fragment of the Opus Aeterna, he
eventually approaches and offers to assist them by pooling his
information about the codex. Alternately, he may also seek the
PCs if he recognizes the threat posed by the syaandi or Kilik
and Shu, coming to their aid to disrupt any ambush concocted
by the PCs’ enemies, and eventually engaging them in a similar
conversation about escaping Rythes. If the PCs accept his
offer to combine forces, he shares that he’s only found three
fragments of the Opus Aeterna during his travels and the entire
codex was apparently separated and hidden across the Broken
Baronies a long time ago. Most individuals possessing such
fragments don't even recognize their significance, and some
treat them with religious reverence, believing them to be the
creations of a false god. He recommends they work together
to recover the fragments, suggesting the PCs investigate the
monastery of St. Albat while he does the same at the abbey of
St. Oolaav in the Blue Barony. Thereafter, they can meet again
in the Barony of Veleate to reconstruct the codex.

KILIK

Medium humanoid (tengu), chaotic evil

Armor Class 15 (chain shirt)

Hit Points 112 (15d8 + 45)

Speed 30 ft., climb 20 ft.

STR DEX CON INT WIS CHA

10(+0) 17(+3) 10(+0) 12(+1) 14(+2) 16 (+3)

Skills Acrobatics +5, Deception +7, Insight +4, Investigation +s,
Perception +6, Persuasion +5, Sleight of Hand +5, Stealth +5

Senses passive Perception 16
Languages Common, Gnoll, Tengu
Challenge 4 (1,100 XP)

Ambusher. In the first round of a combat, Kilik has advantage
on attack rolls against any creature she has surprised.

Spell Focus (Recharge after a short or long rest). As a bonus
action, Kilik can increase the save DC of an enchantment or
illusion spell she casts by 1.

Spellcasting. Kilik is a yth-level spellcaster. Her spellcasting
ability score is Charisma (spell save DC 13). She knows the
following bard spells.

Cantrips (at will): blade ward, minor illusion, vicious mockery
1st level (4 slots): dissonant whispers, faerie fire, hideous laughter
2nd level (3 slots): heat metal, invisibility, suggestion

3rd level (3 slots): hypnotic pattern, stinking cloud

4th level (1 slot): confusion, polymorph
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ACTIONS

Stone Camouflage. Shu has advantage on Dexterity (Stealth)

Multiattack. Kilik makes two melee attacks. She can cast a
cantrip in place of one attack.

Rapier. Melee Weapon Attack: +5 to hit, reach s ft., one target. Hit:
7 (1d8 + 3) piercing damage.

Pepperbox Pistol. Ranged Weapon Attack: +6 to hit, range 80/320
ft., one target. Hit: 7 (1d8 + 3) piercing damage.

Leadership (Recharges after a short or long rest). For 1 minute,
Kilik can utter a special command or warning whenever
a nonhostile creature that she can see within 30 feet of it
makes an attack roll or a saving throw. The creature can
add a d4 to its roll provided it can hear and understand
the tengu bard. A creature can benefit from only one
Leadership die at a time. This effect ends if the tengu bard
is incapacitated.

Combat Gear alchemist’s fire (2), potions of healing (2); Other
Gear antitoxin (2) spyglass, two amethysts and three
sapphires (each worth 100 gp), 24 gp.

Small humanoid (gnome), neutral evil
Armor Class 16 (omniweave)

Hit Points 78 (12d8 + 24)

Speed 25 ft.

checks to hide in rocky terrain.

Multiattack. Shu makes two shortsword attacks.

Shortsword. Melee Weapon Attack: +7 to hit. Hit: 7 (1d6 + 4)
piercing damage, and the target must make a DC 15
Constitution saving throw, taking 24 (7d6) poison damage on
a failed saving throw, or half as much on a successful one.

Light Crossbow. Ranged Weapon Attack: +7 to hit. Hit: 8 (1d8
+ 4) piercing damage, and the target must make a DC 15
Constitution saving throw, taking 24 (7d6) poison damage on
a failed saving throw, or half'as much on a successful one.

Combat Gear acid (2), potion of invisibility; Other Gear crowbar,
two onyxes (each worth 50 gp), 15 gp.

STR DEX CON INT WIS CHA
11(+0) 18(+4) 14(+2) 15(+2) 11(+0) 10 (+0)

Saving Throws Dex +7, Int +4
Skills Acrobatics +7, Deception +3, Perception +3, Stealth +10
Damage Resistances poison

Senses darkvision 120 ft., passive Perception 13
Languages Common, Gnomish, Tengu, Thieves’ cant
Challenge 8 (3,900 XP)

Assassinate. During his first turn, Shu has advantage
on attack rolls against any creature that hasn’t taken a
turn. Any hit Shu scores against a surprised creature is a
critical hit.

Evasion. If Shu is subjected to an effect that allows it to make a
Dexterity saving throw to take only half damage, Shu instead
takes no damage if it succeeds on the saving throw, and only
half damage if it fails.

Gnome Cunning. Shu has advantage on Intelligence, Wisdom,
and Charisma saving throws against magic.

One Eye. Shu lost his left eye to an offworlder he betrayed. He
has disadvantage on Wisdom (Perception) checks, and on
ranged attacks made at targers farther than 30 feet away.

Sneak Attack. Once per turn, Shu deals an extra 14 (4d6)
damage when it hits a target with a weapon attack and has
advantage on the attack roll, or when the target is within 5
feet of an ally of the assassin that isn’t incapacitated and Shu
doesn’t have disadvantage on the attack roll.




KHEDRI OF VOSH

Medium humanoid (krang), lawful neutral

Armor Class 15 (omniweave armor)
Hit Points 112 (15d8 + 45)
Speed 30 ft., climb 20 ft.

STR DEX CON INT WIS CHA
17(+3) 15(+2) 16(+3) 10(+0) 12(+1) 13(+1)
Saving Throws Str +6, Dex +5, Con +6, Wis +1
Skills Athletics +9

Senses passive Perception 11
Languages Common, Elali, Krang
Challenge 4 (1,100 XP)

Elongated Arms. Khedri’s long arms extend his reach with
melee attacks to 10 feet.

Martial Flexibility (5/Day). As a bonus action, Khedri gains
the use of any one of the following feats: Athlete, Charger,
Defensive Duelist, Dual Wielder, Grappler, Great Weapon
Master, Martial Adept, Mobile, Polearm Master, Savage
Attacker, Shield Master, Tavern Brawler, Weapon Master.
He gains the benefits of this feat (including temporarily
increasing an ability score, if that is part of the feat) for 3
(1d6) rounds. If he uses this ability again before the previous
use ends, the benefits of the new feat he selects replace the
benefits of the previous feat he chose; he cannot gain the
benefits of two feats simultaneously with this ability.

Smashing Charge. If Khedri moves at least 20 feet and hits
with a head-butt attack in the same turn, the attack deals
an additional 7 (2d6) bludgeoning damage and the target
must succeed on a DC 13 Constitution saving throw
or be stunned until the end of its
next turn.

ACTIONS

Multiattack. Khedri makes three
melee attacks: two with his
sword and one with his head-
butt.

Head-butt. Melee Weapon Attack:
+6 to hit, reach 10 ft., one
target. Hit: 7 (1d6 + 4)
bludgeoning damage.

+1 Nine-ring Sword. Melee
Weapon Attack: +7 to hit,
reach 10 ft., one target.
Hit: 9 (1d8 + 5) slashing
damage, or 10 (1d10 +5)
slashing damage if used with
two hands.
Pepperbox Pistol. Ranged Weapon
Attack: +5 to hit, range 30/120
ft., one target. Hit: 6 (1d8 + 2)
piercing damage.

ERLANTU, CHTOK BLOOD GLUTTON

XP 1,100

hp 55 (see page 109)

SYAANDI WARRIORS (4

XP 100 each
hp 32 each (see page 706)

D14. CRAEBIN’S GENERAL STORE

This store contains various tools and equipment, but everything seems
in complete disarray, haphazardly placed on scattered shelves, tables,
and even the exceedingly cramped floor.

Creatures: Belindra Craebin is a halfling commoner who
took over this store from her father, Garrett, when he died of
natural causes, but has little interest in running the business.
When she receives new items, she places them in random
locations about the store—usually any open space—thereby
frustrating customers searching for specific gear. Belindra has
an incredible memory, however, so she eventually recalls where
to find things and assists customers in locating whatever they
request by climbing over, under, and into hard to reach places
to drag forth each prize. She keeps traditional adventuring gear
in stock, but any shopping experience by the PCs likely takes
hours while she gathers everything,

D1s. BaroN YAacoB’s HoME

This enormous sandstone mansion represents the largest building

in town. Purple banners displaying a green, two-headed stag flank
the double doors leading inside. A pair of
liveried guards stand at attention just
outside.

The guards assume an
intimidating  posture = when
outsiders approach the baron’s
mansion, demanding they state
their business. If the PCs
avoid a belligerent attitude
with the guards and make
a reasonable request for an
audience with the baron,
they relax and summon
their liege, politely asking the
PCs to leave their weapons
behind. One of the guards
then  accompanies the
PCs to a drawing room
past a freshwater pool and a
magnificent dining area.

Baron Yacob (LN male
human nobleS*) soon appears
to meet with the PGCs, likely
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having already heard of their arrival from Sabila Carn. The
Baron inherited his crown through traditional means, but
also wandered the wastes in his younger years, compiling a
wealth of knowledge and adventuring experience beyond the
sheltered walls of Trebelbet. As a result, his people often turn to
him for leadership, protection, and the resolution of disputes.
A capable leader, he instituted a fairer schedule for wall duty
(reducing the time from 12 to 8 hours with rotating shifts to
avoid forcing the same people into constant overnight duty).
A new development now tests his resolve, however, as a nearby
rock quarry operation for the purple-veined stone comprising
Trebelbet’s walls recently uncovered a tremendous pit filled
with bones. Workers also claimed they heard whispers and
scratching from beyond the entrance to the pit. When miners
began complaining of suddenly debilitating rashes and blisters,
he issued an order to quarantine the cave.

As a result, Yacob views the PCs’ arrival as an opportunity
to discover the cause of the bone pit and the unusual malady
afflicting his miners. He wants to put his people back to work as
soon as possible so they can quarry enough stone to repair some
recent damage to one Trebelbet’s walls. As off-worlders, he views
the PCs as more expendable than his own men, and, if they prove
as capable as they seem, he hopes they can fix the problem, earn
his trust, and then be on their way following a 1,500 gp reward

for dealing with the matter. If the PCs ask him about the Opus
Aeterna or the various monasteries across the Broken Baronies,
he can describe each one to the best of his ability, having visited
them years ago when seeking to better understand the ruins of’
Rythes. If they agree to deal with the problems at the rock quarry,
he also promises to draft them an official decree in his name to
secure the cooperation of any monks they encounter.

VATCH CAPTAINS

XP 1,100 each

hp 60 each (see page 115)

D16. Rock QUARRY

The PCs have to travel a few miles further west of Trebelbet
to reach the “rock quarry” described by Baron Yacob. A moss-
covered track of heavy wagon ruts marks the route as it
ventures away from the Seabridge Causeway and into wilder
areas of the barony.

Several unworked blocks of brown stone shot through with purple
marbling sit in a pile as if someone pulled them from the earth and
then abandoned them. A sign with bright blue paint stands outside
a small cave, proclaiming: “Quarantined! By Order of Baron Yacob!”




The stone quarried from this hillside serves as the primary
building material for Trebelbet, which continues to expand
as the population grows under Baron Yacob’s leadership. The
“rock quarry” is actually the ruins of an ancient Patron shrine
that contains the nearest Tear of Eternity. A landslide covered
the structure when the Principalities created such devastation
on Rythes. The active mining by Trebelbet’s workers reopened
the entrance to the shrine, and shortly thereafter, the miners
started showing signs of disease manifesting from the
same corruption affecting the Tear. This forced the baron to
quarantine the mine, because he now fears the stone itself
might carry the taint. Rituals like detect poison and disease reveal
a faint trace of some noxious energy emanating from the stone.
It grows stronger (but still registers as faint) upon approaching
the cave.

D1y. Bone PiT

Moss hangs from the surprisingly smooth ceiling of the long corridor
leading to this circular chamber. A massive 20-foot-wide pit takes up
most of the floor, piled high with gnawed bones of every description.
Faint orange light emanates from another passage to the northwest.

They now mindlessly protect the cave, hungrily attacking
anything entering their domain as evidenced by the slain corpses
of two Merebec miners left on the ledge. Unless the PCs take
precautions to hide their approach by making Dexterity (Stealth)
checks, the wretches notice their coming and hide themselves
on the ceiling just above the northern ledge (DC 17 Wisdom
(Perception) to notice), seeking to surprise intruders.

Tactics: The wretches use their Spider Climb ability to scale
the walls and ceiling to surround opponents and set up charges.
They attempt to shove their foes into the offal pit with their
Charging Trip, inflicting 1d6 points of falling damage before
climbing down to feed on them. The wretches fight to the death.

EAR-WARPED WRETCHES

Medium undead, chaotic evil
Armor Class 13 (natural)

Hit Points 9o (12d8 + 36)
Speed 4o ft., climb 20 ft.

