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pectre of Sorrows is the second part of a heroic

DRAGONLANCE adventure campaign that ranges

across Ansalon. The world is still readjusting to the
death of three Dragon Overlords and the return of the
gods, leaving much of the world in confusion and chaos.
In this chaotic time, the characters are embroiled in events
that will shape the world to come. And it all began with a
tiny, unassuming music box.

Encounter Levels: Spectre of Sorrows is designed for a
party of four characters of 7th-8th level. By the end of the
adventure, the characters will have overcome a number
of major milestones which should be enough to advance
them to approximately 14th level.

PREPARATION

In order to run this adventure, you will need a copy of
the Player’s Handbook, Dungeon Master’s Guide, Monster
Manual and the DRAGONLANCE Campaign Setting.
These books are all that are absolutely necessary to run
this adventure, although there are a number of other
supplemental books that will aid in fleshing out the
campaign (as described below).

Spectre of Sorrows is the follow-on to the Key of Destiny
adventure, and thus it is assumed the player characters
have taken part in many of the exploits described in that
adventure. If this is not the case, or if you would rather
the characters become embroiled in the events of this
adventure without having them get involved in the events
of Key of Destiny, please refer Getting Started on page 5
for suggestions on how to incorporate this adventure into
your campaign.

The adventure is set more than six months following
the return of the gods at the end of the War of Souls
trilogy. Age of Mortals provides in-depth detail on the state
of the world following the return of the gods, as well as
introduces a new core class (the mariner) and new prestige
classes, spells, and magic items of the era. Several NPCs
in this adventure use core classes or prestige classes that
can be found in other books, but all pertinent abilities and
statistics are included within the NPC entries in Appendix
Two.

Text that appears in shaded boxes is information for
the players, which you may read aloud or paraphrase
as appropriate. Any text found in sidebars contains
information pertinent to running the adventure, such as
background information or things for you, the Dungeon
Master, to keep in mind.

Monster and NPC statistics are presented in
abbreviated form in the encounter entries. For
standard monsters, full statistics can be found in the
DRAGONLANCE Campaign Setting or the Monster
Manual. Some monsters have also been taken from the Age
of Mortals and the Bestiary of Krynn sourcebooks, though
all pertinent abilities and statistics for these monsters are
included in Appendix Two, along with any statistics for

*

INTRODUCTION

unique monsters. Details on new monsters introduced in
this adventure are presented in Appendix One.

Before you start the adventure, you should completely
read through the adventure from beginning to end,
including the Appendices, in order to familiarize yourself
with the book.

ApVvEnTurRE BACKGROUND
As far as most people believe, it all began with a tiny music
box.

In many ways, they are correct, for the music box
known as the Key of Quinari does play an important part
in the events to come. However, the music box does not
appear until near the end of the story.

During the War of the Lance, the Silvanesti Forest
became twisted by the magic of the dragon orb that
brought the nightmares of the elven Speaker Lorac into
a horrifying reality. Following the War of the Lance,
the Silvanesti elves returned to their homeland to try to
cleanse the forest of the darkness that tainted it. It was
not a task for the faint of heart, or weak of spirit, for even
following Lorac’s death and the disappearance of the
dragon orb, the land still resonated with the foul echo of
Lorac’s unending terror.

One group that traveled through the twisted forest,
working together to try to heal the land, was led by a
powerful member of House Cleric, a priest of Quenesti-
Pah (the name the elves give to Mishakal) known as
Lothian Shadowbrow. Lothian was accompanied by
Kayleigh Starfinder, a maiden of House Royal, whose
skill with magic was said to have been surpassed, only by
her beauty. Prior to the War of the Lance, Kayleigh and
Lothian had been betrothed to each other in a prearranged
marriage. At first this arrangement was just a simple
formality, an agreement between families, but for Lothian
it was soon to become much more.

For many months, Lothian and Kayleigh worked
together with the kirath warriors to drive away the
nightmare. A friendship swiftly grew between them, a
camaraderie forged in trials and tribulations. However,
something else also began to develop—a growing lust in
Lothian for his noble companion.

It became clear to Lothian that Kayleigh'’s feelings were
not the same as his own. He would bring attention to their
relationship, only to hear from her that it was friendship
and companionship, and nothing more. At first in denial
about her comments, he started to wonder whether any of
the other male elves in the kirath were the true target of
his beloved’s affections. This suspicion gnawed away at his
soul.

Despite there never being any true vows of love
between himself and Kayleigh, Lothian’s mind finally
seized upon the notion that his beloved had been seduced
away from him by another. As bitterness and hatred grew
in his heart, his connection to the goddess of healing and
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love began to wane, but the cleric paid little attention to
that for he had other, more pressing matters upon his
mind—how to make Kayleigh his own.

As weeks passed, the group drove deeper into the midst
of the Nightmare, stumbling eventually upon a band of
skeletal warriors led by an elven death knight. Unprepared
and overpowered, the elves fought to escape, but in the
process of protecting her warrior companions from the
death knight’s magic, Kayleigh was struck down. The
kirath went berserk, tearing through the skeletal warriors
while Lothian rushed over to the fallen maiden. Gathering
her up in his arms, Lothian tried to heal her, but Quenesti-
Pah did not answer his prayers. In desperation, Lothian
called out to any god who would answer him—and his call
was answered by an unexpected source.

The death knight felled the other elven warriors with
blow after blow. He approached Lothian last, and made
the grief-stricken elf a bargain—agree to serve Chemosh,
the Lord of the Dead, and Kayleigh would be bound to
Lothian for eternity. Blinded by grief and rage, Lothian
agreed. The death knight called upon his magic to take the
priest, the fallen maiden, and the bodies of the fallen kirath
away from the forest.

His dedication ritual to Chemosh complete, Lothian
was granted the ability to anchor Kayleigh’s spirit to him
forever, tying her to his side through undeath and magic.
However, this was a pale shadow of what Lothian believed
he deserved. As the years passed, Lothian grew more and
more dissatisfied with the bargain he had struck with the
Lord of Bones, yet were he to turn from Chemosh, the god
would take Kayleigh from him.

In the aftermath of the Chaos War, with the absence
of the gods, Lothian exulted. No longer was he as bound
to Chemosh as Kayleigh was bound to him. It was then
that Lothian began to research ancient lore, seeking a way
to return Kayleigh to his side. In the ancient manuscripts
that he uncovered, he found reference to a mysterious
relic called the Shroud of Soul’s Calling. It was said that the
shroud could bring a spirit back from the afterlife. It lay
within Quinari’s Tomb, where it could be used to bring
the ancient queen back from the realms of the dead so she
could serve her people once again.

Delving further and further into his research,
unworried by the passage of decades, Lothian learned
that Quinari’s Tomb was said to lay somewhere within
the Dragons’ Graveyard, the portal to which could only
be opened by the song of a dragon of Light or by the key
given to Quinari during the First Dragon War. For years,
Lothian searched for clues about the whereabouts of the
Key of Quinari, calling upon the powers of mysticism
he had gladly embraced over his lost clerical magics. Yet
no matter what powers he called upon or how hard he
worked, he could find no clues to its location. He did not
despair, however, for he knew that if he were patient, the
answer would come to him.

