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he first savage tide has
already touched the mortal
world. Unleashed from
the cruel heart of a shadow pearl, the
tide swept over an ancient civilization,
transforming the citizens of a proud
city into feral, cannibalistic fiends. The
hateful architects of the savage tide

watched.  ing pride in the ruin they
had  >ught. Now, after 2 thousand
vear the savage tide is about to return.
Yet this time, the doom will not be lim-
ited to one hapless city. This time, all
of civilization waits unknowing on the
shore, blissfully igrorant of what the
tide is about to bring in.



by James Jacobs

The PCs are recruited by 2 desperate noble of the city of Sasserine, one Lavinia
Vanderboren. After her parents recently perished in a freak accident. she

inherited a large number of debts along with the rest of the estate. Yer b eal
problem is not financial, but personal. Her vounger brother Vanthus has{ o

in with a bad crowd: thieves, cutthroats
to help track down her brother ut th

| smugglers. Lavinia needs the P 5
-oon find that he’s the worst of the

bunch—it was at his hand th: " “er Vanderborens perished. Vanthus now
stands at the center of the Lotus Dragons, a violent and deadly thieves’ guild

that has recently ascended to a positon
of power in Sasserine’s underworld.
The PCs must defeat this guild before
its members and their aquatic allies
stage a violent coup against the city
government. Unfortunately, even as

the PCs defeat the Lotus Dragons,
Vanthus slips away to pursue a

new plan.

1 . las ogue
»n Vanthus's trail, the PCs track him to a
""en cove a few miles down the coast from
€~ -- e, where the treacherous brother
plan  steal a huge black pearl from a crew
of pirates of the notorious Crimson Flect.
u- st to Vanthus, ihis black pear! is actually a
- rerful artifact known as a shadow pearl, a sinister
d ce capable of transforming civilizaton into
sa erv. Unfortunately, Vanthus’s attempt to
the captain failed, and he and his hired
thugs were caught ina fr  “ic battle with
the pirates. Duringthe b e, the shadow
pear! the pirates were smugg ng was
accidentally triggered, and many of the
pirates and bandits were driven mad
and transformed into monsters by the
resulting savage tide. With the pearl
gone, Vanthus and his surviving allies
took advantage of the chaos to hijack one
of the pirate ships and flee the area.
Seething with rage at the attack, the captain
sent his first mate (a brutish half-orc), along with a
large aroup of bullywug barbariass, into Sasserine to
kill Vanthus'’s family and burn his home to the ground
in revenge. The PCs fight their way through a horde of savage mutants only
to discover that Vanthus is gone and Lavinia is in grave danger. They must
race back to Sasserine to protect Lavinia and her home from the attack. At
the end of the adventure, they'll have their own ship, the Sea Wyvern (the only
scaworthy pirate ship remaining in the hidden cove).



by Jason Bulmahn

The shipwrecked PCs and the surviving
members of the Sea Wyvern must scavenge
supplies and make the deadly journey
down the coast of the Isle of Dread to
reach the colony. Along the way they are
hounded by monsters. din/ aurs, ter-

tor birds. bad weather. wor * omens,

and treachery and madness amc  their
own ranks. Additionally, they are « d
by a mysterious creature that torments
them and picks off their NPC fellows
one by one. This creature is in fact a bar-
lgrua demon, exiled from the island’s
interior and looking for victims to eat.
Eventnally, the PCs discover the demon’s
lair—an ancient hidden shrine dedicated
to Demogorgon, the bestial Prince of
Demons. As the adventure ends, the PCs
reach the colony to find it under attack by
a Crimson Fleet pirate ship!

by Richard Pett

Lavinia reveals to the PCs that the last thing her parents
accomplished before their murder was the establishment
of a smali trading outpost and colony on the distant and
dangerous L: "2 ¢~ d. The Vanderl s hoped to
establish a profitable trade routr * "ing spices,
lurnber, and foods to Sasserine. Fea il that Van s may be
heading to this colony, and knowing that the co! ...sts need
supplies, she offers the PCs a new job.

With their newly captured ship, the PCs accompany
Lavinia on a dangerous, 3,000 mile sea voyage south to the
1sle of Dread. Along the way, they’re forced to deal with
murderous stowaways, a perilous side trek to the ruined city
of Tamovachan (where the PCs first come to the attention of
the current Queen of Succubi, Malcanthet), strange islands
with stranger inhabitants, and a swath of sargasso weed
inhabited by something hungry. On the eve of their arrival, a
fierce storm hits and the PCs"ship is separated from Lavinia's
ship—at this adventure's climax, they run aground on the
northeastern shore of the Isle of Dread.




by Stephen 8. Greer & Gary Holian

The PCs defend the colony from the pirate
ship and are reunited wit 1 rand
their other friends, who tell th  that'a
larger fleet of pirate shipsiis scheduled to
make a full-out attack o' e colonyina
mere two months' time. 7 order to p: e
for this assault, the PC .. ..:.notor id
in building up the colony’s defenses, bu
must explore the Isle of T ' to discover
new resoutces and forrm: n s with
local tribes to help them repi .. coming
pirate attack. The adventure ends witha
large assault on the colony by the Crimson
Fleet—if the PCs found enotv - resources
and made enough allies, they'l  n- 1e d--.
But not before a “final” confront

Vanthus, now a captain of a pirates! | 1d
a half-fiend (a template he gained as part
of an injtation into the inner ranks of the
Crimson Fleet).

)

r. Wes:  Schpeider & jurr s Sutter
T.e PCs learn that the Crin  a Fleet
has been buying shadow | flsin
larpe quantities from a source on the
northern shore of the Isle of Dread
they call the “Lords of Dread,” and
that accordi o to their schedule, 2 new
s'hipme'nt o ie powerful weapons
should be 'y for pickup soon. Upon
investigating, the PCs stumble upon
the true maslers of the isle—aquatic

les-known as the koprus.
The PCs are swiftly caught up ina
subterranean war between kaprus and
aboleths, and eventually learn that the
kopru leader: and source of the shadow
pearlsylive v Lan ancient temple
found atop a rc sa at the heart of the
Isle of Dread.




by " .to Leati

The PCs journey to the forbidden mesa at the heart
ot the Iste ot Dread to confront the kor— i

find more than they bargained for— e m . is
ruled by an aspect of Demogorgon. By efeating
this stronghold and slaying Demogorg  ~ spect,
they can put a stop to the shadow prard pr " 1ction,
but unfortunately, they discover that a larg number
of the pearls have already eensentlothe .o
city of Scutllecove—theh e portoff  Crim
Fleet. During this adventure, Lavinia hears rumors
that her brother has returned to life. She sets out for
Scuttlecove to save her brother, even though she
pects the rumors are a trap. Of course, it is indeed

a trap—Vanthus, returned to unlife by his demonic
patron Demogorgon, wants to make a final atternpt
to capture his hated sister and subject her to the
samne procedure that tumed him into a haltfend.

T
"f‘be PCs travel to Scutt! ;, horr of the Crimson Fleet
to search for Lavinia:  tolea  he pirates’ anfor
the shadow pearis. oveisa . tro.. s
place.onetha -~ il ec e

discretely. £ V' " :they find th safehoust
comprorr® & claimed by a grom) ofyt  da -

sins. The . s clear out the s: ~and discc  that
Lavinia has been | ythe Crimsor  eet.
After several adve - xes in the city, they find
the locz> -~ Crimson Fle* eadquar-
ters, where e 1+ #hatla.  hasbeen
tedtothe? s(tol. JTgOMN’S

realm ¢ ‘Gaping ) Thevalso  cover
that the pirates have = dy smuggied
dozens of shadow pearls into 2s rmany cities
throughout the world. Demogorgon intends
to trigger 3 massive savage tide so he can

siphon th "ed rage into his
realm. T~ —ay to stop this plan
would be to disi  the ceremony itself
on the Abyss. the PCs discover

that Vantbus has a device that allows
him to sail bis ship from the seas of the
Material Plane into the mysterious Abys-
sitan Occan. The PCs steal a duplicate gate
enginc and use it on their own ship to travel
to the Abyss in search of Lavinia.



by Sean K Reynolds

In this adventure, the PCs finally get a chand >
defeat their nemesis Vanthus, now a dangerous
death knighit minion of Demogorgon, once and for
all. Using the stolen gate engir., 1y sail into the
Abyssian Ocean, and eventually r _-gon’s
realm—Gaping Maw. There, they mus  nfiltrate
a remote prison where Vanthus k

his sister captive. Demogorgon has

promised to transform her into a half~

fiend once his plan f  he shadow pearls

has come to fruition. Fo now, Vanthus

waits here for his reward, guarding iss r
and bickering with the wardens op L
During the rescue, the PCs learn mucl 1bout
Demogorgonn, his lair and layer, and his

plans for the shadow pearls. Thev kriow they

have to stop him, but don't know how. They

do learn that they need to go to a deso_.

prison layer called the Wells of

Darkness to it * ameone who

knows abou 10rgon's

weaknes — e exiled ‘

demor 1 of succubi,

Shami-Amourae.

L, .- yd
In ordér to reach Shami-Amourae’s prison
" 1 the Wells of Darkness, the PCs must
sceure passage from Red Shroud, a dangerous
_ succubus who controls one of the few routes
te region. Reaching Sharni-
’s prison involves a dangerous
trek across the Abyss, and when the
PCs finally do reach her, they may be
forced! _aake some difficult decisions
to learnn what she knows—that
Demogorgon's greatest strength is also
his greatest weakness. Heis a creature
of two minds, and as such, he is his
own worst enemy.




by Wolfgang Bau.
The PCs plan their assault on Gaping
Maw while on several “mini-adventures,”
wherein they travel the planes to organize
allegiances against Demogorgon and
recover artifacts they'll need to weaken
him. By attacking the Prince of Demons on
several fronts and by using the information
and secrets they've gained from Shami-
Arnourac. they force Demogorgon o divide
his resources so that only a fraction of his
defenses remain to oppose the PCs in the
last adveniure. During the course of this
adventure, the PCs may:

« Secure the aid of Orcus, Malcanthet,

or other demon lords in launching

attacks on Gaping Maw.

= Speak to Morwel, queen of the eladrin,
and request aid from her court.

» Recover the Iron Flask of Turney
the Merciless to capture several of
Demogorgon's key minions.

« Track down and speak to the Witch-
Queen [ggwilv to benefit from her
demonic lore and advice.

« Sabotage an outpost on another plane
that Demogorgon uses to stockpile
supplies and retrievers.

by( egA.  _ an

In the final adventure, the PCs set into motion the various elements of their attack on Gaping
Maw. Once Demogorgon is distracted, they can invade the complex wherein he intends to irigger
the savage tide. Although the Prince of Demons's armies are forced to spread their resources
thin, the PCs still face serious opposition in this adventure, and in the cnd they'll need to fight
Demogorgon himself. I they've done well, they'll face a CR 23 version of him, along with several
of his allies. If their preparations failed, they'll be faced with a much meore deadly incarnation of
the Prince of Demons, one that even a group of 2oth-level characters might not be able to defeat.



RUNNING SAVAGE TIDE IN THE FORGOTTEN REALMS

by Eric L. Boyd

The Savage Tide Adventure Path can be
incorporated into the FORGOTTEN REALMS
with 2 minimum of work for the DM.
Each installment of the Savage Tide will be
accompanied by online conversion notes
detailing suggested adaptations to the
adventure. Note that in lieu of repeatedly
saying “In the Realms, XXX is known as
YYY,” these sidebars use the convention “YYY
(XXX).”

Future FORGOTTEN REALMS products
will not treat the events in the Savage Tide
Adventure Path as “canon,” but the unfolding
of events suggested in these notes will not
diverge unduly from the “core Realms” unless
the DuUNGEON MASTER wishes them to.
Each FORGOTTEN REALMS sidebar may refer
to various FORGOTTEN REALMS products,
including, but not limited to, Cloak & Dagger
[2nd-Editon], Empires of the Shining Sea [2nd-
Editon), Faiths & Pantheons, and Lands of Intrigue
[2nd-Editon], but only Serpent Kingdoms and the
ForGOTTEN ReALMS Campaign Setting should
be strictly necessary to adapt the campaign to
the FORGOTTEN REALMS.

Characters in the Realms version of Savage
Tide begin their careers in the city of Tashluta
(Sasserine) along the south coast of the Shining
Sea (Jeklea Bay), just east of the Jungles of
Chult (Amedio Jungle). They sail west around
the horn of the Chultan peninsula into the
uncharted waters south and west, where lies
the Isle of Dread.

For those DMs who used the Shackled City
Adventure Path in the Realms, note that these
conversions assume that the city of Cauldron
sits in a caldera on the Chultan Peninusla, on
the northern slopes of the Sanrach Mountains,
just east of the Jungles of Chult. For those
DMs who used the Age of Worms Adventure
Path in the Realms, these sidebars assume
that the Spire of Long Shadows rises up from
the Chultengar, a dark region on the eastern
border of the Jungles of Chult.

One final note: A key design decision in
the Savage Tide Adventure Path is to send
the PCs “off the map.” However, for DMs
desiring to keep the PCs closer to the known
Realms, an alternate conversion might start
in Baldur’s Gate (Sasserine) and head south
to the Mother-of-Mists (Isle of Dread), just
off the NW coast of the Jungles of Chult. The
Crimson Fleet would be based in the port of

Skaug (Scuttlecove) in the Nelanther Isles.
This and future Realms conversions will not
further address this alternate option, but the
conversion notes provided should suffice for
DMs following either path.

There Is No Honor

The adventure path begins in late spring
of the Year of Risen Elfkin (1375 DR) in the
town of Tashluta (Sasserine), along the
south coast of the Shining Sea (Jeklea Bay),
just east of the Jungles of Chult (Amedio
Jungle). Aside from a brief mention in the
ForcoTTEN REALMS Campaign Setting, pages
105-106, further details about Tashluta
may be found in Serpent Kingdoms, pages
124-128. You may find a map of the region
here: http://www.wizards.com/dnd/images/
mapofweek/Dec2005/02_SerpentKingdoms_
72_ppi_cv2891.jpg. This adventure path
conversion assumes Tashluta matches
Sasserine in size (smaller than suggested in
the aforementioned sources) and layout (and
therefore lacks the encircling caldera).

Tashluta’s traditional foes include the
Crimson Fleet, yuan-ti (ogres and giants) from
the Black and Mhair Jungles, and the Monks
of the Dark Moon (Scarlet Brotherhood).
Tashluta’s history differs in details from that
given in DUNGEON #139, but it has similar
broad strokes, as outlined in Serpent Kingdoms,
pages 126—127. In particular, Tashluta has been
attacked and occupied by yuan-ti-led lizardfolk
armies (local tribes of giants and bullywugs)
and the Shoon Imperium (the Great Kingdom/
Hold of the Sea Princes). Although begun as a
Tashlutan merchant consortium, the Rundeen
(Sea Princes) ruled Tashluta until recently (1349
DR) and may yet seek to do so again.

The most prominent deities in Tashluta
include Talona and Savras (Wee Jas). The
prominent role of the Church of Kord is
replaced by the Church of Talona. Lesser faiths
include Anachtyr (St. Cuthbert), a southern
aspect of Tyr, Lathander (Pelor), Shaundakul
(Fharlanghn), Tempus (Kord), Umberlee
(Osprem/Procan/Xerbo), and Waukeen
(Olidammara/Worgul). Hidden cults venerate
Myrkul (Nerull), Shar (Scarlet Brotherhood),
and Velsharoon (Vecna).

Other minor conversions include
Urbeth, capitol of Tharsult (Redshore), and
Ss'dath’in’ssatath (Forbidden City).

REALMS AFFILIATIONS

The affiliations presented in DRAGON #3438
for Sasserine work well in the Realms, with
the exception of the Scarlet Brotherhood.
An alternative affiliation of similar dubious
repute is presented here. Further details on
the Rundeen can be found in Cloak & Dagger
[2nd-Edition], pages 127-135.

The Rundeen
Symbol: Coin with a nail driven through it.

Background, Goals, and Dreams: The
Rundeen began as a Tashlutan merchant
consortium. They now control most of the
shipping ports and caravan trade along the
southern coast of the Shining Sea, and seek
control of all trade from Dragon’s Neck pen-
insula in Tethyr to the Jungles of Chult. In
addition to its financial control, the group
also uses piracy (based in the neighboring
port city of Narubel) to enforce its hold on
sea-going business, and has at least one
group of assassins ready at all times to
eliminate threats to its organization. The
Rundeen also dabble in slavery, despite the
actions of antislavery groups.

Enemies and Allies: Those Who Harp
earned the enmity of the Rundeen due to the
Treacherous Stab, when the Harpers killed
three Rundeen and nearly fifty lesser agents
in the Year of the Bridle (1349 DR), breaking
the Rundeen monopoly along the Chultan
peninsula (including the group’s control
of Tashluta) and disrupting its activities
in Calimshan. The Rundeen harbor a great
enmity for the yuan-ti and their agents as
well. The Rundeen is becoming increasingly
allied with the Knights of the Shield (active
along the Sword Coast from Calimshan
to Waterdeep).

Members: Almost anyone can become a
member of the Rundeen, although humans
of Tashalan or Calishite ancestry predomi-
nate. Prospective partners must be involved
in one of the trades in which the group spe-
cializes. They need to be shrewd, successful,
and efficient at running their businesses,
and must control large enough operations
to justify the attention of the Rundeen.
Recently, many yuan-ti of the Se’Sehen tribe
and humans with the Snake Blood feat have
joined the Rundeen, despite the long-stand-
ing ophidiophobia embedded in Tashalan
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culture. Many members of the Rundeen
have levels in expert or rogue.

Type: Cabal.

Scale: 11 Multiregional/duchy.

Titles, Benefits, and Duties: As you
advance in the cabal, you either move
up through the ranks of the Mitalibbar
(Watchers) or serve in an allied group such
as a well-established noble family (e.g. the
Vyndahla clan of Calimshan), a mercenary
or adventurer group (e.g. the Clenched Fist),
an elite assassins group (e.g. the Fist of
Rundeen), a loyal thieves guild (e.g. the Many
Long Arms or the Lotus Dragons), or a pirate
fleet (e.g. Bloody Buccaneers, Scimitar of Fire,
Sea Reavers, but not the Crimson Fleet). To
reach the pinnacle of the organization, you
must joint the Yrshelem (coin collectors).
There are fifteen First Yrshelem, who serve
the five Grand Yrshelem in groups of
three. As you advance through the cabal’s
ranks, you improve your skills as a rogue
and gain access to your rivals’ trade secrets
that will help you improve your wealth and
influence.

Criterion

Character level

Expert, rogue, or fighter +1
5+ ranks in Craft or Profession +1/2
10+ ranks in Craft or Profession +1/2
Business Savvy* feat +1/2
Wealth +1/40,000 gp

Merchant princef prestige class +2
Completes an assigned mission +1
Infiltrates an affiliation +1/2
Destroys a Rundeen rivalTT +1/8 CR
Is good -4
Betrays a fellow member -6

* Dungeon Master’s Guide II, page 184.
T Power of Faeriin, pages 71-74.
1T Includes the Crimson Fleet.

Affiliation Scores and Benefits

3 or less No affiliation.

4-10 Tradesman: You are considered a member
of the Rundeen. You receive 200 gp/month
income.

11-15 Thug: You receive a +2 circumstance
bonus on relevant Craft or Profession
checks in the Calimshan, Tashluta, and
Tethyr regions. You must donate 5% of all
treasure to the affiliation.

16-20 Agent: You can travel with impunity
through an allied affiliation’s territory.

21-25 Boss: 10% discount on experience or gp
cost when crafting. You must donate 10% of
all treasure to the Rundeen.

26—29 First Yrshelem: Once per month, you
can claim an audience with any government

leader on the Chultan peninsula, in Lapaliiya,
along the Lake of Steam, in Calimshan, or in
Tethyr within 1d6 days.

30+ Grand Yrshelem: You may borrow one item
of up to 30,000 gp value from the Rundeen’s
stores once per month for 2d4 days. You may
not borrow a charged item in this fashion.
Executive Powers: Assassinate, Shadow
War, Trade.

Score Mod.
+1/2 PC’s level
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RUNNING SAVAGE TIDE IN EBERRON

by Keith Baker

In Eberron, human civilization first arose on
the continent of Sarlona. Humanity traveled
west across the Lhazaar Sea, settling the few
islands they found and finally landing on
the eastern shore of Khorvaire. These first
explorers established the nucleus of what
would come to be known as the Lhazaar Prin-
cipalities. Wave after wave of settlers followed,
opportunists and adventurers from across
Sarlona. This is reflected in the diversity of
culture found across the Lhazaar Principali-
ties; many of the traditions of the Lhazaar
city-states can be traced back to the forgotten
lands of Sarlona.

Not all of the seafarers of Sarlona settled
on the coast of Khorvaire. The kingdom of’
Khunan was one of the mightiest nations
of old Sarlona, and the pioneers of Khunan
discovered a fertile island in the waters of
the Dragonreach. Legends speak of the fabu-
lous wealth these islanders drew from ocean
and land. But these legends always come to
an abrupt end, hinting at a terrible doom
that overcame the people of this so-called
Isle of Dread.

Now darkness stirs beneath the Dragon-
reach, reaching out towards Khorvaire. The
Savage Tide begins anew!

Sasserine

The backdrop in DUNGEON #139 introduces
the city of Sasserine, an important location
in the adventure path. In Eberron, Sasserine
is the southernmost island of the Lhazaar
Principalities, southwest of the gnome-
dominated island of Lorghalen; the name is
shared Dby the island and its primary port.
The historical Sasserine was a priestess from
the Sarlonan nation of Lamecha, and she led
her people across the Sea of Rage and the
Dragonreach to escape the wars that paved
the way for the coming of the Inspired. Sas-
serine is a hard land dominated by jungles
and cliffs, and the port city is one of the only
safe harbors on the island.

While most maps show Sasserine as part
of the Lhazaar Principalities, the nation
stands apart from the princes of the north.
The Teraknian heirs shunned the pirate
lords of the Lhazaar Sea and refused to have
any dealings with them. Then came the Last
War. As chaos gripped Khorvaire, an alliance
of Lhazaar lords—the Sea Princes—seized
Sasserine and claimed it as a new principal-
ity. Sasserine suffered under their rule for
almost a century, until 995 Yk, when all of
the Sea Princes of Sasserine were killed. No
group has taken credit for this act, but many
believe it to be the work of the Inspired.

Whatever the truth, Sasserine is once again
an independent realm, and the Dawn Coun-
cil must decide what path they will take in
the wake of the war.

It’s possible to see many traces of old Sar-
lona in the Lhazaar Principalities, and this is
especially true in the case of Sasserine. While
Common is the primary language of the land,
a significant number of people speak an old
dialect of Riedran, sometimes blending the
two languages together. The original settlers
brought a root crop called sepse from Sar-
lona, which is a staple of Sasserine cuisine;
the island is one of the only places this is
found outside of the old Lamechan lowlands.
From the style of harpoons used by Sasserine
whalers to the design of the ships they sail,
there are many small touches that set Sas-
serine apart from the people of the mainland
and the Lhazaars to the north.

The Dragonmarked Houses
Sasserine is off the beaten track, and the
Dragonmarked Houses have little presence
in the city. The Sea Princes intentionally
isolated this remote port, and as a result there
is no airship docking tower in Sasserine, no
speaking stone station, and no outpost of
House Orien. If any of the player characters
are dragonmarked heirs, it is possible that
they have been dispatched by their houses
to evaluate the economic potential of the
region; the masters of the local guilds may
see such characters as a threat.

Organizations

The Savage Tide Adventure Path refers to
a number of nations and states that do not
exist in Eberron. DMs should consider the
following ideas, though a DM should always
feel free to take a different approach.

The Scarlet Brotherhood is a mysterious
and powerful nation, whose motives are hid-
den from the outside world. In Eberron, this
role can be filled by the nation of Riedra
and its Inspired lords. The EBERRON Cam-
paign Setting mentions that the Inspired have
a presence in Q’barra; the Riedrans came
to Sasserine well before they landed on the
continent. The monk Anteki is the Inspired
ambassador to Sasserine and has more
influence than it might appear. During the
occupation of the Sea Princes, the Inspired
provided material and emotional support to
the people of the land (possibly enhanced by
the quori dream manipulation), and a sur-
prising number actually want Sasserine to

become a province of Riedra. As such, forces
of the Brotherhood may be Riedran soldiers
or Inspired assassins; but they can also be
islanders who have sworn loyalty to the Rie-
dran cause. As the Inspired are known for
their use of psionics, a DM could choose to
modify Scarlet Brotherhood NPCs accord-
ingly; Anteki could be a telepath, while oth-
ers described as monks might be lurks or
soulknives. However, monastic traditions
are also practiced in Riedra, and it’s entirely
possible to use the Inspired without involv-
ing psionics.

Most people think that the Crimson Fleet
is led by one of the many Lhazaar pirate
lords—that it is the result of a schism
within the northern Cloudreavers or the
Bloodsails of Farlnen. In fact, the fleet is
based in Scuttlecove, a city in southern
Q’barra, and it is a force with many dark
secrets. The Crimson Fleet will be explored
in greater detail in the future.

As noted in the Age of Worms Adven-
ture Path, the Seeker Lodge could easily be
replaced by the Wayfinder Foundation, which
is an alliance of adventurers who operate
across Khorvaire. Alternately, it could be a
new organization aligned with the Aurum or
one of Khorvaire’s universities.

While Sasserine has thrown off the yoke
of the Sea Princes, it still has a few connec-
tions with the Principalities. The island is on
good terms with the gnomish principality of
Lorghalen; many members of the Alchemists’
and Cartographers’ Guilds of Sasserine were
born on Lorghalen. There are also a number
of changelings from the Gray Tide principal-
ity in Sasserine; most of these changelings
work as interpreters or entertainers. Some
fear that there are far more changelings in
the city than meet the eye, but most dismiss
this as paranoid delusion.

Religion in Sasserine

Old Sarlona was home to many religions that
are virtually unknown in the present day. The
priestess Sasserine brought her Lamechan
traditions across the sea, and today her
descendants are some of the only people on
Eberron who still share her faith. In place of
Wee Jas, the people of Sasserine revere the
Sovereign of Light and Darkness. The stat-
ues of the Sovereign are two-faced; one side
shows a man carved from white marble, while
the other depicts a woman carved from black
marble. The Sovereign is said to be the source
of all magic, and privy to all secret knowledge;
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a typical priest of the Sovereign Host would
see the Sovereign of Light and Darkness as
being a blending of Aureon and the Shadow.
A cleric who wishes to worship the Sovereign
of Light and Darkness can choose from the
domains and of either deity.

While the Sovereign of Light and Dark-
ness is an exotic deity, the people of Sas-
serine also follow more traditional faiths.
Dol Dorn takes the place of Kord. The fol-
lowers of Olidammara revere the Traveler.
Those who worship at the Azure Cathedral
seek to placate the Devourer even as they give
thanks to Arawai. And the temple of Fhar-
lagnhn becomes a general temple to the Sov-
ereigns, especially Kol Korran, Boldrei, and
Olladra. The Dawnhouse is dedicated to Dol
Arrah. The Church of the Silver Flame takes
the place of St. Cuthbert; it is up to the DM
to decide whether Jenya Urikas is present
in the setting, or if Father Laro answers to
Flamekeep. The Church of the Whirling Fury
believes that Dol Arrah and the Fury are one
and the same, that the raw passion of the Fury
drives her in her battle against evil.

The druid Visigash has no connections to
the druids of the Eldeen Reaches, but he fol-
lows a path similar to that of the Gatekeepers,
and could teach the Gatekeeper feats if he
adopts a PC druid as his protege.

Finally, the cult of Vecna is a branch of the
Lords of Dust dedicated to Sul Khatesh, the
Keeper of Secrets. The leader of the cult is a
rakshasa with four additional sorcerer levels;
he uses these powers to inspired fear and awe
among his followers.

There Is No Honor

In “There Is No Honor,” the player characters
are summoned by Lavinia Vanderboren and
asked to investigate the mysterious disap-
pearance of her brother. There is little in the
adventure that needs to be modified to use it
in EBERRON, beyond the changes already sug-
gested for Sasserine itself. The Lotus Dragons
are one example of the Sarlonan heritage of
the region; the name of the guild and the
lotus tattoo are both taken from a legendary
guild of Lamechan assassins. However, the
true Lotus Dragons disbanded over a thou-
sand years ago, and Rowyn has simply lifted
the name for her own purposes.

The ixitichitl are mysterious creatures,
rarely seen by human eyes. As suggested in
the adventure, their presence here is fore-
shadowing of the hand of Demogorgon.
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THERE IS NO HONOR

by James Jacobs

The Savage Tide Adventure Path debuts
as a new band of heroes confronts exotic
monsters, undead pirates, and a sinister
guild ofthieves on the cusp of unleashing a
murderous coup. A Savage Tide Adventure
Path scenario for 1st-level characters.
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Excerpts from Vanthus's Letters to Rowyn Kellani
(Dated 2 days before the fire that slew the elder Vanderborens)

“...My pawents hawe groww soft. I'mvnot worried inthe slightest
that they susbect anything, my delicate flower. Thefunds yow've
trusted, me withy hawe beenw more thaw enough to- pay off the
local guards, the harbor watch, and the ship’s crew to- sovy
nothing about the new cargo: Hell:.. they evew offered to-help
load the bawrels! Of course; I didwttell them what woas inside—
I'msurethey'd sing avdifferent song if they knew just how much
alchemisty fure we loaded into- the hold of my father’s new
plaything: I'l be following the ship’s progress for a few days to-
make sure the fire does the trick, so-yowll not be seeing me for
at least half o week. Keep yowr bed wawm for mel”

(Dated 3 days after the fire)

“ . Ifsunbelievable! Sure; she’sthe eldest sibling, but she'knows
nothing of life! She spent the last half of her childhood in
Thenalowr learning how to-fold napking and play the violin
for Hell's sake! It just goes to-show yowhow insane my parenty
really were:.. leavingeverything inher cavelikethat! Whatever.
She’ll need the house to- live off of, I suppose. Laviniavs not av
bad lass; really... I kind of misy owr time together, to-tell the
truthi. Think she’d be interested i joining the Lotus? I doubt
it. And anyway, av second Vanderborentragedy might get too-
many people curious. No; for now, whatever’s in the vaudt will
hawe to-do-..”