STR DEX CON INT

16(+3) 12(+1) 17(+3) 9(=1)

WIS

11 (+0)

CHA
9 (1)

This pit once served as a chamber of renewal and rebirth
for those using the intact Tear of Eternity (at D1g). Followers of
the Patrons could literally shed their bodies for restoration,
particularly those with grievous injuries or devastating
illnesses. By aligning themselves within the circular pit and
undergoing a ritual of euthanasia, individuals could rely on
the Tear to resurrect and restore them in this chamber. Those
with tear shards (such as the syaandi the PCs encountered at
C10 and again at D13) enjoy a similar effect. The 20-foot-deep
pit contains the bones of those who took their lives, as well
as the bones of victims attacked by the tear-warped wretches
(at D18).

D18. TEAR-WARPED WRETCHES

An overwhelming stench of decay and an orange light fills this
chamber. The apparent source of illumination emanates from an
area further south, while the smell results from two carrion corpses
piled along a ledge overlooking an oval chamber 10 feet below.
Two spherical areas also expand to the northwest and southeast
completely overrun by layers of vibrant green moss.

This room acted as a meditation chamber for the recently
resurrected where they could reflect on their former lives, regain
their memories, and plan new futures under the guidance and
instruction of the Patrons.

Creatures: Three former syaandi benefitted from the
resurrection effect of tear shards found elsewhere in the Barony of
Merebec and had their spirits drawn to this shrine’s fractured
Tear (at D1g) when they died. Sealed within the buried ruins and
unable to escape, their new bodies eventually perished from the
radiation, and the Tear subsequently resurrected them again and
again, eventually causing them to mutate into undead festrogs.

Skills Athletics +5, Perception +2
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Damage Immunities poison

Condition Immunities charmed, exhaustion, poisoned
Senses darkvision 6o ft., passive Perception 12
Languages Syaandu

Challenge 3 (700 XP)

Diseased Pustules. A creature that deals piercing or slashing
damage to the wretch while within 5 feet of it must succeed on
a DC 13 Constitution saving throw or contract a disease that
causes them to break out into necrotic boils the following
day. The diseased creature must repeat the save when it
finishes a long rest, or its hit point maximum decreases by
10 (3d6), and it can’t regain the loss until it recovers from the
disease. If the boils reduce the creature’s hit point maximum
to o, the creature dies. If the creature successfully makes two
consecutive saves, it recovers from the disease, and its hit
point maximum returns to normal after its next long rest.

Charging Trip. If the wretch moves at least 20 feet and hits with
a bite attack in the same turn, the creature must succeed on
a DC 13 Strength saving throw or be pushed 5 feet back or
knocked prone (wretch’s choice).

Reckless. At the start of its turn, the wretch can gain advantage
on all melee weapon attack rolls during that turn, but attack
rolls against it have advantage until the start of its next turn.

Spider Climb. The wretch can climb difficult surfaces,
including upside down on ceilings, without needing to
make an ability check.

ACTIONS

Multiattack. The wretch makes three attacks: two with its claws,
and one with its bite.

Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 6
(1d6 + 3) piercing damage plus 7 (2d6) necrotic damage. If the
target was a creature, the wretch regains hit points equal to
the necrotic damage dealt.

Claws. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit:
7 (1d4 + 3) piercing damage.

D19g. FRACTURED TEAR

The far end of this chamber contains a large, cracked, tear-shaped
gem resting on a pedestal and radiating with a fierce orange light.
Similar colored shards surround the pedestal, their glow much softer,
but wavering in a heat-like haze.

Canny PCs may recognize the similarities between this Tear
of Eternity and the Red Gate at Mr. Sarlu’s. Finger-length shards
lie about the cave, initially claimed and moved about by the
resurrected syaandi. The partial destruction of the Tear results
from the corruption inflicted by the Principalities when they
assaulted Rythes millennia ago. The damage has caused the
ancient artifact to leak a strange form of radiation within the
entire chamber. The most immediate effect induces a severe
headache, forcing any living creature occupying the room to
make a DC 15 Constitution saving throw or suffer disadvantage

on attack rolls and ability checks. This effect lasts for 2d6 hours
even upon leaving the immediate area. The radiation also has a
secondary and more insidious effect. Each hour of exposure in
this chamber causes lesions to appear, dealing 10 (3d6) necrotic
damage to those who fail a DC 15 Constitution saving throw,
and reducing their maximum hit points by an amount equal to
the necrotic damage taken until they finish a long rest outside
the radiation. If the radiation reduces a characte’s hit point
maximum to o, the victim dies, and then returns as another
tear-warped wretch 8 hours later.

Despite the incredible danger posed by the malfunctioning
Tear, its radiation is also responsible for the prodigious growth of’
the barony’s unique moss. A successful DC 15 Intelligence (Nature)
or DC 20 Intelligence (Arcana) check reveals this fact, presenting
a conundrum for PCs who may wish to finish destroying the Tear
to end the radiation. If the PCs attempt the latter, the cracked
gem is AC 15 with 30 hit points. Destroying it releases an intense
burst of radiation, inflicting 22 (4d10) points of necrotic damage
and 2 levels of exhaustion, or half'as much damage and 1 level of
exhaustion with a successful DC 15 Constitution saving throw.

Development: However the PCs choose to resolve the
situation with the fractured Tear, it pleases Baron Yacob to
put the matter behind him. If they inform him of the cave’s
dangerous radiation, he ensures it remains off limits so that
the Tear can continue promoting the growth of the barony’s
moss. If the PCs destroy the Tear, it takes a while for the moss
to recede, making it possible for Merebec’s farmers to find
alternative solutions to ensure its survival. The Baron makes
good on the monetary reward he promised and provides them
his written authorization to secure the assistance of the monks
at St. Albat’s monastery.

E. THE River’s GHOST

The mighty Singwheel River once provided fresh water for the
entire peninsula now occupied by the Broken Baronies. With
the destruction of so many Tears of Eternity, great earthquakes
opened fissures beneath the river basin, eventually draining
the water. Now, the remaining riverbed carves an impressive
scar through the land, ranging from 50 feet to 2 miles in width,
reduced to pockets of fast-drying mud created by rare rainfalls.

ST. ALBAT’S MONASTERY

The St. Albat monastery represents the first sign of civilization
along the dead river. Its monks have spent centuries faithfully
illuminating passages from a single pane of the Opus Aeterna to
honor their god. They no longer possess the crystalline page
from the codex, however, believing St. Albat took it with him
to his eternal reward in paradise. As the years have passed, the
monks have copied the scriptinto their book of psalms, but their
work has become less legible as they lack a true understanding
of the codex’s meaning. Now, they spend their time in quiet
meditation, using the slowly drying soil in all their endeavors
as part of a misguided effort to renew Rythes.




E1. ST. ALBAT OF THE SOIL

As the dry riverbed passes beyond the confines of Trebelbet, signs of
civilization fade. Days of travelling have seen few signs of life as
the river doubles back on itself several times in a snake-like fashion.
Eventually, it broadens into a huge canyon filled with the rhythmic
chanting of humanoids caked head to toe in sunbaked mud. They
sit upon flat stones, arms raised to the cloudless sky. A number of
misshapen slabs of tin and wood also lie scattered across the ground
all around them.

The monks of St. Albat lack a true “monastery” to call their
own. In reality, they spend most of their days engaged in daily
rituals within the canyon itself, living within individual holes
dug into the ground for shelter. They cover themselves with
mud to keep cool and also as a means for beseeching their god
to renew all life on Rythes, believing it has life-giving properties
capable of garnering their god’s attention and protection. A
successful DC 13 Wisdom (Perception) check notices several
lines and circular patterns (similar to those from the Opus
Aeterna) inscribed into the flat stones where they sit. While none
of these drawings are complete, they too serve as an outward
reflection of the monks’ diligence in copying the ancient script.

Creatures: Twelve monks currently sit among the stones.
They remain silent even if the PCs attempt to speak with them,
focused intently on their rhythmic chant. Even harassed or
physically interrupted, irritated monks temporarily break their
meditation to shush the speakers but continue to ignore them.
If, however, the PCs show them any of the fragments they've
retrieved from the Opus Aeterna, the monks immediately cease
their meditation, brushing away flakes of drying mud to eagerly
surround the PCs in awe and admiration, asking where they
obtained them. The excitable chatter causes a number of monks
to emerge from their covered holes, interrupting their sleep
to investigate the disturbance. These higher-ranking initiates
harshly reprimand the gawking chanters and urge them to
resume their meditation. The newcomers speak more directly
with the PCs, requesting the purpose of their visit. If shown
Baron Yacob’s missive or the Opus fragments, they direct the
PCs to their abbess, Sister Kaolin (at E2).

CHANTING MONKS (12

XP 25 each
hp 9 each (see SRD, statistics as cultist)
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IGILANT BODYGUARDS (4

Medium humanoid (human), lawful neutral

Armor Class 14

Hit Points 22 (4d8 + 4)

Speed 4o ft.

STR DEX CON INT WIS CHA
14 (+2) 14(+2) 12(+1) 10(+0) 15(+2) 8(-1)

Skills Acrobatics +4, Athletics +4, Insight +6, Intimidation +1,
Perception +6

Senses passive Perception 16
Languages Common
Challenge 1/4 (50 XP)

Healing Potions. A vigilant bodyguard carries two potions of
healing to use for herself or administer to the person she
guards.

Nimble. As a bonus action, the vigilant bodyguard can Dash or
Disengage.

Unarmored Defense. When not wearing armor or using a
shield, the vigilant bodyguard adds its Wisdom modifier to
AC, included in its statistics.

Watchful. A vigilant bodyguard gains double its normal
proficiency bonus to Insight and Perception checks and
passive Perception.

ACTIONS
Multiattack. The vigilant bodyguard attacks three times with
its nunchaku or with a shuriken.

Nunchaku (club). Melee Weapon Attack: +4 to hit, reach 5 ft., one
target. Hit: 4 (1d4 + 2) bludgeoning damage.

Dart. Ranged Weapon Attack: +4 to hit, range 20/60 ft., one
target. Hit: 4 (1d4 + 2) piercing damage.

Disarming Attack (Recharge 5-6). When the vigilant bodyguard
hits with her nunchaku, as a bonus action she can attempt
to disarm the target. If the target is holding a weapon or
other item in its hands, it must make a DC 14 Strength
saving throw or be forced to drop an object the bodyguard
chooses. The dropped item lands at the target’s feet.

REACTIONS

Defend. When the vigilant bodyguard can see an adjacent
creature that would be hit by an attack, the vigilant
bodyguard may roll 1d8 and add it to the creature’s AC until
the beginning of the vigilant bodyguard’s next turn. This
can cause the attack to miss.

E2. THE WAY BENEATH

As the path moves beyond the strange monastic community, it makes a
final turn, passing near a sheltered structure composed of a horseshoe-
shaped wall of mud 10 feet high. A dirty blanket hangs from two pegs,
shading the interior from the harsh sun.

R T T L T e L

This handmade hut of mud and straw houses the only
member of St. Albat’s to consistently live above ground—the
monastery’s abbess, Sister Kaolin (LN female human priests*®).
With the assistance of her trained monks, she stands guard
over the holiest location in the entire canyon—a small pit that
descends into the dark recesses of a Patron shrine discovered
thousands of years ago by the original St. Albat. Assuming the
initiates (from E1) escort the PCs to her, she greets them with
an earthen embrace, following tradition by marking them with
the blessed soil of St. Albat’s. If they show her an Opus fragment,
she attempts to hide her sudden interest, but questions them
intently about it, noting its patterns are similar but different
from those they copy in their psalms upon the stones.

Before Sister Kaolin allows the PCs to ask her questions, she
insists on knowing where they found the fragment, listening
raptly as the PCs relate the tale. Able to sense their oft-worlder
heritage, she also asks about their homelands. She then
questions them about anything unusual they may have seen
on their journeys across Rythes, showing particular interest
in areas of regrowth and recovery they may have encountered.
Once satisfied with their responses, she entertains their own
questions, providing answers as outlined below:

What is this place? “This is the Monastery of St. Albat, founded
after the Great Cataclysm drained the Singwheel River.”

What happened to the river? “Centuries ago, the land shook
and opened, dragging the water down into the earth. Now we
dig to recover it.”

Who is St. Albat? “He taught us that god grew disappointed
with us taking advantage of the bounty we had. We had become
wasteful and allowed many of his gifts to go extinct. St. Albat
believed god would one day heal the land and restore the river,
but, as the soil’s caretakers, we must tend to and protect all that
remains here in the basin.”

Why does nothing grow here? “As the river will reclaim
this land, we don't need to grow anything here. When god is
satisfied with the renewal of his bounty, he will return the river
to us and allow the entire land to bloom again.”

What do you eat, then? “We receive gifts from the people of’
Merebec, who revere St. Albat as the provider of their sustenance,
especially now that their moss farms have begun producing
more than they can consume. The mud also holds a surprising
bounty of worms and beetles if we search diligently for them.”

Why the interest in this fragment? “St. Albat possessed a full
pane of such glass which also bore these markings. He claimed it
was the word of divinity and taught him the way to receive god’s
grace. Recently, the signs in the heavens have started to align
with the patterns on the glass. That's how we know a renewal is
coming, and now your arrival is further proof of that.”

Why have you been copying the text from St. Albat? “We seek
to gain our own understanding of the holy word, to commit it
to memory forever so it won't be lost, and it is a daily reminder
of our sacred duty as caretakers of the land.”
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Where is St. Albat’s tomb? “It lies below. You would have to
journey underground to reach it, and we sealed its entrance
long ago, because too many petitioners sought to steal a pinch
of dust from his remains.”