During the War of Souls, only the strength of Lothian’s
magic and the force of his will kept Kayleigh by his side,
preventing her from being lost to the so-called One God.
When the War of Souls ended, however, the true gods
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returned and Lothian felt the first stirrings of doubt—
Chemosh would want Lothian to obey him once more,
something the dark elf had no desire to do.

Six months after the War of Souls, a tiny music box was
brought from the protective sanctuary of the Silvanesti
Forest, triggering a powerful vision that came to Lothian’s
mind. Finally, he would be able to gain access to the
Dragon Graveyard, retrieve the Shroud of Soul’s Calling,
and return Kayleigh to life. But if he left the protection of
his fortress, Chemosh would surely strike out at him. So,
greatly daring, Lothian used his beloved’s bound spirit to
find a group of hapless individuals who could bring the
Key to where it needed to be, along with a few other items
that could be used against Chemosh and his servants. The
stage was set, the players in place, and Lothian sat back
to watch the play unfold, little realizing his own part in
the unfolding events was yet to come or that his efforts to
locate the Dragons’ Graveyard had not gone unnoticed.

ADVENTURE SYNOPSIis

In Chapter One, the characters escape the Peak of
Malystryx, in the process escorting a group of freed
kender to the relative safety of Port Balifor. Unfortunately,
they find themselves caught between a horde of red
dragonspawn from the east and an army of Dark Knights
from the west. Avoiding capture, the PCs are rescued

by a group of phaethons who provide much-needed
assistance. The phaethons reveal that the heroes are still
bound by fate, but that a pair of artifacts known as the
Tears of Mishakal might help them. The phaethons have
one of the Tears, with the second being in the clutches of
the Knights of Neraka at Darkhaven. Parting ways with
the refugee kender, the heroes journey to Darkhaven with
the phaethons’ Tear and attempt to liberate the other one
from the Dark Knight dungeons.

Chapter Two finds the characters in Flotsam, where
they must investigate the means of ridding one of the
Tears of Mishakal of its corruption. Lord Toede has the
information, but he also has his eyes on the Tears. Armed
with the knowledge provided by Toede, the heroes set out
for Nordmaar, either by ship or by traveling overland along
the Rugged Coast.

In Chapter Three, the heroes confront numerous
hazards and dangers at sea and on land, leading ultimately
to a shipwreck and becoming prisoners of the Dargonesti.
The heroes discover that the sea elves are under the thrall
of an aquatic ogre priest of Zeboim, and must liberate
them before they themselves can escape.

In Chapter Four, the characters must cross the Kern
peninsula, where a war is being waged between the hags
and the ogre titans for control over the ogre nations.

In order to get to Nordmaar, the characters must either
strike a bargain with the hags or titans, or they must risk
being on their own as they cross a land caught in the grip
of a terrible civil war. At the northern coast of Kern, the
characters must unravel the mystery of the Clocktower
of Miremier in order to find the Scroll of Stellar Path, an
important key to completing their journey, along the way
potentially making a gnome very happy indeed.



In Chapter Five, the characters must work their way
through the marshy domain of the black dragon, Mohrlex
(Pitch), in search of the Fountain of Renewal. Pitch may
aid them or hinder their efforts, depending on how the
heroes approach the search for the means of purifying the
Tears of Mishakal.

Chapter Six finds the characters set upon by an army of
undead when they emerge from the swamps. The ancient
ruins of Qwes once more hear the clash of steel and magic
as the characters battle the army raised by the Betrayer to
destroy those who wield the Shard of Light and the Tears
of Mishakal. Fighting their way across a battlefield of the
undead, the characters run into a contingent of draconians
from Teyr, who will escort the characters to the barbarian
city of Wulfgar. In Wulfgar, Kayleigh once more reveals
herself, but freed somewhat from Lothian’s control, the
spirit is finally able to answer some of the character’s
questions. She pleads for them to stop Lothian from
defiling the Dragons’ Graveyard.

In Chapter Seven, the characters seek out the entrance
to the Dragons’ Graveyard. They open the portal with the
Key of Quinari and enter the pocket dimension where the
good dragons come to die. At that moment, having learned
of Kayleigh’s betrayal,Lothian strikes. As Lothian engages
the characters, Kayleigh tries to stop him, but finds herself
torn when the Betrayer appears.The agent of Chemosh has
come to exact payment from Lothian for turning against
the Lord of the Dead. This gives the characters time to use
the Tears of Mishakal to open Quinari’s Tomb, where they
will discover that their journeys are far from over!

GETTIiNG STARTED

As Spectre of Sorrows is the second part of an ambitious

adventure trilogy meant to take characters from (roughly)

Lst through 20th levels, there are a number of different

things to take into account when running this adventure.
This chapter offers numerous suggestions on how

to incorporate this adventure if you have not run Key of

Destiny, how to keep the party together and motivated

as they work through the adventure, and information on

scaling the adventure for both higher and lower levels of

experience, as well as other useful ideas.

PuTtTinG TOGETHER A PARTY

Spectre of Sorrows is the sequel to and continuation of the
adventure Key of Destiny. It is assumed that most parties
that were assembled in the first adventure continue on
through the events introduced in this adventure. That
might not be the case with your group, however. Some
parties may have lost members during the events of the
first adventure, while other parties might find themselves
taking part in this adventure without any knowledge of the
events found in Key of Destiny. You may even be starting
the campaign with this adventure. What follows are
suggestions on forming balanced parties, how to play races
with ECLs, scaling the adventure, and how to introduce
new characters into the game.

BALANCED PARTIES

This adventure, like most published adventures, is written
for a party of four player characters, assuming one fighter,
one wizard, one cleric, and one rogue in the party. As
such, there are specific challenges aimed at the specialties
of these characters—traps for rogues, magical research
and useful spells for wizards, the combat ability of a pure
fighter, and a cleric’s ability to turn or rebuke undead
creatures and cast divine spells.

It is certainly possible for parties composed of other
mixes of classes to complete this adventure successfully,
and there are ways that you can help things along. For
example, if instead of a cleric the party has a mystic (a
character unable to turn undead without the Sun domain),
you can either tone down the strength of undead creatures,
provide the party with a temporary NPC that can lend
assistance, or provide the characters with a magical item
that will help characters against undead (such as a weapon
with the disruption quality). It will take a little work
on your part as the Dungeon Master to go through the
adventure and address those areas of concern.

ScALInG THE ADVENTURE

There may be any number of reasons why the encounters
given in this adventure may seem either too easy or too
hard for your players.

First, remember that the encounters are written with
four characters in mind. If you have more or less in
your group, you will need to either increase or decrease
the difficulty of the encounter respectively. Do this by
altering the number or type of monsters in an encounter
(goblins to hobgoblins; changing an encounter of 7 goblins
to 4 goblins for fewer characters or up to 12 for more
characters). Alternately, you can give certain creatures
levels in a character class to help balance the encounter
(giving one of the goblins a few levels in mystic) or add
a template (such as the Tainted Blood template from the
Bestiary of Krynn). If a creature with class levels seems too
powerful, you can remove a few levels. For creatures with
templates, you can either remove the monster template
or replace it with another one. This does require some
work on your part, however, so it’s best to be aware of and
address these things in advance.