(Dated two days ago)

“ I really wishvyow could have beenthere, my little dragon, to-
see their faces before I closed the doov! Laviniav's never going
to get anywhere hiring fooly like them. I wonder if they've
found Penkus yet? I hope they didw't die too-quickly.”

“Inv oy case; on to-the purpose of this letter. Brissavs i the
other room getting ready for a night out onthe town, so-I'
hawe to- be quick: Remember that thing she hinted about to-
me? About the piratey who-were supposedly using Krakews Cove
as abase for their smuggling operation? Turng out she wasn't
spinning tales—I've heard that they'l be awriving within the
week withy apawrticulawly rich cargo. 'l bring her withs me o
the pretext of joining up with them, get their guawrd down, and
when they're not expecting it my men'l light the ships onfire!
ItWbe av simple task to-pluck the treasure from the water once
all those fools awe dead: Should be morethan enough to-make
up for what we lost whenw Laviniov inherited rather than me.”

“I tell yow... burning people to- deativ ow their own boats?
Ity the best way to- make money yet. Wish I'd thought of &
years ago!”

Handout #5
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BACKDROP: SASSERINE

by James Jacobs
Discover the streets and canals of the city of Sasserine, the setting for the opening
act of the Savage Tide Adventure Path.
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RUNNING “"THE BULLYWUG GAMBIT” IN THE FORGOTTEN REALMS

by Eric L. Boyd

Conversion notes for Tashluta (Sasserine)
and Shaundakul (Fharlanghn) are given in
the Realms conversion notes for “There Is
No Honor.”

Blood Bay and Kraken’s Cove lie east of
Tashluta, halfway between the capitol of the
Tashalar and the ruined city of Procalith
(just south of the label “Tashtan Coast”
on this map: http://www.wizards.com/dnd/
images/mapofweek/Dec2005/02_SerpentK-
ingdoms_y2_ppi_cv2891.,jpg). Assume the
coastline matches the description given in
the adventure.

Slaves captured by the Crimson Fleet are
eventually sold in the slave markets of Calim-
shan (Scarlet Brotherhood ports).

An indifferent (or better) Harliss flees east
to the ruins of Procalith (Scarlet Brotherhood
fort), where Crimson Fleet pirates periodi-
cally anchor and she can secure passage.

The Age of Worms concluded in Mintarn
(Alhaster).

Kaskus Kiel was enslaved by a Calishite
pasha.

The statuary in area V2 depicts a couatl.

The diary in area V3 is written in Loross
(Suel). The unusual key opens doors in an
exotic dungeon of metal hidden in the moun-
tains surrounding Halruaa.

The Rundeen were provided as a
replacement affiliation for the Scarlet
Brotherhood in the Realms conversion for
“There Is No Honor.” PCs affiliated with
the Rundeen can win an affiliation award
by the same criteria as given for the Scarlet
Brotherhood in this adventure.

Savage Tidings: Beyond Sasserine
The environs of Tashluta (Sasserine) are
fully detailed in Serpent Kingdoms. However, a
Realms-based Savage Tide campaign can still
make use of the regional details presented in
DRAGON #349.

Regional conversions include the Black
Jungles (Amedio Jungle), the Peaks of Flame
(Hellfurnaces), and the Shining Sea (Jeklea
Bay). Local areas, including Blood Bay, Crab
River, Emerald River, Kraken's Cove, Skyfroth
River, and Thunder River, all lie within
the Tashalar Basin, roughly in the same
configuration as shown on the map of the
environs of Sasserine. Thunder River runs
south-southeast, leading into the depths of
the Black Jungle. Likewise, Tashluta’s holdings,

including the Black Road (Amedio Highway),
Blisterwall (built of rock mined from the Peaks
of Flame), Castle Rakin, Fort Fendawor (built
by a Shoonite garrison), and the neighboring
plantations all lie within the Tashalar Basin
in roughly the same configuration as well.
Finally, the dungeons and ruins of the Tashalar
(Sasserine region), including Beroarak’s Maw,
Carver’s Pit, Chekitewan, Dungeon of Rust and
Fire, Evermire, Fiddler’s Cave, Magalarve, and
Mashwan lie in the same positions relative to
the aforementioned regional landmarks. The
Spire of Long Shadows lies far to the west,
amidst the dense jungle of the Chultengar,
and Hookface’s Lair lies beyond that, in the
depths of the Peaks of Flame. Many of these
locales date back to the Thinguth and Lapal
(Olman) tribes who inhabited the region in the
period between —2,809 DR and —289 DR. (See
Serpent Kingdoms, page 131, for further details
on this historical period.)

Replacement PCs might be drawn from the
Jade Ravens, the Tashluta Military (Sasserine
Military), individual swampers, or individ-
ual thieves, as noted. Alternative PCs might
be drawn from the Jungles of Chult (Olman
natives), Lapaliiya, Samarach, Thindol, the wild
dwarves of Chult (grugach), or House Se’Sehen,
the yuan-ti tribe with the strongest influence
in the Tashalar. Se’Sehen-affiliated PCs might
be humans with the Snake Blood feat (detailed
in the FORGOTTEN REALMS Campaign Setting
and updated in the Player’s Guide to Faeriin),
tainted ones (detailed in Monsters of Faeriin
and Savage Species), or pureblood yuan-ti. A
new regional affiliation for House Se’Sehen is
detailed below.

Finally, the Crimson Fleet is rumored to
have covert ties to House Se’Sehen (Scarlet
Brotherhood), and one day soon both will
descend upon Tashluta in a bloody coup. It’s
also rumored that the threat of the yuan-ti is
all that keeps the Crimson Fleet from con-
quering Tashluta.

House Se’Sehen

Symbol: Twin fangs.

Background, Goals, and Dreams: The
yuan-ti of Faer(in are divided into seven great
tribes (called houses) and one intertribal, not-
so-secret society. The allegiance of any par-
ticular yuan-ti is based primarily on blood
ties, but can be modified by deliberate choice.
House Se’Sehen is currently the largest and

most powerful in the Black Jungles. After cen-
turies of somnolence, the reappearance of the
avatar of Sseth during the Time of Troubles
caused House Se’Sehen to begin to stir again.
Members of this tribe seek to reestablish their
control over the Tashalar and extend their
reach into all the human-held territories bor-
dering the Shining Sea. They exchange exotic
spices and poisons for slaves and a means to
transport their spies to ports in the north.

Enemies and Allies: House Se’Sehen is
allied with House Extaminos and House Sau-
ringar. They also recently forged an insidious
alliance with the Rundeen. House Se’Sehen
openly fights with House Eselemas and House
Jennesta. The have hostile relations with the
Coiled Cabal and the Crimson Fleet.

Members: Many members of House
Se’Sehen are rangers, rogues, or scouts; many
of these eventually take levels in the assas-
sin or fangs of Sseth” prestige classes. Within
the tribe, each subtype works to maintain its
position in the hierarchy at the expense of
those with a smaller fraction of snake blood.
As a result, the tribe is highly stratified, with
abominations dominating most halfbloods,
halfbloods dominating most purebloods, and
purebloods dominating most tainted ones!! or
humans with the Snake Blood* feat.

Type: Tribe (racial).

Scale: 12 Multiregional/kingdom.

Titles, Benefits, and Duties: As you advance
in the tribe, you gain access to the poisons,
grafts, and historical memory of the yuan-ti.

Affiliation Score Criteria: Only yuan-ti or
creatures with the Snake Blood* feat are eli-
gible to join the tribe. Creatures who become
yuan-ti, such as broodguards and tainted
ones'l, can also join the tribe.

Affiliation Scores and Benefits

3 orless No affiliation.

4-10 Entwined: You are considered a member
of House Se’Sehen. You may purchase
yuan-ti poisons and osssra oils.

11-20 Scale of the Serpent: As bonus feat, gain
Forked Tongue (see Serpent Kingdoms, pages
145-146), Improved Familiar, or Spit Venom
(see Serpent Kingdoms, page 147). You must
meet the prerequisites of the bonus feat
you choose. Improved familiars must come
from the list given in Serpent Kingdoms,
Ppage 146.

21-29 Fang of the Serpent: You may acquire
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yuan-ti grafts at two-thirds the listed price.
(Yuan-ti grafts are detailed in the Fiend
Folio, page 207, and Serpent Kingdoms, pages

146 and 154.)

30 or higher Voice of the Serpent: You may

claim an audience with an allied sarrukh
(see Serpent Kingdoms, pages 54—61, 80-81)
once per year. During such an audience,

you can request one form modification
(see Serpent Kingdoms, pages 80-81) or you
can ask questions giving you a +10 insight

bonus on one subsequent Knowledge or

Spellcraft check.

Executive Powers: Assassinate, Plague,

Shadow War. &

Criterion

Snake Blood* feat
Broodguard™ or tainted one™
Ranger or rogue or scout
Speak Yuan-ti

Yuan-ti pureblood or guardiant
Yuan-ti halfblood or mageslayert
Yuan-ti abomination

Yuan-ti anathemagf

Wealth

Assassin prestige class

Fang of Sseth prestige class
Completes assigned mission
Humiliates rival yuan-ti tribe
Infiltrate affiliation

Score Mod.
+1/8 PC’s level
+1/8 PC’s level
+1
+1
+1/2
+1
+2
+4
+1/40,000 gp
+1
+1
+1
+1/2
+1/2

* Player’s Guide to Faertin, pages 43-44.
IT Monsters of Faerlin, pages 94-96, or Savage Species,

pages 140-142.
T Serpent Kingdoms, pages 88-91.
1 Fiend Folio, pages 193-195.
¥ Serpent Kingdoms, page 147.
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RUNNING “"THE BULLYWUG GAMBIT” IN EBERRON

by Keith Baker

In “The Bullywug Gambit,” adventurers have
their first encounter with the savage tide
itself, the dark influence of Demogorgon,
reaching up from the abyss of Khyber to cor-
rupt the world above.

One goal of these conversions is to min-
imize the changes required on the part of
the DuNGEON MASTER. A DM who is deeply
familiar with EBERRON may wish to draw
more of the threads of the world into the
adventure path, making greater use of the
dragonmarked houses or the leaders of the
Five Nations. However, as the current action
takes place on the fringes of Khorvaire, it is
simple enough to keep these as local events
dealing with bandits and regional guilds
instead of the great powers of Khorvaire.

Many of the forces at work in this adven-
ture have been discussed in the initial con-
version notes for Sasserine.

The Source of the Savage Tide

The influence of Demogorgon raises one of
the primary challenges of converting this
adventure path to Eberron. The cosmology
of Eberron is quite different from that of the
Great Wheel, so where does Demogorgon
reside in the EBERRON Campaign Setting?

Many demons can be found in Shavarath,
the eternal battleground. It is certainly possi-
ble to place Demogorgon in Shavarath as one
of the generals of this endless conflict. How-
ever, the spirits of Shavarath are ultimately
spirits of war; the demons of Shavarath may
be creatures of chaos and evil, but they are
still spirits of battle.

But there is another alternative for the
DM who wants demons to be spirits of pure
evil, unbound by any ties to Shavarath or the
outer planes: Khyber, the Dragon Below. Leg-
ends say that in the dawn of time, the vile
dragon Khyber spawned fiends in the dark-
ness, monsters that tormented the children
of Eberron. The rakshasas are the best-known
native fiends, and to this day it is the rak-
shasa that have the strongest presence in the
world above. But Khyber’s children take many
forms, and there is nothing preventing the
Dragon Below from creating its own varia-
tions of the spirits found in Shavarath and
Fernia. Balors, mariliths, and even demon
princes; all could be children of Khyber. Like
the rakshasas, these Khyber-spawned demons
are native outsiders, but they possess most

traits of true outsiders; they do not need to
eat or sleep, they are immune to the ravages
of time, and the most powerful among them
are truly immortal.

As spawn of Khyber, the demons of
Eberron are not tied to any planar agenda,
nor bound to the great war of Shavarath.
Instead, they embody Khyber’s wrath and
hatred of the world above. They seek to cor-
rupt and destroy the children of Eberron.
Some may seek to free the Overlords of the
Age of Demons, and these fiends usually
join with the Lords of Dust. But many are
spirits of pure chaos and evil, and seek only
the pleasure of sowing discord and pain
across Eberron.

And what of the Abyss? Again, it could
be grafted onto Shavarath, with each layer
being one more battlefield. But it can also be
bound to Khyber. Eberron is a magical world,
and it does not have to obey the laws of logic.
An adventurer who ventures too far beneath
the surface of Eberron will be amazed by the
horrors that lurk below. A deep cavern can
open into the endless maze of Baphomet. A
whirlpool can draw unwary travelers into the
abyssal ocean. Many people think Xen'drik
is the ultimate destination for the pulp
adventurer. But the most exotic and terrify-
ing realms are not across the water; they lie
beneath it, in the very heart of the Dragon
Below. While these are not outer planes, they
exist beyond normal space and cannot be
reached by normal forms of teleportation;
travelers must either find the proper path
between the realms or employ planar magic
to step into these demiplanes.

This is the path that these conversions
will follow. Demogorgon is one of the lords
of the worlds within the world. While he is
weaker than the great Overlords of the Age
of Demons, he is one of the mightiest spir-
its that remains unbound. He stands apart
from the Lords of Dust; he seeks to claim the
power of the rajahs for his own, not to free
these ancient spirits. He is a patient being,
and his plans take centuries to unfold. Now
his latest scheme is coming to fruition, as the
savage tide begins to rise.

The Bullywugs of Khorvaire

Few citizens of the Five Nations have encoun-
tered a bullywug. The frog-folk live along the
eastern coast of Khorvaire, ranging from the

warmer regions of the Lhazaar Principalities
to the fringes of Khorvaire, where they have
ancient feuds with the dominant lizardfolk.
According to bullywug legends, the ancestors
of the frog-folk were humans (or possibly
goblinoids; the tales are woefully unclear).
These stories say that a god known as the
Lord of the Murky Waters transformed his
faithful followers into bullywugs, granting
them inhuman endurance and mastery of
the swamps. Most modern theologians see
this Lord of the Murky Waters as a variation
of the Shadow and the Devourer, but some
believe that the bullywugs are actually a cre-
ation of a daelkyr lord, hobgoblins twisted
to serve as amphibious troops during the
Dhakaani War. Whatever the truth of their
origins, many bullywugs seem to have an
instinctive bent towards cruelty and aggres-
sion that often brings them into conflict
with the humans that they encounter, and
the bullywugs of the Trub Glorp tribe fall
into this unfortunate stereotype.

Characters can make a DC 20 Knowledge
(nature) or bardic knowledge check to rec-
ognize these strange humanoids and recall
these legends. Characters from the Lhazaar
Principalities or Q’barra receive a +5 bonus
on these checks, and can make the Knowl-
edge check untrained.

Odds and Ends

Diamondback: Should a DM wish to add a
hint of the Dragonmarked Houses to Sasser-
ine,abard or other performer could recognize
the battle dancer Diamondback as employing
the techniques of the Carnival of Shadows,
the wandering circus of House Phiarlan.
Due to her exceptional talents, Diamondback
managed to earn a place in the Carnival, a
rare thing for one of human blood. However,
her race held back her advancement, and this
was one of the factors that drove her away to
her life of crime. She despises elves, especially
dragonmarked elves, and goes out of her way
to target elf characters.

Jade Ravens: Mercenaries from Q’barra, the
Jade Ravens took service with the Vanderboren
family during the Last War. The Ravens have
a haughty attitude about the war, taking the
view that Q’barra alone held to the values of
Galifar, and this ribbing may prove grating to
any PC who served on the front lines. Kaskus
Kiel was born Kaskus Mroranon, but set aside
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his clan title to study the druidic mysteries.

He has yet to align himself with any of the

existing druidic sects, and currently works a

path of his own.

The Family Shrine: The shrine in the
manor (area V18)is dedicated to the Sovereign
Olladra.

The Effects of the Savage Tide: In EBERRON,
the daelkyr are known for twisting flesh, and
players may assume that the savage tide is a
manifestation of daelkyr power. A Knowledge
check (either nature or arcana) will reveal the
following information:

10 This could be the work of the daelkyr.

20 These creatures lack certain telltale signs
of daelkyr flesh-shaping. There is certainly
some foul magic at work, but it may have
an unusual source.

25 Khyber itself is known to be a source of
corruption. These are more of a match with
legends of beings twisted by the power of
Khyber than those altered by the lords of
Xoriat. &
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THE BULLYWUG
GAMBIT

by Nicolas Logue

The hidden caves of Kraken’s Cove have
long served the pirates of the Crimson Fleet
as a place to stage their smuggling opera-
tions. When their latest cargo backfires, the
PCs find themselves faced with something
far worse than murderous pirates. A Savage
Tide Adventure Path scenario for 3rd-level
characters.
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RUNNING "THE SEA WYVERN'S WAKE" IN EBERRON

by Keith Baker

In “The Sea Wyvern's Wake,” the heroes set out
to find the mysterious Isle of Dread. Along the
way they must avoid enemy vessels, escape a
deadly mire, and deal with an old enemy. Many
of the conversion issues in this adventure have
already been dealt with in the notes for “There
Is No Honor” and “The Bullywug Gambit,”
and DMs should refer to these previous
conversions before running the adventure.
Specific issues are discussed below.

As outlined in the previous conversions,
this path takes place far from the heart of
Khorvaire, and as such the dragonmarked
houses and politics of the Five Nations play
little role in it. A DM who wants the PCs
to be more involved with the great powers
of Khorvaire can certainly take a different
approach, but in this conversion the heroes
are delving into the dark shadows of the past.

The Sea Wyvern's Passengers

A DM who wants to add a little EBERRON-
specific flavor to the passengers might use
any or all of the following ideas.

Amella: As an odd twist, Amella and her
late husband could be changelings from the
Gray Tide principality; Amella was driven
from her homeland due to pressure from
the gnomes of Lorghalen, fueling her hatred
of gnomes. She loses her Persuasive feat, but
this is countered by changeling racial skill
bonuses; however, she also loses another 7
skill points due to the loss of the human
bonus points.

Father Feres: The role of Heironeous
should be filled by Dol Arrah or the Silver
Flame; as suggested, the DM would be wise
to choose a religion the PCs don’t have a
personal interest in.

Skald: This ranger was born in a manifest
zone when Thelanis was coterminous; if he
lived in the west, he would undoubtedly find
common ground with the Greensigners of
the Eldeen Reaches. If any of the PCs are tied
to this sect, they feel a sense of kinship with
the feytouched ranger.

Urol Forol: This gnome (whose full name
is Urol Foril Forol) says little about his past.
More will undoubtedly be revealed in days
to come, but for now PCs should be left
wondering. Is he an agent of the Library of
Korranberg? Allied with one of the druid
sects? One of the roving eyes of the Trust?
Urol refuses to confirm or dismiss any
conjecture, simply laughing and joking about
it with his crow, Miss Crazzle.

Lirith Veldirose: Lirith has dreams of one
day becoming a Lhazaar Prince herself. It’s
not impossible—after all, those adventurers
who defeated Kyuss laid claim to Redhand! If
she takes a liking to a PC, she may work him
into her dreams of power.

South along the Jungle

Enroute to the Isle of Dread, the party travels
south along the eastern coast of Khorvaire.
Most of the ruins seen from the shore are
the work of ancient lizardfolk or the first
human settlers of Khorvaire, but it’s possible
that sailors can catch a glimpse of a spire
of stone and brass, strangely curved and
almost worn away with time—a remnant
of the Age of Demons. The inhabited
fortresses seen along the way could be
lizardfolk strongholds, outposts of pirates
or smugglers, or Riedran keeps established
under the terms of Riedra’s alliance with
the Q’barran King Sebastes. Fort Blackwell
is a Q’barran town, but it is relatively
independent; like Sasserine, it has few ties
to the Five Nations or the dragonmarked
houses, though at the DM’s discretion there
might be a Sivis message station or a solitary
Jorasco healer.

Brotherhood Blockade

The notes on Sasserine suggests that Riedra
and the Inspired should take the place
of the Scarlet Brotherhood in Sasserine.
However, Riedra does not currently engage
in slaving raids against the people of
Khorvaire. As such, Captain No-Neck and
the Purity’s Prow need another story. Here
are two options to consider.

Lhazaar Sailors. No-Neck Helvur is
a representative of the Cloudreaver
Principality, which operates in the southern
waters under the “authority” of Prince Mika.
Helvur claims that he has the authority to
stop ships and confiscate goods, but his true
authority is his blade. A DC 15 Knowledge
(local) check identifies the vessels, along
with the fact that the Cloudreavers are brutal
pirates and slavers.

Seren Raiders. A more colorful possibility is
to say that the crew of Purity’s Prow are raiders
from the Seren Islands, traveling north in
search of slaves and plunder. If the party of
adventurers includes a dragon shaman or
similar character, they might be able to reason
with the Serens; otherwise the warriors strike
as soon as they are close enough. These raiders

are from the Bringers of Fire clan. The ship’s
sails and flags are painted with red and orange
patterns reminiscent of dragonflame, and the
warriors are scarred and tattooed with ritual
markings reflecting their allegiance to the
red dragon patron of their tribe. Each warrior
carries a vial of alchemist’s fire in addition
to listed equipment; once they have claimed
their booty—or if they are forced away—they
attempt to set the opposing ship on fire.

A DM who takes the Seren path should
change Captain Helvur to “No-Neck”
Nolashar. All of the visible skin on No-Neck’s
body has been tattooed to resemble the red
scales of a dragon, and he takes special
pleasure in using his elixir of fire breath. His
Dragon Totem grants him partial immunity
to fire attacks, and increased natural armor
when he rages; at this time, his skin actually
assumes a scaly texture.

Tamoachan

The builders of this ancient city were
goblinoids, a variation of the Dhakaani
culture that came to dominate central
Khorvaire. While this has little impact on
the adventure, the frescoes and works of
art should depict goblinoids as opposed
to humans, and the bones are those of
hobgoblins and bugbears.

Malcanthet

This adventure draws Malcanthet, the Queen
of the Succubi, into the machinations
of Demogorgon. There are a few ways to
approach this. One is to replace Malcanthet
with Thelestes, the succubi spirit of murder
presented in DrAGON #327. Thelestes is
one of the Lords of Dust, and has been
dispatched by the Council of Ashtakala to
monitor the activities of the rogue prince
Demogorgon. Another option is to make
Malcanthet another child of Khyber, with her
own realm hidden deep in the underworld.
A final possibility is to place Malcanthet in
Mabar (traditional home of the succubi in
the cosmology of EBERRON) and to simply
say that the succubi queen has taken a great
interest in this demon lord of Eberron and

his doings. &
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RUNNING "THE SEA WYVERN'S WAKE" IN THE FORGOTTEN REALMS

by Eric L. Boyd

Conversion notes for Tashluta (Sasserine)
and the placement of locales such as Krak-
en’s Cove are given in the Realms conversion
sidebar for “There Is No Honor” and “The
Bullywug Gambit.” Details on the Jungles of
Chult are drawn from “FRM1—The Jungles of’
Chult” and the fold-out map found therein,
as well as the map in the FORGOTTEN REALMS
Campaign Setting.

On the map in the FORGOTTEN REALMS
Campaign Setting, page 231, the Isle of Dread
is the large island due south of the Mhair
Jungles at the western end of the chain of
islands extending west from Zakhara. (The
island is rotated so that the long end runs
west-southwest to east-northeast, rather than
north-south.) The course of the Sea Wyvern
takes it northwest around the horn of the
Chultan peninsula (Amedio Jungle) and
then southeast across the Great Sea (Vohoun
Ocean) to the Isle of Dread.

Regarding the NPCs aboard the ship, Skald
is fleeing the Night Masks of Westgate who
hunted him in the port of Marsember (the
Styes). Conrad Horst (AKA Father Feres) has
been hired to bring a sealed box to the “shrine
of Anachtyr (Heironeous)” in Port Nyanzaru
(Fort Blackwell).

Events during the voyage of the Blue Nixie
and the Sea Wyvern around the horn of Chult
(horn of the Amedio Jungle) unfold in a dif-
ferent order than given in the adventure.
During the voyage, the two ships avoid the
small Rundeen-controlled forts (Scarlet
Brotherhood-controlled coastal forts) along
the coastline of the Jungles of Chult. Port
Nyanzaru (Fort Blackwell) is a notable excep-
tion, as its independence is preserved by the
Triceratops Society, despite the presence of
Rundeen (Scarlet Brotherhood) spies. Other
minor encounters are changed as follows.

The first stop is an inauspicious one, where
the companies of the two ships discover Port
Castigliar (Fort Greenrock, Encounter E) in
ruins, forcing Lavinia to order the two ships
to sail down the Bay of Chult to Port Nyan-
zaru (Fort Blackwell, Encounter A) to purchase
supplies. In Port Nyanzaru, she encourages
the PCs to stock up, as it is a long distance
until the city of Rauthaven, on the fabled isle
of Nimbral. Event 3 happens after this stop,
but before the PCs reach the isle of Axuxal

Pirates (Encounter D) from Narubel (Naris-
ban), operating under the control of the
Rundeen (Scarlet Brotherhood), force ships
seeking to round the horn of the Chultan
peninsula to run a dangerous blockade
between the isle of Lantan (South Olman
Isle) and the Mistcliffs, which run along the

northwestern coast of the Jungles of Chult.
Regular pirate attacks force the majority of
trade from the north into the Shining Sea,
where it is offloaded at Rundeen-controlled
ports, shipped across land on Rundeen-con-
trolled trade routes, and loaded onto ships in
Thindol and Halruaa to be shipped east along
the shore of the Great Sea.

The next stop is at the foot of the Mist-
cliffs, where the River Atikula (Atikula River,
Encounter F, not shown on any maps) cas-
cades off the Mistcliffs into the sea below.
From this vantage, the Mother-of-Mists (Ruja,
Encounter I) is clearly visible.

The third stop is at the mouth of the River
Tath (Havekihu River, Encounter B).

The fourth stop is at the ruins of Tamoachan
(Shiliku, Encounter C, Part 4), which lies at the
northern end of the Wild Coast, just south of
the Kobold Mountains. Tamoachan is a Maz-
tican (Olmec) city abandoned centuries ago.
(Note: The term “Maztican” is used in these
conversions to refer to inhabitants of the
continent to the west of the Jungles of Chult,
a region large enough to encompass mul-
tiple cultures. The founders of Tamoachan
are assumed to have originated in the lands
south of those covered in the Maztica boxed
set.) Tamoachan’s existence is confirmation
that the Amnite exploration of Maztica was
not the first interaction between the inhabit-
ants of the two continents, and that at one
point Maztican (Olman) colonists sailed as far
east as the Jungles of Chult. (Later adventures
prove that Maztican colonists made it as far
south as the Isle of Dread as well.)

The ships stop next at the village of Renk-
rue (Encounter G), which lies on the eastern
end of the isle of Axuxal, just off the shore
of the Wild Coast. The island is settled by
several peaceful Tabaxi (Olman) tribes. Renk-
rue is the most advanced settlement and wel-
comes the visitors. As this stop is a little out
of the way, it is suggested that several of the
colonists disembark here (including Conrad
Horst, if he survives), having paid Lavinia for
passage to this island.

The Beacon Rocks is a cluster of a dozen
or so barren islets in the Great Sea, almost
midway between the Snout of Omgar (see
http://www.wizards.com/dnd/images/mapof-
week/Dec2005/02_SerpentKingdoms_72_
ppi_cv2891.jpg) and the Seahaven of Nimbral
(ForGOTTEN REALMS Campaign Setting 150-151).
On the largest of the rocks rises the Beckon-
ing Tower of Shoon (formerly the Beacon
Tower of Shoon), built as a lighthouse during
the reign of Shoon IV. Like its better-known
cousins in the Nelanther Isles—the Sea Tow-

ers of Irphong and Nemessor, the Beckon-
ing Tower is 4o feet high and 25 feet across,
with a wooden door at the base leading to a
winding stair along the outer wall and three
levels of empty chambers. At the top of the
tower shines a massive continual flame, visible
for miles. After the fall of the Shoon, some-
one affixed a powerful sympathy-like effect to
the tower, affecting any human who sees the
tower or its light. Efforts to dispel this effect
have come to naught, and now the light that
once guided ships to safe passage far from the
shores of the Wild Coast forces ships round-
ing the Horn of Chult to hug the peninsula’s
southern coast or risk foundering on the Bea-
con Rocks.

The Great Current (Pearl Current) sweeps
northwest from the Great Sea (Vohoun
Ocean) to the Trackless Sea (Densac Gulf).
It runs between the Beacon Rocks and Nim-
bral, making passage across the sea from
Samarach to Nimbral extremely treacherous.
Lavinia skirts west of the of the Beacon Rocks
by crossing the Pear]l Current (Encounter H)
and then making port in Rauthaven, Further
details on the island realm of Nimbral can be
found in the ForcoTTEN REALMS Campaign
Setting, page 150-151, and in Ed Greenwood’s
7-part series detailing the island, found here:
https://wizards.com/default.asp?x=dnd/
archfr/rl. A map of Rauthaven can be found
in the FORGOTTEN ReALMS Atlas (electronic)
or in the long-out-of-print novel Into the Void,
by Nigel Findley.

A brief stopover in Rauthaven is the last
real opportunity to introduce new characters
before the long voyage south. In particular,
this would be a perfect time to introduce a
Knight of the Flying Hunt into the campaign.
(See Champions of Valor 85-88,106-111.)