Can we visit the tomb? “Normally, I would refuse, but it is
a sign of god that you possess another fragment of the sacred
word. If you present this to St. Albat, perhaps his spirit may
further enlighten us to the coming restoration so we might
better prepare for it.”

Will you accompany us? “No. God has ordained you as his
messenger, and I don’t wish to go against his will. Besides,
none of us know the way. The tomb was sealed in my great,
great grandfather’s time and no one’s ventured beyond the
seal ever since.”

After answering the PCs’ questions, Sister Kaolin encourages
them to explore St. Albat’s tomb, leading them to the pit within
her hut, and instructing her initiates to lower them into the
chamber below (at E3).

SISTER KAOLIN

XP 450
hp 27 (see SRD, priest)

E3. THE DARK PIT

A simple platform operated with ropes and pulleys lowers occupants
100 feet below ground into the cool confines of this manmade chamber.
Reddish-brown water slowly drips from the enclosing walls into a

deeper pit below the platform, and three crystalline doors—all inscribed
with familiar circuit-like cracks and etchings—open into a larger room
beyond.

This humid chamber allows the underlying pit to serve as
a deep well, filling with mineral-laced water draining into
the water table running beneath the dry riverbed. Despite the
particles coloring the water, it proves potable and serves as the
main source of drinking water for the monks.

E4. VESTIBULE

Alien images and unusual hieroglyphs line the walls of this U-shaped
chamber. Two passageways lead further west.

During the days of St. Albat, this area served as an anchor point
for testing the underground water level to gauge the recovery
of the Tears of Eternity. With the passage of time, however,
the monastery’s monks fell into variations of their “faith,”
misinterpreting their purpose and the words of their founder
following his death. Now, they use this place to commune with
the soil, using the water from the well to manufacture the mud
they apply to themselves.

A successful DC 1y Intelligence (History) check or a
comprehend languages spell can decipher most of the Patron
markings on the wall. They tell much of the story of ancient
Rythes, including its early founding, the raising of gates to
other worlds as guided by the Opus Aeterna, and the subsequent
war with the Principalities, including a mass exodus of every
Patron before the collapse of the last interplanetary gate.
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Es. ELEVEN PENITENTS

The tunnel leading to this chamber ends at a wide ledge descending
5 feet into an unworked, mud-filled chamber. A worked stone ledge
stands on the opposite side roughly 40 feet away with another short
passageway leading west to a brick wall. Within the sunken chamber,
eleven cylinders of dried mud rise from the floor, a single tube
protruding from their side.

The monks of St. Albat’s use this chamber for punishing
the sins of their own. Currently, eleven initiates occupy the
mud cylinders, completely encased within them and a single
breathing tube enabling their survival while they do penance
for a variety of indiscretions (such as taking more water than
the allotted amount, questioning the task of illumination,
speaking during meditation, and other seemingly minor
infractions). They must spend 12 hours bound by the mud to
receive absolution, and, during this time, the higher-ranking
monks visit to encourage them to contemplate their sins while
seeking forgiveness from their god. The proximity to St. Albat’s
tomb supposedly helps to focus their thoughts on redemption.

Development: Should the PCs free any of the monks from
their prison, they become flustered and confused, adopting a
defensive posture in the belief the PCs have trespassed into
the shrine. Once Sister Kaolin learns of this situation, she
intervenes, chastising the PCs for not understanding their
ways. She explains the harsh environment of the river basin
requires them to follow the strictures laid out by St. Albat, and
failure to do so may result in the dissolution of their order.

PENITENT INITIATES (11

XP 50 each
hp 9 each (see SRD, acolyte)

E6. BRICKED PASSAGEWAYS

This passage ends before multiple walls formed from clay bricks. Cold
air seeps from small gaps in the mortar and the sound of dripping
water echoes from the passageways beyond.

A prior abbot had this passageway sealed off over a century
ago after detecting a growing evil in the depths of the shrine.
He kept this information to himself, however, fearing it might
cause concern among the faithful if St. Albat’s corpse had
returned as an undead creature. Since then, the monks of St.
Albat’s have maintained the wall, but it still shows small signs
of deterioration. It takes an hour to dig through enough bricks
in either wall to allow Medium creatures to pass beyond.

E7. FALSE SHRINE

The earthen walls of the corridor leading to this chamber give way to
reinforced brick of red clay etched with lines and circles reminiscent of
those found in the rest of St. Albat’s. A shrouded body rests upon a bier
in the center of room.

When St. Albat died, his successor created a false tomb for his
master to mislead grave robbers. He then used magic to seal
St. Albat’s true tomb to the south (at Eg). Originally, the monks
left this passage open for petitioners to visit but added the wall
(at EG) a few years later. The body resting on the bier belonged
to another priest who violated the order’s now-defunct vows of’
celibacy. The monk who built the chamber assumed he might
receive atonement by acting as St. Albat’s proxy.

Creature: The monk posing as St. Albat died with no regret
for breaking his vows and eventually returned to life as a
totenmaske, an undead shapeshifter. His growing evil alarmed
Sister Kaolin’s great, great grandfather and he sealed off the
tomb before it emerged. The totenmaske has languished ever
since, unable to break free. It lashes out at the first individual
to disturb its grave.

Treasure: To impress petitioners (and satisfy potential tomb
robbers), the monk who built the tomb left a few trinkets
behind. Beneath the totenmaske’s bier, a small shelf holds 3
oblong pieces of turquoise worth 300 gp each, a flametongue
mace, 2 potions of heroism, a scroll of stone to flesh, and a wand of
stone shape (as a wand of detect magic, but it allows the wielder to
cast stone shape).

Development: If the PCs return to Sister Kaolin and inform
her St. Albat has become an undead mockery, they must succeed
at a DC 20 Charisma (Persuasion) check to avoid her exiling
them from the monastery. If they manage to avoid angering
her, she acknowledges much ofthe history of the tomb has been
lost over several generations, and perhaps the older monks fell
prey to a creature imitating the saint. She also suggests there
must be a way find to St. Albat’s actual tomb. Assuming the
PCs have not already explored the southern passage (at E8), she
urges them to do so.

FALSE ST. ALBAT

Medium undead (shapechanger), neutral evil
Armor Class 18 (natural armor)
Hit Points 153 (18d8+72)

Speed 50 ft.
STR DEX CON INT WIS CHA
16(+3) 18(+4) 18(+4) 15(+2) 14(+2) 16(x3)

Skills Deception +6, Perception +5, Stealth +7
Damage Resistances cold, necrotic

Damage Immunities poison

Condition Immunities exhaustion, poisoned
Senses darkvision 6o ft., passive Perception 15
Languages Abyssal, Celestial, Common, Infernal
Challenge 7 (2,900 XP)

Fleshdrink. If a totenmaske hits a single creature with both
claw attacks, as a bonus action the totenmaske may drain
away some of the target’s flesh with its hollow claws. The
target must make a DC 15 Constitution saving throw. On a
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failed save, the target takes 14 (4d6) damage, and the target’s
hit point maximum is reduced by an amount equal to the
damage taken. This reduction lasts until the target finishes
a long rest. The target dies if this effect reduces its hit point
maximum to o.

Shape Flesh. By spending 1 minute in contact with a helpless
creature, a totenmaske can reshape the target’s face, causing
flesh to cover vital features. The target may attempt a DC
14 Constitution save; on a success, the target is unaffected.
Changes are permanent, but can be reversed with heal,
greater restoration, or regenerate spell, or by surgically opening
the sealed flesh with a DC 15 Wisdom (Medicine) that deals
2 (1d4) points of slashing damage even if the check is not
successful.

A totenmaske can use this ability on one of four different
features per use: ears (target becomes deafened), eyes
(target becomes blinded), mouth (target cannot speak or
eat), or nose (target cannot smell). Multiple uses can have
increasingly serious effects (such as sealing the mouth and
nose, which causes suffocation).

ACTIONS

Multiattack. The totenmake makes three attacks: once with its
bite and twice with its claws.

Bite. Melee Weapon Attack. +7 to hit, 5 ft. reach, one target. Hit: 8
(1d8 + 4) piercing damage, plus the target must make a DC
14 Charisma saving throw. On a failed save, the target takes
10 (3d6) psychic damage.

Claw. Melee Weapon Attack. +7 to hit, 5 ft. reach, one target. Hit:
7 (1d6 + 4) slashing damage.

Shapechange. The totenmake can use its action to polymorph
into the last Small or Medium humanoid it damaged
with fleshdrink, or back into its true form. Its statistics,
other than its size, are the same in each form. Any
equipment it is wearing or carrying isn’t transformed. It
reverts to its true form if it dies.

E8. WorMs oF Gop

The southern passage ends at an unworked cavern, from which
a narrow passageway leads southeast. After a 100-foot crawl, it
mercifully opens into a small cavern.

The monk who interred St. Albat ensured the path to
the saint’s shrine discouraged tomb raiders by tunneling
through the dirt and leaving just enough room for him
to crawl through and respectfully pull the saint’s body.
Medium PCs must squeeze to reach this chamber. He
also repacked the northern wall, using a wand of stone
shape to conceal the saint’s true shrine (at Eg). It requires a
successful DC 20 Wisdom (Perception) check to detect the
hollow chamber behind the eastern wall.

Creatures: A swarm of rot grubs has made its way to this
chamber, tunneling through the surrounding soil and
resting within it. Once the PCs enter the room, the swarm
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slowly burrows from the ceiling to reach them. Any PC that
fails a DC 20 Wisdom (Perception) check is surprised on their
first turn of the combat.

FLESHWORMS

Medium swarm of Tiny beasts, unaligned

Armor Class 14 (natural armor)

Hit Points 135 (30d6 + 30)

Speed 20 ft., climb 20 ft.

STR DEX CON INT WIS CHA
3(4) 1B3(#) 14(+2) 1(5)  7(2) 1()
Damage Resistances bludgeoning, piercing, slashing

Condition Immunities charmed, frightened, paralyzed,
petrified, prone, restrained, stunned

Senses blindsight 10 ft., passive Perception 8

Languages —

Challenge 6 (2,300 XP)

Swarm. The swarm can occupy another creature’s space and
vice versa, and the swarm can move through any opening
large enough for a Tiny insect. The swarm can'’t regain hit
points or gain temporary hit points. Additionally, creatures
sharing the same space as a swarm are distracted. They gain
disadvantage on all attack rolls and ability checks (but not
saving throws).
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ACTIONS

Rot Grubs. Melee Weapon Attack. +6 to hit, reach o ft., all
creatures in the swarm'’s space. Hit: 17 (5d6) piercing damage,
or 7 (2d6) piercing damage if the swarm has half of its
hit points or fewer. Any living creature that takes damage
from this attack becomes infested unless it succeeds at a
DC 12 Dexterity saving throw. On a failed saving throw, the
infested creature gains 1 level of exhaustion per round as
the rot grubs burrow through and consume its flesh — this
effect continues if the victim remains in the swarm and
continues for 1d4 rounds after it leaves the swarm. Any
energy-based attack that deals at least 5 points of damage to
the victim automatically destroys all the rot grubs infesting
it, ending the effect prematurely. Additionally, any effect
that removes disease instantly ends a rot grub infestation.
Immunity to disease offers no defense.

Eg. THE TRUE SHRINE OF ST. ALBAT

The breach in the wall reveals a much larger cavern beyond. A 7-foot-
long mound of dirt rests at the far end, forming a rough, humanoid
shape on the ground. A metal tube protrudes from its presumed head,
coated in heavy layers of dust.

This chamber serves as St. Albat’s true resting place. The
mound’s vaguely human shape and a “breathing tube” is similar
to the penitent cylinders in Es.

Treasure: Clutched tightly to its chest, St. Albat’s corpse holds
a fully intact pane from the Opus Aeterna. Assuming the PCs
still have their own fragment, it grows warm and lights up
when brought within 10 feet of St. Albat’s burial mound. His
piece flickers to life, as well, illuminating the entire chamber.
A successful DC 20 Intelligence (Arcana) or DC 15 Intelligence
(Investigation) check recognizes the combined fragments
represent a star chart and partial schematic pertaining to
interplanetary gates, but it also comes with the realization that
several more pieces are needed to complete the diagram.

Development: The PCs easily receive Sister Kaolin’s
permission to take possession of the pane, since she sees its
literal illumination as a sign of St. Albat’s blessing. She does
request, however, that the PCs tarry for a few days while her
monks make several copies for their records. She then suggests
they also seek out the monastery of St. Menande to the
northwest to see if they have more fragments, believing they
could help complete the full message of their god’s will and the
coming apotheosis of Rythes. She also urges caution, however,
as no one has heard from the monastery of St. Menande in over
3 years.

THE HELLBIT TRENCH

This section of the Singwheel River Basin runs through a
region of the Broken Baronies known as the Hellbit Trench,
so named because of the intense heat born by the darker rocks
of the surrounding plain and canyon walls. Travel here proves

more difficult, as overland movement rates are halved, and
anything greater automatically inflicts one level of exhaustion
(creatures with resistance or immunity to fire damage do not
gain exhaustion).