There are many times that you'll find that you need to
change things in the middle of an encounter. You might
find that the encounter is going too easily for the players,
so you might want to throw something else in to make
the encounter more difficult. Or, if the encounter is going
badly, throw something in to help the characters out. Go
with your gut instinct, and remember that the aim is to
provide the players with an exciting and challenging, yet
manageable, adventure.

inTReDUCinNG MEw CHARACTERS

There could be any number of reasons why you might have
to introduce new characters into your ongoing campaign,
from character deaths, to a player’s loss of interest in

the current character to having a new player join the
campaign. Rather than just having the new character

intrRopbuction - A

N
N
¥

7

il




appear in the group, there are a number of ways you can
seamlessly introduce a new character to the group.

Unlike Key of Destiny, Spectre of Sorrows begins with
the assumption that the characters are already experienced
adventurers, placing them between 7th and 8th level. This
opens up the possibility of allowing players to play more
powerful races that might have been inappropriate at the
start of Key of Destiny, where characters were assumed to
be 1st level. The character levels for the start of Spectre of
Sorrows may also allow for new characters to begin play
with prestige classes, particularly as a Wizard of High
Sorcery or a Knight of Solamnia. Keep in mind that some
players may have been working towards those classes since
Ist level and it may lessen the impact of their perseverance
to have another player join the game with that class already
achieved.

The easiest way to introduce a new character to an
existing party is to run a short introductory scenario that
introduces the character to the group. In just about any
city or town locale, this can be rather easily accomplished
in a tavern or inn, but that is not the only possibility.
Other possible “key points” in the campaign where new
characters could rather easily be introduced include the
town of Flotsam or in the prison of the Dargonesti, or
perhaps the character is a mercenary working for the hags
of Kern or an inhabitant of the Clocktower. Of course,
there are many other points in the adventure where a new
character could be introduced, but those points should
be discussed between you and the new player in order to
make it a natural transition.

CHARACTER HoOKS

Spectre of Sorrows picks up where Key of Destiny left

off, with the characters having already acquired the
Dragonlance of Huma, as well as possessing both the Key
of Quinari and the Shard of Light. These three items play
an important role in the following adventure. While it is
suggested that you run the Key of Destiny adventure first,
it is not necessary for you to have done so in order to run
this adventure—although it will require some planning on
your part to introduce the necessary tools into the player’s
hands.

The pivotal item the players must come across, which
truly sets them on the path towards dealing with Lothian’s
machinations, is the small music box known as the Key of
Quinari. The song played by the music box is the key to
opening the portal to the Dragons Graveyard. While this
is the most important item the players must have, it is also
the easiest for them to come across. They could pick it up
at a merchant’s shop. They could find it mixed in amongst
random treasure. A character may be given the music box
by a mysterious stranger or a kender PC might just ‘find’
the box in their pouches.

In Key of Destiny, as the adventurers are exploring the
ruins of Hurim, they find the magical blade known as
the Shard of Light. This short sword is a powerful weapon
against the undead. By the time the players reach the Ruins
of Qwes, if they are not properly equipped to deal with
undead, they will have a rough time of it.

6 < introbuction

Introducing the Shard of Light can be a bit tricky, but
it can be accomplished in a number of possible ways:
the heroes could discover the sword in the armory of the
Dargonesti village when they make their escape, it could
be located in one of the rooms of the Clocktower, or it
could be contained within the treasure hoard of the black
DragonLord Pitch. Other options are certainly possible,
but remember that the Shard of Light is a powerful weapon
that should only be gained once the characters have
undergone some hardship to acquire it.

The third and final component the characters will
require is the Dragonlance of Huma. While it only plays
a relatively minor role in this adventure, it is both one of
the most important weapons in the player’s arsenal and
something the characters will have to struggle to keep
hold of—they aren’t the only ones in the world that desire
the weapon. Giving the Dragonlance to the characters is
something that will require some work on your part, as it
is a major artifact and something that can swiftly change
the entire pace and balance of the game.

One possible scenario for allowing the characters
to find the Dragonlance involves having the characters
discover a contingent of Dark Knights escorting a
“precious” artifact towards Neraka, which the characters
must intercept. For a slight variation on what happened
after Dhamon Grimwulf stabbed Malystryx with the
Dragonlance of Huma, you can rule that she casually tossed
the Dragonlance aside into the Sea of Blood, where it found
its way into the hands of the Dargonesti. Like the Shard of
Light, the characters should not just find the Dragonlance
lying around—it should only be acquired after a grueling
adventure that enables the characters to take pride of the
effort they put forth in order to gain the reward.

RunninG THE ADVENTURE

Spectre of Sorrows is the second of three epic adventures
meant to take the characters across the continent,
through numerous quests and side-quests, and create an
epic adventure that will have ramifications in the world
of Krynn for many generations to come. The possible
complications that may arise are far too numerous to be
covered in this book, but there are a number of things
that are important for you to keep in mind as you run the
adventure.

THE Moons oF Macic

Given the unique tie between the magic of Wizards of
High Sorcery and Krynn’s moons, it is important to know
the positions of the moons when dealing with the effects
on wizards. Chapter Three of the DRAGONLANCE
Campaign Setting details two different methods of tracking
the moon—one that requires constant record keeping and
one that requires you to roll for random positioning of

the moon whenever it becomes important. Chapter Two
details the effects of the moons on High Sorcery.

As in Key of Destiny, each chapter within this adventure
will begin with an annotation describing the current phase
of the moon. This assumes that you and the characters
follow the prescribed timeline of events. This may not



necessarily occur. It’s up to you to decide whether or not
you wish to keep track of the moons on your own (using
the chart provided in the DRAGONLANCE Campaign
Setting), or roll randomly each time it comes up, or simply
use the suggested moon phases annotated at the beginning
of each chapter. In the end, you should decide which
method works best for you and for your players.

THEmE aAnp Moob
One of the primary themes of the entire Age of Mortals
adventure trilogy is that of change and transformation.
Begun in Key of Destiny, this theme carries through all
three adventures. Too many changes in the past few
decades have been detrimental to the world and its people,
with few changes bringing any true hope. Yes, the moons
and constellations have returned to the way that they were,
but they bring with them memories of how things seemed
different then, constant reminders of the way things
used to be and of all the suffering and loss the world has
undergone. However, if the player characters are successful
in their quest they will find they have indeed brought
about a great change to the face of Krynn, and even the
worst changes can end up beneficial in the end.

There should always be an underlying context that
not everything is what it seems to be at first glance.
Appearances and perceptions can be deceiving, even
manipulated. In the end, the only individuals that the
characters can truly trust are one another. This underlying
theme can be greatly enhanced by changing the mood
from one chapter to the next. The best way to enhance
a particular mood is through subtlety and judicious
application, not through constantly reinforcing it to the
point that the characters (and the players) feel openly
manipulated by it. It is also important to remember that if
the mood is at a constant low, it will bring the characters
(and the players) down in mood as well, so be sure to give
the characters some up time—time to unwind, to savor
their victories, to heal their wounds and to prepare to face
the trials the next day may bring!

PrLaving THE MPCs

In Appendix Two, you will find detailed stat blocks on
every major NPC that appears in this adventure. Minor
NPCs (those individuals only mentioned in passing or
who are not as important to the adventure) do not receive
detailed statistical information.