Once the two ships have left Rauthaven,
there is nothing but water between them and
the Isle of Dread. The first storm (Encounter
]), the living sargasso (Encounter K), and the
second storm (Encounter L) all occur while
crossing this vast stretch of open ocean.
Masher Reef lies 25 miles north-northwest
of the Isle of Dread. From there, there is
nothing to do but proceed south-southeast
to the northwestern shore of the Isle of Dread
(Encounter M).
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SAVAGE TIDINGS: JOURNEY TO THE ISLE OF DREAD

The Great Sea (Pearl Sea/Vohoun Ocean)is largely unknown to the inhabitants of northern Faer(in, but in centuries past, the Shoon Imperium
(Kingdom of Keoland) plied these waters following their conquest of the Chultan peninsula (Necromancers of Toli). They often competed
for dominance with the Netyarchs of Halruaa (Overkings of the Great Kingdom). The qysars (Explorer-Kings) sponsored many expeditions
to the far south. It is from their explorations that the inhabitants of Faer(in have developed a general picture of the islands of the Great Sea,
even if it is sometimes based more on legend than fact.

Long before the rise of human-ruled Calimshan, Maztican colonists of a long-forgotten empire (Olman empire) ranged far and wide across
the Trackless Sea and the Great Sea, reaching as far east as the Jungles of Chult (Amedio Jungles) and as far southeast as the Isle of Dread.
In the centuries that followed, Zakharan refugees fled west along the chain of islands leading to the Isle of Dread, eventually merging with
the descendants of the Maztican settlers to form the new Amedi (Maztican/Zakharan) culture. Although the Amedi culture has long since
collapsed, the ruins of ancient Maztican and Amedi cultures still survive in scattered locales along the shores of the Great Sea.

The Mist Kingdom lies east-northeast of the Isle of Dread amidst the archipelago that leads towards Zakhara.

Some of the feats available to replacement PCs include Blessed of Umberlee (Blessed of Osprem) and Eye of the Great Sea (Vohoun Eye).
The Emerald Crest is well-suited to Faer(in’s Great Sea.

REALMS AFFILIATIONS

Order of the Flying Hunt
Symbol: Lance overlaid atop stylized pegasus wings and stirrups

Background, Goals, and Dreams: Famed for their glass armor and magical lances, the pegasus-riding Knights of the Flying Hunt defend
Nimbral the Seahaven, an island realm shrouded in mystery that lies south and west of the Chultan peninsula, from the depredations of
dangerous beasts living in the forests of the island as well as from the raiding of pirates and slavers on the surrounding seas.

Further details on the Order of the Flying Hunt are found in Champions of Valor, pages 85-88.

Enemies and Allies: Thanks to the Seahaven’s relative isolation, the Knights of the Flying Hunt have few enemies or allies. The greatest
foe of Nimbral's defenders are the pirates and slavers who ply the waters of the Trackless Sea and the Great Sea and occasionally raid the
Seahaven’s shores. The Knights of the Flying Hunt regularly battle with pirates of the Crimson Fleet.

Members: Most members of the Knights of the Flying Hunt are fighters or rangers who take levels in Knight of the Flying Hunt (Champions
of Valor). Members of the order are usually native-born Nimbrese humans or halfmoon elves, although outsiders who settle in Nimbral are
occasionally admitted into the order.

Type: Fighting company.

Scale: 11 Multiregional/duchy.

Titles, Benefits, and Duties: Nimbral’s defenders are expected to range far and wide over Abeir-Toril to defend the Seahaven from foreign
threats. As you advance in the order, you improve your ability to lead the Nimbrese and your aerial riding skills. Once you become a Knight
of the Flying Hunt, you gain access to magic that allows you to return home after being teleported far afield by the Nimbral Lords. Once
you join the elite ranks of the Nimbral Lords, you acquire an honor guard of Knights of the Flying Hunt.

Affiliation Score Criteria: Only residents (native or non-native) of Nimbral are eligible to join the Knights of the Flying Hunt.

Criterion Affiliation Score Modifier
Character level +1/2 PC’s level
Nimbrese human or half-moon-elf +1/2

Base attack bonus of +5 or higher +1/2

Base attack bonus of +10 or higher +1

5 or more ranks in Ride +1/2

10 or more ranks in Ride +1

Knight of the Flying Huntf prestige class +1
Completes an assigned mission +1

Defeats a pirate or slaver +1/8 the creature’s CR
Sinks a pirate or slaver ship +4

T Champions of Valor 106-111.

Affiliation Score Title: Benefits and Duties

3 orless No affiliation.

4-10 Sword of Seahaven: +2 circumstance bonus on Diplomacy checks in Nimbral

11-20 Lance of Nimbral: +2 circumstance bonus on Ride checks on flying steeds

21-29 Knight of the Flying Hunt: Paper charm—when burned, word of recall (CL 11th) takes you and allies back to
your base, usually a castle in Nimbral

30 or higher Nimbral Lord: Personal honor guard of three Knights of the Flying Hunt (LG male Nimbrese human fighter

7/Knight of the Flying Hunt 2), use statistics from Champions of Valor, page 111

Executive Powers: Craft , Crusade, Raid.
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THE SEA WYVERN'S
WAKE

by Richard Pett

It’s time to bid farewell to the city of
Sasserine as the PCs board the Sea Wyvern
for a 3,000-mile voyage south into the
uncharted waters of the Vohoun Ocean.
Their destination: the Isle of Dread. A Sav-
age Tide Adventure Path scenario for sth-
level characters.
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Handout 1

This foul green land is stained with blight. We tried to cut away
the weed, but to no avail, and soon had to abandon the tools we
had used, their edges dulled to misery.

At noon 1 ordegred Carus and Twaid out onto the weed to
explore. How large can such a place be? The crew grow restless.

It is dusk. Efforts to destroy the weed have failed. T have explored
what 1 could, but this is all mists and weed. When will Carus and
Twaid return? Despite the calm, the night is not still, and 1 feel
eyes watching me.

The night brought noises but no attack, but 1 fear for my
brothers, T heard cries in the night—was it them? 1 feel somethin,
is alive here, but what can it be? Captain Grough claimed the land
had a black heart—maybe Carus and Twaid will have some useful
information when they return.

Afternoon. 1 have chi«fetf to find my brothers, and have taken
Ranis and Pale with me. T1 hey are good brothers, and will aid me
as best they can. We shall find the land’s black heart.

We ﬁeadzc{ east, making good headway as only brothers can.
By night we had covered many miles but saw nothing but more
of the green.

It is night, and 91 can hear ﬁge. Something moves at the edge of
sight. Why do they not show themselves? 1 can hear them whisper
one word, over and over, “Outsiders...”

It is afternoon. We have come to a terrible place, a forest of weed
grown in mockery of real (ife, a mire of slée(é}t)a[ ships. How many
souls have been [gst here? Our supplies grow wan, we must return
by the morn to the Rage.

It is dawn, and we have returned to the Rage too late. The crew
are gone and the green holds her ever fast. Where have they gone?

7 can hear them in the day now. T hey are outside. They are
watching. T hey want me to join them, but 1 shall not.

Ranis and Pale are dead. T} hey came through the mist, yet they
were not the same. 1 knew them by the tatters of clothes draped
over the green that took their flesh. What wore their bodies has
been vanguished, but 1 know now that these were but the children
2}( what dwells at this land’s heart. 1 must seek the mother at this

eart, for to destroy the mother is to destroy the brood. If only
7 had...
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RUNNING "HERE THERE BE MONSTERS” IN EBERRON

by Keith Baker

About The Isle of Dread

The continent of Sarlona was the cradle of
human civilization. Long before humanity
came to Khorvaire, a host of nations flour-
ished across Sarlona. Prior to the coming of’
the Inspired, one of the mightiest kingdoms
in Sarlona was the nation of Khunan, a realm
advanced in the arts of war and magic. The
Isle of Dread was claimed by a mage lord of
Khunan, and 18o0 years ago he established
the city-state of Thanaclan upon it. For 300
years Thanaclan prospered, trading with the
first of the Lhazaar princes and the people of
the south. But Khunan was one of the first
nations to fall in the Sundering, and as the
nations of Sarlona turned on one another,
no one noticed when Thanaclan fell prey to
the savage tide.

The people of Khorvaire have forgotten
the history of their ancestors, and few recall
Khunan or its colonies. If a character makes a
successful DC 20 Knowledge (history) check,
he knows that the island was a colony of a
powerful Sarlonan kingdom, and that it fell
during the Sundering (the extended wars that
ended with the rise of Riedra). If he makes
a DC 25 check, he knows that the kingdom
of Khunan was renowned for its skill with
arcane magic, that it was said the princes of
Khunan were actually serpentfolk masquer-
ading as humans, and that while Khunan
was destroyed during the Sundering, there is
no actual record of this colony of Thanaclan
being involved in the wars.

As such, “Olman” should be replaced with
“Khunan;” beyond this change, however, the
island can remain intact.

The Araneas

Born in the underdark, the araneas occa-
sionally emerge from the depths to settle in
the deep jungles of Eberron. They are rarely
seen in Khorvaire, though a bard may have
heard tales of the mysterious spiderfolk in
the jungles of Q’barra; this requires a DC 25
Knowledge (dungeoneering) or bardic knowl-
edge check. With a successful check, a charac-
ter recognizes the signs suggesting Lithira’s
true nature. In these stories, the araneas are
unpredictable, as likely to side with the liz-
ardfolk of Q’barra as the humans, but not
especially evil or treacherous.

Gods of Death

Mictlantecuhtli is the Olman god of Death
and Undeath, represented by the skeleton
of a human or hound wreathed in a coiled
snake. In EBERRON, Mictlantecuhtli is a

Khunan interpretation of the Keeper, repre-
sented by the skeleton of a human or dragon
wreathed by a serpent. The serpent is a com-
mon theme in the architecture of Khunan, a
reflection of the yuan-ti who secretly domi-
nated the kingdom.

Teonahwanhi's Repose

While the majority of the people of Khunan
and Thanaclan were human, many positions
of power were held by yuan-ti. Should a PC
closely examine Teonahwanhi’s skeleton, he
notices that the skull has prominent fangs,
is slightly flat, and contains eye sockets that
seem to be the wrong shape. Overall, there is
a slightly serpentine feel to it.

Olangru, Bringer of Pain

The greatest threat in “Here There Be Mon-
sters” is the demon Olangru. As described
in the earlier conversion notes, Olangru is
a native outsider, spawned by Khyber in the
Age of Demons. A wretched creature that
thrives on the pain of others, he was driven
from the inner realm of Demogorgon in the
wake of the last savage tide. He turned to the
Lords of Dust for shelter, but was rejected
by the rakshasas; now he searches for a way
to regain the favor of his demon lord. When
Olangru and his mates are encountered,a DC
20 Knowledge (the planes) check identifies
the creatures as native fiends of Khyber.

The Shrine to Demogorgon
Eventually the PCs encounter the image of
Demogorgon. The demon prince is not well
known on Eberron, and few people will rec-
ognize him as anything more than a frightful
beast. However, Knowledge skills can come
to the rescue. Knowledge (the planes) is the
critical skill, but at the DM’s discretion, a
character could be allowed to gain the follow-
ing information with a successful Knowledge
(religion) or bardic knowledge check, albeit
with a —5 penalty to the check.

Knowledge (The Planes)

DC 10: This creature looks like some sort of
demon, but it doesn’t match any extraplanar
fiend you are familiar with.

DC 15: This isn't an extraplanar demon; it
is a child of Khyber, one of the fiends of the
first age.

DC 20: This is Demogorgon, one of the
princes of the first age. The rakshasas are the
most numerous of the fiends spawned by
Khyber, but they weren't the only children of
the Dragon Below. Demogorgon was a lesser

lord of the Age of Demons—Iless powerful
than the Overlords, but more powerful than
any rakshasa. Demogorgon was said to be a
hateful spirit of corruption and chaos, much
feared by the dragons who fought him.

DC 25: A few myths suggest that Demogor-
gon escaped the bonds that bound the mighty
rajahs. Rather than allying with the surviving
rakshasas, the demon prince retreated into
his realm in Khyber, a demiplane of pure
chaos and evil. His ability to influence the
world is limited, but he still hungers for ven-
geance on the world above.

A character who gets a result of 20 or
more is familiar with the theory that Khy-
ber actually includes a host of demiplanes,
worlds within the world reflecting the vile
nature of the Dragon Below. It is difficult to
travel between the surface of Eberron and
these demiplanes; this reflects the myth of
Eberron binding Khyber within her coils.
However, legends state that there are paths
that connect to these inner worlds. With a
check of 25 or higher, a PC recognizes that
the Lemorian Golem is designed to serve as
a channel between the realms, allowing the
powers of the Abyss of Khyber to focus on
the world above. &
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RUNNING "HERE THERE BE MONSTERS” IN THE FORGOTTEN REALMS

by Eric L. Boyd

Conversion notes for the Great Sea (Vohoun
Ocean/Pearl Sea), Tashluta (Sasserine), the
long-forgotten Maztican forbears of Thanac-
lan (Olman Empire), and the placement of
the Isle of Dread are given in earlier Realms
conversion sidebars.

The ancient Maztican (Olman) pantheon
differed from the modern Maztican pan-
theon. Mictlantecuhtli was a member of this
older pantheon.

SAVAGE TIDINGS: DREAD ON
THE ISLE

Conversion notes for the Maztican (Olman)
culture and the Payit (Olman) language are
given in earlier Realms conversion sidebars.

ECOLOGY OF THE ISLE OF DREAD
Conversion notes for the Maztican (Olman)
culture are given in earlier Realms conversion
sidebars. Other minor changes include Faerin
(the Flanaess) and Mielikki (Ehlonna).

The ancient Maztican (Olman) pantheon
differed from the modern Maztican pan-
theon. Camazotz was a member of this
older pantheon. &
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HERE THERE BE MONSTERS

by Jason Bulmahn

Shipwrecked on the Isle of Dread! Faced with a danger-
ous journey, the PCs must first escort a ragged band of
castaways through monster-infested wildlands in order
to reach the safety promised by the colony of Farshore
on the isle’s southern tip. A Savage Tide Adventure Path
scenario for 7th-level characters.
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Dungeon Module X1
The Isle of Dread
by David Cook and Tom Moldvay
A WILDERNESS ADVENTURE
FOR CHARACTER LEVELS 3-7

Th
e Isle of Dread is the first in a series of adventure modules for use with the DUNGEONS & DRAGONS Expert rules. As the first
D&D wilderness adventure published by TSR Hobbies, the Isle of Dread Is designed as an instructional module to help novice
Dungeon Masters design their own wilderness adventures.

This module contains maps and background material for the Isle, fifteen new monsters, and suggestions for further adventures. In
addition, The Isle of Dread contains a map and background information for a large continent, and eleven smaller maps for
encounters on the Island itself. In this module, players will push their way through dark jungles and treacherous swamps to discover
the lost plateau, and the final secrets of - the Isle of Dread

If you enjoy this module, watch for future releases in the D&D line from TSR, The Game Wizards.
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Dungeons & Dragons Expert Set
Dungeon Module X1
THE ISLE OF DREAD

This module requires information found in the D&D Expert Rules,
which are a continuation of the D&D Basic rules. Without a copy of
both booklets, some sections of this module may be confusing.

PART 1: INTRODUCTION

About This Module

This module is intended for use with the DUNGEONS &
DRAGONS Expert rules. The Isle of Dread is a wilderness
adventure designed as a framework to help Dungeon Masters (DMs)
design their own wilderness adventures.

If you plan to participate in this module as a player, please stop
reading at this point. The information in the rest of this module is for
your DM so that he or she may guide you and other players through
the adventure. Knowledge of the contents of this module will spoil
the surprises and the excitement of the game for everyone
concerned.

Notes for the Dungeon Master

The Isle of Dread is a wilderness adventure module in five parts.
Part one is the INTRODUCTION, which outlines both the adventure
and the fantasy "world" it takes place in. Part two, THE ISLE OF
DREAD, is the first stage of the adventure. It includes getting to the
Isle of Dread, exploring the main island, and setting up a base for
the next stage of the adventure. In part three, the party investigates
the island's great CENTRAL PLATEAU. With good fortune and
thought, the party should establish a base at Mantru, a small village
on the shore of the plateau's great crater lake. Part four is the climax
of the adventure. Here, the party discovers the secrets of the
TABOO ISLAND in the center of the lake. Part five contains the
NEW MONSTERS introduced in this module. After the basic
adventure is over, the Isle of Dread can be used as the site of
additional adventures, some of which are described at the end of
Part 4.

While the D&D Expert rulebook contains most of the information
necessary to design wilderness adventures, this module is another
too]. It is a graphic example of what a wilderness adventure may be.
It allows the DM to learn by experience about wilderness design and
supplements the rules given in the D&D Expert and Basic sets.

Before beginning the adventure, please read the module thoroughly
to become familiar with the details of THE ISLE OF DREAD.
Certain sections may be read aloud to players. Other sections
contain information the players should not know in advance, but
may learn in the course of the adventure. Before the adventure
begins, the DM should decide what information to give the players
and what information to hold back.

This module has been designed for a party of six to ten characters.
Each character should be between the 3rd and 6th level of
experience at the beginning of the adventure. The party should have
a total of 26-34 levels, 30 being best. For example, a party with a 4th
level fighter, a 5th level magic-user, a 6th level cleric, a 3rd level
thief, a 5th level dwarf, a 4th level elf, and a 3rd level halfling would
have a total of 30 levels (4 + 5 + 6 + 3 +5 + 4 + 3 = 30).
Furthermore, the group should have at least one magic-user or elf,
and one cleric in it. If the party has less than 26 levels or more than
34, the DM may wish to adjust the strength of the monsters, making

A\ir, them larger or more numerous (or smaller or less numerous) as
the DM sees fit.

The DM should be careful to give the player characters a reasonable
chance for survival. The emphasis is on "reasonable”. Try to be
impartial and fair, but give the party the benefit of the doubt in
conditions of extreme danger. However, sometimes the players
insist on taking unreasonable risks; charging a tyrannosaur
barehanded, for example. If bravery turns to foolhardiness, the DM
should make it clear that the characters will die unless the players
act more intelligently. Everyone should cooperate to make the
adventure as fun and exciting as possible.

In addition to the large scale map of the continent and the small
scale maps of the Isle of Dread and the CENTRAL PLATEAU,
there are maps of some of the encounter areas. These are included
to give the DM an idea of what the area looks like. The DM may use
them as given, change them slightly, or create different ones. For
example, when using the general cave lairs, the DM can add new
creatures, seal off tunnels, or add secret chambers, to nearly any part
of the map. Both cave maps can even be combined for a very large
lair!

The lair treasures can be used as given or changed into different
forms with the same value. Primitive native tribes like those on the
Isle of Dread may not have gold or silver coins. Instead, they may
have native carvings of bone or ivory, small nuggets of precious
metals, or any other unusual but valuable forms of treasure the DM
can create.

When describing monster encounters, the DM should not rely only
on sight - there are four other senses - smell, sound, taste and
feelings of hot, cold, wet and so forth! The DM should try to vary
his or her approach to encounters when possible. For example, the
party may first hear the monster crashing through the underbrush, or
find its tracks instead of just meeting the monster face-to-face. This
is a good way to "signal" a party that an encounter may be too
difficult for them to handle. The DM should also try to avoid letting
unplanned wandering monsters disrupt the balance of the adventure.

THE MAP OF THE CONTINENT (Map C-1)

Geography

In the center of this module is a large-scale (24 miles per hex)
wilderness map, which shows the southeastern portion of the
continent and the northern islands of an archipelago (a cluster of
islands). This map is useful for the overseas journey to the Isle of
Dread and serves as an example of a large-scale wilderness de sign.
The DM may wish to base dungeon and wilderness adventures on
this map, or expand the map by designing wilderness areas where
the map leaves off. The following is a suggested key to the areas
mentioned on the map. To read the map of the continent, start at the
top and read from left to right.

The following key gives only a brief background of most areas
except the Isle of Dread which is further described in PART 2. The
rest is left for the individual Dungeon Master to "flesh out",
allowing as much creative freedom as possible.



The Key to the Continental Map

Principalities of Glantri. Glantri is a magocracy; that is, the princes
and princesses who rule the state are all high level magicusers. They
live in Glantri City most of the time, though each ruler also has a
castle hidden in some remote wilderness area. Actually, the rulers
are more concerned with magical research than with ruling. Most
decisions are left to the various local councils of elders and the
princely stewards. The princes and princesses do not trust each other
and live in a state of uneasy truce. In the face of invasion or
rebellion, however, they are quick to unite. In extreme emergencies,
they will select one of their number as "dictator”, to serve for one
year.

Ethengar Khanate. The Ethengar are nomadic herders of horses,
cattle, and goats. They are divided into small family clans. Usually
the clans raid and quarrel with each other, but occasionally a strong
leader (khan) emerges to unite the entire Ethengar people into a
strong "nation". However, with the eventual death of the khan, there
is rarely an heir strong enough to hold the Ethengar together. They
then break apart, and the family clans begin warring with each other
once more. Their culture is similar to that of the horsemen of the
central Asian steppes (Huns, Mongols, Magyars, Turks, and so on).

Heldann Freeholds. The Heldann are a barbaric, fair-haired people
who hunt, fish, and raise crops on isolated farms. They are related to
the people in the northeastern kingdoms but acknowledge no ruler
among themselves higher than the individual household leader.
Their culture is very similar to that of medieval Iceland.

Kingdom of Vestland, Kingdom of Ostland, and the Soderfjord
Jarls. Each of these northeastern states is composed of many petty
"kingdoms" that are loosely united under one ruler. In Vestland and
Ostland the underchiefs are called "kings"; in Soderfjord they are
known as "jarls" (pronounced "yarl"). Their culture resembles that
of the vikings.

The people of these kingdoms highly value individualism, physical
strength and prowess in combat. They live mainly by fishing and by
occasional raids on nearby coastal villages. Besides being fierce
warriors, these people are explorers without equal, ranging far and
wide in their wooden longships.

The Broken Lands. The "broken lands" are an area of rocky
badlands and old volcanic lava beds. The land is extremely wild and
inhabited mainly by outcasts and monsters.

Rockhome. Rockhome is the homeland of the dwarves. It stretches
throughout the northern Altan Tepe mountain range. The dwarves
have built and maintain a road through the mountains for caravans.
They charge toll from all who pass.

Atruaghin Clans. These grassy plateau, forest, and hilly regions
next to the sea are inhabited by herders, hunters, and fishermen who
live in small villages. All the villagers claim to be descended from
the ancient hero Atruaghin. If threatened by war they will unite
under a temporarily elected leader.

Republic of Darokin. This republic is centered around the capital,
Darokin. Its wealth is based on trade from Lake Amsorak (the large
inland lake), the Streel river, the eastern caravan route, and sea trade
filtering in through the Malpheggi Swamp. Darokin is a plutocracy;
that is, the government is run by the wealthiest merchant families.
The culture resembles that of Venice or Genoa in medieval Italy.

Alfheim. As the name implies, Alfheim is the homeland of the
elves. The elven king rules the great forest of Canolbarth. Because
Canolbarth is tended by the elves, it is far larger than a natural forest
in this area would be. Darokin pays the elves to protect the caravan
route through the forest to Selenica.

Emirate of Ylaruam. Ylaruam is built in the midst of the largest
oasis in the Alasiyan Desert. It is the center of caravan routes
crossing from north to south and from east to west, and is controlled
by the Emir of Ylaruam and his royal family. The culture is similar
to that of the Arabic desert states or the Central Asian city-states of
Palmyra, Damascus, or Samarkand.

The Five Shires. The five shires are the homeland of the halflings.
The area is ruled by a council of five sheriffs who each control a
shire. Four times a year the sheriffs meet at a great feast and there
decide shirewide policy by vote.

Grand Duchy of Karameikos. This part of the continent is a wild
and unsettled land claimed by Duke Stephan Karameikos. In reality,
little of the land is under the duke's control. Large areas are overrun
with monsters and hostile humanoids. For a more detailed
description of the Duchy of Karameikos, see the D&D Expert
rulebook.

Kingdom of lerendi. The trading ships of lerendi rival those of
Thyatis, and the kingdom sports a magnificent royal palace carved
from pure white coral. The king and queen of the land are usually
popular adventurer-heroes; however, they are without true power
and serve only as figureheads. Actual rule is held by certain
aristocratic families (making lerendi an oligarchy).

Minrothad Guilds. The Minrothad island cluster is a syndicracy:
the government is run by the heads of the various trading guilds.
Minrothad is closely allied to Thyatis.

Empire of Thyatis. The empire of Thyatis is an autocracy. The
emperor holds absolute power, but his decisions must allow for the
desires of powerful nobles and for the threat of mob riots over
unfavorable laws. The city of Thyatis is built beside a large canal
that separates the southern peninsula from the mainland, so the city
is a major trade center. The Thyatic culture is similar to the
medieval Byzantine empire.

Thanegioth Archipelago. The archipelago is a cluster of islands
about 1000 miles from the coast of the main continent. What little
knowledge is available about Thanegioth is buried in myth and
superstition.



Suggested Pronunciations
<<Scan in Pronunciations as graphic>>

Weather & Climate

The general weather patterns of this part of the continent move from
west to east. Hence, much rain falls on the western edge of the Altan
Tepe mountains, while little or none falls on the Alasiyan desert.
The warm offshore currents near Thyatis and Minrothad modify the
weather somewhat in the south, making the climate there similar to
the Mediterranean.

The southern farm lands are extremely fertile, due to a thick layer of
rich ash from the ancient volcanic hills. The farmers here have
discovered better ways to grow most crops. The heavily irrigated
and terraced gardens of the southern farmlands produce more food
than any other area on the map.

The climate in the Thanegioth Archipelago is tropical, similar to the
Pacific South Seas islands (Oceania) and the Caribbean. The climate
south of the Cruth mountains (running west to east) is moist and
temperate, with mild winters. The climate of Darokin and Glantri is
warm and sunny, similar to that of southern France. The climate of
the Ethengar steppes is mild in the summer, but cold and bleak in
the winter; like the Russian steppes around the Black Sea. The
climate of the northeastern coast is wet and mostly overcast, similar
to that of Denmark.

PART 2: THE ISLE OF DREAD
Background. Several weeks ago, the party of adventurers was
returning from a previous adventure (the DM can work this into the
campaign as desired) when they discovered a cache of scrollpapers.
The scroll-paper was made of ' an excellent vellum parchment (a
kind of paper that lasts for centuries). On the journey home, the
characters were caught in a sudden rainstorm and the entire cache
was drenched. Upon the party's return to Specularum, it was found
that none of them were magical. Still, magicusers can always use
good paper for spell research and writing their spell books, so the
characters carefully spread the paper out in front of a fire to dry out.
Much to their surprise, as the paper dried out, writing appeared on
several of the pages. The heat had brought out secret writing on the
parchment.

The pages were part of a ship's log and read as follows:

"When the gale finally ended, we found ourselves approximately
seven days normal sailing distance due south out of Specularum in
the Thanegioth Archipelago. We replenished our supplies: patched
up the ship, and traded our remaining goods at native villages along
the shores of several islands. Some villages were friendly, but others
were hostile and the natives attacked on sight. | suspect the hostile
villages were filled with cannibals.

"We skirted the coastlines of several islands, sailing south by west
until we reached a small peninsula cut off from the main island by a
massive stone wall. We were well received by the natives of
Tanoroa, the small village that guards this wall. The villagers have
no name for the large island other than the 'Isle of Dread'. Their own
small peninsula is known simply as 'Home'.

"The villagers told us a tale about an ancient city in the central |
highland of the isle that was built by the same people who built the
wall. The villagers call the builders ‘the gods', but I noticed that the
names of the gods and the personal names of the clan ancestors were
often the same, so | suspect that their ancestors and the builders
were one and the same. | believe that the natives once possessed a
much more advanced culture and that the descendants of the
builders have returned to a more primitive state.

"The inland city is rumored to be filled with treasure beyond
imagining. In particular, | heard persistent tales concerning a great
black pearl of ‘the gods' that still remains in the inland city. The
island waters abound with excellent pearl beds, so the rumor of the
black pearl may well be true.

"The village contains a number of huge life-like statues of iron,
bronze, and stone. Since no villager currently has the skill or the
craft to make such statues, the tale of a lost city built by the 'gods'
seems reasonable. | would have liked to explore inland to verify the
rumors, but too many crewmen died in the storm or by cannibal
spears. Only five of us are left. | am the only professional
adventurer, the others are only sailors. We can sail the small ship
well enough but on land, in hostile territory, we would be helpless.
Once back in Specularum | should be able to recruit a new crew and
a party of professional adventurers, then | will return to claim the
great black pearl.

"One thing | managed to do before leaving: we sailed around the
island and made the best map we could. We were afraid to land,
since village fishermen had warned us that it was extremely
dangerous to land anywhere on the main island and the coasts were
rocky with no beaches. As a result, the map only shows the coastal
areas we could chart from the ship. but it is better than nothing."”

Note: The DM should hand the players the tear-out copy of the
ship's log with the incomplete map of the Isle of Dread on the back.
The tear-out sheet represents the parchment that the players have.
The players can use the partial map to chart the unknown wilderness
as they explore it.



The parchment log is signed by Rory Barbarosa, a well known
adventurer and sea captain who died about 30 years ago. A little
research in local taverns will reveal to the players that just before he
died, Rory was indeed recruiting for a journey south. He had been
blown off course on his last voyage and had hardly been in town a
day before he started signing on new hands. Unfortunately, Rory
angered a powerful wizard over a lost wager and died horribly
before his journey south began.

Not only does the story of Rory Barbarosa's death confirm the
writing on the parchment, but every rumor that the party can track
down about the Thanegioth Archipelago tends to confirm the
account (the DM should make up suitable rumors as needed).

Preparation. The players begin the module in Specularum, which is
in the Grand Duchy of Karameikos. If the players are based
somewhere else, the DM should arrange to have them go to
Specularum or a coastal city before the adventure begins.