E10. WorN TROUGH

This section of the riverbed narrows and deepens simultaneously with
the walls rising 10 feet on either side to create a natural trough. A
shifting wind periodically funnels through the resulting pass, driving
clouds of sand before it. Unusual rock formations also stand on the
ledges above, some them resembling broken statues worn down by
the elements.

Hazard: When the Singwheel River originally flowed through
this area, it narrowed against the harder rock, speeding its
current and cutting a narrow passage just wide enough for a
wagon or two to pass through. The odd geography also acts as
a natural wind tunnel, and occasional blasts sweep down from
the superheated plains above. They carry a fine, powdery sand
with them, filling the entire trough with heavy obscurement
every 1d6 minutes. The resulting dust lasts 2d4 rounds before
settling enough to enable vision again.

E11. CRUDE GARLANDED STATUES

Dry, withered vines adorn the weatherworn statues dotting each ledge
overlooking the riverbed. A dozen stand at irreqular intervals along
each side, 5 on the west and 7 to the east. Further up, the canyon walls
also include two small caves.

The broken and weathered statues on these ledges resulted
from the petrifying gaze of a pair of dracolisks. One of the
creatures perished in an attack on a caravan further north, but
its mate still lairs within the Hellbit Trench. The monks of
St. Menande used to visit this area to adorn the stone statues
with garlands of flowers in an attempt to appease the creatures.
Unfortunately, the act did little to protect the monks, who
simply became further additions to the menagerie of petrified
victims. With a recent change in leadership at the monastery
of St. Menande, the monks have now abandoned this area. A
successful DC 20 Wisdom (Perception) check notices some of
the statues have bite marks where pieces have broken away.

E12. CArcASS-STREWN DEN

A sulfurous reek fills this large cave where charred bones and chunks
of pitted stone litter the ground. Piles of broken statues sit midway
through the cavern, half-obscuring the back wall with their debris.

A trio half-red dragon basilisks uses this cave to keep watch
on the riverbed and freshwater cave (at E13). They regard the
entire Hellbit Trench as their hunting territory and note the
arrival of any travelers from a camouflaged position high on
the ledge near their lair (the creatures have advantage on their
Dexterity (Stealth) check).




Treasure: The winged basilisks recently lost their mother
and now viciously guard three intact eggs near the back portion
of the cave, nurturing them so they can hatch. The PCs can use
the contents of the eggs to restore any petrified companions.
Using them on the statues also removes the petrification, but
the wounds sustained from the broken, bitten pieces prove too
much for any revived victims who immediately perish. If the
PCs save the eggs, they can sell them to collectors in any market
on Rythes for 1,000 gp each or as much as 2,500 gp on Argosa.

In addition, the basilisks have amassed considerable treasure,
hoarding it like any dragon. Beyond the broken statues, a pile of
coins and jewels includes: 1,836 gp, 2,379 sp, 554 cp, 16 amethysts
(worth 20 gp each), 20 beryls (worth 50 gp each), 14 diamonds
(worth 100 gp each), and 6 sapphires (worth 200 gp each). The
dracolisks savored the gemstones as more exotic treats to pair
with the consumed statues. Mixed among the coins, the PCs
can also find a mithral breastplate, a silvered longsword, and a
feather token (fan).

HELLBIT DRACOLISKS

hp 52 each (see SRD, statistics as a basilisk, except as noted
below)

Speed 20 ft., fly 40 ft.

Damage Resistances fire

Senses blindsight 10 ft., darkvision 6o ft., passive Perception 9
Challenge 4 (1,100 XP)

Fire Breath (Recharge 5-6). The basilisk exhales fire in a 15-foot
cone. Each creature in the area must make a DC 13 Dexterity
saving throw, taking 24 (7d6) fire damage on a failed save, or
half'as much damage on a successful one.

E13. FREsH WATER CAVE

Sparkling blue pools of water offer a welcome sight at the end of this
low cavern, seemingly fed from an underground spring collecting
within an aquifer.

One of the few water sources within miles of the Hellbit
Trench, these pools often draw thirsty animal and travelers, but
they are also closely watched by the hellbit dracolisk (at E12).

Treasure: The westernmost pool is shallower than the other,
reaching a depth of only 5 feet, and allowing anyone looking
into it to clearly see the bottom. A waterlogged bag of holding
fell into it when a prior traveler lost his life to the dracolisk. It
contains: a silvered dagger in a jeweled scabbard (worth 100 gp),
a scroll case containing a scroll of fly, a set of thieves’ tools, an
emerald ring (worth 75 gp), and a pouch containing 57 pp.

THE SACRED CAVES OF ST. MENANDE

The Order of St. Menande first formed around a cave system
revealed when Hargo Lake receded to its current depth.
The former waterbound caverns offered shelter for a group

of survivors led by Menande, who kept them alive with a
combination of underground food sources and rainwater
collectors. His monks were among the first to venture beyond
their relative safety to seek out and assist others in surviving
the Great Cataclysm, and, until recently, they continued that
tradition by protecting trade routes between the Broken
Baronies and helping hard hit regions recover arable land from
the desert by building aqueducts.

Unfortunately, the benevolence of St. Menande’s followers
came to an abrupt end three years ago with the arrival of a
mesmerizing gathlain (a fey-blooded halfling) named Banshau.
Hailing from the greenhouse world of Emerald, which shares
a similar orbit to Rythes, the fey explorer accidentally triggered
an interplanetary teleport effect launching him into the wastelands
near Buckle. Ever resourceful, he sought out native civilizations,
hoping he could trick the local population into accepting him
as a leader or an off-world god. But the survivors of Buckle ran
him off, and he carefully avoided the suspicious folk of Trebelbet,
traveling further west cursing his terrible plight.

Banshau survived the dracolisks in the Hellbit Trench and
arrived near the caves of St. Menande just as its abbot and a
small team of monks returned from one of their missionary
sojourns. Banshau used his considerable mesmerist powers to
convince the monks to extend their hospitality, accepting him
into their order. As he learned more about St. Menande, he
saw great potential for a small group of followers who could
serve his whims. And, after formulating a plan to dispatch the
former abbot, he successfully implanted a suggestion that they
could convince the dracolisks to share their territory by hanging
garlands of flowers on the petrified victims surrounding their
cave. This effectively sent the highest-ranking members of the
order to their doom, and Banshau filled the resulting power
vacuum to lord over the remaining monks, secure in his station,
but no longer concerned with helping the surrounding baronies.

E14. CHORISTERS

Four garlanded monks sing and chant in the distance, standing along an
adjacent ridge to the riverbed trail as they raise their arms to the rising
sun. Each seems small in stature, and their voices almost child-like.

These unassuming monks attempt to recruit travelers into
joining the Order of St. Menande as they pass through the
Hellbit Trench and into the Hargo Basin. Peaceful and friendly,
they politely ask the PCs to put their weapons away, speaking
in an unnaturally euphoric, singsong voice. Even as one monk
addresses them, the others harmonize with the words, creating
an odd conversation. After ascertaining the reason for the PCs’
visit, they suggest they join them in the cavern beyond (at E1s)
so they can share in the celebration of life returning to Rythes
and meet their spiritual leader, Banshau the Oracle.

A successful DC 15 Charisma (Persuasion) or Charisma
(Intimidation) check can convince the adherents to speak
rather than sing. If pressed with questions, they answer to the
best of their ability.



https://www.5esrd.com

‘e

- » " < Jeag e g T T S Y e Y TR P R PR A S T RRTIR T T T A T

What is this place? “The Sacred Caves of St. Menande, blessed
be his name.”

Why are you all singing? “Our abbot, Banshau, encourages us
to sing to let god know we still praise him and understand he’ll
restore the land when all of us lift up our voices. By singing
together, we more easily reach the heavens.”

You used to travel. Why have you stopped? “Bandits and
monsters make it impossible for us to spread the word to
others, but Banshau says that we will soon mobilize again. We
just need to grow our numbers to ensure our safety.”

Who is Banshau? “Our enlightened abbot. He has served
our monastery for three years now, arriving as a godsend when
our former abbot died in the Hellbit Trench. He’s always eager
to meet new potential initiates and you'd do well to seek his
guidance in your lives.”

Can we see Banshau now? “He takes his rest now but receives
visitors at dawn and dusk. While you wait, you're more than
welcome to enjoy our hospitality and join in the Song of Light.”

HALFLING CULTIST'S (4

Small humanoid (halfling), lawful neutral
Armor Class 16

Hit Points 44 (848 + 8)

Speed 40 ft.

STR DEX CON INT WIS CHA
14 (+2) 18(+4) 12(+1) 10(+0) 14(+2) 10 (+0)

Skills Acrobatics +6, Athletics +4, Insight +4, Perception +4,
Stealth +6

Senses passive Perception 14
Languages Common, Halfling
Challenge 3 (700 XP)

Calm Mind. The halfling cultist has advantage against being
charmed or frightened.

Deadly Aim. The halfling cultist deals an additional die
of damage with ranged weapon attacks with which it is
proficient, included in its attack.

Halfling Nimbleness. The halfling cultist can move through the
space of any creature that is of a size larger than its size.

Lightning Fist. When the halfling cultist hits with an unarmed
strike, it can use its bonus action to deal an additional 7
(2d6) lightning damage.

Lucky. When the halfling cultist rolls a 1 on the d2o for an
attack roll, ability check, or saving throw, it can reroll the die
and must use the new roll.

Mobile Attacker. When the halfling hits a target with a melee
weapon attack, it does not draw opportunity attacks from
that target until the beginning of'its next turn.

Unarmored Defense. When not wearing armor or using
a shield, the halfling adds its Wisdom modifier to AC,
included in its statistics.

ACTIONS
Multiattack. The halfling cultist makes four unarmed strikes
or makes four shuriken attacks.

Unarmed Strike. Melee Weapon Attack: +6 to hit, reach 5 ft., one
target. Hit: 7 (1d6 + 4) bludgeoning damage.

Shuriken. Ranged Weapon Attack: +6 to hit, range 20/60 ft., one
target. Hit: 9 (2d4 + 4) piercing damage.

Swift as the Wind. The halfling cultist uses the Dash action,
then uses either Dash or Disengage, and until the beginning
of its next turn, its jumping distance is doubled.

REACTIONS

Deflect Missiles. When the halfling cultist is hit by a ranged
weapon attack, the damage it takes from the attack is
reduced by 2dzo.

Slow Fall. When the halfling cultist falls, reduce any falling
damage it takes by g0.

E15. CAVERN OF SUN & SoNG

The sound of joyous song fills this massive, flower-carpeted cavern,
where small holes drilled into the ceiling allow shafts of natural
sunlight to fully illuminate the entire chamber.

More monks—mostly halflings and gnomes—spend their
time singing here in praise to the life-giving sun. When the
PCs arrive, the cavern’s residents crown the PCs with flowers
and drape hand-woven garlands around their necks. If they
accept these gifts, the PCs are then encouraged to participate
in the gathered choir, and several monks take time away from
the performance to teach them the lyrics. If the PCs ultimately
participate in this song for atleast 1 minute, they become subject
to an enthrall effect (DC 14 Wisdom saving throw negates).

Development: If the PCs insist on meeting Banshau
immediately, the cavern’s residents protest their rudeness, but
no one moves to stop them.

GNOME CULTIST'S (4

Medium humanoid (gnome), lawful neutral
Armor Class 16 (Dexterity)

Hit Points 27 (5d8 + 5)

Speed 35 ft.

STR DEX CON INT WIS CHA
12 (+1) 13 (+1) 12 (+1) 12(+1) 16(+3) 12 (+1)

Saving Throws Wisdom +6, Dexterity +5

Skills Acrobatics +4, Athletics +4, Insight +6, Sleight of hand
+4, Stealth +4

Senses darkvision 6o ft., passive Perception 16
Languages Common, Elvish
Challenge 1 (200 XP)
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Spellcasting. A spry ambusher’s innate spellcasting ability is
Intelligence (spell save DC 11). They can innately cast the
following spells, requiring no material components:

At will: minor illusion

Gear. Bracers of Defense, kama, 20 shuriken, potion of healing
(2), concussion grenade, fragmentation grenade.

ACTIONS

Flurry of Blows (recharge 5-6). The spry ambusher makes three
melee attacks. Any target hit by one of these attacks must
succeed on a Dexterity saving throw or be knocked prone.

Multi-Attack. The spry ambusher makes two melee attacks.

Unarmed Strike. Melee Weapon Attack: +4 to hit, reach 5 ft., one
target. Hit: 3 (1d4 + 1) bludgeoning damage.

Kama. Melee Weapon Attack: +5 to hit, reach s ft., one target. Hit:
3 (1d4 + 1) slashing damage.

Shuriken. Ranged Weapon Attack: +4 to hit, thrown (range
20/60), one target. Hit: 3 (1d4 + 1) piercing damage.

REACTIONS

Deflect Missiles. When a spry ambusher is hit with a ranged
attack, they can deflect or catch the missile. Reduce the
damage by 1d1o + 1 points. If this reduces the damage to
zero, the spry ambusher catches the missile and can use it
as a weapon on their next turn. This ability cannot be used
against firearms.

HALFLING CULTISTS (2

XP 700 each
hp 44 each (see area E14)

E16. PrrTED CORRIDOR

Flowers line the edges of several 10-foot-
deep pits in this perfumed passageway.
A sweet-smelling smoke drifts from the
multicolored rocks illuminating their

depths.