Remember that the NPCs are more than just a
collection of statistical information. Play each NPC as a
distinct individual, giving each a unique ‘voice’ that will
stick with the players. For many of the NPCs, information
on their personalities can be gleaned through reading
the encounter information. From that, you can quite
easily create a distinct persona. You can use accents or
mannerisms to bring NPCs to life. Tricks like this make the
NPC stand out from the masses, allowing the players to get
a better mental image of the character.

Most NPCs are provided with an Initial Attitude,
which is the basis of how they will interact with the
characters. Depending upon the characters’ actions or
attempts at diplomacy, this attitude can either improve or
worsen. Where necessary, attitude adjustment modifiers
are provided, along with the DC of any Diplomacy skill
checks.

Many encounters that involve combat between the
PCs and the NPCs will contain a section entitled Tactics,
which will provide you a number of different actions the
NPCs can take during combat. Of course, it’s impossible
for this adventure to include responses to every possible
action characters can take, but the given tactics will cover
the most obvious choices and provide a framework from
which to base other optional responses.

EncounTerR NUumBERING

TO easily correlate encounters and locations with the
provided maps, areas in this adventure have been
divided into distinct sections.

The descriptions for subrooms listed by letter within
these areas can be found in the text for the nearest main
numbered room.

The areas in the adventure are designated:

GT Goblin Tunnels CT Clocktower

TEIL,

Flotsam GM The Great Moors

SB Sea of Blood wuU Wulfgar

KE

Kern
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/. CLASH OF FiRE &§ DARKRNESS

With the death of Malystryx and the return of the true
gods, the area known as the Desolation has become
even more chaotic and dangerous than it was. Assuming
the characters completed the Key of Destiny adventure
successfully, the surviving dragonspawn of Malystryx will
discover the death of their leader, Sindra, and the theft of
the Dragonlance (although they will be more upset at the
loss of their leadership).

Even though the characters have survived the Peak
of Malys, their adventures are far from over. They have
achieved a major milestone, but they do not have time to
rest. They still have to escape the Desolation.

DAnGEeR in THE DesoLATiON
Current Date: 14th day of Rannmont (Winter). This date
picks up at the end Key of Destiny (p. 128). It assumes the
characters took approximately 2
days within the Peak of Malystryx.
If the characters took longer, adjust
the date accordingly.

Phases of the Moons

Solinari: Waxing, First Quarter.

Lunitari: Waning Gibbous,
High Sanction.

Nuitari: Waxing, First Quarter.

The introduction presented
below assumes that the characters
completed the adventure Key
of Destiny, leaving the Peak of
Malystryx behind as they seek
to escape the Desolation. If the
characters have not played through
Key of Destiny, then you may need
to design your own beginning to
the adventure, or you may wish to
have the characters end up caught
between a battle between the Dark
Knights and the red dragonspawn
from the Peak.

When you are ready to begin the adventure, read or
paraphrase the following text aloud to your players:

he journey through the ant tunnels

progresses with surprising ease, although
the footing is treacherous at times. As you
emerge from the twisting passageway, you are
greeted by the sullen light of the Desolation’s
dawn. Behind you, the volcanic peak casts
its shadow to the west, while the ruins of
Kendermore can be seen off to the south.

The tunnel from which the characters emerge is a little
over a mile to the north of the ruined Kendermore. The
tunnel is 10 feet wide, made of stone excavated by the
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phalanx ants of the Peak. From the exit of the tunnel, the
characters can either return to Kendermore, where they
can meet up with their Kagonesti guide and the refugee
kender, or they can strike out towards the Oracles (if they
retrieved the Staff of Bones and agreed to return it to the
Oracles in exchange for the information they received; see
Key of Destiny for details).

If the characters meet up with the Kagonesti and the
refugee kender, they will find them camped out in the
ruins of the Palace in Kendermore (Location K3, see map
of Kendermore in Key of Destiny). The refugees have
been made comfortable, fed, and their wounds tended by
the insane afflicted kender, Deuce Spadestomper (male
afflicted kender expert, hp 17; see description of the Palace
in Key of Destiny), and Parrick Whistlewalk (male kender
rog3, hp 14; see details in Key of Destiny), who is happily
reunited with his sister, Kerra
Whistlewalk (female kender rogue
3, hp 14), whom the characters
may have rescued from the
chamber in the Peak (again, see
Key of Destiny).

The characters will be
hounded for information by the
kender, while the Kagonesti will
wait patiently for the characters
to fill him in on what happened.
If the characters are carrying the
Dragonlance of Huma, this will
open up an entirely new set of
questions as even the afflicted
kender in the group are awed by
the obviously holy artifact.

This is an ideal place to let
the characters catch their breath
following their adventure in the
Peak and give them enough time
to rest up and heal their own
wounds. After about 8 hours, if the characters have not
made any move to leave, have their guide suggest the party
prepare themselves, telling them they should leave before
the dragonspawn or ogres send out any patrols to come
looking for them.

As the heroes rest, Sindra’s death is discovered,
sparking a massive search through the volcano by the
dragonspawn, a number of scuffles between the ogres and
dragonspawn in the Peak, and the regrouping of some of
the dragonspawn by Sindra’s mate, Vagard Bloodmane.

Getting the kender organized and ready to leave would
normally be a massive undertaking, but the Kagonesti
will have worked to get the kender ready for travel. When
you feel that the characters are ready to move on, or if the
pace is slowed for some reason, then run the following
encounter and send the characters headlong into the rest
of the adventure.
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F the characters are helping to escort the kender

away from Kendermore, they will find their going
slowed a bit, and not only because of the volcano’s
eruption. There are 21 kender, not including Deuce
Spadestomper (who will accompany the party to help
the Kagonesti guide deal with the kender) and Parrick
Whistlewalk (who will gladly help as much as he can).
Seventeen of these kender are 1st-level afflicted kender
commoners, while the other four are true kender.

The afflicted kender won’t be too much of a

problem, particularly under the care of Deuce

LA
\

in anything or anyone. He’s also remarkably sharp-
eyed and if the characters don’t notice the circling
dragonspawn, Wren will be the first to point them out.

Gilly Stickyfingers (female kender rogue 4, hp 18) is
bossy, opinionated, and she has a bad habit of finding
things that people have “dropped” and giving them
back to the person with a stern lecture on how they
should keep better watch over their possessions. She’s
also a convenient way of introducing small things that
are needed at the right time (such as potions of cure
light wounds or handkerchiefs to protect against the ash
clouds).

ol

Spadestomper, who will keep them whipped into
shape like a little general. The true kender are a more
problematic, as they will want to “help” as much as they
can.

The true kender are:

Kerra Whistlewalk (female kender rogue 2/cleric
1 of Mishakal, hp 16), ParricK’s sister. Ingenious and
friendly, she tends to talk a lot more than even a normal
kender, but contained within her speech is usually some
good, solid advice. She’s remarkably streetwise and does
try to stay on topic. She, along with Parrick, will try
their best to keep the other true kender under control.
After her time in the Peak as a prisoner, and having
closely witnessed the atrocities committed against
her “people,” Kerra has become a cleric of Mishakal,
complete with a Medallion of Faith she “found” in the
ruined Palace. She will act as the resident caretaker of
the kender, healing wounds and offering advice in equal
measures.