The players must acquire a ship or passage to the Isle of Dread.
Most parties should have no trouble raising enough money to buy a
small sailing ship. If the characters cannot come up with the money,
the DM will have to arrange matters so that the characters do get a
ship or smaller boat that can sail the ocean. Some ideas on how
characters might acquire a ship include:

1) Have a merchant hire the party to investigate the island. The
players will receive free passage, but must split any treasure
50-50 with their employer. Alternately, the DM might change
the scenario, so that the characters are allowed to convince a
merchant to open up a new trade route to the Thanegioth
Archipelago.

2) Allow the characters to buy an old, decrepit boat. Generate a
percentage by dividing the price paid for the boat by the cost of
a new boat. This percentage is the measure of the boat's
condition. The speed and hull value of the boat are both
multiplied by this percentage (giving lower numbers). Also, in
any storm, the percentage or lower must be rolled as a saving
throw or the boat will sink.

3) Allow one player to inherit a boat. If this idea is used, the boat
should be no larger than a small sailing ship (and should have no
lifeboat). Remember that the normal inheritance tax is 10% of
the value of the inherited goods. The inherited boat cannot leave
port until the tax is paid.

4) Let the characters borrow the money. Interest should be at least
10% per month. The loan must be paid by the end of the first
voyage. Local moneylenders have a working agreement with a
magic-user who will send an invisible stalker to attack each
character who has not paid his or her share of the loan by one
week after the due date.

The Adventure. During the voyage from Specularum to the village
of Tanaroa on the Isle of Dread, use the wilderness rules from the
D&D Expert set and the Ocean-Sea Encounter Tables. Remember to
check for weather each day (2d6: 2 = BECALMED, 12 = STORM)
and that if a 6 is rolled on an encounter check, there will be one. If
the boat enters a reef area, it will take 1-100 (d%) points of hull
damage. In spite of these hazards, the DM should remember that the
party should still reach the Isle of Dread, and should handle
weather, rolls for becoming lost, and encounters with this in mind.

Once the characters reach the Isle of Dread (Map D-1), they will
probablv land at one of the native villages. The details of these
villages are given in the description of Tanaroa, the main village

(encounter area 1, p. 7). These villages are matriarchies, so the
chieftain will always be a woman. The DM should set up a few
typical NPC leaders in advance, or use the ones included later.

From these villages, the party can move inland (note that they can
map one hex of terrain in every direction when they pass through a
hex: seven new hexes maximum; unless the terrain in the hex is
mountainous or covered with dense foliage which blocks sight). For
encounters, the DM should use the three Wilderness Wandering
Monster Tables included in the module. Each table covers a
different part of the island.

Using the Wilderness Wandering Monster Tables

Wandering monsters should be checked for twice a day, once for the
daylight hours and once for the hours of darkness. (For the night
check, subtract 1 from the roll since most of the wandering monsters
are inactive at night.)

This method of handling encounters is used only in the first stage of
the adventure. When the players reach the CENTRAL PLATEAU
and beyond, a new method will be introduced (see p. 12).

Once a monster is encountered, the exact monster is determined by
rolling percentage dice (d%) on one of the wandering monster
tables, depending on where the party is on the Isle of Dread.
Wilderness Wandering Monster Table 1 should be used on the
southern peninsula south of the Great Wall, and on the southeastern
islands. Wilderness Wandering Monster Table 2 should be used
on the main island south of the central river (including the swamp),
and on the southwestern islands (west of encounter area 6).
Wilderness Wandering Monster Table 3 is used north of the
central river and on the northern islands.

The DM should use logic when rolling wandering monsters. If the
monster rolled is highly unlikely for the terrain type (for example, a
plesiosaurus in a non-lake hex) the DM should either roll again or
choose a different wandering monster. If the monster is either much
too strong or much too weak for the party, the DM may change the
number appearing or the monster's hit points to provide a suitable
challenge for the party.
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The Map of the Isle of Dread (Map D-1)

The maps of the Isle of Dread include several special features.

The tar pits are hard to recognize unless the party has native guides
or bearers. The natives will not leave the main trail nor travel

beyond the tar pits at the trail's end.

The road symbol joining the CENTRAL PLATEAU to the mountain
chain is a rope bridge.

No.
% Roll Monster Appearing
01-02 Dryad 1-6
03-05 Ghoul 1-6
06-29 Humans* 2-12
30-32 Killer Bee 2-8
Living Statues**
33 Living Crystal Statue 1-6
34-35 Living Iron Statue 1-4
36 Living Rock Statue 1-3
Lizards, Giant
37-40 Gecko 1-6
41-43 Draco 1-4
44-45 Horned Chameleon 1-3
46 Tuatara 1-2
Lycanthropes
47 Wererat 1-8
48 Werewolf 1-6
49 Wereboar 1-4
50 Weretiger 1-3
51 Werebear 1-2
52 Mummy 1-3
53-58 Rat, Giant 2-20
59-60  Rhagodessa 1-4
61-62 Robber Fly 2-8
63-64  Scorpion, Giant 1-2
65-69 Skeleton 4-16
Snakes
70-71 Spitting Cobra 1-6
72-73 Pit Viper 1-8
74 Giant Rattlesnake 1-4
75-77 Rock Python 1-3
Spiders, Giant
78-79 Crab Spider 1-4
80-82 Black Widow Spider 1-3
83-84 Tarantella 1-3
85-88 Toad, Giant 1-4
89 Treant 1-2
90 Wight 1-4
91 Wraith 1-3
92-00 Zombie® 2-12

*These humans will probably be the natives who live on the island.
For information on creating native encounters, see page 18.

**When Living Statues are rolled as wandering monsters there is a
50% chance they will be living statues, and a 50% chance they will
only be normal statues.

° Zombies will attack strangers on sight, unless the individual looks
like a native. Zombies will only attack natives when their master has
commanded them to do so.

Wilderness Wandering Monster Table #2

No.
% Roll Monster Appearing
01-03 Araneat 1-6
04-08 Cave Bear 1-4
09-10 Centaur 1-6
11 Cyclops 1
12-17 Dire Wolf 1-6
18 Dragon, Black* 1
19 Dragon, Green* 1
20 Dragon, Red 1
21-22 Dryad 1-6
23-27 Elk, Giant! 1-3
28-33  Grangerit 1
34-38 Hydra, 5 heads 1
39-43 Lizard Man 2-8
44-49 Mastodon 1
50-54 Megatherium? 1
55-60 Neanderthal 2-8
61-65 Phanaton! 4-16
66-71 Phororhacost 1-6
72-75  Rakasta! (+Sabre Tooth Tiger) 1-2
76-77 Roc 1-2
78-82 Rock Baboon 2-8
83-86  Sabre Tooth Tiger 1-2
87-92  Titanothere 1
93 Treant 1
94-95  Troll 1-3
96 Wyvern 1-2
97-00  Zombie 2-12
INew monsters; see description at the end of this module.
*Not older than average age.
**Young red dragon only, 7 or 8 HD.
Wilderness Wandering Monster Table #3
No.
% Roll  Monster Appearing
01-06  Allosaurust 1
07-14 Ankylosaurust 1
15-21 Brontosaurus 1
22-26 Crocodile, Giant 1
27-34 Dimetrodont 1
35 Dragon, Black* 1
36 Dragon, Green* 1
37 Dragon, Red* 1
38-40 Dryad 1-6
41-42  Giant, Hill 1
43-44 Giant, Stone 1
45-47 Hydra, 5 heads 1
48-53 Plesiosaurust! 1
54-61 Pteranodon 1-3
62-64  Roc 1-2
65-71 Stegosaurus 1
72-79 Trachodont 1
80-82 Treant 1-2
83-89  Triceratops 1
90-94 Tyrannosaurus Rex 1
95-97 Wyvern 1-2
98-00  Zombie 2-12

INew monster, see description at the end of this module.
*Not older than average size.
**Young red dragon only, 7 or 8 HD.



KEY TO THE

MAIN ISLAND ENCOUNTER AREAS

1. THE VILLAGE OF TANAROA (Map E-1). Tanaroa stands in
a clearing at the edge of the jungle, just south of a 50" high wall built
of huge stone blocks. The wall stretches for two miles across the
thin neck of land that joins the south eastern peninsula with the main
island. Evenly spaced along the wall are 28 square towers; each 100’
to a side and 70' tall. In the center of the wall is a pair of massive
wooden gates. Each gate has double doors that are 40" wide, 40' tall,
and 5' thick. Each gate can be barred with a heavy wooden beam.

The village of Tanaroa guards and controls these gates. A cleared
trail leads into the village from the south, winding through Taranoa
and continuing through the gates into the jungle beyond. The path
circles four roughly circular groups of huts made of wood and
roofed with interwoven palm leaves. The huts are about 50" long and
20" wide and are raised 10' off the ground on wooden stilts. Each
group of huts faces a central graveyard, with the back of each hut to
the encircling path.

Each collection of huts represents one clan that lives in the village.
The four clans are the Elk Clan on the south, the Hawk Clan on the
west, the Tiger Clan on the north, and the Sea Turtle Clan on the
east. The animal each clan takes its name from is its totem, and the
members of the clan believe they are blood brothers to the animal. A
large wooden statue of the appropriate totem animal stands in the
middle of each graveyard. In battle, each clan will have a standard
decorated with the clan totem.

In the center of the village is a flat-topped hill that has been
artificially leveled. In the center of the hill is a 10" tall, truncated
pyramid that is made of earth and faced with stone slabs. Set on the
top of the pyramid is a huge alarm gong. In a square, 300' to a side
around the pyramid, is a 3" high by 3' wide earthen wall. The hilltop
is the assembly place of the village. Members of each clan sit on the
earthen mound (or stand behind it) on the side facing their clan site,
while the village leaders conduct business from atop the pyramid.

Between the clan sites and the flat-topped hill, the path surrounds
village gardens and the grounds for the pigs, chickens, and goats that
provide meat and milk for the village. The path continues until it
reaches the Great Wall and passes into the jungle. Between the
village and the Great Wall is a second line of defense; pits 20-30'
deep filled with 5-10' of tar. At the base of the towers of the Great
Wall are the huts used by the warriors who garrison the Wall.

Tanaroa is one of the seven villages on the southeastern peninsula
and the adjoining islands. The other villages are Kirikura, Dawa,
Mora, Panitube, Burowao, and Usi. The seven villages are loosely
allied through a council of village chiefs that meets once a year. The
population of all seven villages is about 2100 total.

The seven villages are matriarchies; that is, each village chief is a
woman. The natives trace their descent and inheritance through their
mother's side of the family and take the mother's family name as
their own.

The other six villages resemble Tanaroa (the same map can be used)
but without the wall and tar pit defenses. Each village has the same
four clans. The clans serve to unify the villages in time of war, each
clan being organized as a separate "regiment”. Although the chief of
each village is female, the leader of each clan is male. Each village
also elects a special official to serve as advisor to the chief and to be
the village war leader in times of trouble.

The last important village official and advisor is the village Zombie
Master (or Zombie Mistress). This advisor will be a cleric or
magic-user of at least 5th level, who heads the Cult of the Walking
Dead in the village. This cult is a secret society whose members
(except for the Zombie Master) wear hooded masks during cult
ceremonies. At these ceremonies, the "Walking Ancestors" (the
same as the monster, zombie) are created. While these zombies are
sometimes used as laborers or spare warriors, the villagers shun and
fear them.

The Great Wall is always garrisoned by warriors from the seven
villages. Each village clan garrisons one tower with seven warriors,
so there is a total of 196 warriors in the 28 towers. The pits filled
with tar are secondary defenses, should a non-human raiding party
or rampaging monster fight past the wall. The area between the wall
and the village has been cleared of trees and brush to allow clear fire
for bows and thrown spears.

In a recent meeting, the council of chiefs decided that it would be
good for the seven villages to trade with the mainland (the large
continent). Unfortunately, their small fishing boats are unable to sail
out of sight of land or stand up to storms on the open sea.

If the party has had the foresight to stock up on trade goods, their
reception by the villagers and village chiefs will be at a bonus of + 2
on the reaction dice roll. Furthermore, the party can sell their trade
goods for 100% profit (i.e. they will receive back twice what they
paid for the goods). The villagers are not terribly wealthy and there
is a 5000 gp limit on the amount of money they can spend.

Characters will receive experience points equal to the value in gold
pieces of goods sold for opening up a new trade route. After the
initial visit the route is no longer unknown and the profits from any
other trips will not be counted for experience points.

The party can use their profits or spare money to buy extra
equipment. All standard equipment is available in the seven villages
at standard prices except the following: battle axes, crossbows &
quarrels, pole arms, two-handed swords, lances, chain and plate
armor, all transport animals and related objects (such as barding or
animal-drawn carts). Also, all water transport is unavailable, except
canoes, sailing boats, and rafts.

The natives of Tanaroa occasionally visit the tar pits at the end of
the trail to renew their supplies (which they use for waterproofing
their boats and roofs). The party can hire a guide to take them as far
as the tar pits. The guide will also tell them where it is safe to cross
the pits. The party can also hire 2-12 bearers to carry supplies,
however, no more will travel beyond the wall without a guard force
of at least 30 fighters. A guide will cost 5 gp per adventure and
bearers will cost 1 gp each per adventure. They will not leave the
path nor go beyond the tar pits at the end of the trail. The natives
will never hire out as warriors.



2. JAWS FROM THE DEEP

The wide, white sand beaches and placid waters of this bay belie the
true dangers that await anyone entering the water. Swimming just
out of sight are five bull sharks (AC 4, HD 2, hp 15,10,10,7,6, #AT
1, D 2-8, MV 180'(60"), Save F1, ML 7, AL N). These savage
creatures will attack anyone who moves more than 20" into the bay
and will fight until slain. If blood is drawn by either side, there is a
75% chance that 5 more sharks will be attracted by the scent of
blood. They will arrive in 8 rounds, and will tend to attack wounded
creatures first.

3. LAIR OF THE SEA SNAKES

Near these broad coral reefs, hundreds of large oysters cover the sea
bottom. They are under 20' of water. If the party gathers a few, they
will discover a pearl worth 100 gp. Each day the party dives for
pearls, they will find 1-4 (1d4) pearls worth 100 gp each. However,
every day the party dives for pearls (including the first dive), they
will be attacked by 1-4 sea shakes (AC 6, HD 2, hp 9, 8, 7, 6, #AT
1, D 1 plus poison, MV 90' (30", Save F 1, ML 7, AL N). Although
the number of sea snakes is unlimited, the pearls will run out after
14 days of diving.

4. RANDOM ENCOUNTER. For every day the party spends
within two hexes of this location, they will encounter one wandering
monster from chart 2. If possible, the encounter should occur in or
near the monster's lair.

5. CAVES OF THE ROCK BABOONS. The party is attracted to a
crumbling stone cliff by the noise of many loud hoots, grunts and
shrieks. The sounds come from a 6 foot high cave opening in the
rock wall. A foul stench wafts out of the dark opening but all the
characters can see is a tunnel leading back into darkness.

Living within this cavern complex is a tribe of 15 rock baboons AC
6, HD 2, hp 14 each, leader 16, #AT 2, D 16/1-3, MV (40"), Save F2,
ML 8, AL N). For the layout of the cavern use General Cave Lair
#1, #2, or one of your own design, whichever is preferred. Each of
the cave chambers will have 1-4 baboons living in it, except for the
hearth-treasure room which will contain the remainder of the tribe
and the leader. None of the chambers have furniture or fire pits but
there are large amounts of trash and dung piled in the corners of
each room and fruit rinds and bones litter the floor.

In a pile of gnawed bones in one corner of the hearth-treasure room,
among miscellaneous debris, is a gold bracelet worth 700 gp and a
silver-and-amethyst necklace worth 1300 gp. Both pieces are
somewhat tarnished, but are otherwise in good shape.

6. LAIR OF THE GIANT SQUID. This area is the hunting ground
of an ancient giant squid (AC 7, HD 6, hp 37, #AT 9, D 8x 1-4,
1-10, plus special, MV 120' (40", Save F3, ML 6, AL N). There is a
50% chance that the squid will attack any ship passing through this
hex. The squid may (25% chance) wrap its two long tentacles
around the ship, doing 1-10 points of hull damage while the beak
does 2 points per round after the tentacles grapple. Otherwise (75 %
chance) i the squid will try to drag characters on deck into the water
and down to its cavern lair.

The squid lives in a rocky cave, located 35' beneath the water's
surface. Within the flooded lair are piles of bleached bones and
miscellaneous bits of trash, including old swords, boots,
waterlogged clothing, and an opaque bottle containing a potion of
heroism.

7. PIRATE'S CAMP (Map E-4). These pirates have come from
another island (the DM should choose one or add new islands off the
map). They have set up this base camp while v they raid the coastal
villages for slaves. They sail four 20' long outrigger canoes with
collapsible masts.

There are 41 pirates, consisting of the following:

Leader (AC 5, F4, hp 29, #AT 1, D 1-6 or by weapon, MV 90', ML
10, AL C) with an ornate two-handed sword, chain mail, a ring of
water walking, and the key to the iron box in P4.

6 Pirates (AC 5, F1, hp 5, #AT 1, D 1-6 or by weapon, MV 120,
ML 7, AL C) with chain mail and cutlasses.

20 Pirates (AC 7, F1, hp 5, #AT 1, D 1-6 or by weapon, MV 120,
ML 7, AL C) with leather armor and cutlasses.

14 Pirates (AC 7, F1, hp 5, #AT 1, D 1-6 or by weapon, MV 120/,
ML 7, AL C) with leather armor, crossbows and cutlasses.

At sea, 7-8 pirates will sail in each outrigger canoe, with the leader
sailing in the canoe of his choice. The rest will be guarding the
camp. The details of the camp follow:

Key to the Pirate's Camp

P1. Towers. There are three 20" tall lookout towers, each of which
can hold up to 4 pirates. There will always be at least one
lookout in each tower (the DM may wish to roll 1d4 for the
number of lookouts in a tower).

P2. The Boats. The outriggers will be beached here unless the
pirates are out raiding. When ashore, the paddles and sails are
kept in different huts to prevent theft.

P3. The Huts. These grass huts have conical roofs of thatched grass.
The hut marked "L" is the leader's hut. It contains a locked
wooden cabinet where the outrigger sails are stored. The hut
marked "S" is the supply hut. It contains the paddles, ropes,
tools, buckets of tar, food, spare weapons and other supplies.
The huts marked "c" each contain 3-12 (3d4) captives. They
are shackled to iron weights to keep them from escaping. The
unmarked huts each house 4 pirates.

P4. The Cave. There will always be 2-8 (2d4) pirates guarding the
cave. The pirate treasure is here, kept in a large iron box that is
cemented into the wall. The box is locked and the leader has
the only key. If the box is forced open (not picked), a secret
compartment in the side of the chest will slide open, releasing
a deadly pit viper (AC 6, HD 1, hp 5, #AT 1, D 1-4 plus
poison, MV 90' (30", Save F1, ML 7, AL N). The treasure
consists of 2000 cp, 3000 sp, 4000 ep, 17 gems worth 1300
gp, total, a magic-user/elf scroll (shield), and a sword +1 (AL
N, 18, E9, Detect Metal, Levitate for three turns per use, up to
three times per day).

P5. The Escape Tunnel. Behind a hidden exit (treat as a secret
door) in the cave is an escape tunnel (4' wide). It winds
through the hill for 500" and exits into a series of natural
caverns. These will be under water at high tide (20% chance).



P6. The Wall. The pirate camp is surrounded by a wall of thorn
bushes weighted down with rocks. The wall is 5' tall and 3'
wide, and will keep out all but the largest animals.

8. HIPPOGRIFF NEST. Set atop the tallest hill on this island is a
nest of five hippogriffs (AC 5, HID 3 + 1, hp 21, 20, 16, 14, 10, #AT
3, D 1-6/1-6/1-10, MV 180' (60", flying 360' (120", Save F2, ML 8,
AL L). These creatures prey on the weakest of the many wild sheep
that graze on the surrounding hills. In defending their "territory", the
hippogriffs will attack anyone climbing the hill within a half-mile of
their nest.

9. RAKASTA CAMP (Map E-5). A tribe of rakasta have set up a
temporary camp in this hex. Rakasta are a race of nomadic feline
humanoids. They walk erect, but their heads and features are cat-like
and their bodies are covered with soft, tawny fur. They are proud
and barbaric, fierce fighters who cover their natural claws with
metal "war claws", their favorite weapon.

The strongest warriors will ride sabre-tooth tigers. They dwell in
large waterproof tents richly furnished within. The rakastas'
treasures include silk tapestries, brightly colored carpets, bronze
artifacts, gilded leatherwork, silverware and gold jewelry. The tribe's
treasures are worth a total of 10,000 gp (weighing about 10,000
coins).

In this temporary camp there are 16 normal warriors (AC 6, HD 2 +
1, hp 10 each, #AT 3, D 1-4/1-4/1-4, MV 120’ (40"), Save F2, ML 9,
AL N) and three tiger riders (hp 16 each). Only these three, the
bravest and strongest Rakasta warriors, can hold the respect of the
three sabre-tooths (AC 6, HD 8, hp 36 each, #AT 3, D 1-8/1-8/2-12,
MV 150" (50), Save F4, ML 5, AL N). These riders can leap off
their mounts, up to 20', and attack in the same round.

Key to the Rakasta Camp

R1. These Rakasta tents each house 1-4 rakasta. Beginning with the
upper left tent and going clockwise, the tents hold 4, 2, 3, 3, 4,
and 3 rakasta respectively. The tents with an italicized number
appearing indicate that one of the rakasta in the tent is a
sabre-tooth tiger rider.

R2. Each of these is a simple tent pavilion with a roof of interwoven
palm leaves raised 10' off the ground on a light wooden
framework. The tent canvas can be rolled down in case of rain.
There are three pavilions, each housing a sabretooth tiger
chained to a large heavy log.

R3. This is the communal pavilion. It is similar to the pavilions
housing the sabre-tooth tigers, but has a smoke hole in the
center of the roof. Inside the pavilion are a number of cushions
and rugs.

R4. This area is the communal fire pit, rimmed with rocks, and
complete with turning spit and other cooking utensils.

10. PHANATON SETTLEMENT (Map E-6). This is a small
settlement of about 100 phanaton. These halfling-sized creatures
look like a cross between a monkey and a racoon and glide from tree
branch to tree branch like flying squirrels.

The settlement cannot be seen from the ground because of the
foliage between the ground and the tree settlement, which is 50' off
the ground. Since the settlement is hidden, a nonphanaton must be
within 201 to distinguish it from the surrounding greenery.

The settlement consists of a half-dozen wooden platforms built
between several large trees. Each platform is supported from below
by wooden braces. The platforms are also supported by a web of
knotted ropes, like the cables of a suspension bridge.

Each platform contains a number of wooden huts that vary in size. A
safety rail runs along the edge of the platforms to prevent young
phanaton from falling off. The platforms are connected by a series
of rope bridges for the young or infirm.

Phanaton usually climb or glide up to their settlement. One platform
(PH 5), however, has a trap door in the center of the floor, from
which a rope ladder can be unrolled. The rope ladder reaches to the
jungle floor and is for the convenience of non-flying guests. Guests
usually sleep on platform PH 5.

Key to the Phanaton Lair

PH1. On this platform there are three huts housing a total of 14
phanaton (AC 7, HID 1-1, hp 7x4 hp, 5x3 hp, 2xI hp, #AT 1, D
1-6 or by weapon, MV 90' (30", glide 150' (50"), Save F1, + 2,
ML 7, AL L). There are seven adult males, five adult females,
and two children. The phanaton young are unable to defend
themselves and will flee if attacked.

PH2. The five wooden huts on this platform contain a total of 20
phanaton, including the clan war chief (AC 6, HD 3, hp 15,
#AT 1, D 1-6 or by weapon, MV 90" (30", glide 150" (50,
Save F3, + 2, ML 7, AL L) and his seven bodyguards (AC 6,
HD 2, hp 10 each, #AT 1, D 1-6 or by weapon, ML 7, AL Q.
The remaining 12 phanaton are the warriors' mates (AC 7, HID
1-1, hp 3 each, #AT 1, D 1-6, MV 90' (30"), 150' (50"), Save F1
+2, ML 7, AL L). Hidden beneath the war chief's bed is a
locked wooden chest containing the clan treasure: 3000 sp.



PH3, 4, 5, and 6. These platforms house the rest of the tribe. On
areas 3 and 4 there are 3 huts and on 5 and 6 there are 4 huts.
In each hut there will be a family of phanaton composed of an
adult male, an adult female and 1-4 children. The wooden huts
are filled with skillfully carved furniture made from many
different types of exotic woods. Decorating the interiors of all
the houses are dozens of hanging plants and ornate wood and
bone mobiles.

11. LAIR OF THE LIZARD MEN. This lair is located on the edge
of a dense swamp in a dank, half-flooded cave. Living within this
dismal cavern are 14 lizard men (AC 5, HD 2 + 1, hp 10 each, #AT
1, D 2-7, MV 60' (20", swim 120' (40"), Save F2, ML 12, AL N).
They hunt and eat the various swamp animals that live in the area.
For tribal feasts, the lizard men will occasionally attack a
neanderthal lair. From these raids the saurians have accumulated a
small horde of treasure.

For the lair, use general cave lair #1 or #2 or create a different one.
There will be from 1-3 lizard men in each chamber, except for the
hearth-treasure room which will contain the remainder of the group.
Stored in an untrapped, unlocked box is the lizard mens' treasure:
5000 cp, 6000 sp, and 8 opal gems worth 500 gp each.

12. NEANDERTHAL LAIR. In this lair are 16 normal
neanderthals and 2 leaders (AC 8, HD 2, leaders 6, hp 9 each,
leaders 27, 31, #AT 1, D 1-6, leaders 1-6 + 2, MV 120' (40"), Save
F2/F6, ML 7, AL L). For an outline of their cavern home, use
general cave lair #1 or #2 or create a different one. Each room will
have 1-2 neanderthals, except the hearth-treasure room, where the
two leaders and the remainder of the neanderthals will be. In a chest
made from fitted, uncemented rock slabs are 1000 sp, | large white
pearl and a small piece of obsidian. The pearl is worth 500 gp; the
obsidian 10 gp.

The rooms are filled with crude wooden furniture and each has a
firepit. The walls are painted with hunting scenes and the floors are
kept reasonably clean.

13. AERIE OF THE GARGOYLES. When the characters enter
this hex, they will notice a single grotesque statue, standing atop a
craggy rock peak several hundred yards in the distance. As long as
the party is at least 100 feet away, the figure will not move and will
appear to be nothing more than a stone statue. However, if someone
moves closer than 100 feet, the gargoyle (AC 5, HD 4, hp 26, #AT
4, D 1-4 each, MV 90" (30", flying 150" (50"), Save F4, ML 11, AL
C) will fly forward with a grating shriek and attack.

Two other gargoyles (hp 23, 22) attracted by the gargoyle's cries,
will leave their nearby cliff lair and join in the fray,

The gargoyles' nest is set into a rocky cliff about 50" from the
ground. Any non-thief character who tries to climb the cliff must
roll less than his or her Dexterity (on a 20-sided die) or fall to the
ground. The fall will cause 3-18 points of damage. A thief will
succeed automatically in an attempt to reach the lair. Among bones
and assorted garbage, the party will find a ruby worth 600 gp and a
scroll (protection from elementals) lying on the cave floor.

14. ARANEA LAIR (Map E-7). The Aranea are a race of highly
intelligent, magic-using arachnids (spiders) who live in webs strung
between trees. They look like huge, greenish-brown spiders (about
the size of a small pony), with a massive odd shaped lump on their
backs that houses a large brain. The webs are about 40" above the
jungle floor. These lairs cannot be seen unless one climbs above the
first layer of leaf growth, about 20-30" above the ground. Each
aranea has a separate lair, but the walls are close enough together so

that the aranea can jump from one to another with ease. Part of the
webs are roofed over with a waterproof mixture of leaves, bark,
twigs, and web strands.

This section of forest is inhabited by three aranea. Each has its own
lair. The webbed-over sections of their lairs resemble caves. These
are filled with many pieces of crude "furniture” made out of wood,
vines, and web and webbed in place on the floor. These include
storage chests, and libraries used for spell research. Aranea treasure
is usually woven into the roofs of their lairs for safe keeping.

Key to the Aranea Lairs

The area beneath the aranea webs is patrolled by two bugbears (AC
5, HD 3+ 1, hp 16, 14, #AT 1, D 2-8, MV 90' (30"), Save F3, ML 9,
AL Q. They earn treasure and favors from the aranea by guarding
the grounds from intruders. These bugbears live nearby in thatched
huts, and each carries a large alarm horn that it will sound at the first
sign of trouble, warning the aranea. The bugbears each carry a
pouch containing scraps of food, personal mementos (such as bones
and teeth), and 10 gp.

Al. The aranea in this lair (AC 7, HD 3, hp 19, #AT 1, D 1-6
plus poison, MV 60' (20", 120' (40") in web, Save M3, ML
7, AL C) has learned the magic-user spells detect magic,
sleep, and levitate. This spider has a shield -1 (cursed)
and a potion of undead control hidden in the roof of its
lair.

A2. This aranea's lair is similar to the previous one, but the
only treasure is a broom of flying hidden in the roof. The
aranea has learned the spells floating disc, ventriloquism
and phantasmal forces.

A3. The final aranea web is the same as the other two except
that the aranea (hp 19) has a potion of poison stored in the
web ceiling and a scroll (light, read languages, mirror
image) laid out on its table for quick use.

15. PTERANODON TERROR. This area is inhabited by three
pteranodons (AC 6, HD 5, hp 26, 23, 18, #AT 1, D 1-8, MV 30’ (10,
flying 240’ (80", Save F3, ML 8, AL N). There is a 75% chance that
the pteranodons will attack the party as they cross the 300' rope
bridge. Anyone who is hit by one of the pteranodons has a 10%
chance of falling off, taking 10-100 points of damage from the fall
to the rocks below.