The pits are plainly visible, posing
no threat to wary PCs. They used to
hold hot coals to warm the cavern at
night, and members of the order would
traverse the pits to simulate the effects
of the desert heat and scorching sands.
When Banshau took over the order, he
repurposed them to cloud the minds
of those brought before him.

Hazard: The vapors from the pits
create an inhaled toxin in the form
of an insanity mist. Creatures who
breathe the vapors must succeed on
a DC 13 Constitution saving throw
or suffer disadvantage on Wisdom saving throws and ability
checks for 1 hour. Before the PCs venture this way, one of
Banshau’s adherents makes sure to precede them so he can
light the rocks. Those who succeed on their save likely notice
nothing more than a bit of light-headedness, and even victims
of the mist feel no initially alarming effect.

E17. PaTH OF FLOWERS

Flowers completely cover this irreqular passageway travelling from
southwest to northeast. A restrictive tunnel, choked with flowers, curves
out of sight to the east.

The flowers in this hallway conceal a 40-foot-deep pit.

Trap: The flowers in this hallway conceal a 4o-foot-deep
pit, its cover rigged to collapse under more than 250 pounds
of weight. Fortunately, the mounds of flowers within the pit
also cushion the fall, so it deals less damage. One of the order’s
monks once again precedes the PCs during any escorted trip to
see Banshau, and he makes sure to lock the pit’s cover in place
so it won't trigger, but a trailing monk resets it after they pass
through the hall. The trap requires a DC 17 Wisdom (Perception)
check to see, but detection is automatic if a character carefully
clears the flowers out of the way before they trigger the pit. The
pit itself is a 10-foot square, and every character on the cover
when it breaks must succeed on a DC 18 Dexterity saving throw
or fall into the pit. Thanks to the flowers, the damage is reduced
to 3d6 bludgeoning. The mechanism can be disabled with a
successful DC 15 Dexterity check with thieves’ tools.




E18. PRECEPTOR OF TEARS

A narrow ledge skirts this rough pool containing fresh water and a host
of multicolored fish.

When Banshau receives visitors, he always does so in this
cavern, using the fish to check the emotional state of creatures
brought before him so he can determine which have come
under the influence of the dizzying vapors in area E16. He can
reliably do so since the fish follow visitors through each of the
water-filled caverns, changing colors to match the emotional
state of the nearest intelligent creature. Fish near a charmed
individual gain a vibrant pink stripe running down their
center scales.

E19. Biiss

This enormous cavern includes a green-hued statue of a small female

figure missing its left arm. A line of stones blocks the view of a more
distant chamber to the south, and a subterranean pool traces the
eastern wall.

A successful DC 16 Intelligence (Nature) check recognizes the
statue as the petrified form of a nixie. Banshau acquired this
prize when traveling through the Hellbit Trench, liberating the
mostly intact statue from the trough outside the dracolisk’s
cave. Periodically, he scrapes a bit of powder from the statue’s
broken arm, sprinkling it into the food and drink he prepares
for his followers, thereby doubling the effective duration of any
enchantments he uses to keep the cult under his sway.

Development: If the PCs restore the nixie by reversing her
petrification, her missing arm temporarily horrifies her, and
she quickly tries to stop the bleeding, losing 3 hit points due
to bleeding every round. If healed, she expresses her gratitude
to the PCs and offers them 2 pearls that allow the user to cast
water breathing. A pearl’s magic fades after it is used, but the
pearl remains (worth 100 gp each). She then refreshes herself'in
the pool at E18 and entertains the remaining cultists, effectively
replacing Banshau in the event the PCs depose him.

E20. BANSHAU THE ORACLE

Wreathes of flowers hang from dozens of hooks in this chamber. A
mattress, also filled with flowers, sits on the floor, and small incense
candles exude a soothing fragrance.

Like the order’s previous abbot, Banshau selected this remote
cave for himself. He spends most of his time here, relying on
his charmed monks to see to his every need.

Creatures: Banshau always has two charmed bodyguards with
him at all times, and they move to protect the oracle if the PCs
attack. If Banshau expects no hostility, he continues his ruse as
the current abbot of St. Menande. If the PCs seem less disposed
toward him, he entertains their questions and provides what
little information he can before attempting to send them on
their way. If anyone fell victim to the dizzying vapors at area

E16, he uses his Subtle Spell ability to cast a suggestion to plant
the idea of staying and joining his cult in the minds of his
victims. If anyone questions him about the order’s relative
withdrawal from society, he explains the loss of their previous
abbot greatly affected morale, and the monks now believe
their wandering ways risked more than necessary. Under his
leadership, Banshau has directed the order to remain in one
location so they can draw others to them to join their choir.

Treasure: In his travels, Banshau managed to acquire three
additional panes from the Opus Aeterna fashioned into a
triptych by his monks and now serving as a decoration hanging
among the flower wreathes over his bed. A strongbox on the
floor also contains a powder brought with him from Emerald
that acts as plant growth for flowering plants when combined
with fresh water.

Development: If the PCs oppose and defeat Banshau, it
breaks his hold over the monks of St. Menande. As his former
followers come to their senses, they apologize to the PCs for
their complicit behavior while under Banshau’s mesmerizing
control. As recompense, they readily part with the triptych
containing the three panes of the Opus Aeterna.

BANSHAU THE ORACLE

Small humanoid (halfling), chaotic neutral
Armor Class 13 (16 with mage armor)

Hit Points 40 (9d8)

Speed 25 ft.

STR DEX CON INT WIS CHA
9(-1) 16(+3) 10(+0) 11(+0) 12(+1) 18(+4)

Saving Throws Con +3, Cha +7

Skills Deception +7, Persuasion +7
Senses passive Perception 11
Languages Common, Halfling, Sylvan
Challenge 6 (2,300 XP)

Brave. Banshau has advantage on saving throws against being
frightened.

Halfling Nimbleness. Banshau can move through the space of’
any creature larger than his.

Lucky. When Banshau rolls a 1 on an attack roll, ability check,
or saving throw, he can reroll the die and must use the new
roll.

Spellcasting. Banshau is a gth-level spellcaster. His spellcasting
ability is Charisma (spell save DC 15, +7 to hit with spell
attacks). He knows the following sorcerer spells:

Cantrips (at will): fire bolt, light, thaumaturgqy, vicious mockery
1st level (4 slots): mage armor, magic missile, shield

2nd level (3 slots): hold person, suggestion

3rd level (3 slots): counterspell, fly, hypnotic pattern

4th level (3 slots): confusion, phantasmal killer
sth level (1 slot): blight




Subtle Spell (2/Day). Banshau can cast a spell without any
visible components by weaving his magic into conversation.

ACTIONS

Multiattack. Banshau can make three ranged attacks.

Petal Knives. Melee or Ranged Weapon Attack: +6 to hit, reach 5 ft.
or range 20/60 ft., one target. Hit: 5 (1d4 + 3) piercing damage
plus 3 (1d6) lightning damage.

Enslave (3/Day). Banshau targets one creature he can see
within 30 feet of him. The target must succeed on a DC 15
Wisdom saving throw or be magically charmed by Banshau
until Banshau dies or until he is on a different plane of
existence from the target. The charmed target is under
Banshau’s control and can't take reactions.

Whenever the charmed target takes damage, the target
can repeat the saving throw. On a success, the effect ends.
No more than once every 24 hours, the target can also
repeat the saving throw when it is at least 1 mile away from
Banshau.

REACTIONS

Defensive Charm. When a creature within 3o feet that he can
see targets Banshau with an attack, he can force the attacker
to make a DC 15 Wisdom saving throw. On a failed save, the
attacker must target a different creature in range with the
attack. On a successful save he can't use this feature on that
attacker again until he finishes a long rest.

TACTICS AND GEAR

Before Combat Banshau has mage armor cast before the PCs
arrive.

During Combat Banshau uses his abilities to charm, hold,
and enslave opponents to protect him or stop fighting
altogether. If his manipulations seem ineffective, he stays
back and supports his charmed bodyguards with vicious
mockery, hypnotic pattern, and damaging spells if those fail.

Morale Banshau prefers to survive so he can dupe another
group into accepting his selfish influence. When reduced to
15 hp or less, he drinks his potion of invisibility and follows it
with his potion of gaseous form in an attempt to escape.

Combat Gear potion of gaseous form, potion of invisibility

ENTHRALLED MONKS (2

XP 1,100 each

hp 45 each (see page 94, brute bouncers)

F. BARONY OF VELEATE

After leaving the caves of St. Menande, the PCs should continue
northwest toward the Barony of Veleate so they can meet
Khedri again with their reclaimed pages of the Opus Aeterna.
Unknown to them, the krang already reached Veleate by taking
a sailing ship from the Blue Barony and a shorter trek through
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the Keloche River Basin. Unfortunately, he ran afoul of the
anti-arcane zealots in True Veleate for refusing to part with his
magic weapons upon entering the city. Soon thereafter, he was
exiled to a nearby prison island for his crimes. To succeed in
their mission, the PCs will have to rescue Khedri and add his
fragments of the Opus Aeterna to their own.

Hargo Lake has receded considerably since the Great
Cataclysm and now a vast, cracked mesa stretches from the caves
of St. Menande to the newer shoreline. The ruts of a well-used
wagon trail winds across the dry basin, and it requires a full day
of travel before the PCs can reach the docks on the lake’s edge.
Several ferries await there, crewed by merchants who make their
living transporting others to the city across the bay.

HIrRING A BOAT

A soft breeze carries the smell of brackish water—a welcome circumstance
given the arid, blistering plains of the past few days. Soon thereafter, the
shoreline of a large lake appears. Several boats have moored next to a
sun-bleached dock, their crews assisting with offloading or taking on
cargo from caravan wagons parked in neat rows.

Hargo Lake grants the capital city of True Veleate greater
protection compared to other settlements across the Broken
Baronies. As a result, the Barony of Veleate represents one of
the larger populations on the peninsula, and its magistrates
carefully control the flow of traffic, limiting it to only the boats
casting off from this dock to ferry travelers and supplies.

Creature: A ferry captain named Ginny Graythorn (N female
human veteran®®) sizes up anyone seeking passage to True
Veleate. She helped Khedri reach the city just a day or two prior
to the PCs’ arrival and the krang paid her quite well to watch
for them. Unless PCs take pains to disguise themselves, she
recognizes and approaches them before any of her competitors
can secure their coin.

“You look a bit road weary, travelers! Nice day for a water crossin’,
yeah? If you're headed to True Veleate, I'd be happy to get you there. It’s
a lot cooler on the water and not nearly as much dust.”

Once she has their attention, Ginny pulls them aside,
immediately lowering her voice to keep their conversation
private. She informs the PCs that Khedri already paid her to take
them to True Veleate, but she fears for the krang’s safety after the
Dockmaster seized him for carrying contraband into the city
and they'd do well to avoid a similar fate. In fact, True Veleate
recently passed very stringent laws forbidding the possession
and use of arcane magic. She shares that Khedri refused to part
with his magical gear, and the city guards—a unit known as the
Witchbreakers—clapped him in irons. Ginny came to respect
and like Khedri when he helped defend her boat from a pair
of kelpies, and feels she owes him, even if she wants to avoid
trouble with the Dockmaster. Assuming the PCs are friends of’
the krang, she hopes they’ll find a way to resolve the situation.
If asked about the Witchbreakers, she explains their zero-
tolerance for arcane magic and the screening process they use
on everyone at the city docks. She recommends the PCs refrain
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from using anything other than divine magic and that they
hide any magic items they may be carrying—even suggesting
they leave them on her boat, if necessary. While PCs may find it
difficult to trust Ginny, she’s absolutely sincere in her wish to
help Khedri by aiding them, and that includes looking after any
gear they leave behind. Her ship is well-stocked with a variety
of mundane replacement items for armor or weapons, and she
promises to remain docked so they can reclaim anything they
leave behind as soon as they might need it.

EVENTS IN TRUE VELEATE

The citizens of True Veleate follow an aspect of Rythes’ god
known as the Bountiful Morrow. The town’s former leaders
ascribed to the belief that if they lived pious lives, their god
would provide them with a better future. But, the recovery of
the Tear of Eternity near Veleate proceeded at a much slower pace,
and they quickly became jealous of the resurgent agriculture of
the other baronies. A young firebrand named Onkat-Oun railed
against the status quo, and the embarrassed leaders sent her on
a mission to the Barony of the Bloom to discover what they
were doing differently to encourage god to grant them such a
tremendous bounty. Just shy of Pelicole Pass, Onkat-Oun and

her companions ran afoul of gnoll raiders, resulting in the
death of everyone in her party and a lingering reminder of the
ambush in the form of a terrible acid burn leaving a wicked
scar on her face. She tracked down the surviving gnoll leader—a
bouda (witch)—to its lair and destroyed the creature and its
familiar. As she surveyed the withered vegetation around the
witch’s hut, she concluded their god had chosen to withhold
blessings of recovery from those who relied on arcane magic.
Armed with this newly held doctrine, she returned to True
Veleate and proselytized about eschewing arcane knowledge
and all items crafted with it.