Wren Meadowlark (male kender rogue 2, hp 10)
is a young kender, barely into his late teens and still
early in his wanderlust. Wide-eyed and innocent, he
takes everything said at face value, seeing no deception

OuT oF THE FiRE

Allow characters a Survival check (DC 20) to sense the
telltale vibrations in the ground heralding an imminent
eruption of the Peak of Malys. Regardless of the result,
read the following:

here is a sudden deep rumbling sound
from the volcano, a reverberation
that causes the ground beneath your feet
to tremble. A flaming spume explodes
violently from the mouth of the peak and
a noxious black cloud billows upwards,
blanketing the sky in cinder and ash. Trails
of molten light streak through the clouds,
fragments of rock hurtle through the sky
and strike the ground with concussive
force. Unfortunately, the strength of the
explosion is strong enough that some of those
fragments are heading directly towards you.

Derrin Wolfnose (male kender ranger 3, hp 17)
stays close to the Kagonesti, looking up to the elf with
something akin to hero worship. He is a ranger, and
has a keen ability to ferret out herbs and water. He also
has a tendency to think of himself as a young wolf,
complete with howling at the moon and snarling in
combat.

During encounters, the afflicted kender will scatter,
each seeking to find some place to hide. The true
kender, however, will leap gleefully into the fray. They
won't be truly effective combatants as they are mostly
inexperienced, but for particularly difficult encounters
they can provide assistance to the PCs (tripping up
opponents, throwing rocks from a safe distance to
distract enemies, etc.).

It is important to remember not to play the kender
as comic relief here. The afflicted kender have been
nearly broken, acting listless and generally obeying any
order without question.

If the characters do choose to escort the kender out
of Kendermore, award them a story bonus equal to
their average party level +1.
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The volcano has erupted, which it has not done since
before Malystryx’s death. The eruption has been building
up for months, and was triggered by the backlash of
magical energies following the disruption of the ritual and
the death of Sindra.

The ash cloud from the volcano boils forth rapidly,
expanding to cover a nearly 50-mile radius with the
volcano at its epicenter, and visible for more than a
hundred miles in every direction. This cloud will last for
a week, completely obliterating the sun from the sky and
making life a bit difficult for those unlucky enough to
dwell in the volcano’s shadow. Lava floes rapidly wind their
way down the side of the Peak and, though they won’t
travel much further than the base of the peak, the magma
that travels just beneath the surface of the Desolation will
continue to be volatile for the next few days.

Kendermore, at the base of the Peak, has witnessed and
withstood many such explosions over the last few decades.
Natural gullies have formed around the ruined town,
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which provide protection against the lava flows, although
little can be done about the cinders and ash that will

rain down on the ruins for the next week as the volcano
continues to vent.

There are three danger regions the characters may
have to pass through as they seek to get away from the
volcano. The first zone is on the Peak itself and the region
that includes Kendermore. For the first hour following the
explosion, there is the risk of being struck by falling rocks
from the Peak. There is a 75% chance of being caught in
a hail of stones within the first 10 minutes, decreasing by
10% for every 10 minutes after the first. Characters caught
in a hail of stones take 4d4 points of bludgeoning and fire
damage from being struck by falling rocks, (Reflex DC
15 half) as long as they remain in the open. The thick,
noxious cloud inflicts a -10 penalty to Listen, Search and
Spot checks, and provides concealment (20% miss chance)
to anyone within it.

Those who do not protect themselves from the
toxic fumes (either via a wet cloth worn over the nose
and mouth, protective magic, or the like) must make a
Fortitude saving throw each hour (DC 10, +1 for each
check after the first) or spend 1d6 rounds choking and
coughing. A character that chokes for 2 consecutive rounds
takes 1d6 points of nonlethal damage and is considered
nauseated.

The second danger region, from 20 to 40 miles away
from the epicenter, is marked by a near-constant threat

of choking ash and soot. This is similar to the effects

of a constant (non-severe) silt storm (see Travel in the
Desolation on p. 11), although there is little threat of
damage from falling rocks. There is a 10% chance per
hour, however, that the silt storm will worsen due to
adverse weather conditions. In this case, the severe silt
storm will last for about an hour before calming, forcing
the characters to seek out shelter. In this area, characters
will suffer a -6 penalty to Spot and Search checks, a -4
penalty to Listen checks, and a 10% miss chance due to
partial concealment.

The third danger region, from 40 to 50 miles, is the
least dangerous of the three, as it is the furthest from the
volcano. In this region, the volcano ash falling from the
skies is similar in effect to a silt storm (see Travel in the
Desolation), mostly an irritant, although characters will
suffer a -4 penalty to Spot, Listen and Search checks.

A successful Survival check will enable a character to
weather each region much more easily. In the first zone,
the Survival DC is 25, and a successful check enables the
character to avoid having to make Fortitude saves against
the gases. In the second zone, the Survival DC is 20, with
a successful check allowing the character to halve the
penalties imposed by the silt storm. The third zone’s DC is
15, with a successful check allowing the character to halve
the penalties from the silt storm.

-

.r
WWindow, to
AT e
the Stars

/¢ - CHaPtER OnE

WO el Norddrervr Dﬂfﬂ/ﬁfﬂﬂ |




TRAVEL in THE DEsoLATIiON

This inhospitable region is covered in greater detail in
Chapter 5 and Chapter 6 of the first adventure module

of the Age of Mortals campaign, the Key of Destiny. The
kender city of Kendermore (Chapter 5) and the Peak of
Malys (Chapter 6) are useful resources if you want to more
fully flesh out the retreat of the party from the Desolation.

This chapter includes enough information for you
to play out the events of this escape and the challenges
faced by the heroes along the way. You should be familiar
with the rules for heat exhaustion and thirst (see The
Environment, Heat Dangers and Starvation and Thirst in
Chapter 8: Glossary in the Dungeon Master’s Guide), and
desert environments (see Desert Terrain in Chapter 3:
Adventures in the Dungeon Master’s Guide).

The Bestiary of Krynn also includes expanded
encounter tables and additional creatures that suit the
Desolation, beyond what is provided here. You can use that
sourcebook to introduce even more dangers for wayward
heroes.

RAnbom ENCoOunTeERS

The chance of a random encounter during the day is

15% and 35% chance each hour at night. Because of the
volcanic fallout, line of sight distances are all reduced

to less than 50 feet, as the volcanic particles effectively
neutralize both low-light vision and darkvision. Rely more
on resisted Listen checks against Move Silently checks
(modified by the appropriate penalties based on the fallout
zone) to determine surprise for each encounter.

Da

Di:-.’ Result Creature Encountered Average EL

01-04 Bad Weather )

05-15 Heiracosphinx pair (2) T

16-25 Arrowhawks (1 6
juvenile, 1 adult) T

26-35 Goblins in Need * 8

36-55 Lamia Seductress® 6

56-65 Ogre Expedition * 9

66-75 Desolation Giant 7

76-85 Athach T 8

86-95 Sand Wretch Band (3) 7

96-100 No encounter

t See Monster Manual for details.

* Unique encounter. Do not use the same encounter
again, either roll again or treat as no encounter.

Night

Die Result Creature Encountered Average EL
01-04 Bad Weather +2

05-15 Ogre Expedition * 9

16-25 Ankheg Cluster (3) T 6

26-35 Kender Vampire * 8

3645 Shadow Mastiff (2) T 7

46-65 Lamia Seductress * 6
66-75 Desolation Giant 7
76-85 Barghest Pack (3) T 8
86-95 Wraith Gang (3) 1 8
96-100 No encounter

T See Monster Manual for details.