16. THE ROCS' ROOST. This next belongs to two small rocs (AC
4, HD 6, hp 32, 26, #AT 3, D 2-5/2-5/2-12, MV 60" (20"), flying 480'
(160", Save F3, ML 6, AL Q. Woven into the nest is a map showing
that a treasure worth 17,000 gp can be found at the location in hex
#19.



17. DIMETRODON PERIL. The party hears a series of horrible
screams. In the center of a grassy clearing is a dimetrodon (AC 5,
HD 7, hp 36, #AT 1, D 2-16, MV 120' (40"), Save F4, ML 8, AL N)
attacking on a frantically struggling native. Although the native is
mortally wounded, if the dimetrodon is slain or driven off, he will
give the party his only treasure - a nugget of platinum (worth 50 gp)
- if they will swear to bury him in a special location (DM's choice).

18. THE OGRE'S LAIR. This ancient burial chamber is the home
of five ogres (AC 6, HD 4 + 1, hp 21,18,18,15,9, #AT 1, D 1-10,
MV 90' (30", Save F4, ML 10, AL C). For an outline of the lair use
general cave lair #1 or #2, or create one of your own. There is a
50% chance that each room will contain an ogre, except for the
hearth-treasure room which will house the rest of the group.

Each chamber of the cavern complex is lit by a crude torch attached
to the rock wall by a glob of sticky, black adhesive (tar). The dim
illumination in each room will reveal burial chambers, with dozens
of old, shrunken bodies strewn about the stone floor in various
stages of decay. Hidden amongst a pile of shrouds in the hearth
room is the ogres' treasure chest. Inside the locked wooden chest are
2000 sp, 1000 gp and three sabre-tooth tiger skulls.

19. DERANGED ANKYLOSAURUS. As the party moves through
this lightly wooded area, an ankylosaurus (AC 0, HD 7, hp 33, #AT
1, D 2-12, MV 60' (20", Save F4, ML 8, AL N) will rush out and
attack the party in a frenzy of tail-bashing. Although normally quite
docile, this beast recently grazed on a patch of loco weed and is now
under the plant's influence. The giant beast will attack until slain, or
until the drug wears off (in about two hours).

This area is also the hunting ground of an allosaur (AC 5, HD 13, hp
55, *AT 3, D 1-6/1-6/4-24, MV 150' (50", Save F7, ML 9, AL N). If
the party has the treasure map from the ROC'S ROOST (#16), they
can dig for the large treasure buried here. The hoard is buried 10'
underground and will take 2-5 (1d4 +1) turns to dig up. The DM
rolls for wandering monsters each turn. If one appears, it will be the
allosaur. The treasure consists of 2000 gp, 3 diamonds worth 3000
gp each, and a sapphire necklace worth 6000 gp.

20. ABODE OF THE GREEN DRAGON. As the characters pass
a low, stony hill they will notice a broad opening in the rocky
hillside. Once the party arrives at the mouth of the cave they will be
able to hear heavy, labored breathing coming from inside the dark
cavern. For the fair, use either general cave lair #1 or #2, or you
may design your own as you prefer, If one of the general designs is
used, the dragon will have blocked all tunnels that are too small for
him to move through.

If the characters enter the caverns, they will find all the rooms empty
except the hearth-treasure chamber. In this room lies a green dragon,
a creature of great age and fearsome aspect. The dragon (AC 1, HD
9, hp 45, #AT 3 or breath, D 1-6/ 1-6/3-24 or breath, MV 90’ (30"),
flying 240' (80"), Save F9, ML 9, AL C). Quite often 33% of the
time) he will be asleep atop his pile of treasure and can be surprised.
However, if he is awake when the party enters his cave, he will
know the characters are there. There is a 50% chance that, instead of
slaying the party, the dragon will allow the characters to leave if
they give him all of their magic items.

The dragon's treasure hoard consists of 40,400 sp, 2000 gp and 30
assorted pieces of jewelry worth a total of 18,000 gp.

21. LAIR OF THE WRETCHED TROGLODYTES. As the party
nears this area, they will begin to smell a particularly foul stench. As
they continue, the smell will become worse until the party reaches a
dark opening in the ground. The odor seems to come from this hole.

Within this lair are 17 troglodytes (AC 5, HD 2, hp 10 each, #AT 3,
D 1-4 each, MV 120' (40), Save F2, ML 9, AL C). They have
recently moved to this location because of the pleasantly damp
climate.

For a map of the troglodytes' home, use general cave lair #1 or #2
or design one of your own. There will be from 1-4 troglodytes in
each room, except for the hearth-treasure chamber where the rest
will be, The chest containing their valuables is chained to the bottom
of a 3 foot deep, evil-smelling pool of dark liquid. The rusty box is
attached to a bolt in the center of the pool's floor. In order to get the
chest the chain must first be severed (the DM must decide the party's
chance of severing the chain, based on their actions). Although the
chest is locked, the lock mechanism may be picked once the box is
removed from the water. Underneath the slime at the bottom of the
pool is the key to the lock; however, there is only a 20% chance that
the party will find it accidentally (if the party actively searches for a
key, each character searching has a 1-in-6 chance of finding it). The
hoard of valuables consists of 2000 cp, 2000 sp, 1000 ep, 3000 gp
and 6 amethyst stones worth a total of 3000 gp.

22. PLESIOSAUR MENACE. Beneath the surface of this lake
there awaits a hungry plesiosaur (AC 6, HD 16, hp 60, #AT 1, D
4-24, MV 150' (50", Save F8, ML 9, AL N). The beast will attack
anyone coming within 15' of the shore. If it hits, it will pull its
victim into the lake on the following round, If the plesiosaur is slain
and its body cut open, the party will find a skeletal arm and hand
wearing a ring of regeneration.

23. RANDOM ENCOUNTER. For every day the party spends
within two hexes of this location, they will encounter one wandering
monster from table #3.

24. THE SEA DRAGON. If a ship passes within one hex of this
location, it will be attacked by a sea dragon (AC 2, HD 6, hp 25,
#AT 1, D 2-16, MV 180' (60", gliding 180" (60'), Save F6, ML 8,
AL N). The beast will first surface 150" away and bombard the deck
with globs of poison for two rounds. The dragon will then sink, only
to reappear a turn later next to the ship. The creature will attack as
normal, biting or using its third breath. It does not use magic.

The dragon's lair is located 200" beneath the surface in a flooded
cave. Inside the cave is the treasure the dragon has gleaned from
sunken ships and unfortunate passers-by. The treasure includes
10,000 gp, an untarnished coat of chain mail +3, a rusted cutlass
with a jewelled pommel worth 500 gp and a potion of water
breathing.



PART 3: THE CENTRAL PLATEAU

(Map D-2)
THE PLATEAU

Bordered by mountains on one side and the great river canyon on
the other is the central plateau. It stands separated from all else by
steep, jagged cliffs that rise 3000". There are only three ways to
reach the top of the plateau - by crossing the rope bridge (at #15), by
using a magical flying device, or by climbing. Characters without
climbing skill cannot successfully scale the cliff, and even thieves
must check for falling every 100' (30 times). The characters should
be given hints about the great risk involved in climbing.

The plateau is shown on a separate map (Map D-2) from the rest of
the island, and has its own encounter table and lairs. The
temperature atop the plateau is somewhat cooler than the rest of the
island and less tropical (except for the volcanic crater) resulting in
grasslands and some forests. The plateau is dominated by a dormant
volcanic mountain, complete with a crater lake. This mountain can
be seen from nearly all points on the plateau.

The scale of the map is one mile to the hex, so the characters will
travel six times as far per day when using the plateau map. Note,
however, that it takes much longer to scale the cliffs at area #3.
Encounters on the plateau will also be handled somewhat differently
(see the Central Plateau Encounter Table, below).

Central Plateau. The Encounter Table is to be used when
travelling across the central plateau of the island. Every 3 hexes
traveled a d6 should be rolled, on a 5 or 6 an encounter occurs. The
encounters in the middle of the encounter table are more likely to be
rolled than those at the high or low ends. Hence, on this encounter
table, antelope will be most common, followed by boars and dire
wolves. Very seldom will players encounter a cave bear or a
sabre-tooth tiger.

Central Plateau Encounter Table

Unlike the main island, there is a 2 in 6 chance of an encounter
every 3 hexes traveled, regardless of terrain. If an encounter occurs,
roll two 6-sided dice to determine the encounter type:

2 Cave Bears (2); AC 5 HD 7, hp 33, 28, #AT 3, D
1-8/1-8/2-12 points, MV 120' (40"), Save F4, ML 9, AL N.

3. Woolly Rhino (1); AC 4, HD 8, hp 37, #AT 1, D 1-12, MV
120' (40"), Save F4, ML 6, AL N.

4, Pteranodons (4); AC 6, HD 5, hp 20, 19, 18, 16, #AT 1, D
1-12, MV flying 240' (80"), Save F4, ML 8, AL N.

5. Pterodactyls (7); AC 7, HD 1, hp 6 each, #AT 1, D 1-3, MV
flying 240' (80"), Save F1, ML 7, AL N.

6. Boars (2); AC 7, HD 3, hp 10, 9, #AT 1, D 2-8, MV 150'
(50", Save F2, ML 9, AL N.

7. Antelope (5); AC 7, HD 2, hp 10 each, #AT 3, D 1-2/1-2/1-4,
MV 240' (80"), Save F1, ML 5, AL N.

8. Dire Wolves (4); AC 6, HD 4 +1, hp 19, 16, 14, 11, #AT 1,
D 2-8, MV 150' (50", Save F2, ML 8, AL N.

9. Mastodons (2); AC 3, HD 15, hp 67, 59, #AT 3, D
2-12/2-12/4-32, MV 120' (40", Save F8, ML 8, AL N.

10.  Titanothere (1); AC 5, HD 12, hp 50, #AT 1, D 2-12 or 3-24,
MV 120" (40"), Save F6, ML 11, AL N.

11.  Sabre-tooth Tigers (2); AC 6, HD 8, hp 35, 29, #AT 3 D
1-8/1-8/2-16, MV 150' (50"), Save F4, ML 10, AL N.

12. TREMOR. This is a minor earthquake (caused by volcanic
activity underground) that will vary in severity. Roll 1d6 and
consult the following table:

1-4 - Minor Shock: no effect on characters or ground

5 - Major Shock: characters knocked off their feet, if
climbing cliffs 30% chance of falling

6 - Severe Shock: trees tilt, rocks fall, small cracks appear in
ground, characters knocked off their feet (if in forest, 5%
chance per character of 3d6 damage from falling trees);
if climbing cliffs, 60% chance of falling

All tremors will last for 10 to 30 seconds.

KEY TO THE
PLATEAU ENCOUNTER AREAS

1. GOLD VEIN. A recent tremor has revealed a lode of high quality
gold ore. A dwarf or any character knowledgeable about mining can
identify the ore and estimate the possible value as 5 gold pieces for
every 10 coins of ore mined. The vein is actually a small one and
will not yield more than 15,000 pieces of refined gold.

However, to obtain this amount, the characters will have to mine,
transport, and refine 3000 pounds (30,000 coins) of raw ore. Two
men can mine 200 pounds of ore in one day.

Workers may be brought in from the mainland to mine and transport
the ore. The cost for each worker is 1 gold piece per week plus food
and the cost to transport them. The natives living on the plateau will
not work the vein unless enslaved (the DM may wish to discourage
this by making slave labor work slower, rebel often, and so forth).
Once the workers have removed the raw ore, it must be carried
overland by mules or porters, loaded on a ship, and taken to the
mainland. The cost for refining the gold is 10-20% of final value,
and may be done in any major mainland city of the DM's choice.

2. TREANT FOREST. This forest is open and easy to move
through, but the tree branches overhead are tightly woven together,
making the forest dark and gloomy. Scattered throughout this small
forest are 15 treants (AC 2, HD 8, hp 34-41 (33 + 1d8), #AT 2, D
2-12/2-12, MV 60' (20", Save F8, ML 9, AL L). They are reclusive
and will try to avoid any contact with the party. The only encounter
in these woods is with treants, and if the party moves through
without searching, the chance of encounter is only 1 in 20. Treants
can only be spotted at a range of 30" or less and will surprise the
party on a roll of 1-3. The treants will usually ignore the party, but
the following actions will bring the listed responses:

Searching. If the party is searching for creatures, they have a 1 in 6
chance of discovering a treant. If they are searching specifically for
treants, the chance is increased to 3 in 6.

Climbing Trees. If a character climbs a tree, there is a | in 20
chance it is a treant. If nothing harmful is done, the treant will not
move or reveal its presence. If attacked or hurt, it will immediately
capture or kill the offender while calling loudly for assistance (2-5
treants will come in 2-12 rounds).



Cutting Trees. If the characters try to cut down a tree, one treant
will arrive in the first turn of activity. The treant will try to avoid
being noticed, but will cause the tree being cut down to move away
at 30" per turn. Each turn thereafter, one treant will arrive. The
treants will do whatever they can to drive the party from the forest
while avoiding combat as long as possible.

Starting a Fire. If a small campfire is lit, the forest will gradually
recede from the camp, leaving a clearing 50" in diameter. Three
treants will be in position around the camp, controlling the trees.
They will do nothing if the party uses dead branches and brush for
the fire. If the party collects living branches or wood, each treant
will send 2 trees through the camp late at night. The characters will
not be attacked unless they try to destroy the trees, but the trees will
try to take or destroy as much gear as possible on one pass. If a
fire-based spell is used, the treants will attack the caster.

Summary; Searching for Treants

Party Is: Chance to Discover Treants
Not Searching 1in20
Searching for Creatures 1in6
Searching for Treants 3in6

3. CLIFF WALL. The cliffs surrounding the central volcanic lake
form a high, imposing wall of upthrust rock. Often shrouded in low
clouds, the tops appear jagged, and in some places snowcovered.
There are no clear trails over the cliff wall, but it appears that the
wall can be scaled in many places. Even characters without climbing
skill may attempt the climb, as there are obvious handholds and
routes up the rock face. For all characters except thieves, the base
chance of failing is 50%. This may be reduced 10% if a thief is with
the party (to give guidance), by 10% if the character's Dexterity is
15 or greater, and by 20% if the characters are roped together (the
DM may further adjust the chance of falling depending on other
party actions). It will take 12 hours of climbing time to reach the top
of the cliffs. During this time, normal encounters are still rolled for,
but only the following apply: pteranodons (#4), pterodactyls (#5),
and tremors (#12).

At the top, the rocks are covered with ice and snow, and the
temperature is below freezing. No encounters will occur here, but
characters who attempt to stay here overnight without warm clothing
will suffer 2- 12 points of damage from exposure. If the party has
brought firewood, they can start a fire to keep warm, but there is
none to be found here.

As the party descends into the volcanic crater (an 8 hour climb) the
temperature will become warm and near tropical. Jungle vegetation
covers the lower slopes, but the valley is sparsely populated with
animal life. No normal encounters of importance will occur, but on a
roll of 12 on 2d6, a minor tremor will shake the ground.

4. VILLAGE OF MANTRU (Map E-8). This small village lies on
the shore of the large crater lake. Its landward side is surrounded by
a crude palisade of palm trunks and branches that extends into the
water on both sides of the village. Part of this wall has been
expanded to form two fish pens for keeping any extra fish from the
daily catch. The village itself consists of six palm-thatched lodges
that are raised about 2' off the ground on stilts. Further out in the
lake are two more lodges, kept 3' above the water on stilted
platforms. The small one (20'x40") belongs to Umlat, the tribal
cleric, an aged man. The larger building (30'x50") is the main
council lodge.

The village has 50 inhabitants who live by fishing and farming small
gardens. They are divided into five large families who live as one
group sharing food and work. Each family has its own possessions -

canoes, nets, tools, and lodges. These people are not warlike, but if
attacked they will defend themselves to the best of their ability. If
the characters do not attack the village, they will be met by a band of
men from the village armed with spears. At first, spears will be
thrown to fall short of the party. The villagers will then try to
frighten the party away by shouting and gesturing. If the party
remains non-hostile and friendly, the villagers will welcome the
party and lead them into the village.

In the village, the party will be introduced to Fano, the "talking
chief" and village leader; Umlat, the tribal cleric (both described
later); and the “chief”, a small stone carving of an old man that is
kept in the council lodge on the lake. The party learns that all major
decisions come from this "chief”, while the "talking chief" (Fano)
acts as a messenger and the interpreter of the "chief's" wishes. After
this meeting (a solemn affair) there will be feasting on baked fish,
fruits, yam paste, turtle soup, roasted birds, and fermented yam beer.
This feast will be held on the beach, and great smoking fires will be
lit to drive away insects. Lodging will be provided by several
families. The natives will insist that at least one character sleep in
each lodge. The natives will freely give anything a character asks
for, but will expect the same in the future (the DM should use this
tribal custom at least once during the adventure).

The characters may remain for as long as they wish, but after a short
period of time they will be asked to help the natives by destroying a
threat to the village. Fano and Umlat will carefully describe the
attacks of a group of renegade tribesmen, now headhunters, who
have been preying on lone villagers. These renegades have settled in
a great ruined temple on the western side of an island in the center
of the lake. The villagers cannot do anything to their enemy because
the renegades are stronger and because the island is taboo. Although
the villagers will aid the party by providing canoes and what
equipment they can, they will not set foot on the island.

Fano, the “talking chief” (AC 9, F4, hp 26, #AT 1, D 1-6 or by
weapon type, MV 120' (40'), ML 8, AL L). Fano is an elderly man,
badly scarred and crippled in the left arm. His infirmity, his
responsibilities to the tribe, and his superstitious fear of the island
will prevent him from joining the party on the raid. His good will is
important, however, as his opinion of the characters will decide the
treatment the villagers give the party. Fano is good-natured, but
proud of his position. He will not tolerate mockery of it or of the
"chief" of the village.

Umlat, the tribal cleric (AC 9, C6, hp 22, #AT 1, D 1-6 or by
weapon type, MV 120" (40'), ML 8, AL L). Umlat is a pious man,
devoted to his deity (Oloron, Lord of the Skies) but it seems that
he has been both blessed and cursed. He is an extremely aged man,
living many years beyond the normal lifespan of others in the tribe.
The villagers ascribe this to the favor of his deity. However, he is
frail and weak, and this greatly limits his activities. The villagers
speculate that this weakness is due to some past failing. Because of
his condition, Umlat cannot travel on adventures, or actively assist
the party. However, he will make his spells available to aid the party
in their task. The spells he normally uses are:

First Level: cure light wounds, purify food and water
Second Level: bless, snake charm
Third Level: cure disease

Umlat will pray for other spells, given one day's notice.

5. TABOO ISLAND. The details of the TABOO ISLAND are
given in PART 4.



PART 4: TABOO ISLAND

This island was once the center of the kingdom of the Kopru, until
native rebellion destroyed their power (the players should not be
told who or what the Kopru were; this is part of the taboo - for more
details, see page 20). The rocky island is now dotted with small
ruins, statues, and broken terraces. The largest ruin on the island is a
temple that is carved into the cliff wall of the island's western shore.
It can be most easily entered from the lake side, as its broad steps
descend to the waters of the lake. This is where the players will
begin the final stage of the adventure. The lair of the headhunters is
on the first level of the temple complex (Map E-9).

The entire dungeon is damp and foul-smelling. The air is hot and
stale. Small blind creatures will constantly scatter before characters,
flitting here and there.

KEY TO THE FIRST LEVEL (Map E-9)

1. TEMPLE ENTRANCE. The entrance to the temple has been
carved into the side of a rocky cliff. Two primitive docks of narrow
poles and weak planking extend from the temple steps; several
canoes are moored there. Two steps lead to a landing lined with
pillars. The landing and pillars are made of red marble. Set on poles
thrust into cracks in the floor of the landing are many shrunken
heads, jawbones, feathered totems, and other primitive tribal
symbols.

Three short flights of steps lead up to a second landing 5' above the
first. To either side of the center steps is a stone foot and ankle, the
remains of a huge statue that once straddled the stairs. The end
stairways are each flanked by another red marble pillar. At the back
of the second landing is an opening leading back into the cliff. The
opening is flanked by another pair of pillars. Carved out of the
angled back walls of the landing are two bas-reliefs of humans
holding lighted braziers.

2. GUARD POST. The tribesmen have carefully narrowed the
passage with mounds of rubble at this point so that only one
character can pass through at a time. Waiting on the other side of the
opening are 3 1st level fighters (AC 7, F1, hp 7 each, MV 120' (40"),
#AT 1, D 1-6 or by weapon type, ML 8, AL C) and a 5th level
fighter wearing bone armor and carrying a shield and spear +1 (AC
5, F5, hp 32, MV 120" (40"), #AT 1, D1-6 +1, ML 9, AL Q. Able to
observe intruders as they move down the hall, these guards will
attempt to slay their opponents one at a time. If attacked with a fire
ball, lightning bolt, or similar spell, these guards will gain +1 on
their saving throws, as they are well protected by cover. Should the
morale of these guards fail, they will retreat to area 3, the main
chamber.

3. MAIN CHAMBER. This large hall was once the main worship
area of the temple, but is now being used as the central living area of
the tribe. The floor is covered with mats, bowls, and eating utensils
made of bone. There is a blazing fire in the center of the chamber.
The hall itself is two stories high with balconies on three sides (the
dashed lines on the map). There is a rectangular hole (20'x30") in the
center of the ceiling that is open to the sky. To prevent debris and
small creatures (such as bats) from entering, a net has been fastened
across this opening. This net will not prevent characters from
entering through here, nor will it support a character's weight. A
rope hangs from one corner of the opening to the floor.

In the center of the wall opposite the entrance is a carved face that
fills the area from the floor to the ceiling. It looks like a human or
humanoid creature with its mouth agape. The carving has been cut

and defaced, making the kind of creature it was difficult to identify.
The other doors are all located on the balcony level.

In this chamber are 10 men and 12 women, the renegade tribesmen
(AC 9, F1 or NM, hp 5, #AT 1, D 1-6 or by weapon, MV 120’ (40",
ML 9, AL C), with 8 children. The men and women will fight while
the children attempt to escape up the rope to the surface. Also, the
men in areas 3A and 3C will reinforce the natives here in two melee
rounds. Should the morale of the adults fail, those fighting will
attempt to charge towards the exit to area 1.

3A. The unmarried men of the tribe sleep in these rooms. Each
room is hung with ornaments and headdresses of bones,
feathers and fish scales. Short bows and spears lean
against the walls. Mats, gourd pots of paints, and carved
obsidian bowls filled with mud and ash are arranged in a
circle around a small, smoldering fire. The ceiling is
heavily stained with soot and the air reeks of grease,
smoke, sweat, and fish. In each room seven young men
armed with spears and bows and wearing primitive leather
armor (AC 7, F1, hp 6 each, *AT 1, D 1-6 or by weapon
type, MV 120" (40), ML 9, AL C) are telling boastful
stories to one another. Their arrows are coated with a
gummy vegetable poison, which will cause 1-6 points
extra damage and violent sickness and fever for 2-20
hours. A successful saving throw vs. Poison will negate
the sickness and the additional damage.

3B. This room is reserved for unmarried girls. It is decorated
like 3A, except that the weapons here are daggers of bone
and metal. There are also many tools - scrapers, needles,
mallets, etc. There are 5 girls here. They are hairstyling,
tatooing, filing their teeth, and otherwise "“improving"
their looks. These girls (hp 3 each) will not attack, but will
try to flee if possible.

3C. This large room is the tribal chief's quarters. In this room
are the following natives:

The Chief (AC 5, F7, hp 44, #AT 1, D 1-8 +2, MV 120' (40'), ML
10, AL C) with a sword +2 and bone armor and shield.

His 3 sons (AC 7, F3, hp 16, 20, 17, #AT 1, D1-6, MV 120" (40",
ML 9, AL C) with spears and leather armor.

The Witchdoctor (AC 6, C5, hp 21, #AT 1, D1-6, MV 120' (40",
ML 9, AL C) with a bone club and bone armor. He can cast the
following spells:

First Level: cause light wounds (x2)

Second Level: hold person, snake charm

5 women (AC 9, hp 3, MV 120' (40", AL C) who will not fight.

The chief, his sons, and the witchdoctor will come to the aid of the
families in area 3 should the alarm be raised. They will also
investigate any unusual noises from the area. Should their morale
fail, they will retreat to this room and make a stand.

The room is cluttered with pots, gourds, a rack of skulls, necklaces
of bones, and many skins and furs of animals. Hidden in one of the
skulls on the rack are 5 gems (1000 gp, 500 gp, 800 gp, 1200 gp, 50
gp). In a wax-sealed gourd is a potion of flying. Hanging on the
walls are 6 furs worth 100 gp each.

4. SECRET VIEWING CHAMBER. The secret door, unknown to
the natives, leads to a small chamber near the main entrance. The
hallway is extremely dusty and apparently unused. In the chamber,



moldering rags and unidentifiable lumps dot the floor, presenting a
variety of vivid colors to the eye. Along the south wall of the
chamber are several large stone levers and a corroded bronze tube.
Hanging from small holes in the ceiling are three rotted ends of
rope. These ropes and levers once operated mechanisms within the
now-ruined statue that stood over the temple's entrance. The metal
tube was used as a megaphone for the "god's" voice. The slanted
section of the wall has a small niche carved in the back of the statue
(B) in the northeast wall of area 1. A person can stand in this niche
and observe the landing (area 1) through two small spy holes.
However, the walls of the niche are lined with a brownish mold
(actually, yellow mold: AC special, HD 2, hp 8, MV 0', *AT
Special, D 1-6 plus spores, Save F1, ML Special, AL N). The mold
is filmed with clamp dust so its true color is not easily seen.

5. PRIEST'S QUARTERS. This secret chamber was where "the
gods" watched the services held in their honor. The chamber is bare
of furniture and has a heavy layer of dust and fine sand on the floor.
The dust covers a trap door in the northeast corner, so it is unlikely
to be noticed (a 1 in 6 chance). The trap door is weak and will break
when stepped on, dropping the character into room 3 on the second
level. The character will take 1-6 points of damage. In the northwest
corner are stairs up to a narrow platform (A) above the corridor
behind the eyes of the carved face looking into area 3 on the first
level. Two small holes allow a character standing on the platform to
view the main chamber. Between the two spy holes is a large
wooden piston and handle. If given a strong hard pull, this piston
will spray a 20' diameter cloud of inflammable dust through the nose
of the face into the main chamber. Any open flames in this area will
cause a fiery explosion for 4d6 of damage (a successful saving
throw vs. Dragon's Breath will reduce damage by half). There is a
50% chance that any explosion in the main hall will cause a similar
explosion on the platform where the piston is, resulting in 2d6 points
of damage to anyone there.

6. BLOCKED-UP PASSAGE. The hallway ends in a crude wall of
stones that completely closes the passage. This wall was built by the
renegades to prevent creatures from the lower levels from entering
their tribal home. So seldom has anything attempted to come
through this wall, the natives no longer bother to guard it. If they
have suitable tools, the characters can make an opening large
enough for one character to get through in one hour.

7. WEAKENED FLOOR. Unused for many years, this section of
the floor has been weakened from below. The stone and supporting
beams have been rotted by water and slimes. The section marked by
the T is sturdy enough to support one person crossing it at a time; 2
or more people will cause the section to break, dropping characters
to the water-filled room below (Level 2, room 1). No damage will
be taken by the characters.

8. PRIVATE ALTAR. This altar room contains several items once
used by the priests in the worship of their "gods". Across from the
door is a square stone pedestal. Next to it are several bone rhythym
sticks, 3 inlaid and bejeweled bowls (worth 500 gp each), a
crumbling bamboo flute, and the remains of a feather fan.

On the pedestal is a small, intricately carved stone box with two
hinged doors. Inside is an unusual statuette of gold and coral. It
looks like an amphibious humanoid with a smooth head, large eyes,
and a tentacled, sphinctered mouth. The torso is humanlike, with
two arms that end in webbed, clawed hands. From the waist down,
the body divides into three long tentacles ending in fluke-like fins,
each tipped with a single large claw. (This is a kopru; see the
description at the end of the module.) The statuette is worth 2000

gp.

All who look at this statue must make a saving throw vs. Spells.
Failure means the character becomes a secret servant of the Kopru
(see description) until the power of the statuette is destroyed. This
happens when the statuette is blessed by a Lawful cleric or
physically destroyed.

The corridor beyond this room is blocked by fallen rock and is
impassible (the DM can have this lead to additional areas of his or
her own design, if desired).

KEY TO THE SECOND LEVEL (Map E-10)

Special note: Part of this level is underwater to the depth of 5'. The
DM should keep track of which areas are flooded and how deep the
water is; periodically reminding the players (via description) of this
special condition. Careful attention should be paid to normal light
sources, as these can easily be extinguished or made useless if
gotten wet.

1. WATER-FILLED CHAMBER. Formerly a torture chamber,
this room has flooded with water to a depth of 5'. Characters less
than 4' tall and wearing metal armor must keep their heads above the
water in some manner, or they will quickly drown. The ceiling
above is reddish-black from an oxidizing rot, and the supporting
beams are almost entirely rotted away. (Characters who enter from
the hall may break and smash their way through the ceiling to room
5 on the first level.)

Several small, harmless cave fish live in this room and the flooded
corridors beyond. These will occasionally bump against the legs of
the characters, feeling cold and slimy. There are several sharp metal,
stone, and glass items hidden underwater. Unless the characters
probe ahead with sword, spear, staff, or pole, each character has a 1
in 6 chance of stumbling and stepping on a sharp item every 10
travelled. Stepping on an item will cause 1-2 points of damage.

The door leading out of this chamber is open, revealing a passage
that is also filled with water to a depth of 5'. Along the passage are
cells with iron bars. The bars are badly corroded and may be broken
by any character who rolls his or her Strength or less on 1d20. All
the cells are empty.