After instituting new laws to support this course of
action, the magic from Veleate’s Tear of Eternity finally—and
coincidentally—strengthened, bringing renewed health to the
town’s plants, along with underwater plants that supported the
fish population in Hargo Lake. This outcome bolstered Onkat-
Oun’s position, and she took power over the city, instituting
ever more draconian laws regarding arcane magic, to the
point that people now accept brands to mark themselves as
true believers. The PCs arrive against this backdrop and—
with Ginny’s forewarning—are immediately confronted by
Witchbreaker enforcers.
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F1. CRowDED Dock

The ship finally arrives at a large dock at a marina filled with fishing
boats, ferries, and other visiting watercraft. A sign at the end of the pier
warns visitors to stop at the Dockmaster’s Hall for processing.

Ginny helps the PCs hide their magical equipment on her
boat, if they wish. She strongly recommends against smuggling
anything past the Witchbreakers, as she knows they mete
out harsher punishments for anyone intentionally breaking
the law. If the PCs succeed at a DC 18 Wisdom (Perception)
check, they notice a boat filled with orange-clad passengers
pulling away from the westernmost dock. Beating the Wisdom
(Perception) check by 5 allows a PC to notice shackles on the
prisoners’ hands and feet.

F2. CONTRABAND CHECKPOINT

A uniformed guard and robed priest clad in the silver-and-bronze
colors of the Barony of Veleate bar the way forward, examining the
belongings of each arriver disembarking from the moored ships at
the dock.

The priesthood of the Bountiful Morrow assists the
Witchbreakers at each dock along the waterfront of Veleate,
checking for arcane paraphernalia entering the city. At the PCs’
pier, a priest named Jorn-Mar uses a wand of magic detection to
examine each new arriver. If he detects any magic on the PCs, he
has his Witchbreaker companion, a dwarf named Tybern, deter
them for the Dockmaster (at area Fg). Otherwise, he extolls the
virtues of the Bountiful Morrow with a quick invocation, and
then marks each of them with a rune of purity on their forehead,
explaining it contains a dye that will last for a few days and they're
expected to return for a new one if it fades before they leave
the city. Anyone found in True Veleate without the mark
immediately attracts suspicion from the Witchbreakers,
and the Dockmaster changes the shape and color of the
rune every day to ensure it can’t be forged.

Creatures: The checkpoint is always manned by a
Witchbreaker and a Veleate Priest.

WITCHBREAKER TYBERN

Medium humanoid (dwarf), lawful neutral

Armor Class 18 (plate)

Speed 25 ft.

Hit Points 60 (8d8 + 24)

STR. DEX CON INT WIS CHA
18(+4) 11(+0) 16(+3) 11(+0) 11(+0) 15(+2)

Saving Throws Con +5, Wis +2

Damage Resistances poison

Skills Athletics +11, Intimidation +5

Senses darkvision 6o ft., passive Perception 10

Languages Common, Dwarvish

Challenge 3 (XP 700)

Brave. The spellguard has advantage on saving throws against
being frightened.

Dwarven Resilience. The spellguard has advantage on saving
throws against poison.

Magic Resistance. The spellguard has advantage on saving
throws against spells and other magical effects.

ACTIONS
Multiattack. The witchbreaker makes two melee attacks.

Greatsword. Melee Weapon Attack: +6 to hit, reach 5 ft., one
target. Hit: 11 (2d6 + 4) slashing damage.

Heavy Crossbow. Ranged Weapon Attack: +2 to hit, range 100/400
ft., one target. Hit: 5 (1d10) piercing damage.

Antimagic Tactics (Recharges after a Short or Long Rest): For
1 minute, the witchbreaker can utter a special command
or warning whenever a nonhostile creature that it can see
within 30 feet of it makes a saving throw against a spell or
makes an attack roll against an enemy that has cast a spell
during the current combat. The creature can add a d4 to its
roll provided it can hear and understand the witchbreaker. A
creature can benefit from only one Antimagic Tactics die at
a time. This effect ends if the witchbreaker is incapacitated.

REACTIONS
Parry Spell. The witchbreaker adds 2 to its AC against one spell

attack that would hit it. To do so, the spellguard must see
the attacker and be wielding a melee weapon.
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ORN-MAR, VELEATE PRIEST

Medium humanoid (human), lawful neutral

Armor Class 17 (splint)

Hit Points 38 (5d8+10)

Speed 30 ft.

STR DEX CON INT WIS CHA
17(+3) 8(1) 14(+2) 10(+0) 14(+2) 12(+1)

Saving Throws Wis +6, Cha +5

Skills Insight +5, Medicine +5, Persuasion +4, Religion +3
Senses passive Perception 12

Languages Common

Challenge 2 (450 XP)

Spellcasting. The Veleate priest is a 5th level spellcaster. Its
spellcasting ability is Wisdom (Spell save DC 13, +5 to hit
with spell attacks.) The noble crusader has the following
cleric spells prepared:

Cantrips (at will): guidance, light, resistance, spare the dying

1st Level (4 slots): command, detect magic, healing word, shield of faith
and Level (3 slots): aid, blindness/deafness, hold person

3rd level (2 slots): dispel magic, protection from energy

ACTIONS

Longsword. Melee Weapon Attack: +4 to hit, reach 5 ft., one target.

Hit: 1d8+4 slashing damage or 9 (1d1o + 4) slashing damage
if used with two hands to make a melee attack.

Hand Crossbow. Ranged Weapon Attack: +2 to hit, range 20 ft./80
ft., one target. Hit: 3 (1d6) piercing damage.

Unarmed Strike. Melee Weapon Attack: +6 to hit, reach 5 ft., one
creature. Hit: 5 (1d4 + 3) bludgeoning damage.

F3. PILLORY

Several dispirited captives fill the gibbets lining this waterfront.
Occasionally, a passing resident spits on the ground just below one of
the prisoners, flinging a garland of orange flowers at the gibbet and
raising cheers or jeers from the gathered crowd.

If the PCs stop to look at the accused, a DC 10 Wisdom
(Perception) check reveals they have different brands meant to
label them as lawbreakers. If a PC stops a passerby to ask what
crime the imprisoned individuals committed, they bitterly
reply with “witchcraft” or “arcanery.”

F4. DoCKMASTER’Ss HALL

This long, rectangular building is bustling with enerqy as longshoremen
and city guards move impounded cargo or escort unmarked arrivers
pulled from the lines of those seeking entrance into Veleate.

The Dockmaster’s Hall serves as a storage place for
confiscated contraband as well as a holding area for arrivers
deemed to be an arcane threat to the barony’s ecosystem or

someone resisting the Witchbreakers’ demands to search their
belongings. If the PCs attempt to go anywhere in True Veleate
(other than Fi-F4) without an appropriate rune marked on
their forehead by a priest of the Bountiful Morrow (at F2), a
guard from the Dockmaster’s Hall brusquely stops them and
tells them to report to the Dockmaster for further questioning.
If the PCs resist, he summons more guards and attempts to
subdue them.

Creatures: Dockmaster Ronnerby Kolme receives all visitors
to the hall, processing them individually with the scathing
demeanor of a cutthroat lawyer. He questions everyone about
their purpose in town and wields the authority to detain those
he suspects of arcane taint. All magic items in his possession
were confiscated from prior “criminals” brought before him,
and he calls upon a veteran Witchbreaker named Hasken to
throw anyone disputing his will into the jailhouse (at Fo).

Treasure: The confiscated goods in Ronnerby’s possession
are kept in a large, lead-lined strongbox beneath his interview
table. It contains: an elixir of truth, a potion of clairvoyance, scrolls
of expeditious retreat, see invisibility, identify (4), invisibility, mage
armor, and remove curse, and a wand of magic detection. It also
includes the +1 nine-ring sword once belonging to Khedri Vosh
(see D13). His fragments of the Opus Aeterna were confiscated
by Onkat-Oun (at F6) for further examination.

DOCKMASTER RONNERBY KOLME

Medium humanoid (elf, human), neutral

Armor Class 12 (leather)

Hit Points 40 (9d8)

Speed 30 ft.

STR DEX CON INT WIS CHA
12(+1) 13(+1) 10(+0) 12(+1) 12(+1) 16 (+3)
Saving Throws Wis +3

Skills Arcana +3, Deception +7, History +3, Insight +5,
Intimidation +5, Perception +3, Persuasion +7

Senses darkvision 6o ft., passive Perception 13

Languages Celestial, Common, Draconic, Dwarven, Elven,
Gnome, Halfling, Infernal

Challenge 1 (100 XP)

Fey Ancestry. The dockmaster has advantage on saving throws
against being charmed, and magic can’t put it to sleep.

Silver Tongue (1/Day). When the dockmaster makes a Charisma
check, for 1 minute whenever it makes a Charisma check, it
can roll a 1d4 and add it to the total.

ACTIONS
Multiattack. The dockmaster makes two attacks with its rapier.
The second attack has disadvantage.

Rapier. Melee Weapon Attack: +3 to hit, reach 5 ft., one target. Hit:
3 (1d8 +1) piercing damage.




Get ‘Em (1/Day). A creature within 30 feet that the dockmaster
can see may use its reaction to move up to its speed and
make a single attack.

REACTIONS

Parry. The dockmaster adds 2 to its AC against one melee
attack that would hit it. To do so, the half-elf must see the
attacker and be wielding a melee weapon.

WITCHBREAKER HASKEN

XP 700
hp 60 (as Witchbreaker Tybern, see area F2)

WATCH CAPTAINS (2

XP 1,800 each
hp 51 each (see page 115)

Fr. STABLES

This cramped building houses camels, only a few horses, and
other more exotic riding animals native to Rythes, most used by
couriers or caravans visiting from other baronies.

F6. Houske oF THE BOUNTIFUL MORROW

Garden boxes filled with vibrant silver and bronze flowers line the
windows of this stately building. An ornate whitewashed sign at each
entrance proclaims this as the “House of the Bountiful Morrow.”

The religious and political headquarters of True Veleate, the
House of the Bountiful Morrow administers the laws and holy
ceremonies for the entire barony, often drawing pilgrims from
the outlying farms and shores at least once a week. The building
features three main sections: the eastern side acts as a two-
story boarding house for priests and servants of the Bountiful
Morrow, the central structure serves as an administration
building for the Witchbreakers, and the western hall presents
a grand temple where the priests give open sermons every
three days.

Creature: The Baroness and head Witchbreaker—a stern
elven matron named Onkat-Oun, also known as the Tiller of
Souls—hears from her guardsmen when anyone breaks the
law, or when notable visitors arrive in Veleate. Unless the PCs
take precautions to disguise themselves, she easily hears of
their presence in the city, and the same occurs if they resist any
of her Witchbreaker enforcers. If arrested, the PCs receive an
expedited trial directly at her hand in order to set an example
for other outsiders and off-worlders who think they can flaunt
the divine laws of True Veleate (see Standing Trial). While it is
unlikely the PCs initially encounter Onkat-Oun here, if they
break into the temple or somehow look to follow her here, she
calls for her Witchbreaker bodyguards and fellow priests to
attack any trespassers.

BARONESS ONKAT-OUN, TILLER OF SOULS

Medium humanoid (elf), lawful neutral
Armor Class 18 (studded leather, shield)

Hit Points 97 (15d8 + 30)

Speed 30 ft., climb 20 ft.

STR DEX CON INT WIS CHA
11 (+0) 18(+4) 14(+2) 11(+0) 12(+2) 16 (+3)

Saving Throws Str +5, Con +5, Wis +1

Skills Acrobatics +7, Insight +5, Perception +5, Persuasion +6
Condition Immunities charmed, frightened

Senses darkvision 6o ft., passive Perception 15

Languages Common, Elvish

Challenge 6 (2,300 XP)

Desert Hermit. The Tiller of Souls thrives in the parched
deserts, gaining advantage on Constitution saving throws to
avoid exhaustion or ill effects from starvation, thirst, or hot
environments.

Fey Ancestry. Magic can’t put a Tiller of Souls to sleep.
Magic Resistance. The Tiller of Souls has advantage on saving
throws made against spells and other magical effects.

Smite. When the Tiller of Souls hits with a melee weapon
attack, she can expend a spell slot to deal 1d8 radiant
damage per level of the spell slot expended.

Spellcasting. The Tiller of Souls is a 5th-level spellcaster. Her
spellcasting ability score is Charisma (spell save DC 14, +6 to
hit with spell attacks). She has the following paladin spells
prepared:

1st (4 slots): command, cure wounds, detect magic, protection from
evil and good, sanctuary, shield of faith

2nd (2 slots): lesser restoration, magic weapon, spiritual weapon,
zone of truth

ACTIONS
Multiattack. The Tiller of Souls makes two attacks.

Rapier. Melee Weapon Attack: +7 to hit, reach 5 ft., one target. Hit:
8 (1d8 + 4) piercing damage plus 9 (2d8) radiant damage.

Longbow. Ranged Weapon Attack: +7 to hit, range 150/600 ft., one
target. Hit: 8 (1d8 + 4) piercing damage.

Leadership (Recharged after a Short or Long Rest). For 1 minute,
a Tiller of Souls can utter a special command or warning
whenever a nonhostile creature that she can see within
30 feet of her makes an attack roll or a saving throw. The
creature can add a d4 to its roll provided it can hear and
understand the Tiller of Souls. A creature can benefit from
only one Leadership die at a time. This effect ends if the
Tiller of Souls is incapacitated.