* Unique encounter. Do not use the same encounter
again, either roll again or treat as no encounter.

BAD WEATHER
If this encounter occurs, the weather takes a sharp turn for
the worse. Roll d% and consult the following table:

BAD WEATHER

d% Weather Hazard

01-29 | Acid Rain

30-59 | Electrical Storm

60-89 | Silt Storm

90-00 | Roll twice (catastrophic weather)

Acid Rain: When rain falls on the Desolation is it
neither cool nor refreshing. The effects of precipitation
and different types of storms are described in the Dungeon
Master’s Guide. However, when it rains in the Desolation,
there is a 25% chance that the rain is acidic.

The black acid rain of the Desolation is laced with
volcanic dust and volatile gases. In addition to the —4
penalty to Spot, Search, and Listen checks, the acid rain of
the desolation eats away at equipment and irritates skin.
Each round spent in the rain the character must make
a DC 13 Fortitude save or take 1 point of acid damage.
Magic items must also make saves or suffer damage as well.
Normal items begin to weaken and eventually disintegrate
if left out too long.

Electrical Storms: The dry heat of the Desolation fuels
lightning storms above the broken lands. During a day
when an electrical storm occurs, each storm lasts 4d10
minutes, with a lightning bolt striking approximately once
each minute. There is a 10% chance that a bolt from that
storm will affect the party on the ground (increasing by
2% for each character in medium armor and 5% for each
character in heavy armor). Each lightning bolt inflicts
1d10 eight-sided dice of damage in a 10 foot radius. Roll
randomly to determine which character is the center of
the strike. Any affected character is allowed a DC 15 Reflex
save to take only half damage.

Silt Storms (CR 3): The Sea of Cinders often has
terrible silt storms that can be deadly if they catch one
unaware. A silt storm blows fine grains of sand that
obscure vision, smothers unprotected flames, and can
even choke protected flames (50% chance). Silt storms are
accompanied by severe winds (ranged attacks and Listen
checks are at a —4 penalty). However, most silt storms
in the Desolation (75% chance) are accompanied by
windstorm-magnitude winds (Ranged weapon attacks are
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impossible, and Listen checks are at —8 due to the howling
of the wind.) These greater silt storms deal 1d4 points of
nonlethal damage each round to anyone caught out in

the open without shelter and also pose a choking hazard
(see Water Dangers in Chapter 8 Glossary in the Dungeon
Master’s Guide—except that a character with a scarf or
similar protection across her mouth and nose does not
begin to choke until after a number of rounds equal to 10
x her Constitution score). Greater silt storms leave 2d3—1
feet of fine silt in their wake.

Sanp WRETCH Banp

Sand wretches are twisted spawn of the Chaos War that
thrive in Malystryx’s twisted landscape. These particular
wretches are composed of volcanic ash and silt as well
as sand, but they are otherwise identical to the creatures
detailed in the Bestiary of Krynn.

When the sand wretches attack, they will seek to
target the weakest characters first (if the PCs are escorting
the kender, they will focus on the afflicted kender).
Because of the volcanic cloud, the sand wretches receive a
circumstance bonus to their Hide checks dependent upon
the zone in which they are encountered (+10 in the first
region, +6 in the second region, +4 in the third region);
this is cumulative with the penalties to Spot checks
suffered by the characters.

& Sand Wretches (3): hp 32; see page 174.

DesoLation Giant

Driven out of its cave by the eruption of the Peak, enraged
by the ash and silt, a rampaging Desolation giant will be
stampeding on a path of destruction. Unfortunately, the
characters have stumbled into the path of this beast.

& Desolation Giant: hp 89; see page 172.

Tactics: The Desolation giant will seek to take out the
most physically impressive character first, making a spring
attack to get in and out of combat quickly. It will seek to
avoid being surrounded, using the cover provided by the
ashen haze.

KENDER VAMPIRE
Terrin Whiteknot is a kender vampire—a creature that
takes pleasure in feeding off others of his own kind. If this
encounter occurs, he will start stalking the party during
the night, keeping an eye out for opportunities to pick
off the refugee kender. He is not particularly brave, so
will not risk a direct confrontation with the party, instead
preferring to snatch his prey and disappear into the
darkness, retreating to his lair.

a Terrin Whiteknot, afflicted kender vampire: hp 59;
see page 175.

Tactics: Terrin is a coward, and will do everything in
his power to avoid a direct confrontation. He will start
by using his children of the night ability to summon bat
swarms to distract the characters while he snatches away
one or two kender, retreating to his lair to feed. If he
is caught in the open, he will assume gaseous form and
retreat.

Development: Terrin’s lair is a cave not too far from
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where he encounters the party. He will not travel more
than 5 miles away from his cave, as he is afraid of being
caught out in the open. The volcanic fallout has given
him a false sense of security, as he needn’t worry about
sunlight, but he still will not risk a direct confrontation if
he is obviously outnumbered.

Tracking Terrin back to his lair requires a DC 25
Survival check. The entrance to his cave is hidden behind
a large boulder, requiring a DC 20 Search check to find:
Break DC 65, 900 hp, hardness 8, Strength DC 30 to move
out of the way. Terrin typically uses his gaseous form to
seep around the cracks, although to bring his prey to his
cave, he will have had to move the boulder, then move
it back, leaving the tell-tale traces of his presence to be
discovered.

The tunnel behind the boulder is narrow and barely
large enough for a Small creature to stand upright
(Medium creatures would have to crawl, Large or larger
creatures would be unable to pass through the tunnel).
The tunnel angles downwards about 20 feet, with a simple
trap halfway down:

«© Patch of Brown Mold: CR 2; mechanical; touch
trigger (disturbing the rock covering the patch); automatic
reset; 5-ft. cold aura (3d6, cold nonlethal); Search DC 22,
Disable Device DC 16. Activating this trap automatically
triggers a small bell, sending it skittering down the tunnel
and alerting Terrin to an intruder’s presence.

The tunnel emerges into a small natural cavern, about
20 feet in diameter with a 10-foot ceiling. It is here that
Terrin rests, away from the light. If he is confronted in his
lair, he will attack viciously, fighting like a cornered rat.
The kender he snatched will be unconscious and tied up.

Treasure: The only treasure in the lair is found in
Terrin’s pouches, as he refuses to leave anything lying
around to be carelessly picked up by wandering hands.
Refer to Appendix Two for his treasure.

GosLins in MEED

As the group is traveling through the fallout zones of

the Desolation, they will see that the fallout has caused
problems for those creatures that have somehow managed
to survive in the Desolation all these years. Already

scarce natural resources, such as drinkable water and
edible plant’s have been made toxic by the ashes from the
volcano.

In this encounter, the characters come across a small
band of goblins that have gotten lost due to the fallout.
The miserable creatures are huddled together under
a crude lean-to, squabbling among each other and
unfortunately attracting the attention of not only the
characters, but also a rather hungry behir.

The characters will hear the sound of screeching and
fighting as the starving behir attacks the goblins.

A Goblins (8): hp 5 each; see Monster Manual.

v Behir: hp 94; see Monster Manual.