2. CHAMBER OF THE GREAT ONE. The doors to this chamber
are 15" above the level of the chamber floor. The chamber is filled
with water to the level of the surrounding flooded passages. If the
characters are not probing ahead, they will stumble on the stairs (or
dais steps) and fall into the room, taking no damage. Three albino
Mako sharks (AC 4, HD 4, hp 26, 29, 19, #AT 1, D 2-12, MV 180'
(60, Save F2, ML 7, AL N) live in this chamber. They are
extremely hungry and will attack any character or creature who tries
to swim across the chamber.

2A. At this point on the dais, 5' below the water's surface, rests a
giant oyster (AC 5 open, -2 closed, HD 10, hp 55, #AT 1, D 4-24,
MV 0, Save F5, ML none, AL N). The DM must decide when the
party can see it. Between its open valves is a large black pearl (3000

gp).

If the oyster is attacked from a distance, it will close its shelf and not
open for at least a turn. The pearl may be "picked" from the open
oyster (non-thieves can be given a 5% worse chance than a 1st level
thief, at the DM's option). Failure means the oyster closes, possibly
trapping the unsuccessful character (roll a normal melee attack). The
oyster will not open by itself while under attack. It can be pried open
by several characters with a combined Strength of 50+ (a knock spell
will also work).



3. LAIR OF GUARDIANS. The floor of this room is covered with
small puddles and the walls of this room are lined with statuary,
some of graceful creatures, others of women with children and
others of fierce monsters. All the statues are well fashioned, but
have deteriorated due to age and moisture. The stone glistens a
green-streaked red when struck by light, giving even the simplest
and most innocent pieces an unwholesome look. At the point where
the secret door is located is a larger puddle of water. In the center of
the room's ceiling is an obvious trap door to an upper floor (Level 1,
room 5). This trap door is wooden and appears to be severely rotted.

Coiled around several of the statues are a total of 4 spitting cobras
(AC7,HD 1, hp 6, 4, 2, 2, *AT 1, D 1-3 plus special, MV (30",
Save F1, ML 7, AL N). They are cold blooded and cannot be
distinguished from the statue by infravision. Though they can be
seen in normal light, the snakes will not attack unless they are
approached. At the base of a statue in the northeast corner is a 50 gp
gem.

There are 2 exits from this room: the passageway north to 8 and the
secret door in the south wall. At the point on the map marked "A" is
a hidden trigger that will drop the portcullis across the north
entrance to this room when the first character steps on it. Raising the
portcullis will require the efforts of several characters (with a
combined Strength of 50+, for example). On the other side of the
secret door, the hallway is flooded. The doors open inward and any
characters near this door when it is opened will be swept off their
feet, and 20-120" (2d6x10") down the hall towards the shaft in area 8.
They will be knocked around considerably, taking 2-8 points of
damage. Characters not standing near the secret door will be able to
brace themselves and remain on their feet. Should the secret door be
opened from the other (hall) side, all characters in the water will be
swept through the door as above.

4. PIRANHA POOL. Just in front of this section of hallway is a
short staircase that leads up to a platform just above the level of
water. The floor of the platform is damp and covered with pale
fungus, cold and slimy to the touch. If the fungus is cleared away
and the floor examined by a dwarf, the dwarf will notice that the
rock below must have been too hard to carve through, thus making
this change in passage depth necessary.

Beyond the platform, the steps lead back down into the flooded hall.
This section contains 3 giant piranhas (AC 6, HD 3 +3, hp 14,18,20,
#AT 1, D1-8 bite, MV (50'), Save F2, ML 8, AL N) who have only
fed on small lizards, rats, and snakes. They will attack anything that
enters the water.

5. PRIESTS CHAMBER. The door to this room is closed and, if
examined, will look tightly sealed. It has kept the water out of the
chamber. Should the door be opened without precautions, anyone in
the water will be swept into the room for 1-6 points of damage. In
the chamber are several stone benches and a small altar stone.
Hanging from a stone hook on the wall is a bone-handle mace +2,
while hidden in a secret compartment on the right side of the altar
are 500 gp and 2 coral statuettes worth 1000 gp each. This
compartment will be hidden underwater if the room is flooded.
There is nothing else in the chamber,

6. RAT LAIR. As characters move down this hallway, they will see
several large, rough holes in the walls just above water level. These
holes are the tunnels of giant rats, who will swim out and attack the
characters from both sides as they pass by. There are a total of 10
giant rats (AC 7, HD 1/2, hp 2, #AT 1, D1-3 bite plus disease, MV
(40", swimming (20", Save NM, ML 8, AL N). They are attracted
by light and scent. Should the morale of the rats fail, they will retreat
into the tunnels and hide. The tunnels are dug out of dirt and are
wide enough for a halfling to crawl through. The large chamber at

the end of several of the tunnels is the main lair of the giant rats. The
rats will attempt to flee if invaded, but if cornered they will fight
ferociously to the death. In the lair are rags, some bones, a gnawed
scroll (with a levitation spell on it), and three metal potion bottles (2
potions of healing and a contaminated potion, now a deadly
poison).

7. FIRE TRAP. This room had originally been trapped to fire a
burst of flame from a hole near the north wall. Now the room is
flooded with 5' of water, but the trap still operates - in a different
manner. Across the center of the room is a wire set about ankle
height (therefore hidden underwater). If it is broken or pulled, it will
release a spray of fine oil into a 10" wide, 10' long area in front of
the north door. This is special oil that will ignite on contact with
water. As the oil bursts into flame, a mist of water will cover any
character in the area, igniting any remaining oil. The oil will burn
for 6 rounds and will do 3 points of damage per round to characters
in the fire. The oil may be wiped off.

The burning oil will make the air in the chamber smoky and, hard to
breathe, requiring characters to leave this room as quickly as
possible. (The DM should try and cause the party to move quickly
here, by any means preferred: a description of the rapidly dwindling
air supply, a few points damage, saving throws vs. Death Ray for
unconsciousness, etc.) The door screened by the flame may be
opened by characters moving underwater on a roll of 1 on a
six-sided die. When the door is opened, the water will rush out of
the room, sweeping unprepared characters into the lowered
portcullis beyond, This will cause 1-4 points of damage to the first
character to strike. If the door to the flooded hall is opened, water
will rush through the portcullis (and down the stairs) for 2 minutes
(12 rounds). The characters will be thrown against the portcullis and
underwater, taking 1-2 points of damage each round until the
characters take some action to keep their heads above the level of
the water. On the east wall between the door and the portcullis is a
lever which will raise the portcullis if pulled down. If characters
raise the portcullis while the water is still flowing, they will be
swept down the stairs to level three. This will cause 2-12 points of
damage to all characters involved.

8. BOILING WELL. In the center of the hallway is a circular shaft
of carved stone that descends out of sight. Sixty-five feet below the
level of the floor, the shaft is filled with boiling water. The shaft
forms a "U", trapping water at the bottom. The other end of the "U"
opens into a ledge overlooking the great cavern on level three
(location C). This water is heated by volcanic action. Characters
may swim the distance, but unless they have some method to protect
themselves from the boiling water, they will suffer 2-20 points of
damage. The water in the well cannot be bailed out, as hot water
constantly seeps in.



KEY TO THE THIRD LEVEL (Map E-11)

This is a single natural cavern of great size. The air is hot, steamy,
and foul with volcanic gases. The floor of the cavern is a field of
bubbling mud pots, small geysers, hot springs, and mineral crusts.
The colors are rich reds, browns, and yellows, combined with blacks
and greys. Terraces crusted with deposits from mineral springs
extend from the sides of the cavern at several points. Stalactites
hang from the ceiling, and merge with stalagmites in several places
to form pillars from the roof to the floor. The heat of the chamber
will prevent the use of infravision. Occasional flares of ruddy light,
combined with great bursts of steam from the depths of some of the
hot springs, will briefly illuminate small points in the room.

When the characters are moving about the floor of this cavern, there
isalin 6 chance per turn that one of the following events will
happen (roll 1d6):

1. mudpot bursts, spraying random party member with hot mud
(1-3 points of damage)

2. geyser sprays random party member with hot steam (1-4 points
of damage)

3. cloud of steam from hot springs covers 10' diameter area,
blinding all within it for 1-4 rounds (randomly determine which
member it centers upon)

4. boiling water splashes random party member (1-3 points of
damage)

5. gas bubble bursts near random party member; save vs. Poison or
be nauseated for 1 round (no action may be taken)

6. small tremor shakes the cavern

A. THE MINERAL TERRACE. This terrace leads to the stairs to
level 2. If characters have been washed down these stairs, they will
be able to stop themselves here. The terrace is white with calcium
deposits and hot enough to be painful, but not damaging. All
terraces are somewhat slippery and there is a 1 in 10 chance of
slipping if care is not taken. The characters will attack at -3 to hit
and defend at -3 (3 AC worse) due to the wet, unsure footing and
have a 10% chance per round of slipping. Characters who slip will
lose at least one melee round while they stand, and may even slip off
the terrace (at the DM's option).

B. THE KOPRU. In the bubbling mud at each location is a
concealed kopru (two total: AC 3, HD 8 + 4, hp 44, 49, #AT 2, D
1-4/3-18 or charm, MV 150' (50", Save F9, ML 9, AL Q. They are
amphibious humanoids who dwell in the hot geyser pools.

The kopru will use their special charm ability to capture members
of the party, or perhaps lure them off the paths and into the geyser
basins. Characters who fall into a geyser basin will take 1-8 points
of damage each round from the boiling water. If the charm attempts
fail, the kopru will either physically attack characters on the paths or
hide in the hot mud, awaiting a chance to strike again. If the party is
obviously stronger or is trapped on a terrace, the kopru will not
pursue, but will wait in the bubbling mud. If the party is badly hurt
or obviously weak, the kopru will attack both mentally and
physically.

The kopru will never surrender and will attempt to enslave as many
characters as possible. Should the entire party be enslaved, the kopru
will attempt to use them to restore the kopru's ancient kingdom. (If
this happens, the DM can either start thinking up ways the
characters can serve the kopru, or retire the captured characters from
the campaign, perhaps to be re-introduced later as NPCs. The DM
and players should talk it over and come up with their own solution.)

C. BOILING WELL. This is the topmost terrace of the level. Here
is the hot spring that is connected to the U-shaped shaft to area #8 of
level 2. Characters may swim to the other side of the shaft and climb
out, taking 2-20 points of damage unless protected from the heat. On
the terrace beside the spring is a bag, almost unnoticeable under a
crust of minerals, containing 5 emeralds worth 1000 gp each. The
party will only find it if they search the terrace.

D. CAVERNS. This set of terraces leads to a series of natural
caverns. These caverns are left unmapped so the DM can create his
or her own special encounter areas. Many cavedwelling creatures
might live here, and there may be exits up to the plateau.

E. WEAK CRUST. This section of trail is actually nothing but a
weak crust over a hot spring. Unless the path is probed first, the lead
character will break the surface. The character will drop into the hot
water, suffering 1-10 points of damage the first round and 1-8 points
each round until rescued. The crust will be crumbling and dangerous
around the edges and characters will not be able to come closer than
5' to the edge without also falling in. Ropes, poles, and rescue
techniques like those used on thin ice may be used to save the
character.

F. THE HIDDEN THRONE. Set on the topmost terrace, directly
under a dripping stalactite, is a throne. On the throne sits a grinning
skeleton. Mineral-rich waters, falling from the ceiling over many
years, has encrusted the skeleton and throne, hiding all but the most
general features. In front of the throne (and hard to see under the
mineral crust) is a sword. On the skeleton's finger is a ring, similarly
concealed. They are entirely ordinary in appearance. The ring is a
ring of telekinesis and the sword is a sword + 2, charm person
ability (non-intelligent).

Further Adventures On The Isle of Dread

Since this module gives a great deal of detail on the Isle of Dread,
the DM may desire to use the locations and descriptions found
herein after the main adventure has been played. To aid the DM in
this, some suggestions for further adventures on the Isle of Dread
are listed below. Each is accompanied by a short description of how
the adventure might be handled.

1. Destroy the Zombie Master. This is a short adventure suitable
for use before the characters venture inland for the first time. The
village of Tanaroa has been plagued recently by the attacks of
undead creatures. The villagers are frightened and the tribal leader
seems to be losing the authority necessary to maintain order. If
questioned, the people will only speak in frightened terms of the
Zombie-Master. At night zombies and ghouls will prowl the paths,
killing lone travelers.

As seen on the map, each section of the village surrounds a
graveyard. These graveyards are infested with tunnels and
unwholesome creatures, at the center of which is the Zombie
Master. The DM would have to prepare for this adventure by
drawing and populating the tunnels under the graveyard.

2. Map the Island. Information is always valuable. After having
opened up new territory, a merchant prince or curious map maker
might wish for more information about the island. The party could
be hired to make a careful survey of the island, mapping the terrain
and noting important features. This would be a dangerous and time
consuming task.

3. The Dinosaur Hunt. A powerful and well-equipped party might
find it quite worthwhile to try to kill several dinosaurs and carry all
or part of their bodies back to the mainland. It is likely that the rare



essences and parts of these beasts would bring a good price from
wizards or collectors of the unusual.

4. Exterminate the Pirates. To provide secure trade with the
mainland, it is first necessary to destroy the pirates. The adventurers
could be given the use of a ship by mainland merchants for the
adventure. The pirates described in the module would be used. If the
DM feels the pirates are not strong enough to challenge the party,
the pirates may be increased in level or number, or given stronger
defenses.

5. Bring "Em Back Alive. A tough challenge for strong characters
would be to capture some creature alive and take it back to the
mainland. At the request of some wizard or king the party could
attempt to capture one of the giant monsters, uncharmed or charmed,
and bring it back. If this deed were done voluntarily, the reward
could be sizable - enough to make the effort worthwhile. Monsters
suitable or challenging for this adventure would include a
pterodactyl, tyrannosaurus rex, stegosaurus, or perhaps even a giant
ape. Such an expedition would require careful planning: how to
catch the monster, how to keep it quiet, how to move it overland,
and how to get it across the ocean. It would not be unusual for the
princes or princesses of Glantri to want a live monster from the Isle
of Dread.

6. Sunken Treasure. The characters could find a treasure map
which gives a description of a shipwreck near the Isle of Dread. The
information in the description should be enough for the characters to
recognize the island (the wall, the dinosaurs and the unusual races),
the general location where the ship might be found (for example, on
the southwestern side, between the smoking mountains and the reef),
and a description of the ship's cargo. The sunken ship should, of
course, be inhabited by a sea monster.

Creating Human Encounters

Human encounters can either be natives or other adventurers with
native guides and bearers. When these are encountered, the group
can be set up by the DM, or created randomly on the following
tables. The number appearing is 2-12.

Class Level Alignment Sex
(1d10) (1d12) (d8) (1d6)
1-6 Normal Human 1-5 1% 1-3 Lawful 1-3 Male
7 Cleric 6-82"  4-5Neutral  4-6 Female
8 Fighter 9-103“  6-8 Chaotic
9 Magic-User 11 4"
10 Thief 125"

Generally, the natives on the Isle of Dread are peaceful and fight
only if attacked. Most will have Armor Class 9, though some may
have the equivalent of leather armor (AC 7) or special armor made
out of hardened fish or animal bones (AC 5). Warriors will usually
be armed with spears and short bows. Spells can be assigned or
rolled randomly by the DM. Magic items can be assigned or rolled
for as in the D&D Expert rules. Since setting up a human party can
be time-consuming, three typical parties are given below:

Wandering Human Party #1

Magic Items
Class & Level Sex Hp AC AL And Spells
Fighter: 4 Male 20 2 L None
Magic-User: 1 Male 4 9 L Charm
Thief: 1 Female 2 7 C Pot. Of Dim.
Nrm. Human 0 Male 1 9 N None
Nrm. Human 0 Female 3 9 C None
Nrm. Human 0 Female 3 9 L None

Wandering Human Party #2

Magic Items
Class & Level Sex Hp AC AL And Spells

Fighter: 2 Female 13 1 N  Plate mail +1,
War hammer +1

Magic-User: 3 Female 8 9 N  Detect magic,
Protection from

evil,
phantasmal
forces

Nrm. Human 0 Male 4 9 N None

Nrm. Human 0 Male 1 9 L None

Nrm. Human 0 Male 2 9 C None

Wandering Human Party #3

Magic Items
Class & Level Sex Hp AC AL And Spells
Fighter: 3 Male 14 2 C Axe+1
Cleric: 2 Female 10 2 L  Purify food &
water
Magic-user: 1 Female 1 9 C  Sleep
Thief: 2 Male 7 7 N Sword +1, +3
versus dragons
Nrm. Human 0 Male 4 9 L None
Nrm. Human 0 Male 1 9 N None
Nrm. Human 0 Male 2 9 C  None
Nrm. Human 0 Male 2 9 C  None
Nrm. Human 0 Female 4 9 L None

The DM should create NPC personalities as needed to populate the
Isle of Dread. The main purpose of such NPCs is to help set up the
background. They are not meant to adventure with the party or
openly attack it. The following native leaders can be placed in any
of the seven villages or used to inspire other NPCs created by the
DM. Note that the figures for number of attacks and damage, Armor
Class, and hit points have already been adjusted for Strength,
Dexterity, and Constitution. The war leaders are assumed to have
shields and spears (armor will improve their AC). Three matriarchs
and three war leaders are provided. Details for the leaders of the
other villages and for the Zombie Masters are left to the DM.

Matriarchs

J'kal (AC 9, NM, hp 5, #AT 0, MV 120' (40"), ML 10, AL L; S8,
114, W14, D11, C8, Ch12). This aged and respected woman is a
shrewd leader and a brilliant strategist. She has a medallion of ESP,
30°. Through her experience and clever use of this item, she usually
takes the best course of action.

Sanar (AC 9, T3, hp 8, #AT 1, D 1-4 or by weapon, Move 120' (401
ML 10, AL C; S9, 114, W9, D12, C10, Ch17). This schemer has one
goal - to become leader of all the villages! She sees trade with the
mainland as a tool to this end. Sanar will use any person any way
she can as long as they can serve her ends. She is ruthless and
treacherous, but practical, and she respects those who bargain from
strength.

Kuna (AC 9, NM, hp 3, #AT 0, MV 120" (40"), ML 6, AL N; S 12,
16, W7, D12, C12, Ch15). This matriarch is neither very bright nor
very brave. She will often act on a whim, but is never intentionally
cruel. Although Kuna is content to let her advisors make the
decisions while she remains the figurehead, she will occasionally
use her Charisma to sway them. She is much loved.



Tribal War Leaders

Bakora (AC 6, F5, hp 36, #AT 1 at +2, D1-6 +2, MV 120" (40"), ML
10, AL N; S16, 18, W10, D16, C17, Ch1l). Because of his skill with
weapons, this warrior is highly respected by his village. Though he
is not extremely intelligent, he does have good advisors. Bakora is
strong-willed and somewhat superstitious.

Kuro (AC 7, F4, hp 24, #AT 1 at +3, D 1-6 +3, MV 120" (40"), ML
10, AL L; S17, 110, W9, D15, C16, Ch12). This mighty leader
carries a family heirloom, a spear +1. Though he is first a warrior,
Kuro is also a kind and honest man. His fair and just treatment of his
people and of captured enemies has earned him respect and fame
throughout the seven villages.

Masawa (AC 7, F4, hp 20, #AT | at +1, D 1-6 +1, MV 120' (40",
ML 10, AL C; S15, 110, W8, D14, C13, Ch7). This arrogant warrior
is feared by the people of his village, not only because of the great
war skills of which he boasts, but because of his cruelty to those
who cross him. Masawa does not like strangers. He does not want
trade with the mainland, but has been overruled by the village
matriarch.
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PART 5: NEW MONSTERS

The monsters in this section are special additions for the Isle of
Dread. Of course, the DM may use them elsewhere and may alter
their statistics if desired. Any of these monsters could have
giantsized variations with more hit dice, better Armor Class, and the
ability to cause more damage. Special monsters can also be designed
for a specific party by assigning hit points instead of rolling them.
Leaders of a group will usually have high or maximum hit points.
Additional prehistoric creatures may be found in the D&D Expert
rulebook.

Allosaurus

Armor Class: 5 No. Appearing: 0 (1-4)
Hit Dice: 13 Save As: Fighter: 7
Move: 150’ (50”) Morale: 9
Attacks: 1 bite Treasure Type: V

Damage: 4-24 Alignment: Neutral

An allosaurus is a huge carnivorous dinosaur which runs upright on
its large hind legs. It stands almost 15' tall, and weighs several tons.
The allosaur's attack is to bite with its large jaws, which are filled
with dagger-like teeth. Allosaurs hunt most often in lowland hills
and plains.

Ankylosaurus

Armor Class: 0 No. Appearing: 0 (1-8)

Hit Dice: 7 Save As: Fighter: 4
Move: 60’ (207) Morale: 6
Attacks: 1 tail Treasure Type:  Nil

Damage: 2-12 Alignment: Neutral

The body of an ankylosaurus is covered with thick bony armor and
ends in a massive club-like tail. This dinosaur walks on four legs

and eats plants. It is 15' long, 4' tall and weighs 4-5 tons. An
ankylosaurus is usually found in jungles and hills.

Aranea
Armor Class: 7 No. Appearing:  1-3 (1-6)
Hit Dice: 3** Save As: Magic-user 3
Move: 60’ (20%) Morale: 7
In Web: 120’ (40%)
Attacks: 1 Treasure Type: D
Damage: 1-6 + poison Alignment: Chaotic

Aranea are an intelligent giant spider race. They are as large as a
small pony, and are greenish-brown in color. An aranea can be
distinguished from other giant spiders by the massive odd-shaped
lump on its back that houses its large brain. Aranea are webspinners,
and their bite is poisonous.

The front limbs of an aranea are divided into flexible digits. The
aranea uses these to grasp prey and manipulate simple tools. In
addition, the aranea can cast spells as a 3rd level magic-user (two 1st
level and one 2nd level spell) and they spend much of their time in
magic research.

Aranea live in dense forests or jungles, spinning their web homes
high in the trees. Part of the web will be roofed with bark, leaves,
and vines held together with web. In the covered part of their lairs,
the aranea keep their crude tools, magic research, and crude
"furniture” of web, vines, bark, and wood. They are the traditional
enemies of the phanaton, and will attack them on sight. They are
friendly with bugbears and often hire them to guard the forest
beneath their lairs.

Brotosaurus

Armor Class: 5 No. Appearing: 0 (1-3)

Hit Dice: 26 Save As: Fighter: 13
Move: 60’ (207) Morale: 8

Attacks: 1 bite/1 tail Treasure Type:  Nil
Damage: 2-12/3-18 Alignment: Neutral

A brontosaurus is one of the largest of all dinosaurs. It has a massive
body with a small head, long neck, and a strong, tapering tail. The
creature is 65' to 75' long and weighs more than 30 tons.

A brontosaurus is so heavy that it needs to spend most of its time in
water, so that the water helps support its weight. If only its neck
shows above water, the brontosaurus may be mistaken for a
plesiosaur or sea serpent. This dinosaur eats plants, and can only be
found in deep marshes or on the edge of swamps.



Dimetrodon

Armor Class: 5 No. Appearing: 0 (1-6)
Hit Dice: 7 Save As: Fighter: 4
Move: 120’ (407) Morale: 8
Attacks: 1 bite Treasure Type: V

Damage: 2-16 Alignment: Neutral

A dimetrodon is a sail-backed, meat-eating dinosaur. The "sail" is a
comb of long bony spines connected with a skin webbing. The
dimetrodon is about 10' long and weighs nearly a ton. Dimetrodons
hunt most often in hills and in the drier areas of swamps.

Elk (Giant)

Armor Class: 6 No. Appearing: 0 (1-6)
Hit Dice: 8 Save As: Fighter: 4
Move: 120’ (407) Morale: 7
Attacks: 1 butt Treasure Type:  Nil

Damage: 1-12 Alignment: Neutral

Giant elk inhabit hills and plains. They are 10-12' long and weigh
nearly a ton. Their antlers often span 10' or more. Giant elk eat
shrubs and grasses. They are preyed upon by dire wolves and
sabre-tooth tigers.

Grangeri

Armor Class: 5 No. Appearing: 0 (1-6)

Hit Dice: 13 Save As: Fighter: 7

Move: 120’ (40%) Morale: 7

Attacks: 1 bite or Treasure Type:  Nil
trample

Damage: 2-12 or 3-18 Alignment: Neutral

Grangeri look like a cross between giant hornless rhinoceri and
giraffes. Their long necks let them reach and eat leaves from the
tops of trees. A grangeri is about 30' long and stands 20’ tall.

Kopru
Armor Class: 3 No. Appearing:  1-3 (1-3)
Hit Dice: 8+4 Save As: Fighter: 9
Move: 30’ (10%) Morale: 9

Swimming: 150’ (50°)
Attacks: 1 bite/1 tail Treasure Type: |+N

or charm

Damage: 1-4/3-18 Alignment: Chaotic

The kopru are a race of heat-loving amphibians of great intelligence
and power. Their heads are smooth with large eyes and a tentacled,
sphinctered mouths. They have human-like torsos and two arms
ending in webbed, clawed hands. From the waist down their bodies
consist of three fluke-like tails, each ending in a sharp ripping claw.
Kopru have a +2 bonus on their saving throws against magical
attacks.

While they do not truly hate all men, they view humans as nothing

but brutes to be used, played with, and controlled. Their expansion
has been severely limited by their need for very hot, wet
environments (hot springs, tropical swamps, and so forth) and their
civilization has been in decline for many years.

In combat, a kopru will bite while coiling all three of its tails around
a single victim in a powerful crushing attack. However, more deadly
than the normal attacks of the kopru is its special charming power.
Instead of attacking normally in a round, the kopru may use this
power on any one opponent within 30". If the victim fails to make a
saving throw vs. Death Ray, the character becomes totally obedient
to the mental commands of the kopru. If the saving throw is
successful, no similar attack from the same group of kopru will be
effective.

The special charm of the kopru is different from the charm person
spell, in that the person will act normally (including the use of spells
and magic items), but will be totally committed to the interests of
the kopru. The kopru will know the thoughts and memories of the
charmed character. A character may only be controlled by one kopru
at a time, but there is no limit to the distance at which a character
may be controlled. The charm can be broken by a dispel magic or
by the death of the controlling kopru. In addition, the controlled
character gets a new saving throw at the beginning of each game
month. If successful, the character breaks free of the charm.

Megatherium

Armor Class: 6 No. Appearing: 0 (1-6)

Hit Dice: 11 Save As: Fighter: 6
Move: 90’ (307) Morale: 7
Attacks: 2 claws Treasure Type:  Nil

Damage: 2-12/2-12 Alignment: Neutral

A megatherium is a giant ground sloth that eats leaves, roots, and
shrubs. It stands 24" tall and can walk erect on its hind legs, though it
usually walks on all fours. It is slow, stupid, and peaceful unless
provoked.

Native
Armor Class: 9 No. Appearing: 0 (3-30,

village 30-300)

Hit Dice: 1 Save As: Fighter: 1

Move: 120’ (40°) Morale: 7

Attacks: 1 Treasure Type: A

Damage: 1-6 or by Alignment: Any
weapon

Natives are primitive people who live in jungles, wilderness, or on
tropical islands. The warriors of the more warlike tribes (including
cannibals) will all be 1st level fighters but the natives of peaceful
tribes are mostly normal humans with fewer higher level leaders.
Most natives wear no armor (AC 9), but some will wear the
equivalent of leather armor (AC 7), and the tribal chiefs may wear
special armor of hardened bone or lacquered wood that is the
equivalent of AC 5 or 6. Natives may also carry shields.

For every 20 natives, there will be an additional 2nd level fighter
who acts as their leader. For every 40 natives, there will be an
additional 4th level fighter as war leader. For each village of at least
100, there will be a chieftain who is a 6th level fighter and a 50%
chance for a tribal shaman who will be a magic-user or cleric of at
least 5th level. If 300 are encountered, there will be a "great chief"
of at least 9th level with a bodyguard of 2-8 warriors of 4th level.



Phanaton
Armor Class: 7 No. Appearing: 0, 3-18

village 30-300)

Hit Dice: 1-1 Save As: Fighter: 1

Move: 150’ (50”) Morale: 7

Attacks: 1 Treasure Type:  Nil

Damage: 1-6 or by Alignment: Lawful
weapon

The Phanaton look like a cross between raccoons and monkeys.
They are roughly halfling-size and have 4' long tails that can grasp
objects, and even manipulate them clumsily. For example, when
fighting in the trees, a phanaton will often wrap its tail around a
branch for support. In addition, phanatons have membranes of skin
stretching from arm to leg, that they can spread and glide from
branch to branch. They have a +2 bonus on all saving throws due to
their small size and agility.

Phanaton prefer to eat fruits and vegetables, though they may eat
meat. They live in tree-top villages built on platforms of wood and
woven vines connected by rope bridges. Each village of 30-300 will
be a separate clan. They are the allies of treants and dryads, and are
friendly with elves. Phanaton are the traditional enemies of aranea,
the spider-folk, and will attack them on sight.

For every 30 phanaton, there will be a clan war chief who will have
3 hit dice and at least 15 hit points. He will also have a bodyguard of
2-12 phanaton warriors who fight as 2 hit dice monsters and have
7-10 (1d6 +4) hit points each. For every hundred phanaton, there
will be a tribal subchief with 6 hit dice, 30 hit points, and a +1 bonus
to all damage rolls. The subchief will have 2-8 (2d4) bodyguards
with 3 hit dice and 15 hit points. If 300 phanaton are encountered,
there will be a tribal king who has 8 hit dice, 50 hit points, and a +2
bonus to all damage rolls. His bodyguards will be 4 phanaton
warriors with 6 hit dice, 30 hit points, and a +1 bonus to all damage
rolls.