REACTIONS

Witch Hunter. When a creature within 5 feet of the Tiller of’
Souls casts a spell, she can make a melee weapon attack
against that creature.
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XP 700 each
hp 60 each (as Witchbreaker Tybern, see area F2)

VATCH CAPTAINS (2

XP 1,800 each
hp 51 each (see page 115)

F7. THREE SISTERS TAVERN

Apart from Veleate’s docks, this building seems to have the most activity
in the city. A statue near the door displays three barmaids presenting
tankards as if offering them to passersby on the street.

This tavern serves visitors and native citizens of True Veleate
alike, featuring a large common area and several private booths
and side-rooms.

Creatures: The youngest of three sisters, Avna-Kul and Peri-
Kul (CN female human commonersS*) oversee this busy tavern.
They serve a decent meal of fish and seaweed, but at a premium
price of 1 gp. They also offer mead for 1 sp per mug. As the
laws in town grow ever stricter, especially with the growing
population of visitors, they can only serve 2 mugs per customer.
If the PCs talk with the harried women, Avna-Kul responds to
their questions and, if the topic comes up, gives her opinion
that Onkat-Oun’s laws have become unbearable.

F8. THREE S1sTERS HOSTEL

This two-story building includes a painted sign with a bed and
crescent moon.

The eldest of three sisters, Verat-Kul (LN female human
commoner*™”) manages the hostel and charges 2 gp a night for
an overnight stay. If anyone complains about the high prices, she
shrugs, reminds the complainer that Veleate has strong laws against
vagrancy, and casually mentions they can take their chances on the
streets if they want to risk drawing attention from the city guard.

F9. JAILHOUSE

This pristine jail includes four separate cells of varying size, each with
a pair of cots and a washbasin filled with water. Prisoners already
occupy two of the four cells.

This stout jailhouse joins with Veleate’s courtroom (at F10),
serving as a holding area for prisoners and lawbreakers before
sentencing by Onkat-Oun. The cots are quite comfortable, and
the locks to the cells require a successful DC 25 Dexterity check
with thieves’ tools to bypass. The jail also rests above an unusual
Patron artifact buried there by Onkat-Oun when constructing the
courthouse. She found it during her adventures in the Parched
Plains and interpreted it as a divine blessing from her god. The
device creates a subsonic wave that induces a powerful headache
in arcane spellcasters, causing them to have disadvantage on
concentration saving throws and making it difficult to replenish
their spells by preventing restful sleep. Arcane spellcasters who




finish a long rest in the jailhouse gain one level of exhaustion
(exhaustion gained in this way doesn't stack with any existing
levels), and do not regain expended spell slots for finishing a rest.

Creatures: Four guards stand watch here over any prisoners.
They can summon more from the town’s contingent in rapid
order if someone attempts to escape, always alerting Onkat-
Oun and the Witchbreakers, as well. The current prisoners
wear a bright orange smock. Each bears a bright red rune on
the front and back identifying the wearer as an “accused.”

ELEATE WATCH CAPTAINS (4

XP 1,800 each
hp 51 each (see page 115)

F10. THEATER OF THE SCYTHE

A large gallery overlooks an oval-shaped pit in this domed courtroom.
Man-sized, metal racks with a variety of restraints stand upright
facing a circular stone intended as a speaker’s podium.

The citizens of True Veleate have come to regard this
courtroom as an arena of sorts, often gathering in droves to
witness the justice dispensed by Omnkat-Oun. Prisoners are
typically led from the jail (at Fg) and then restrained on one of
the racks while their case is presented for judgment.

WHAT HAPPENED TO KHEDRI?

The PCs’ first order of business in True Veleate—provided they
don’t immediately land themselves in jail or face expulsion
from the city—should be to determine Khedri’s fate. While
Ginny knows the Witchbreakers took the rebellious krang into
custody, she’s been away from the city and unaware of what
transpired since his arrest. A successful DC 15 Intelligence
(Investigation) check or Charisma (Persuasion) check to gather
information (made with advantage if the PCs ask at the Three
Sisters Tavern at Fy) reveals Khedri already stood trial and
Onkat-Oun exiled him to the Isle of Orange, another islet in
Hargo Lake that the Baroness repurposed into an offshore
prison. The PCs may think to secure Ginny’s aid in reaching
the island, but she fears her ferry would attract too much
attention from Witchbreaker patrols. Instead, she suggests the
PCs take an easier route to reach the Isle of Orange by getting
themselves arrested and exiled there, as well. Then, under
cover of darkness with a much smaller one-man skiff, she feels
confident she can bring them their gear (including any magic
items they left in her care). In fact, even if the PCs have their
arcane items confiscated by the Witchbreakers, Ginny believes
she can work with a sympathizer in the priesthood to recover
them (see A Sympathetic Ear).

Of course, the PCs are free to pursue their own plan, including
a clandestine lake crossing to reach the Isle of Orange on their
own. This approach will almost certainly draw the attention of
the Witchbreakers patrolling both shores and the lake itself;

quite possibly leading to yet another confrontation that could
land them in jail anyway. Regardless, the adventure hinges on
the PCs eventually visiting the Isle of Orange—and not just to
rescue Khedri. The island also emits an orange glow at night,
generated by a Patron ruin. Even if the PCs reacquire Khedri’s
fragments of the Opus Aeterna from Onkat-Oun, the Patron
energy imparted by their mythic ascension soon re-attunes
itself with the ruins and draws them there. Treat this effect as
a geas that slowly alleviates as they approach the Isle of Orange.

ARRESTED!

It’s entirely possible the PCs may face their own arrest, whether
by resisting the Witchbreakers, casting an arcane spell within
the city, or breaking some other law like trespassing, petty theft,
etc. Depending on their plan for rescuing Khedri, they might
also heed Ginny’s advice by intentionally getting themselves
jailed so they can join him in exile on the Isle of Orange. Either
way, if the PCs get arrested, the Witchbreakers bring them to the
jailhouse at Fo, taking away all of their equipment (mundane
and magical) and replacing their clothes with the orange smock
of the “accused.”

STANDING TRIAL

Judgment comes swiftly in True Veleate, especially for off-
worlders and non-native visitors to the city. Onkat-Oun
personally sees to such trials, viewing them as an opportunity
to further rail against the sins of arcane magic and the threat
she believes it poses to the barony’s recovery. The trial itself
proves relatively straightforward. The Tiller of Souls reads
the list of crimes committed by the accused (e.g., witchcraft,
sedition, conspiracy, etc.). The Witchbreakers then give their
own testimony—truthful or otherwise—as evidence. Onkat-
Oun then casts zone of truth to prompt the PCs with leading
questions to force them into publicly admitting their guilt.
Whether or not they do so, she “divines their guilt” through
silent prayer to the Bountiful Morrow. She brooks no questions
or interruptions from the PCs during her interrogation. At
the trial’s end, she asks those accused to provide any reason
for the court to take mercy on them while she contemplates
their sentence. Afterwards, the guards escort the PCs back to
their cells.

A SyMPATHETIC EAR

A monk of the Bountiful Morrow always visits the jailhouse to
receive confessions from anyone due to receive Onkat-Oun’s
sentencing. These conversations are confidential and do not
factor into the trial or Onkat-Oun’s judgment (especially since
a guilty verdict proves such a foregone conclusion). Following
the trial, any jailed PCs receive a visit from Brother Emehl (LG
male priest™*" of the Bountiful Morrow), an older priest who
can still remember a time before Onkat-Oun’s claim to the title
of Baroness and the passage of her draconian anti-magic laws. A
friend of Ginny’s, she implored him to seek out the PCs and aid
them. Intrigued by their case, he offers a far more sympathetic
ear, and a successful DC 10 Wisdom (Insight) check can discern
his sincerity.
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Following his duty, Brother Emehl begins by asking for the
PCs’ confessions, but eventually steers the conversation towards
their quest for the Opus Aeterna, sharing that he took Khedri’s
confession, as well. Before the krang’s exile, he explained the
importance of the ancient artifact to Brother Emehl. The priest
also shares that he received a vision soon afterward—one he
believes emanated from a source other than the Bountiful
Morrow—and that it encouraged him to see them safely to
an old ruin on the Isle of Orange. If the PCs welcome his
assistance, he divulges that Onkat-Oun will find them guilty,
but he can work with Ginny to ensure their belongings also
reach them on the island. He then expresses he would be most
interested in eventually learning what they find there.

THE VERDICT

The next morning, a guard bangs upon the cells’ bars, jarringly
announcing, “Wake up! It’s time to face the Tiller’s judgment!” Several
guards stand ready as an escort to the courtroom.

Once the guards bring the PCs to the courtroom (at F1o),
Onkat-Oun appears in her official robes as Baroness. She then
declares, “Before I pronounce my judgment, you have one last
opportunity to throw yourself on our maker’s mercy.” After
pausing for any of the PCs to repent their sins, she proclaims,

“Very well. T have reached a decision. The punishment for
your crimes against the Barony of Veleate is exile to the Isle of
Orange. Guards, prepare the prisoners for transfer.”

At this point, the Witchbreakers shackle the PCs to one
another at the ankles and lead them through the south door.
On the way to the dock, townspeople shout epithets at the PCs
and throw wreaths of orange flowers. With a successful DC 15
Wisdom (Perception) check, PCs may notice Ginny and Brother
Emehl watching from among the crowd. The guards create a
procession toward a moored transfer ship at the westernmost
dock. After loading the prisoners on the boat, they sail towards
the setting sun as they depart for the Isle of Orange.

ExiLED!

The boat’s captain brings the ship into dock as several Witchbreakers stand
ready to repel a crowd of gaunt exiles gathered at the edge of the island
shore. More guardsmen begin moving prisoners off the boat and down a
wide gangplank onto a listing dock, unlocking the shackles one at a time.

A successful DC 15 Intelligence (Arcana) check notices the
light emanating from the island bears a strong resemblance to
the radioactive energy from the fractured Tear they encountered
at the quarantined rock quarry in the Barony of Merebec (at
Dig). After the guards release each PC from the boat, they
swiftly cast off and depart.




THE IsLE OF ORANGE

The skies have grown darker with the setting sun, but the way ahead
remains well lit by a column of orange light shooting directly from
the center of the island into the clouds above Hargo Lake. Several
campfires also line the beach with silhouette figures gathered around
them for warmth.

If the PCs befriended Brother Emehl, he and Ginny arrive
soon after the Witchbreaker ship departs. Or, if they made
prior arrangements with Ginny, she convinces the priest to
accompany her anyway so he can assure her safety should a
Witchbreaker patrol impede her skiff. Regardless, they deliver
all the PCs’ belongings to them again, as well as Khedri’s
gear. Ginny also includes a feather token that creates an animal
messenger (bird), instructing them to use it to contact her again
when they find Khedri and want off the island. If asked about
the arcane item, she shrugs and says, “I never did agree much
with the laws of Veleate anyway.”

Creatures: While the PCs don't find Khedri among the exiles
on the beach, they can ask about him by winning over the other
prisoners with a successful DC 15 Charisma (Persuasion) check.
Some of the exiles have lived on the island since Onkat-Oun
started “punishing witches,” so they can provide the PCs with
the lay of the land. Kargun-Pel, a grizzled man edging toward
the other side of middle age, acts spokesperson for the group.

Have you seen a krang named Khedri? “Yeah. Big fella.
Got here a day or two ago, if I recall. Didn’t wanna share our
company much. He headed inland, hopin’ to find better food
or another way off the island, I guess. But I been here longer'n
most and there ain’t no way off that don’t take you straight
through the Witchbreakers again and the best food is always
what they drop off for us.”

How long have you been here? “Ain’t got a calendar, so I can’t
rightly say. Ever since the Tiller’s been in power, I reckon.”

Why haven’t you escaped? “’Cause it’s safer here. Out there
on the water, there’s Witchbreaker patrols and they're a lot less
gentle with escapees. More often than not, they just feed’em to
the kelpies or the gar. ‘Sides, life ain’t so bad here. It’s a damn
sight better than a place where you get exiled for lookin’ the
wrong way at a Witchbreaker.”

What's that orange light? “Been here ever since my grandpa
was a lad and maybe afore that. Don'’t rightly know what it is.”

Has anyone investigated it? “There’s a pit that goes down
near the light. Ain't no one returned who ever went there,
though. Heh. Mebbe it beams them away, and that’s why we
never see ‘em. More likely, they just get themselves killed by
something better left alone. Ain’t nothin’ safe on this island.”

KARGUN-PEL

Medium humanoid (human), neutral

Armor Class 9
Hit Points 26 (4d8 + 8)
Speed 30 ft.

STR DEX CON INT WIS CHA

8(-1) 9(1) 14(+2) 13(+1) 12(+1) 10(+0)
Skills Athletics +1, Perception +3, Sleight of Hand +1

Senses passive Perception 13

Languages Common
Challenge o (10 XP)

Anything to Survive. A prisoner has advantage on Wisdom
(Survival) checks made inside their prison. In addition, once
per day when they must make a saving throw against disease
or poison, they can gain advantage on that roll.

Catch Off-Guard. During its first turn, the prisoner has
advantage on attack rolls against any creature that hasn’t
taken a turn.

ACTIONS

Improvised Club. Melee Weapon Attack: +1 to hit, reach 5 ft., one
target. Hit: 1 (1d4 - 1) bludgeoning damage.

Improvised Dagger. Melee or Ranged Weapon Attack: +1 to hit,
reach 5 ft. or range 20/60 ft., one target. Hit: 1 (1d4 - 1)
piercing damage.