Tactics: The behir has no real tactics—it’s starving and
the goblins are convenient. It will seek to swallow whole
at least 4 goblins. If the behir is pressed, it will unleash its
breath weapon towards the largest concentration of foes.



The goblins are too weak and scattered to have any true
tactics except for survival.

Development: If the characters manage to save the
goblins, they will find the goblins obscenely grateful;
almost worshipful of the brave heroes that rescued them.
They will offer to lead the heroes to a goblin tunnel
entrance, which will enable the party to avoid any further
random encounters above ground (see Goblin Tunnels on
p-19).

Treasure: The behir has no treasure, although the
goblins will shower the heroes with “treasure” (mostly
assorted junk and items that even kender wouldn’t have
in their pouches), but hidden amongst the dross will be a
major ring of energy resistance (fire).

LAmiA SEDUCTRESS

If this random encounter occurs, the characters will
come across a damsel in distress. Dressed as a nomad
woman, with a veil covering her face to protect her against
the fallout, she will approach the characters begging for
assistance. She will tell the characters that her brother was
injured in an attack by Dark Knights, that he’s resting in a
cave not too far away while she came looking for help.

If the heroes agree to help her, she will tell them the
cave is large enough to provide shelter for the party (as
well as the refugee kender if they are with the party) and
will lead them towards the south, where there is indeed a
large cave. In the cave, they will find an unconscious man
(one of the lamia’s previous victims). The lamia has been
toying with the man for quite some time, having drained
him to 3 Wisdom and keeping him charmed, however she
has grown tired of this toy and wants a new one.

Realizing she cannot take on the full party alone,
she will try and separate one of the males in the party
(focusing on a particularly chivalrous character). She will
try her best to get one of the characters to stay with her,
pointing out that it would be only until her brother is
healed enough to travel. If a cleric or mystic takes a look at
the unconscious man, he will be able to determine that his
leg has been broken and is mending poorly, but otherwise
he seems to be suffering from some strange ailment (the
result of repeated Wisdom drains by the lamia).

The lamia’s disguise is not impenetrable. She has a +11
Disguise check (+1 skill, +10 from disguise self spell-like
ability), but the disguise is only illusory. She avoids anyone
who wishes to touch her, claiming she is afraid whatever
sickness is affecting her brother has affected her as well.
She will particularly avoid any cleric or mystic, afraid that
their magic will see through her disguise.

v Shilandra, lamia: hp 58; see Monster Manual.
Tactics: If her disguise is penetrated, Shilandra will
drop her illusion and use her mirror image ability to create
confusion, striking out with her touch attack and Wisdom
drain to make people susceptible to her suggestion, charm
monster, and deep slumber spells while she seeks to escape.

Development: The unconscious man under the lamia’s
not-so-tender care is Brandel Bloodstone, a Dark Knight
captain who was separated from his patrol a few weeks
back. If you should need Brandel’s statistics, use Kalrik
Skalion’s stat block, but lower his Wisdom to 3 and his
Dexterity to 6. This will have the effect of lowering his Will
saves and Wisdom-based skill checks by —4, and dropping
his AC, Reflex saves, Dexterity-based skill checks, ranged
attacks, and initiative bonus by -2.
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EncounTers FoLLowinG THE ERUPTION

As the random encounters and the following
encounters will occur during the fallout the eruption of
the volcano, it is important to remember the penalties
both sides will suffer to skill checks as well as the miss
chances due to the concealment granted by the fallout.
For ease of reference, the modifiers depending upon the
region are as follows:

If the characters don’t just abandon him in the
cave, award them a story bonus, increasing the effective
Encounter Level (for awarding experience) by +1. Brandel
will be indebted to the characters for saving him from
certain death at the lamia’s hands. He will warn the
characters to avoid approaching Darkhaven at all costs,
and if the characters treat him particularly well, he will
offer to write the heroes a writ that will help them if they
are stopped by any Dark Knight patrols.

The writ is a scroll, written in Nerakan, declaring that
the player characters are under protection of the Third
Legion for as long as they travel within the region known
as the Desolation, including the occupied territories of
Port Balifor and Flotsam. Brandel will seal the writ with
his signet ring, found on a chain amongst the rest of his
equipment in the lamia’s treasure stash.

In return for the writ, he will ask for provisions to keep
him supplied for a few days while he recovers, and for the
characters to swear an oath they will report his location to
the Dark Knights so they can retrieve him. He will not ask
what the characters are doing, nor does he wish to travel
with the characters, pointing out (rightly) that while he
owes them for saving his life, he does not wish to call his
own oaths into conflict.

Treasure: The lamia’s treasure is hidden under a large
rock in the back of the cave (DC 20 Search to discover).
In there, the characters will discover a lamia’s standard
treasure as well as Brandel’s equipment, including a set
of masterwork black chain mail armor emblazoned with
the Dark Knight Lily symbol, and a signet ring with a lily
carved from a bloodstone.

OGRE ExPEDIiTIiON
In this random encounter, the group comes across a gang
of ogres returning to the Peak from a foraging expedition.
The ogres are surly from being caught out in the volcano’s
fallout and are itching to take out their irritation on
anything that crosses their path—including the heroes.
v Graak, Ogre Fighter: hp 81; see page 173.
& QOgre Brutes (3): hp 29; see Monster Manual.
Tactics: Graak is a surprisingly cunning opponent,
recognizing that the greatest threat typically comes
from the “weak looking humans in funny clothes” (i.e.,
characters that wear the traditional robes of a wizard).
While his gang takes on any warriors, Graak will use
his javelins to try and take down any wizard-appearing
characters before closing in with his great axe.

17~ CHaPtER ONE

+ Region 1: —10 penalty to Spot, Listen, and Search
checks, 20% miss chance.

+ Region 2: —6 penalty to Spot and Search checks, —4
penalty to Listen checks, 10% miss chance.

+ Region 3: —4 penalty to Spot, Listen and Search
checks.

Treasure: Only the equipment the ogres are carrying,
plus a large hide sack holding an assortment of animal
carcasses from the hunting expedition.

DaArk KniGHT PATROL (EL 7)

When the characters are somewhere near the border to the
third region of the fallout, have them to make either a DC

19 Spot or Listen check. If they succeed on the check, read
the following:

In the distance, through the murky haze
of ash and soot from the volcano, you
can make out the vague shape of horses
bearing riders. The figures are steadily
approaching, making little effort to conceal
their presence. After a few moments, you
can begin to pick out what appears to be
armored figures atop the horses, one of
whom is carrying a standard of some sort.
The image on the standard is indistinct, but,
finally, you can pick out what seems to be

a white flower standing out starkly against
the black fabric—Dark Knights apparently;
five of them, heading your direction.

Small groups of Dark Knights have been sent forward
on patrol as advance guard (see The Approaching
Darkness on p. 16).

The patrol consists of one Knight of the Lily and four
soldier-squires. If they encounter the party, they will draw
close enough to mark the presence of the characters, but
they will not attack unless they are attacked first. Kalrik
will send two of his squires back towards the contingent of
Dark Knights traveling from Darkhaven with information
about the strange group. If the characters are openly
displaying the Dragonlance, this information will be
included in the report, as the Dragonlance is the reason the
Dark Knights are on the move.

If the characters have gained a writ from Brandel, they
can use the writ to avoid the encounter almost entirely.