Phororhacos (*'Sword Beak'")

Armor Class: 6 No. Appearing: 0 (1-8)

Hit Dice: 3 Save As: Fighter: 2
Move: 150’ (507) Morale: 8
Attacks: 1 bite Treasure Type: U
Damage: 1-8 Alignment: Neutral

A phororhacos, or Sword Beak, is a 6" tall flightless bird with small,
useless wings and large hind legs. This bird eats meat and runs down
its prey, often reaching great speed across flat ground. A
phororhacos has a large curved beak that snaps at prey with the
force of a sword.

Plesiosaurus

Armor Class: 6 No. Appearing: 0 (1-3)

Hit Dice: 16 Save As: Fighter: 8

Move: Morale: 9
Swimming: 150’ (50°)

Attacks: 1 bite Treasure Type:  Nil

Damage: 4-24 Alignment: Neutral

A plesiosaurus is a fish-eating, lake-dwelling dinosaur, usually
about 30-50" long. It has an extremely long neck and a large
snake-like head filled with sharp teeth. This dinosaur has small
flippers in place of legs to aid in swimming. It is aggressive and can
overturn small boats and rafts.

Rakasta
Armor Class: 6 No. Appearing: 0 (3-30 + 1-8

sabre-tooths)

Hit Dice: 2+1 Save As: Fighter: 2
Move: 90" (30") Morale: 9

Attacks: 2 claws/1 bite Treasure Type: M (special)
Damage: 1-4/1-4/1-4 Alignment: Neutral

The rakasta are a race of nomadic, cat-like humanoids. They walk
erect, much like humans, but are covered with soft, tawny fur and
have feline heads and features. The rakasta fight with special metal
"war claws" fitted over their natural claws (without these special
"claws", the rakasta claw attacks do only 1-2 points each). The
rakasta can use normal weapons such as swords, but generally
disdain them, preferring to use their "natural” weapons (the war
claws).

The rakasta often tame sabre-tooth tigers that they then ride to the
hunt or into battle. The sabre-tooth tigers are controlled with knee
pressure and heavy riding crops and are fitted with special saddles
that do not hinder the fighting abilities of the sabre-tooth tigers.
These saddles also allow the rakasta to leap off their mounts (up to
20" and attack the same round. The "tame" sabre-tooths are too
ferocious to be ridden by any non-rakasta.

Rakasta settlements average 3-30 rakasta and 1-8 sabre-tooths, and
are made up of many colorful tents or pavilions. Although they have
type M treasure, the rakasta will have rugs and tapestries of fine
workmanship, crafted bowls and drinking cups, and other bulky
items of value instead of gems_and jewels.

Trachodon

Armor Class: 5 No. Appearing: 0 (1-6)
Hit Dice: 14 Save As: Fighter: 7
Move: 120" (20" Morale: 6
Attacks: 1 tail Treasure Type:  Nil
Damage: 2-12 Alignment: Neutral

A trachodon is a duck-billed dinosaur that stands 15-18' tall. This
beast runs erect on its hind legs. This dinosaur only eats plants, but
may be dangerous if enraged.
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TORRENTS OF DREAD

by Greg A. Vaughan

A supernaturally powerful storm, mudslides, and agitated the village matriarch lies dead, murdered by her own son.
dinosaurs are the least of the worries in the tropical village of =~ What dire menace awaits in the flooded catacombs below?
Mora. The village’s spiritual leader, the Zombie Master, has Find out in this adventure for 6th-level characters, set on the
gone missing, and now undead rise from sodden graves and infamous Isle of Dread.
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TIDES OF DREAD

by Stephen S. Greer and Gary Holian

The destruction of a pirate ship signals the
beginning of a Crimson Fleet invasion. The
PCs must race against time to prepare for the
onslaught before an old enemy can release
another savage tide. A Savage Tide Adventure
Path scenario for gth-level characters.

Ben Wootten
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BACKDROP: FARSHORE

by Stephen S. Greer and Gary Holian
The burgeoning colony of Farshore needs the PCs’ help if'it’s going
to survive the perils of the Isle of Dread.
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LOST TEMPLE OF DEMOGORGON

by Sean K Reynolds War Apes

His name has inspired
fear in legions of heroes,
and his savage, feral cult
has lurked in the dismal
reaches of the world for
countless ages. He is
Demogorgon, and his
temples are nightmare
realms haunted by pri-
meval menaces and hate-
ful legacies from a time
when the world was sav-
age. A D&D adventure
for 14th-level characters.

Chad Du Lac & UDON w. Jim Zubkavich
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THE LIGHTLESS
DEPTHS

by E. Wesley Schneider and James
Lafond Sutter

When the PCs journey deep under
the Isle of Dread to find the source
of the shadow pearls, they discover
horrors beyond imagining in a
haunted underground city perched
on sanity’s razored edge. A Savage
Tide Adventure Path scenario for
11th-level characters.
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Beneath the Isle of Dread
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CITY OF BROKEN IDOLS

by Tito Leati
The central mesa of the Isle of Dread is taboo to the locals, a place shrouded in mystery and cloaked in rumor. The time has come

to confront the evil that dwells atop the island’s savage crown. A Savage Tide Adventure Path scenario for 13th-level characters.

Ben Wootten
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My friend; I wnt@yowﬂwl@ttertowq‘orwvyowofaxmost
terrible discovery. Know first that the man who- cawries

this letter iy also- v friend, and that his skills and tech-

niques for standing against the demonic host may well

serve yow and the people of the Sevenw Villages well invthe
months to-come:. Learn fromhimy, for what he has to-teach
s of great value. .

But to-the news at hand. I had decided to-follow up ow
the Olmauwv tales of the village of Mantru, that isolated
tribe dwelling i Thanacloww's shadow atop the plateaw.
I had hoped to- contact thiy village, to- bring the Sun
Father’s hope to-them, for as yow wil recall, I believe I
cav wse their worship of violent Tonatiuh to- my fawor.

Pelor and this savage deity hawe more i conmumonwthaw |

my brethwen might admit. The Stone of the Sun and the
Moowall but proves it. By showing the villagers of Mantirw
Pelor’s wisdom,, I had hoped to-civilige them.

Yet fromv all appearances, Mantrw may be lost. Yow arve
well aware of the rumors that something dire has taken
up residence inv the City of Brokew Idols. The Seveww Vil-
lages call the central plateaw taboo-for strong and trues
reasons. Yet what dwells on high iy no- longer content
with the ruing of Thanaclaw. The mauwv who- brings yow
thi letter (s proof of this fear, for his tribe was slaugh-
tered by sowvage heathens from the central plateaw. Merv
who- weawr the sking of demons; and who- kept those they
capture alive for unknowable reasons before they return
to-their lair invthe City of Brokew Idols.

I hawve seen evidence of these heathens at wovk else-
where, and have everv encountered some of their dead/}

L

Yet I do-not them, for no-demor canv withstand the:

purity of my conwictions. I shall lead, my new followers -
atop the central plateaw. We shall deliver ﬂwduldrmof

Mantrw from their oppressovsy and defeat the fiends. Ye/t' P13
Wuldobudywtheﬁzlbofrugl«tke&p?ebovfrowvmym.. ;:

oand should I fall, know that the evil that broods in the
City of Brokew Idols does not rest. Ifyow;}wuld/seeloter
follow inmy footsteps; bring withv yowthe Stone of thes Z«;ﬂ
and the Moow. I have come to- believe that it may

the key to-what destroyed Thanaclaw low so-long ago-

I do-not fear for my owwlife: Pelov has set me uponwthis
cowrse for o reason. With Bulgan’s constant companion:
ship, I amv never alone onw my quest. But I do-fear what =
these flends might try if none beyond me take up arims
against them: If I do-notreturn; I askonly thatyowfight
as yow con, amd/ﬂlfztthwmmwab@ywtowtoL !Gg;/:,
alarofﬂwSanDawm}wwwa&myﬁvmlxtm .

Yowr Friend, u".k -
Noltus Innersol
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n the Savage Tide Adventure Path, your

characters are destined to face a wide range of

dangerous monsters, hostile terrain, murderous
organizations, and sinister magic. Yet before you
set off, you'll need to know where your character is
from. This campaign begins in the exotic port city of
Sasserine, and it is here that the foundations of your
character will be laid. The City of Sasserine is perched
on the edge of the known world, the last stop before
the endless expanse of the Amedio Jungle. It is a hub of
trade, and home to more than fifteen thousand souls,
a bastion of civilization in a realm haunted by piracy,
disease, violent weather, and monsters.

Further details on Sasserine are provided for the
DM in DUNGEON #139, which also kicks off the new
Savage Tide Adventure Path. This campaign assumes
your starting character is a Sasserine native, and as
such you can expect to know a fair amount in advance
about the city. This booklet presents everything you'll
need to know about your new home town, from an
exhaustive list of every major shop and tavern to the
names of famous locals and the rumors currently
circulating in the streets and taprooms.

Look through this booklet and pick your character’s
home district. Each district has an associated district
feat—district feats are slightly better than standard
feats. Think of them as a small bonus to your character
for picking a home that matches his temperament and
interests. If the DM agrees, your district feat can be a
bonus feat, although this option really only works if
everyone in your party qualifies for a district feat.

Sasserine itself is governed by a group of seven
noble families called the Dawn Council, each
representing one of the city’s seven districts. Likewise,
each district has a common church or faith shared by
many of its citizens. When you create your character,
you should bear the nature of your district’s nobility
and religion in mind, although you aren’t required to
pick the same deity or ally your interests with those
of your council representative.

Sasserine (Large City): Conventional; AL NG;
Population 15,650; 40,000 gp limit; Assets 31,300,000
gp; Mixed (77% human, 6% half-elf; 5% halfling, 4%
gnome, 4% dwarf, 2% elf, 1% half-orc, 1% other).
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zure District is Sasserine’s true waterfront.
A Consisting of two sections, Azure District also

houses the majority of the city’s slums and lower-
class citizens, although they aren’t quite as desperate a catch
as those forced to live in Shadowshore. The western section
of Azure District is primarily concerned with the city’s
internal waterways, while the eastern section is home to the
city’s booming whaling industry.

Azure District’s representative nobles are the Islarans. The
family has held the post of harbormaster for many generations,
although rumor holds that old Keltar Islaran’s getting on in
years and none of his children particularly want the job when
he passes on. Rumors also hold that the Kellani family has
designs on this post, but with relations between these two
families being as choppy as they are these days, it’s unlikely
that such a transfer will occur while old Keltar still lives.

Pets and Guardians

Whereas the majority of Sasserine’s trade occurs in the Merchant
District, Azure District remains a close second. In particular,
the trade of exotic animals is a lucrative (and often dangerous)
facet of this district’s East Market. Most of these creatures are
destined for lives in the north as pets, but a few of them are
more dangerous. This trade is one of the few the Azure Watch
monitors (after a particularly tragic incident involving an escaped
wyvern)—as a result, the black market and smuggling trade for
dangerous animals does a booming business.

Listed below are prices for purchasing exotic and dangerous
creatures from the Azure Markets. Other creatures may be
available as your DM determines.

Availability: This lists the percentage chance on any given
day that the creature in question is avialable. If a creature isn't
available, you can make a DC 20 Diplomacy check to place
an order—each following day, the chance that the creature
becomes available increases by 5%.

Restriction: Certain creatures are dangerous to transport or
keep in civilized areas—these creatures are restricted by the
city watch. Before you can purchase a restricted creature, you
must undergo a 3-hour interview (and pay a 50 gp application
fee) with the watch at Azure Garrison to obtain a dangerous pet
license. In order to convince the watch you mean no harm, you
must make either a Bluff or Diplomacy check of the indicated
DC (you can't take 20 on either of these checks). Success nets
you a license; failure gets your name on the watch list. You can
apply for a license again in one month’s time. Some desperate
souls seek out the black market for forged licences—see page

Water Rat [General]

Most of Azure District’s citizens learn to swim at a very early
age, and take to the water as easily as land.

District: Azure.

Benefit: You gain a +2 bonus on Swim checks. When wear-
ing light or no armor and not encumbered, fatigued, or
exhausted, you can swim at one-half your speed as a move
action or your full speed as a full-round action. While swim-
ming, you gain a +2 bonus on Initiative checks.

Normal: Without the benefits of this feat, a character swims
at one-quarter his speed as a move action or at one-half speed
as a full-round action.

that they're at sea most of the time anyway. An arrested whaler

is almost always returned to his captain’s ship for punish-
ment or confinement there rather than taken to the district’s
undersized jail. Members of the Azure Watch tend to be a bit
more strict with other criminals, but transfer them to Sunrise
Garrison (see page 14) if they require long-term punishment.

Citizens

If you're from Azure District, you probably spent a fair por-
tion of your youth at sea. You have friends or family that work
in the whaling industry, and may have spent some time on a
whaling ship yourself. You likely worship at the Azure Cathe-
dral, a temple dedicated to Osprem (the goddess of ships and
sailors), Procan (the god of the sea), and Xerbo (the god of sea
trade). Further details on these three minor deities, of spcial
interest to clerics, can be found in Complete Divine. Alternately,
you could worship all three, in which case you have access to
the domains of Luck, Strength, Travel, and Water. Clerics who
worship all three of these deities may be of any alignment.

Notable NPCs
Belrain Daskeral (male human): The high-priest of the Azure

12 for details on Sasserine’s black markets. Cathedral, Belrain is a soft-spoken man who tends the district
Cost: Two numbers are listed here; an initial cost (the price  church along with his twelve acolytes. Belrain is known to have
you pay when you purchase your new pet) and the training cost ~ a powerful temper.
(the price you pay to have your pet trained not to attack you). Captain Shadwik (male human): Master of the Whaler’s Guild,
Captain Shadwik is a gruff, grizzled man who made his fortune
City Watch as a whaler. Now too old to captain his own ship, he represents
The Azure Watch is concerned primarily with keeping Sasser-  the whalers and fisherfolk of the city.
ine’s whaling operations running smoothly. Whalers are gener- Heldrath Kellani (female human): Matroness of the Kellani
ally allowed to get away with more as a result; the watch figures ~ family, Heldrath was once an adventurer (some say a pirate) who
—”-—__f-~""~
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is thought to have not quite abandoned ~ Azure District Locations 13: East Market (general goods,
the questionable pastimes of her youth. 1: Islaran Manor (district representative) seafood, animals)
She is rumored to be quite ill. 2:  Best Bait and Deserts (bait 14: The Mermaid’s Secret (brothel)

Keltar Islaran (male human): Lord and bakery) 15: Whaleworks (fine scrimshaw art)
of Islaran Manor and representative of  3: Dredger’s Guildhall 16: Azure Cathedral (district church)
Azure District on the Dawn Council, 4: Nate’s Nets (nets, fine fishing 17: The Sasserine Sleigh Ride
Keltar is an aging noble whose children equipment) (tavern/brothel)
have either gone missing or havenoreal 5: The Empty Grave (tavern) 18: Finback Whaling
interest in continuing the family’s tradi-  6: The Bloodthirsty Pelican (tavern/inn) 19: Inker’s Guildhall (tattoo artists)
tional post as harbormaster. 7:  Kellani Manor (minor noble) 20: Sasserine Whaling

Maklash Gristwhistle (male dwarf): 8: Bizwor’s Balms (medicine and 21: The Drunken Dolphin (whaler tavern)
This obese and almost maniacally seasickness cures) 22: Whaler’s Guildhall
cheerful dwarf runs the Dredger’s 9: Pearldiver’s Guildhall 23: Red Sea Whaling
Guild, the organization charged with  10: The Gull's Nest (brothel) 24: Fishmonger’s Guildhall
keeping Sasserine’s waterways and 11: Ropemaker’s Guildhall 25: Azure Lighthouse

canals clear of obstructions and filth.  12: Azure Garrison
Rowyn Kellani (female human):

Eldest daughter of the Kellani family,

and the most likely to take over control

of'the estate when her mother Heldrath

passes on.
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CHAMPION’S DISTRICT
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hampion’s District towers over Sasserine’s western skyline,
C adistrict of soldiers, gladiators, mercenaries, and warriors

who follow in the footsteps of the city’s first lord-mayor, a
priest of Kord named Teraknian. Champion’s District has a not-
so-friendly relationship with the Noble District, and citizens see
themselves as the true and rightful leaders of the city.

Champion’s District’s representative nobles are the Lorches-
ters, old blood who have been established in Sasserine nearly
from the city’s foundation. The family’s patriarch, Neldrak
Lorchester, is generally thought to be a bit too scheming for his
own good. The Lorchesters have recently clashed with Cudgel
District’s Taskerhill family over ownership of Thunder River
Lumber. Closer to home, they've been at odds with another
Champion’s District noble family, the Toregsons. Rumor holds
that the source of the conflict between the Lorchesters and the
Toregsons has something to do with the Smith’s Guild.

Also of note in Champion’s District is the Scarlet Embassy.
This relatively new structure is the home of one Anteki
Alresian, an ambassador to the sinister and (some would say)
untrustworthy Scarlet Brotherhood. Anteki’s presence in the city,
and in Champion’s District, has been nothing but positive on
the surface—he’s donated a fair amount of resources to public
works, and the Embassy has an open door policy for visitors.
Still, rumors abound that the Embassy is nothing more than a
front used by the Scarlet Brotherhood to lull Sasserine into a
false sense of security for a Brotherhood assault from the sea.

Gladitorial Challenges

The Sasserine Arena is one of the more popular entertainment ven-
ues in Sasserine. Fights are scheduled at minimum once per week
byan organization of mercenaries, hunters, and explorers known as
Zelkarune’s Horns. Fights in the Sasserine Arena are generally not
to the death, but are often used to settle debts or conflicts between
people or orginizations. At other times, Zelkarune’s Horns spon-
sor what are known as “Dragon Challenges,” in which local heroes
and mercenaries fight against dangerous creatures. The Horns
are said to be preparing a yearly event that pits numerous teams
of gladiators against each other, modeled after the world-famous
“Champion’s Games” held yearly in the Free City of Greyhawk
far to the north, although they have yet to anounce a date for the
first competition.

City Watch

The Champion’s Watch are the most militant of the seven
watches. Their members patrol the streets of Champion’s
District in full uniform on regular schedules; their presence
in the district is as much for show as for law enforcement.
Members of the Watch are expected to take part in Arena
events monthly, with any winnings being split with the church
of Kord. The Champion’s Watch looks down (literally and
figuratively) on the Shadowshore Watch, regarding them as
little better than the criminals they know populate that district.
Of the seven watches, the Champion’s Watch comprises the
most loyal and incorruptible members; their high pay and
morale render internal corruption all but unknown.
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Arena Blood [General]
The blood of an arena champion flows in your veins, giving
you a thirst for glory and a drive to succeed.

District: Champion’s.

Benefit: You get a +2 bonus on Intimidate skill checks. In
addition, whenever you successfuly demoralize an opponent
using the Intimidate skill during combat you are immedi-
ately healed of 1d4 points of nonlethal damage.

You also gain a +2 morale bonus on grapple checks, sun-
der attempts, trip attempts, bull rush attempts, and disarm
attempts if you are aware of any noncombatants observing
a fight you are participating in.

Steadfast Loyalty [General]

Self control and discipline are the birthright of many who
grow up in Champion’s District, and you strive to uphold
these ideals.

District: Champion’s.

Benefit: You get a +2 bonus on Will saving throws against
charm, compulsion, and fear effects. In addition, if you have
the Leadership feat, your leadership score increases by +1.

Citizens

If you're from Champion’s District, you may belong to a minor
noble family, and have probably been to the Sasserine Arena
several times. You might know someone who has fought in the
arena, and may have desires to test your mettle there yourself
someday. Alternately, you may be interested in exploring the
Amedio Jungle to try to gather trophies (living or dead) for
Zelkarune’s Horns. If you're of a less martial bent but still hail
from this district, perhaps you have some ties to the Scarlet
Embassy. Although it’s unlikely you're fully a member of the
Scarlet Brotherhood, the Embassy has been known to accept
locals as agents or apprentices from time to time. You likely
worship Kord, or possibly St. Cuthbert. If you worship Wee Jas,
you keep your faith personal and close to your chest.

Notable NPCs

Anteki Alresian (human male): Anteki is an ambassador from
the sinister Scarlet Brotherhood. He maintains a civil and
even respectable veneer, but many suspect him of having
ulterior motives in Sasserine.

Neldrak Lorchester (human male): Lord of Lorchester
Manor and representative of Champion’s District on the
Dawn Council. Neldrak has a reputation of being canny and
scheming.

Tormagal Gred (human male): Tormagal, a no-nonsense
and humorless man, is the high priest of the church
of Kord.

Urik Toregson (human male): Master of Toregson Manor and
owner of the Smith’s Guildhall in Merchant District, Urik is a
popular figure who's made aname for himselfin staged fights at
the Arena.

Zasker Grankus (human male): A likable (if intimidating)
one-time barbarian, Zasker runs the group of hunters and
mercenaries known as Zelkarune’s Horns.
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Champion’s District Locations

1: Six Swords Tavern (tavern)

2: Rumblegut’s (tavern/inn)

3: Sasserine Sendings
(messenger service)

4: Lorchester Manor (district
representative)

5: Zelkarune’s Hall (museum and

adjunct to Arena)

Redwall Stable

Sasserine Arena

The Trophy Hunter (curio shop)

: Moneylender’s Guildhall

10: Gladiator’s Best (fine weapons)

11: Toregson Manor (minor noble)

12: The Tipsy Troglodyte (tavern)

13: Three Dwarves Digging
(tavern/gaming hall)
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14: Champion’s Corner Stable

15: Aunt Kylie’s (brothel)

16: Lanternlighter’s Guildhall

17: Champion’s Garrison

18: Museum of Mayhem
(museum of Arena battles)

19: Shrine of Norebo (god of gambling)

20: House of Kord (district church)

21: Shrine of Llerg (god of beasts
and strength)

22: Fendal’s Pets (exotic pets and
guard beasts)

23: Liomar’s Links (fine
chainmail products)

24: Vildivar’s (bows, arrows,
ranged weapons)

25: Bee in the Bottle (potions)

26: Kord’s Quencher (tavern)

27: The Catapulter (tavern/gaming hall)

28: Champion’s Lighthouse

29: The Hidden Vortex (fortune teller)

30: Snaver’s Kennel (animal trainer)

31: Spells for Swords (magic shop)

32: Kord’s Market (general goods,
weapons, armor, metalwork)

33: Scarlet Embassy

34: Shrine of Kelanen (god of swords)
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the vigilance of the local watch and the church of St.

Cuthbert, it’s also the safest district in Sasserine. The
citizens of Cudgel District know this, yet they are not a soft
people; they remain ever vigilant to the threat of attack from
without in the form of bullywugs or pirates, or from within
in the form of thieves and traitors.

Cudgel District’s representative nobles are the Taskerhills.
Although they’re hardly the oldest noble family in Sasserine,
the Taskerhills are easily the richest. Their ownership of
Thunder River Lumber has ensured a constant inflow of
profit for hundreds of years. The current patriarch of this
noble family is a man named Kalmadar Taskerhill. A recent
scandal involving his older brother, a noble of the nearby city
of Cauldron, has done some unfortunate damage to the family
name, and Kalmadar’s primary concern today is to repair this
damage in any way he can. As a result, he’s been spending a lot
of time away from home visiting his brother’s family.

Although St. Cuthbert’s the official religion of Cudgel
District, a smaller shrine has been attracting a fair amount
of attention lately. This is the mysterious Church of the
Whirling Fury, located in northern Cudgel District on the
aptly named Fury Street. The front doors of this church bear
a set of chains fixed with a padlock, and there are no windows
in the church’s stone walls. Locals say they've seen people
entering and exiting the church using silver keys to unlock
the chains, but no one’s been brave enough to investigate
further. Rumors of demon worship, live sacrifices, and worse
circulate about the church, yet the priests of St. Cuthbert
remain curiously close-lipped about the matter. Father
Ruphus Laro of St. Cuthbert says only that he’s keeping his
eye on the Church of Whirling Fury, but that it does not pose
a threat to the city.

The people of Cudgel District are a watchful, laconic lot.
They have little patience or tolerance for the rough and coarse
lifestyle led by most adventurers. Merchants, innkeepers,
and bartenders in Cudgel District often charge up to 200%
over normal prices for customers dressed like adventurers
(typified by openly wearing weapons or armor).

C udgel District is primarily a residential district. Due to

City Watch

In some ways, the Cudgel Watch are similar to the Cham-
pion’s Watch. Both are closely tied to their district’s offi-
cial faith (in this case, St. Cuthbert), both present regu-
lar patrols in uniform, and both are fiercely loyal. Yet the
Cudgel Watch is more concerned with preventing criminal
activity than any other watch in Sasserine, to the extent that
they sometimes overstep their bounds. Tales of wrongful
imprisonment abound here, although the Cudgel Watch
maintains that such cases are rare as a result. The citizens
of Cudgel District are the least flamboyant and outgoing
of the people of Sasserine, making the district a draw for
those not as interested in the bustle of city life. Crimi-
nal activity in Cudgel District is more prevalent along the
borders between Cudgel and Shadowshore and Merchant
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Suspicious Eye [General]
You are always on the lookout for treachery and wrongdo-
ing, like many of the other people from Cudgel District.

District: Cudgel.

Benefit: You get a +2 bonus on Sense Motive skill checks.
In addition, the DC to take an object from you through the
Sleight of Hand skill is increased to 25. You still receive the
normal opposed Spot skill check to notice the attempt, and
if you make this Spot check, you may immediately make
an attack of opportunity on the target who was attempting
to pick your pocket. If someone attempts the feint combat
maneuver on you, you gain a +4 bonus on your Sense
Motive check to avoid the feint.

Normal: The DC to take an object from a character
through the Sleight of Hand skill is 20.

District. Of the watches, the Cudgel Watch is the most
likely to pursue criminals into other districts or meddle
with another district’s watch affairs, making them the least-
liked district watches.

Citizens

If you're from Cudgel District, it’s possible you've never
left Sasserine. Indeed, it’s possible you've never even left
Cudgel District. The outer world is a place of mystery and
perhaps fear for you, yet you may be equally intrigued by
its lures. You likely worship St. Cuthbert, or perhaps Kord.
Another church exists in your district, the Church of the
Whirling Fury, but chances are that even if you're curious
about what they have to offer, you haven't figured them
out... yet. If you're a ranger, your favored enemy is probably
humanoid (humans), as you've learned that humanity has
the greatest capacity for evil and treachery. Of the seven
districts, the citizens of Cudgel are the least likely to seek
an adventurous lifestyle. Those who do become adventur-
ers are viewed by family and neighbors as black sheep.

Notable NPCs

Gerialar Divalean (human male): Abbot of the peaceful House
of Violets, Gerialar admits few visitors to his monastery. Those
few who have visited tell tales of a place of serenity, shielded
from the bustle of the surrounding city by magical curtains
that block sound.

Kalmadar Taskerhill (human male): Lord of Taskerhill
Manor and representative of Cudgel District on the Dawn
Council. Kalmadar is possibly the richest man in Sasserine.

Ruphus Laro (human male): Father Ruphus Laro took up the
mantle of the high priest of the church of St. Cuthbert after
the recent death of Father Ilthan Forn. Ruphus is kind, young,
and energetic.

Tenkar Gritbeard (dwarf male): A gregarious and barrel-
chested dwarf, Tenkar is the leader of the Stonemason’s
Guild. He and his fellow stonemasons are tasked with the
upkeep of Sasserine’s city wall, and as such are one of the
more powerful guilds in town.
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Cudgel District Locations 50:Laughing Shark (brewery)

1: Cudgel Lighthouse 51: Crab Pond Ale (brewery)

2: Streetsweeper’s Guildhall 52: Hathgak’s (general goods)

3: Carpenter’s Guildhall 53: Shrine of Yondalla

4: Tentooth’s Taphouse (tavern) 54: House of Violets (monastery)

5: Enad’s Trickery (curio shop) 55: Gilvery’s Goods (general goods)

6: The Barrelhouse (tavern) 56: Lumberjacker Ale (brewery)

7: Low Market (general goods) 57: Emerald Journeys (guides for

8: Fast Vera's (tavern) the Amedio Jungle)

9: Welcome Home (home sales)

10: Bent Bertha’s (tavern)
11: Little Sunrises (magical light sources)
12: Cudgel Garrison Adjunct
13: The Thrice-Born Phoenix (inn)
14: Church of the Whirling Fury
15: The Silverlode (tavern)
16: Building By Design (construction)
17: Eva’s Boat Rentals
18: Tharvel’s Hides (fine hides and
leather goods)
19: The Legless Stork (tavern)
20: Marshwarden’s Hall (guides
for local marshes)
21: Three Thin Cats (general goods)
22: Black Crab (brewery)
23: The Painted Hare (tavern)
24: The Sacred Hound (dog trainers)
25: Shrine of Fortubo (god of stone
and guardianship)
26: Shrine of Garl Glittergold
27: Ratcatcher’s Guildhall
28: Cudgel Garrison Adjunct
29: Stonemason’s Guildhall
30:The Whispering Anvil (tavern/inn)
31: Shrine of Moradin
32: Temple of St. Cuthbert (district church)
33: Gondola Waystation
34: Fishfood (tavern)
35: Delthar’s Protections (fine weaponry)
36: Selder’s Tales (cheap novels)
37: Chimneysweep’s Guildhall
38: Purifier’'s Guildhall (water
tower maintenance)
39: The Rasp (tavern)
40:The Unexpected Monkey (tavern)
41: West Market (general goods,
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lumber, livestock) l
42: Sesker’s Whiskers (brewery) "
43: Cudgel Garrison Adjunct !
44: Stirge in the Stew (tavern) |

H

45: The Burning Dragon (inn)

46:Gondola Waystation i

47: Cudgel District Hall of Records :

48:Taskerhill Manor (district representative) ;

49:Cudgel Garrison 3
1
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asserine’s heart, and perhaps even its soul, is lodged
Sﬁrmly in Merchant District. The first district most

visitors reach, it’s often the only one they need ever
explore. Merchant District shops run the gamut from simple
grocers to specialized buildings like potion emporiums, dagger
sellers, exotic pet dealers, and magic item bazaars.