THE ORANGE LiGHT

Following their conversation with Kargun-Pel, the PCs likely
make their way towards the orange light at the center of the
island. Read or paraphrase the following when they arrive:

The trek into the highlands of the Isle of Orange proves difficult, with
steep climbs among broken rock and overgrown nettles scratching every
bit of exposed skin. Suddenly a vast pit opens in the ground. It stretches
30 feet across, tapering into a funnel as it descends. A hellish, orange
light pours forth, illuminating and magnified by the pit’s interior as a
dizzying surge of vertigo hits like a punch to the gut. A passageway cuts
to the west after passing the funnel roughly 20 feet down.

Hazard: This pit once served as a maintenance shaft and exhaust
vent for the amphitheater and Tear of Eternity housed within the
Patron ruin (at F19). The ancient quakes that shook Rythes sank the
entire complex, making this tunnel the only remaining entrance,
and now the Tear uses it to purge the weakening Principality
corruption by releasing a low-grade radiation from below. Due to
their mythic ascension, if the PCs remain in this area for longer
than 1 minute, they must make a DC 14 Constitution saving throw
or become poisoned for 1 hour. With the proper equipment, PCs
can make their way down the edge of the funneled pit and reach
a maintenance hatch (at Fi1). This requires a successful DC 14
Strength (Athletics) check to climb. Failure indicates a PC slips,
sliding down the funnel. With a DC 1y Dexterity saving throw, such
victims can catch themselves on the lip of the funnel. Otherwise,
they suffer falling damage into a 4o-foot pit.

F11. MAINTENANCE HATCH

Just 20 feet into the straight portion of the funneled pit, a 5-foot hatch
stands open. Gray slime gives its metal an eerie sheen and a wide
handprint has left a mark within it.
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A DC 10 Intelligence (Investigation) or Intelligence (Nature)
skill check identifies the handprint as the same shape and size
of a large simian. It belongs to Khedri, who ventured this way
when investigating the ruin’s orange light.

Beyond the hatch, an angled chute leads down, eventually emptying
into a perfectly round chamber where a single passageway leads
further west.

Khedri sits propped against the wall within the western
passage. When the PCs arrive, he numbly regards them for
a while before recognition sets in, and he weakly rises to his
feet. He made the mistake of trying to win his way past the
thirsty one (at F12) and now suffers from having his hit point
maximum reduced by the creature’s Desiccate ability. Too weak
to continue, he chose to restin an attempt to shrug off the effect.
He tells them what he can about the wraith, but refrains from
joining any further attempt to fight it, lest he prove a liability.

If asked about the Opus Aeterna, Khedri tells the PCs his search
found two more fragments in the Blue Barony. After reaching
True Veleate, however, the Witchbreakers subdued him (“but not
before I punched a guard so hard, I knew what he had for lunch,”
he adds with a gruff' laugh). Unfortunately, the Dockmaster
confiscated the fragments and turned them over to Onkat-Oun.

KHEDRI OF VOSH

hp 112 (currently 28; see page 118)

F12. CURSED SALT

The passageway opens into a much larger chamber surrounded by a
ledge curving around to a higher tunnel traveling north. Salt-encrusted
corpses lie in heaps among puddles of water on the floor.

This chamber used to desalinate the water in F16 as pumps
pulled in water, extracted salt and other impurities, and shot
the purified water back out.

Creature: One of the first exiles to explore this area couldn’t
make his way back up the pit. After drinking salt-tainted water,
he died of thirst, sealing his doom and causing him to rise once
again as a spectre. His merciless anger and frustration have
caused him to slay anyone venturing here, and he immediately
attacks those stepping into the chamber, futilely hoping to
slake his unquenchable thirst. Bound to the chamber, he
cannot follow anyone retreating to Fi1 or gaining the ledge to
access the passage to F13.

THIRSTY ONE

Medium undead, lawful evil

Armor Class 13

Hit Points 95 (10d8+50)

Speed fly 50 ft. (hover)

STR DEX CON INT WIS CHA
8(1) 17(+3) 20(+5) 11(+0) 14(+2) 16 (+3)

Damage Resistances bludgeoning, piercing, and slashing from
nonmagical attacks

Damage Immunities necrotic, poison

Condition Immunities charmed, exhaustion, grappled,
poisoned, restrained

Senses darkvision 6o ft., passive Perception 12
Languages The languages it knew in life
Challenge 7 (2,900 XP)

Fluid Sense. A thirsty one can detect any liquid within 120 feet
as with blindsight. This includes living creatures with blood
or similar body fluids.

Limited Incorporeality. The thirsty one can move through other
creatures and objects as if they were difficult terrain. While
it can pass unhindered through objects or creatures if gaps
or holes exist, it cannot bury itself entirely within a solid
barrier. While incorporeal, it can move no farther than 5
feet into a wall, floor, or similar object, and it leaves behind
a tracery of reddish dust on the surface that moves as the
thirsty one moves. It takes 5 (1d10) force damage if'it ends its
turn inside an object.

ACTIONS

Multiattack. The thirsty one uses unnatural thirst. It then uses
desiccate.

Desiccate. Melee Weapon Attack. +6 to hit, 5 ft. reach, one target.
Hit: 24 (6d6 + 3) necrotic damage. The target’s hit point
maximum is reduced by an amount equal to the necrotic
damage taken, and the thirsty one regains hit points equal
to that amount. The reduction lasts until the target finishes
a long rest. The target dies if this effect reduces its hit point
maximum to o. Constructs, incorporeal undead, and other
creatures with no water in their bodies are immune.

Unnatural Thirst. A thirsty one draws out moisture from
everything within 10 feet. Creatures within this area must
succeed at a DC 14 Constitute save or suffer a level of
exhaustion. A creature that successfully saves is immune to
the unnatural thirst of this thirsty one for 24 hours.

F13. WATERY GALLERY

This small anteroom overlooks a pool filled with silty water. A faint
orange glow filters through its murky depths as the water swirls and
eddies.

When the Tear of Eternity was still intact (at F19), it made this
area into a recuperative spa. With its destruction, the water no
longer has healing properties, let alone potability.

F14. ConTROL ROOM

Carved stone panels hang along the curved surface of this chamber’s
walls. Faint light gleams within the the etched lines marking them,
depicting alien runes in neat, uniform rows.




A successful DC 20 Intelligence (Arcana), DC 20 Intelligence
(History), or DC 15 Intelligence (Investigation) check can
determine that these panels each served some purpose in
operating the Belligren machinery comprising the ruin.
Though faintly illuminated, none of the controls work any
longer.

F15. Power CoiLs

The passageway entering this chamber ends at a sharply defined ledge,
and another awaits on the other side of the room, leading to a corridor
headed further south. The chamber floor lies 20 feet down where long
coils of superheated metal continually emit an orange glow.

Part of the technology powering the Patron facility runs
through this chamber, its machinery now exposed to the
elements after earthquakes struck the complex.

Hazard: An incredibly oppressive wave of heat strikes anyone
venturing onto the chamber floor. Those without fire resistance
must make a DC 10 Constitution saving throw or gain one
level of exhaustion. Characters in medium or heavy armor, or
wearing heavy clothing, have disadvantage on the saving throw.

F16. HeAT SINKS

For a split second, one can see a bubbling orange mass in the depths
of this circular chamber 20 feet below the ledge standing before it.
Another ledge and hallway stands on the far side of the room, and
then, everything blazes with an immense flash of orange light.

When the Tear of Eternity (at Fig) became corrupted, its
energies blazed out in all directions in a failed attempt to burn
out the infection. The resulting explosion blew through the
entire ceiling, allowing the light to shoot into the exhaust vents
and then skyward.

Hazard: PCs venturing here risk blindness from the intense
light. Each creature standing on the ledge or moving through
the room must succeed on a DC 15 Constitution saving throw or
go blind for 24 hours. A successful save reduces this blindness
to just 1 round, but the victim has disadvantage on visual
Wisdom (Perception) checks for 10 minutes afterward.

F17. NaRrROW TUBE

This passageway tightens considerably as it continues another 100 feet
before turning north. Perfectly round, its width is only 3 feet, further
compromised by steaming hot pipes, ruptured tubes, and sparking
tendrils hanging from the ceiling and walls.

This passageway allowed engineers to reach the central core
(at F19) by either accessing the secret door in the north wall
(DC 25 Wisdom (Perception) to notice) or the core overlook (at
F18). It served double duty as an access route to the service and
maintenance crews examining the base of the Tear.

F18. Core OVERLOOK

This 10-foot-wide balcony curves around a huge amphitheater,
providing a glorious view of a writhing turmoil of enerqy contained
within a crystalline column far below. Dozens of flat crystal panels—
some alive with vibrant colors and others completely dark and
opaque—reside within the balcony’s inner wall alongside hundreds of
gauges, buttons, knobs, and iron levers.

A force field generator (at F20) remains intact despite the
devastated complex, and it creates an invisible (as well as
impenetrable) wall of energy along the edge of the central
core (at Fi19). The Patrons and their followers once used the
crystalline panels and other paraphernalia to monitor and
control the fractured Tear of Eternity, but they no longer function
for anything other than the flickering spectacle they provide.

Development: The PCs have a much easier time spotting the
entrance to the central core from this vantage point. A successful
DC 18 Wisdom (Perception) check notices the partial tunnel on
the south wall. Subsequent attempts to locate the other side of
the secret door within the narrow tube (at F17) require only a
DC 14 Wisdom (Perception) check to find it thereafter.

F19. CENTRAL CORE

The passage of time and inherent damage to the ancient complex has
left this amphitheater in disarray. Chunks of debris litter the broad,
circular floor, and occasional arcs of enerqy leap from the crystalline
column at its center, always striking somewhere in the gloom above.
In fact, the ceiling to this complex lies hidden behind clouds of roiling
enerqy at least 50 feet overhead.

This chamber once supported a Tear of Eternity, but its
crystalline column now represents only the base of the great gate
that once resided in the higher reaches of the Patron complex.
With the Principality corruption and resulting cataclysm, it
became unstable and fractured, with most of its components
(and the upper halls) incinerated in the resulting backlash.

Creatures: Long ago, several engineers perished in the
upper reaches of the Patron complex when the Tear of Eternity
collapsed. Undeath followed death on apocalyptic gusts of
energy, and two rotting winds formed from their fused souls,
becoming trapped above the central core when the force field
generation (at F20) activated to contain the backlash of energy.
The frustrated creatures still lurk within the roiling clouds. As
soon as anyone deactivates the force field, they rush down to
attack. In addition, the Principality corruption still contained
within the base of the column holds 60 points of necrotic energy.
The rotting winds can tap this resource to heal themselves
(represented by their Regeneration trait). This depletes the
necrotic energy by an equal amount, thereby further venting
the Principality corruption. Once the necrotic energy is fully
depleted, the rotting winds lose their Regeneration.

The crystalline column representing the base of the ruined
Tear also trapped the spirit of an ancient half-Patron traveler
named Aal-Av-Ri. In the process of crossing the Weave to reach




Rythes from another world, he found his essence shunted into
the column when the Tear exploded. The geas effect drawing
the PCs to the Isle of Orange actually emanates from him,
and immediately ends if they can free him. Doing so first
involves locating and shutting down the force field generator
(at F20). Thereafter, if a PC targets the column with enough
channeled positive energy or cure spells to counter and deplete
the remaining points of negative energy contained within
it, Aal-Av-Ri can escape, manifesting as a being of luminous
blue energy (see Meeting a Patron, below). His essence can
communicate these necessary actions to them if the PCs touch
the crystal column.

Development: In addition to the XP for defeating the rotting
winds, the PCs gain Inspiration if they remove the Principality’s
taint from the remnants of the Tear. This not only releases the
spirit of Aal-Av-Ri, but the corrupted Tear of Veleate no longer
stunts the barony’s environmental and ecological recovery.

ROTTING WINDS (2

Large undead, neutral evil

Armor Class 15

Hit Points 82 (11d10 + 22)

Speed o ft., fly 6o ft. (hover)

STR DEX CON INT

14(2) 20(5) 15(2) 7(=2)

Damage Resistances bludgeoning, piercing, and slashing
from nonmagical attacks

CHA
10 (+0)

WIS

12 (+1)

Damage Immunities necrotic, poison

Condition Immunities charmed, exhaustion,
frightened, grappled, paralyzed,
poisoned, prone, restrained,
unconscious

Senses blindsight 6o ft. (blind
beyond this radius), passive
Perception 11

Languages —
Challenge 6 (2,300 XP)

Air Form. The rotting
wind can enter a
hostile creature’s
space and stop there.
It cam move through
a space as Narrow as
1 inch wide without
squeezing,

Befouling Presence.
All normal plant
life and liquid in
the same space as a
rotting wind at the
end of the rotting
wind’s turn is

blighted and cursed. Normal vegetation dies in 1d4 days,
while plant creatures take double damage from the Wind
of Decay action. Unattended liquids become noxious and
undrinkable.

Invisibility. The rotting wind is invisible.
Regeneration. The rotting wind regains 10 hit points at the

start of its turn, as long as it has at least 1 hit point, and as
long as there is necrotic energy left in the crystal column.

ACTIONS

Wind of Decay. Melee Weapon Attack. +8 to hit, reach o ft., one
target. Hit: 12 (2d6 + 5) bludgeoning damage plus 14 (4d6)
necrotic damage. If the target is a creature, it must succeed
on a 