Merchant District’s representative nobility are the Arabanis.
Lady Anwyn Arabani is an eccentric noblewoman who has a
strange fascination with drow, and even claims to have drow
ancestors (although her relatively pale skin would indicate
otherwise). She’s quite popular, as she goes above and beyond to
ensure the people of Merchant District have fair representation
in the Dawn Council. She entertains many suitors, but has yet
to settle on a single person to share her estate.

City Watch

The Merchant’s Watch is perhaps the most efficient of the
seven watches. Corruption appears here and there, but the
leadership is honest and does its best to maintain a crime-free
environment. This is the busiest district in the city, and minor
crimes are generally ignored, allowing the watch to focus its
attention on larger problems. The Merchant Garrison isn't
the largest among the seven watches (that honor goes to the
Champion’s Watch), but it’s certainly the most justly run of
the seven.

Citizens

If you're from Merchant District, you could be from anywhere.
You may have grown up in Sasserine, or you might have only
recently come to the city on the decks of a ship from anywhere
else in the world, in which case your reasons for staying can be
as varied as your actual homeland. Natives of Merchant District
likely come from merchant families, or grew up the children of
innkeepers or bartenders. You're probably a very social creature,
and the thought of isolation or the natural world fills you with
nervous fear. If you're a cleric, you might worship Fharlanghn,
but in actuality this district is a melting pot of faiths.

Notable NPCs
Alma Telvanta (female human): An exotic and intriguing
woman, Alma runs the prestigious Telvanta Dance Academy.

Anwyn Arabani (female half-elf): Lady of Arabani manor and
representative of Merchant District on the Dawn Council.

Blisker Tittertop (male gnome): Blisker is the master of the
Alchemist’s Guild; his mark can be seen on nearly every potion
or alchemical item sold in Sasserine.

Dhalven Miomar (male human): Lord of the Merchant’s Guild,
Dhalven is a gifted public speaker.

Feldus Selvant (male human): Feldus is the soft-spoken care-
taker of the Seeker’s Lodge. He is often gone from Sasserine for
months at a time on adventures.

Lavinia Vanderboren (female human): Thrust into the respon-
sibilities of nobility, young Lavinia’s parents perished in a ter-
rible fire and her brother has vanished from the public eye,
leaving her to tend to her estate’s needs all on her own.
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Merchant’s Tongue [General]
Growing up around the merchants of this district made you
glib and gave you a keen eye for value.

District: Merchant.

Benefit: You have already made quite a bit of money, and
have a knack for making more. If you take this feat at 1st level,
you gain a one-time bonus of 300 gp to your starting cash.
In addition, whenever you sell an object, you can make an
opposed Diplomacy check to automaticaly sell an object for
5% over its asking price.

Lirali Woarali (female half-elf): Keeper of the temple of
Fharlanghn, Lirali’s congregation is small, but she seems like a
friendly-enough woman.

Velkandar Toregson (male human): Eldest son of the Toregson
family, Velkandar runs the Smith’s Guildhall.

Merchant District Locations
1: The Ticklish Ogre (tavern)
2: Fenter’s Place (inn)
3: Locksmith’s Guildhall
4: The Dancing Monkey (curio shop)
5. The Metal-Skinned Dwarf (fine armor)
6: Seeker Lodge
7: Fishback Market (general goods, seafood, trinkets, jewelry)
8: Gondola Waystation
o: Viltashel’s Favors (moneylender)
10: Baker’s Guildhall
11: Temple of Fharlanghn (district church)
12: Harbor Market (general goods, imported goods,
minor magic, food, entertainment)
13: Candlemaker’s Guildhall
14: Marketplace Hall
15: Jeweler’s Guildhall
16: Glassblower’s Guildhall
17: Gemcutter’s Guildhall
18: Shrine of Zilchus (god of money and business)
19: Merchant’s Guildhall
20:Gondola Waystation
21: The Drunk Bear (tavern/mead shop)
22: Weaver’s Guildhall
23: Glittermane’s Vault (magic shop)
24: Shrine of Celestian (god of the stars and wanderers)
25: Gregair’s Place (tavern/gaming hall)
26: Cobbler’s Guildhall
27: Corner Groceries (general goods)
28: Gondola Waystation
29: Shrine of Geshtai (goddess of rivers and wells)
30:Spicemerchant’s Guildhall
31: Tavernkeeper’s Guildhall
32: Shrine of Trithereon (god of individuality and liberty)
33: Basketweaver’s Guildhall
34: Orimander’s Emporium of the Soul (magic shop/bookshop)
35: Tailor’s Guildhall
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36: Telvanta Academy
(prestigious dance school)
37: Shrine of Ralishaz (god of
misfortune and ill luck)
38: Costumes and Fantasies (exotic
clothing/costumes)
39: Scrivener’s Guildhall (scribes)
40:Venton’s (sage—Knowledge [local])
41: Leatherworker’s Guildhall
42:Smith’s Guildhall
43: Sasserine Tours (guides to the city)
44: Shrine of Bleredd (god of metal
and smiths)
45: Cooper’s Guildhall
46:The Singing Rose (perfumes and oils)
47: Barber’s Guildhall
48: Alchemist’s Guildhall
49:Butcher’s Guildhall
50: Scavenger’s Guildhall (finders
of lost objects)
51: Gondola Waystation

52: Teamster’s Guildhall
53: The Painted Vixen (brothel)

75: Domaskio’s Consortium (puppets
and toys)

76: Featherwhisper’s (bathhouse)

77: Barrister’s Guildhall

78: The Inner Labyrinth (occult books)

79: Vanderboren Manor (minor noble)

80: Gondola Waystation

54: Wheelwright’s Guildhall
55: The Rusty Pirate (tavern)
56: Launderer’s Guildhall
57: Tanner’s Guildhall
58: Shrine of Dalt (god of doors,
locks, and keys)
59: The Bent Goblin (inn)
60:The Upwards House (sage—Knowledge
[arhitecture and engineering])
61: Rooftop Solutions (messenger service)
62:The Warden’s Vault (moneylender)
63: Fifteen Horses and a Mule (tavern)
64: Cages of Plenty (exotic pets)
65: Merchant’s Garrison
66:Innkeeper’s Guildhall
67: Riverman’s Guildhall (gondola service)
68:The Crimson Genie (brothel)
69:Heinvar’s Baths (bathhouse)
70:Arabani Manor (district representative)
71: Krexin Imports (exotic imports)
72: The Strumpet’s Excuse (inn)
73: Coins From Above (moneylender)
74: The Minx Market (brothel)
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oble District has traditionally been thought of as the

city’s ruling district, even though Castle Teraknian isn’t

technically a part of this district. Yet Sasserine’s trust
in its rulers has been shaken (see Sasserine’s History below),
and nowhere is that loss of faith more evident than in this
district. Today, the citizens of Noble District spend too much
time bickering with those of Champion’s District and trying to
organize their district into a self-sustaining society. Idle talk
of seceding from Sasserine is commonplace in Noble District
bars. The other districts increasingly view the Noble District as
a place of decadence and vanity, and eagerly await the district’s
fall under its own excesses.

Noble District’s representative nobility is the Lidu family.
With the end of the Teraknian family line over 100 years ago,
the Lidus became the oldest noble family in the city. The family
patriarch, Worrin Lidu, is a kind-hearted noble who may be
too gentle and forgiving to succeed in Sasserine as a successful
noble. His major concern today seems to be the reconciliation
of the churches of Wee Jas and Kord.

Sasserine’s History

No district is more aware of Sasserine’s history than the citizens
of Noble District. The city was founded over 700 years ago, in
the year —124 cy by pilgrims from the north. This group was led
by a visionary cleric of Wee Jas named Sasserine who died on
the island now known as Ancestor Island in the heroic act of
defending the pilgrims from a black dragon named Zelkarune.
Sasserine’s lover, a man named Teraknian, founded the city in
her honor. Over the next several centuries the city experienced
phenomenal growth, during which a line of rulers descended
from Teraknian ruled Sasserine in conjunction with advice
from the churches of Wee Jas and Kord. In the year of 480 cy,
Lord Mayor Orren Teraknian ruled the city—a rule that allowed
for no shades of gray. For the first time in centuries, the church
of Wee Jas was stripped of its power as fabricated charges of
devil-worshiping saw to the arrest, imprisonment, and even
execution of its faithful. Just as Orren’s rule became unbearable,
a great fleet of ships arrived—representatives of the Hold of
the Sea Princes to the north. Promising an end to Orren’s cruel
rule, the invaders were aided in their assault on the city from
within as the citizens rose up in rebellion. Orren Teraknian
was overthrown and the Sea Princes claimed Sasserine as their
own. Over the century to come, Sasserine’s resources were
savaged. The Sea Princes kept Sasserine a secret from the rest
of the world, hoping to hide the valuable port from invaders
by destroying any references to it they could find. Spies
infiltrated cartographer guilds and libraries throughout the
world, altering maps and sea charts with magic. Ship captains
who knew the route to the city were bought off or murdered.
Sasserine suffered in these 100 years, but the underlying spirit
of her citizens did not die. Their prayers were finally answered
in 584 cy, when the Scarlet Brotherhood assassinated nearly all
of the Sea Princes. The resulting turmoil threw Sasserine into
chaos. Without the support of their homeland, the leaders of
the city were overthrown in a fortnight. In the decade since
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Academy Graduate [General]

You attended one of several academies in this district, dur-
ing which you were schooled in the finer arts of being an
aristocrat.

Prerequisite: 1st level only.

District: Noble.

Benefit: Pick any three Charisma- or Intelligence-based skills.
These three skills are always considered class skills for you.

In addition, you gain a +2 bonus on Knowledge (history)
and Knowledge (nobility and royalty) checks, and may use
these skills untrained.

Knack for Magic [General]
Magic is not that mysterious to you, and its gifts have made
your life a little easier.

District: Noble.

Benefit: You get a +2 bonus on Spellcraft skill checks. In
addition, you have an innate talent for magic, granting you
the following spell-like abilities as a 1st-level caster: 1/day—
detect magic, light, and prestidigitation.

their freedom, the people of Sasserine have rebuilt their city
with astonishing success.

City Watch

The Noble’s Watch are masters of subtlety. They do not patrol
the streets of Noble District openly, as the local citizens have
long since made clear their distaste for seeing guards in pub-
lic places. As a result, the Noble’s Watch do their jobs under-
cover, posing as travelers, entertainers, merchants, or even petty
nobles as the case demands. Newcomers to Sasserine seeking a
place to ply criminal acts may be tempted by the seeming lack
of guards in this district, but the Noble’s Watch wastes no time
in dealing with crime as it appears. This, combined with the
fact that anyone nearby could be the law, makes Noble District
one of the safest in Sasserine.

Citizens

If you're from Noble District, you're not necessarily the member
of a minor noble house, although if you're not, you probably
have friends or associates who are. You may be from the middle
class, in which case your family serves one of the noble families
in some regard. Or your family could be involved in the arcanist
scene, in which case you are no stranger to magic. Finally, you
may be a student at the House of the Dragon, recently gradu-
ated (or worse, flunked out) from higher education. Citizens of’
Noble District are clean, cultured, and eschew physical labor,
preferring to hire muscle or use magic to take care of tough
jobs. You likely worship Wee Jas. If you worship Kord, you keep
your faith secret. If you're a specialist wizard, you've probably
chosen conjuration, enchantment, illusion, or necromancy as
your field. Other specialist wizards are not unheard of; but
those who opt to specialize as evokers or transmuters are often
thought of as blowhards with something to proove.
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Notable NPCs

Annah Teranaki (female human): Annah
is the shrill and aging high-priestess of
the temple of Wee Jas. A recent scandal
involving her protégé Embril Aloustinai
in the city of Cauldron has tarnished the
church’s reputation.

Kiva Willowtop (female halfling): Kiva is
the mistress of the Cartographer’s Guild.

Lux Seoni (human female): Lux is the
mysterious (and somewhat frightening)
mistress of Witchwarden Tower.

Nylaria Absalee (human female): Nyl-
aria, the manager of the Sasserine Opera
House, is a huge woman who takes advan-
tage of her ample frame to display out-
landish dresses and hair styles. She fan-
cies herself everyone’s friend, even though
the feeling is not always mutual.

Worrin Lidu (human male): Lord
of Lidu manor and representative of
Noble District on the Dawn Coun-
cil, many worry that Worrin has grown
too soft in his advancing years to be an
effective leader.

Zebula Meravanchi (human male):
Zebula is a minor noble whose fam-
ily’s interests run to the decadent and
extreme ends of entertainment.

Noble District Locations

1: Highwall House (Knowledge
[geography] sage)

2: Shrine of Liir (goddess of poetry
and art)

3: Witchwarden Tower (arcanist’s guild)

4: Shrine of Lendor (god of time

and study)

Actor’s Guildhall

: Shrine of Myhriss (goddess of love)

High Market (general goods, exotic

wares, jewelry, magic)

8: The Pearl and the Parrot (tavern/inn)

9: Imp’s Folly (tavern/gaming hall)

10: Musician’s Guildhall

11: Sasserine Opera House

12: Coffinmaker’s Guildhall

13: Meravanchi Manor (minor noble)

N oow

14: House of Lords (Knowledge
[nobility and royalty] sage)
15: Shrine of Lydia (goddess of music)
16: Courtesan’s Guildhall
17: House of the Dragon (school
and library)
18: Lidu Manor (district representative)
19: Instrument Maker’s Guildhall
20:Cartographer’s Guildhall
21: The Curious Chimera (bookstore)
22: Thenalar Academy (finishing school)

23: Cloudcrystal Academy
(finishing school)

24: Shrine of Boccob

25: Noble Garrison

26: Callisto’s Need|e (tattoo parlor and
Knowledge [the planes] sage)

27: Blenak’s Bazaar (magic shop and
Knowledge [arcana] sage)

28:Temple of Wee Jas

29: The Crystal’s Whisper (curio shop)

30:Ancestor’s Rest (inn)

31: Whispers on the Wind (fortune teller)

32: Sasserine Crematorium

33: Scarlet Spire (tomb of Sasserine,
city founder)
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most notorious of Sasserine’s districts. This strip of
land nestled in the shadow of Champion’s District has
long been a haven for thieves, thugs, and criminals of all kind.

H Ithough relatively small, Shadowshore is perhaps the

Generally, the only people who live here are those poor enough
that their homes hold no attraction to thieves or those who can
ably protect their property by wit or muscle. The city watch
has all but given up on Shadowshore, and as long as nothing
particularly destructive arises from the district (such as fires
or riots) they generally leave it to govern itself.

The representative noble of Shadowshore changes more
often than any other, as the post is traditionally held by the
family (or even the individual) strong enough to protect it
from his enemies. Currently, the holder of this title is Emil
Dracktus—certainly an assumed name. Rumor holds that the
Dawn Council would rather have someone less crude and more
reliable in this post. Someone like Vico Bevenin of the Amedio
Trading Concern, perhaps. Yet for now, no one (Vico included)
has made a move on Emil.

The Black Market

While Sasserine’s markets and shops feature a wide range of’
goods and services, some are not offered in the light of day.
Those seeking hard drugs, dangerous animals, evil magic, slaves,
or cheap (and probably stolen) goods won't find them for sale in
sight of the city watch. Yet this does not mean these goods and
services aren't for sale.

Sasserine has a strong black market, with venues located in
all seven districts. In order to gain access to the black market,
a character must first make a DC 20 Gather Information check
to learn the current location of that district’s black market. In
Azure District and Shadowshore, this is only a DC 15 Gather
Information check, while in Champion’s or Noble District, it’s
a DC 25 check. The black market is all but supressed in Cudgel
District—it’s a DC 30 Gather Information check to find an outlet
there. Failing this check by 5 or more indicates that the district
watch hears of the character’s interests in obtaining illegal goods
and services; the results of this failure depend upon the nature
of that district’s watch.

Although the black market has no restrictions on the type of
its goods or services, it is still bound by Sasserine’s gold piece
limit of 40,000. A character who wishes to buy something in
excess of this value must either travel to a larger city or enlist
the aid of an agent or importer to have the item purchased
and delivered from elsewhere. An agent typically charges a 5%
finder’s fee for such services.

Thieves’ Guilds

A staple of most large cities, Sasserine is unusual in that it cur-
rently does not host a large, well-organized thieves’ guild. In the
years before the Sea Princes took hold of the city, a guild known
as the Artful Parrots was Sasserine’s largest band of robbers,
cutpurses, and criminals. The Artful Parrots were also among
the first victims of the Sea Princes, and within a year of their rule
beginning, this guild had been obliterated completely.
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Child of the Shadow [General]

You were raised in the streets and back alleys of Shadowshore
and have refined several talents and tricks valuable to
survival in this neighborhood.

District: Shadowshore.

Benefit: You know Sasserine’s black market quite well, and
need not make checks to locate its outlets. Further, in other cities,
you have a knack for rooting out the underground markets. You
gain a +2 bonus on Diplomacy and Gather Information checks
made to learn about a city’s black markets.

Growing up on the filthy streets of Shadowshore has
also gifted you with several tricks you can use to ensure
survival. You gain a +2 bonus on Initiative checks in urban
environments. You are also adept at fighting in confined areas,
such as narrow city alleyways or crowded taprooms. Enemies
cannot gain cover from you if they are in your reach; you
can thus attack someone around a corner without penalty. A
creature with total cover from you still recieves all benefits of
his cover.

During the Sea Prince rule, oppressive laws made thieves’
guilds impossible to form. Now that Sasserine has regained
her independance, though, the city is seeing a renaissance of
organized crime. At this point, the dozens of small guilds are
more interested in fighting each other for dominance, and
the city watch keeps a wary eye on the activites of these groups
but does little to intervene as long as they don’t endanger the
city’s citizens. Word on the street, however, is that one group
in particular has managed to establish itself as a force to be
reckoned with—the Lotus Dragons. While the Lotus Dragons,
if indeed they do exist, have yet to make their presence known
to the city watch and civilians of Sasserine, the fact that minor
guild activity has been tapering off over the last year lends
validity to these rumors.

City Watch

The true slums of Sasserine, Shadowshore is where the
desperate come to hide or die. The smallest of the districts, it’s
easy for citizens of other districts to look the other way at the
trouble that commonly brews here. Members of other watches
who prove too unruly or insubordinate are often reassigned
to Shadowshore—more of a punishment than anything else.
Corruption is rife among the Shadowshore Watch, who only
patrol the shoreline and are known to be in the pocket of the
ship barons of the district. Only the most blatant of crimes
(arson, public assaults, and other highly-visible offenses) are
acted upon, making Shadowshore a haven for Sasserine’s
criminal elements.

Citizens

Shadowshore is where the dregs of Sasserine seep to. If you grew
up here, you had a rough childhood, and may have been forced to
kill someone in order to survive. You've certainly seen your fair
share of dead bodies; they turn up often in the alleys or under
the piers. If you're not the thuggish type, you either spent a lot
of time hiding or developed a knack for fighting dirty. You may
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have been taken under the wing of one
of the few semi-legitimate businesses to
operate here, but more likely you're a true
child of the streets. Faith is hard to come
by here, but if you're a cleric you prob-
ably worship Olidammara, and you know
that the god of thieves has some presence
within these drooping slums.

Notable NPCs

Emil Dracktus (human male): The
reprehensible Lord of Dracktus Manor
and representative of Shadowshore on
the Dawn Council is little better than a
bandit lord.

Gregar Skeen (human male): Master
of the Shipwright’s Guild, Gregar has
somehow managed to maintain control of
the family business and interests despite
generations of trouble with local roughs.

Jalpe Jinn (male half-orc): Jalpe Jinn is
a likeable-enough man who tends this
shrine dedicated to one of Sasserine’s most
gifted historical figures, the dwarf Worgul
(who succeeded in life as a merchant
despite her hideous appearance).

Vico Bevenin (human male): Why one of
Sasserine’s richest men lives in Shadowshore
is a mystery to everyone but him. Vico
owns the Amedio Trading Concern,
the most successful import/export firm
in Sasserine.

Shadowshore Locations

: Shadowshore Garrison

: Shrine of Charmalaine (goddess of
keen senses and narrow escapes)
The Skinned Man (tavern)

: The Narrow House (inn)

Shrine of St. Worgul (district church)
Honest Brank’s (moneylender)

The House of Science (freak show
and museum of oddity)

8: Fishlip’s Games (tavern/gaming hall)
9: The Notched Axe (mercenary guild)

NoH
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10: Coffinsquatters (inn)

11: Neldrek’s Goods (general goods)

12: Dracktus Manor (district
representative)

13: Trapmaker’s Guild

14: Gentle Nelli’s (apothecary)

15: The Velvet Hatch (brothel)

16: The Plucked Parrot (inn/tavern)

17: Alinara’s Vixens (gaming hall)

18: Amedio Trading Concern
(import/export)

19: Sailmaker’s Guildhall

20:Shrine of Kuroth (god of treasure
and theft)

21: Last Ditch Lovers (brothel)

22: Gondola Waystation

23: It Still Floats! (cheap boats and ships)

24: Black Shield Company
(mercenary guild)

25: Shipwright’s Guildhall

26:Shank’s Collectibles (cheap weapons)

27: Sasserine Distillery (rum factory)
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ike Cudgel District, Sunrise is primarily residential.

Yet the citizens of Sunrise are generally a bit better-off

than their neighbors, in no small part due to the fact
that many of them have stakes in the numerous plantations
that dot the region surrounding Sasserine.

Sunrise’s representative noble family is the Knowlern family.
Unlike the nobles of the other districts, the Knowlerns are
elves. Lord Aniphastus Knowlern and his family have taken
the preservation of the region’s wildlands to heart, and the
foundation of Sunrise’s Standing Stone Park is one of their
proudest achievements.

Affiliations

As a citizen of Sasserine, your character may also belong to one
of several organizations or affiliations based in the city. The
Player’s Handbook II introduced rules for affiliations and for
tracking your rank and benefits from membership. Issue #348 of
DracoN details six new affiliations based in the city of Sasserine
in the first installment of “Savage Tidings,” a series of articles
designed to augment the Savage Tide Adventure Path with new
player options and advice on running the campaign. These six
affiliations, in brief, are as follows—if one of them sounds par-
ticularly appealing to your character, speak to your DM about
starting the campaign as a member of the affiliation.

Church of the Whirling Fury: Perhaps the most mysterious of
the six affiliations presented here, the Church of the Whirling
Fury is in fact a semi-secret group of like-minded souls who
seek to oppose the advance of demonic influences into the
the Material Plane while at the same time venerating their
patron, the eladrin paragon Gwynharwyf (Book of Exalted Deeds
155). They keep their presence in Sasserine subtle, operating
on the theory that to openly oppose such dangerous forces
invites open retaliation—much better to gather information
and strike with the advantage of surprise. The church of the
Whirling Fury accepts members of all vocations and skills,
although their doctrines tend to preach “all for the greater
good.” As such, they often find themselves operating on the
shady side of the law. Barbarians, clerics, and rangers are the
best suited classes for this affiliation.

Dawn Council: The ruling nobles of Sasserine are known
as the Dawn Council, yet in truth this affiliation comprises
all of the minor nobles, sages, scribes, clerks, and others who
help in the daily business of administration of the city. The
Sasserine city watch is controled by the Dawn Council, and
the seven official churches have much invested in this group
as well. Beyond Sasserine’s walls, agents of the Dawn Council
function as ambassadors, emissaries, missionaries, or even
spies. Bards, clerics, fighters, and paladins are the best suited
classes for this affiliation.

Scarlet Brotherhood: While the Scarlet Brotherhood itself
is notorious for harboring assassins, spies, and worse, their
presence in Sasserine has taken an unusual turn with the estab-
lishment of the Scarlet Embassy. This group proposes to seek
less violent interactions with other nations. Recent attempts
to manipulate numerous nations were a tremendous drain
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Student of Nature [General]

The wild has always excited you with its simple beauty
and majestic creatures. It is no wonder that many of
your talents let you better enjoy the natural world.

District: Sunrise.

Benefit: You get a +1 bonus on Handle Animal,
Knowledge (nature), and Survival skill checks. You
also get a +2 bonus on Fortitude saving throws to
resist special attacks from plant creatures.

on the Brotherhood. Of course, many believe that the estab-
lishment of the Scarlet Embassy is merely a new stage in the
Brotherhood’s nefarious attempt to rule the world from within.
Only members of this affiliation know the group’s plans for
sure—and even they may not see the whole truth of what the
mysterious leaders of the Brotherhood intend. Bards, monks,
and rogues are the best suited classes for this affiliation.

The Seekers: The Seekers have a presence in nearly every
major city in the world, yet few know of their existance. A
group of treasure-seeking adventurers at best, or a nefarious
organization of thieves and grave-robbers at worst, the Seekers
themselves are a loosely-knit group of explorers, adventuring
scholars, and fortune hunters who scour the world for ancient
secrets and lost magic for personal gain and profit. All charac-
ter classes are equally suited for this affiliation.

Witchwardens: Sasserine’s mage’s guild was founded by a
priest-mage of Wee Jas many centuries ago, but today the Witch-
wardens have become more secular. Their members study magic
in all its forms, seeking to discover new spells or recover forgot-
ten lore from ancient ruins across the world. They are charged
with the defense of the city against magical threats, and many of
their members have ties to the city’s high society. Bards, sorcer-
ers, and wizards are best suited for this affiliation.

Zelkarune’s Horns: Based in the Champion’s District where,
among other things, they manage the hugely popular events in
the Sasserine Arena, Zelkarune’s Horns consists of gladiators,
big-game hunters, mercenaries, and explorers of the surround-
ing wildlands. Beyond Sasserine’s walls, members of the Horns
often operate alone (or as members of small groups), seeking
new creatures to populate arena fights or merely looking for
adventure and treasure to further their own (and by extension,
the Horns') fame and glory. Barbarians, fighters, rangers, and
rogues are best suited for this affiliation.

City Watch

Like Cudgel District, Sunrise is primarily residences, although
the presence of the lumberyard and proximity to the Azure
District make its edges a bit more active. The Sunrise Watch
are affiliated with the church of Pelor, but for the most part
are left to their own devices in keeping the district safe. Their
organization is the largest of the seven watches, and as a result
it'’s more difficult for the commanders to keep everything in
control. Corruption is fairly common here, yet the guards can
generally be trusted to do the right thing.



-~ -

Citizens

If you're from Sunrise, you pride yourself
on your even temper, your friendliness,
and your optimism. There are certainly
alot of rowdy folk in Sasserine, but most
of them avoid Sunrise for one reason or
another. You may have a healthy interest
in the natural world, in which case you've
spent long hours exploring the safety of
Standing Stone Par). Many who live here
work for one of the plantations to the
south, either in the fields earning an
honest day’s wage or in the plantations
themselves as servants or specialists. Most
of the people you know worship Pelor,
although any of the officially recognized
faiths of Sasserine are welcome here.

Notable NPCs

Aniphastus Knowlern (elf male): The Lord
of Knowlern Manor and representative
of Sunrise on the Dawn Council has
lived in Sasserine longer than most every
other citizen.

Basar Finn (human male): Basar
represents the various plantation owners
who live outside the city walls when these
industrious folk are not present.

Kera Gosalar (human female): Kerais the
high-priestess of the temple of Pelor. She
views the vices of Sasserine as unfortunate,
but rather than crusade against them she
appeals to the city’s decent folk, offering
options to the debauchery and crime that

plague the city.

Sunrise Locations

1: The Bridgehouse (gaming hall)

2: Meadowdusk’s (Knowledge
[nature] sage)

3: Thunder River Lumber

4: Shrine of Istus (goddess of fate)

5: Landowner’s Hall (plantation owner’s
meeting hall)

6: The Restless Lion (tavern)

7: The Hunter’s Trap
(tavern/gambling hall)

8: Winmester’s (inn)

9: The Siren’s House (inn)

10: Dawn Market (general goods)

11: Sunrise Garrison

12: The Endless Dark (Knowledge
[dungeoneering] sage)

13: Tepinal’s Wares (general goods)

14: Taxidermist’s Guildhall

15: Leldibar’s Shop (general goods)

16: The Shivering Cat (tavern)

17: Emerald Waters Orphanage

18: The Hungry Gorilla (tavern)

19: Shrine of Heironeous

20:Tobacconist’s Guildhall

21: Dawnlight Orphanage

22: Gondola Waystation

23: Historian’s Guild (Knowledge
[history] sage)

24: Gondola Waystation

25: Knowlern Manor (district
representative)

26: Standing Stone Park

27: Dawnhouse (district church)

28: Shrine of Mayaheine (goddess of
protection and valor)

29: Shrine of Rao (god of peace
and serenity)

30:Gondola Waystation
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The Savage T'ide Rises!

S
)

he first Savage Tide has already touched the mortal world, yet none who
I live today recall this terrible time of red ruin. It swept over an ancient
city, transforming beggar and noble, merchant and thief, resident and
visitor, one and all into feral, ravenous fiends. What took the ancients hundreds
of years to build came crumbling down in a matter of days. When the tide’s final
ripples faded, only ruins remained.
Now, after a thousand years, the hidden architect of the Savage Tide gazes
upon new targets. This time, the doom will not be limited to one hapless city.
This time, all of civilization is perched on the shore, blissfully ignorant of what

the tide is about to bring in.

The Savage Tide Adventure Path is a complete campaign featured over the course
of a year in DUNGEON magazine. Running from issue #139 to issue #150, the
campaign takes your PCs from their lowly beginnings at 1st level to the lofty
heights of 20th, and possibly beyond. It all begins in the exotic port city of Sas-
serine, detailed in this booklet. The Savage Tide begins here! Will your characters
stand upon its shore and protect the civilized world? Or will they succumb to its
rising waters of ruinous rage?

DUNSEON Drason

The Savage Tide Adventure Path continues monthly in the pages of DuncEoN and DRAGON magazines.
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