If they approach Kalrik and his men under a white flag

of truce, Kalrik will be suspicious, but will recognize the
distinctive writing style and wording favored by superior
officers in the Knights of the Lily, as well as Brandel’s mark.
The characters can give Kalrik directions to the cave, at
which point they will have fulfilled the obligation of their



oath. If they do this, award them full experience for the characters. The dragonspawn will be the first to find the

encounter as a story award. characters.
A Kalrik Skalion, Knight of the Lily: hp 63; see page If the characters prevent the fight with the Dark e
173. Knights, through guile or by directing the Dark Knights )
A Dark Knight Soldiers (4): hp 15, see page 172. towards Brandel, then you can choose to not have the \\

Tactics: If the party attacks the Dark Knights, they will ~ characters deal with the Dark Knight vanguard (The

fight to protect themselves. Kalrik will dispatch two of his ~ Approaching Darkness, below) and only have them
squires, shouting at them to get to the vanguard with the encounter the dragonspawn (The Fury of the Spawn, |
information as he and the remaining two squires hold off ~ below). This is optional, if you feel the characters cannot
the characters. handle both encounters.
Kalrik is mounted on a heavy warhorse, while his four Treasure: Only the equipment carried by Kalrik and his
squires are mounted on light warhorses (see Monster squires. P ™
o |

Manual). Kalrik and his squires will make the most of

their mounts, using charge and overrun attacks, seeking THE Fury ofF THE Spawn (EL 10)

to scatter their opponents, keeping them separated so they =~ Twenty-four hours following the encounter with the Dark
can deal with them individually. The Dark Knights fight Knight patrol, or three days following the explosion of
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as a well-trained unit, protecting each other’s backs and the volcano (whichever occurs first), allow the characters »
seeking to keep their opponents off-balance. to make DC 22 Spot or Listen checks (modified by . I'
Development: If the two squires escape, they will head  local conditions) to see if they detect the approaching .
for the Dark Knight vanguard, where they will deliver dragonspawn.
their report and wait for the vanguard to mobilize. Once Read or paraphrase the following aloud if the y
the vanguard is mobilized, they will move to cut off the characters detect the dragonspawn: N,
characters’ escape route towards Port Balifor, penning the
characters between the Dark Knights to the west and the Over the familiar sound of dry wind, A
dragonspawn in the east. you can make out an echoing call high )
The battle between the Dark Knights and the characters overhead. At first, it sounds like the shrill PR
will draw the attention of the dragonspawn patrols, who cry of birds, but after it’s picked up and .1_ : '\\'
will immediately report back to the Peak of Malystryx at repeated over and over again, you can make { & >
about the same time the two squires (if they managed to out distinct words and phrases amongst the e\ %
escape) report back to the Dark Knight vanguard. It will guttural growls.Briefly, you see a flash of "\ l L%
take about 24 hours before either force can mobilize, travel illumination about a hundred yards away b il
to the location of the skirmish, and begin tracking the from you, a gout of fire that reveals an all-too- ' - \.\-,
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familiar form—a group of red dragonspawn
gliding through the murky ash in your
direction, led by a large, brutish individual
carrying a barbed trident. Just as you spot
them, they seem to have seen you, as the large
dragonspawn roars, “YOU! You will DIE!”

The leader of the group of red dragonspawn is Vargard
Bloodmane, Sindra’s mate and the de facto leader of the
red dragonspawn following her death. He will not wait for
explanations, nor will he cease in his furious assault until
either he or the characters are dead.

v Bloodmane: hp 42; see page 172.

& Red Dragonspawn Warriors (8): hp 22; see page
174.

Tactics: Bloodmane will begin battle with his breath
weapon, seeking to strike the largest opponent first.
Bloodmane disdains the use of magic, so neither he
nor his warriors will use any of their sorcery in combat,
preferring instead to fight hand-to-hand. Being chaotic,
the dragonspawn do not operate well together, each
focusing solely on a single opponent and unconcerned
with the welfare of the others. Only Bloodmane is truly
driven by a thirst for vengeance. If Bloodmane is taken
down, any surviving dragonspawn will flee the battle. The
dragonspawn will use their flying abilities, as well as their
breath weapon abilities, to the fullest advantage, closing
in only long enough to rake with their claws or strike with
their weapons before flying back out of reach.

Remember to include any penalties for missing due to
concealment based upon the current fallout—region when
the encounter occurs. The penalties apply equally to both
the PCs and to the dragonspawn.

Development: If the characters are being overwhelmed
by the dragonspawn, you can choose to have the characters
rescued in one of two ways. You can either have the Dark
Knight vanguard arrive (The Approaching Darkness), or
you can have the phaethons appear openly, adding their
strength to the battle. Remember, though, if the characters
have the Dragonlance of Huma, they have a powerful
equalizing tool at their disposal.

Treasure: The only treasure the dragonspawn possess
is their equipment, much of which will be destroyed in
their death throes. Only magical equipment possessed by
the dragonspawn could survive the death throes; make a
saving throw for each magic item listed.

THE APPROACHING
DARrkness (EL VARiES)
If the characters encountered the Dark Knight patrol and
allowed the squires to escape, then a contingent of the
Dark Knight vanguard will have been dispatched to bring
the characters in. The Dark Knights will catch up with
the characters in a little more than 24 hours following the
encounter with the patrol.

If the characters are being overwhelmed by the
dragonspawn, have the Dark Knights arrive during the
middle of the fight. The dragonspawn will shift their attack
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from the PCs at this point to the Dark Knights, who will
retaliate in order to defend themselves. In the confusion,
allow the characters time to flee.

When you are ready to have the Dark Knights
encounter the player characters, read or paraphrase the
following aloud to the players:

long, deep note echoes loudly, a note

that is quickly followed by a rousing
battle cry and the sound of dozens of
hooves striking the ground rapidly. Out of
the ashen haze emerges a troop of black-
armored knights charging forward atop their
fierce mounts. Their leader, at the head of
the charge, is a fierce-looking woman, who
raises her hand and points her men towards
the battle. It seems the cavalry has arrived.
Unfortunately, the cavalry are Dark Knights.

The dragonspawn scatter before the Dark Knights
bearing down upon them, taking to the air and howling in
anger at the interference.

If the characters dealt with the dragonspawn handily,
and do not need the “rescue” by the Dark Knights, then
have the Dark Knights appear in the moments following
the encounter with the dragonspawn, giving the characters
little time to recuperate before the Dark Knights arrive.

The Dark Knights will survey the scene, with Captain
Velaria inquiring as to what occurred. Give the characters
a chance to explain the situation, allowing Captain
Velaria a Sense Motive check (+6 skill bonus) to discern
any untruths or attempts to be evasive. If the characters
possess the writ written by Brandel, Captain Velaria will
look it over and verify its authenticity before allowing
the characters to go on their way. She will tell them that
the safest route out of the Desolation is to the northwest,
through Darkhaven (not an untruth). If the kender are
around, the characters may need to keep any of the true
kender from blurting out the truth of what’s going on.

A Captain Velaria Grimstone, Dark Knight
Commander: hp 58; see page 172.

& Dark Knight Soldiers (12): hp 15; see page 172.

Tactics: The Dark Knights are extremely well-trained,
but the dragonspawn have the advantage of being able to
fly, which puts the battle on more even ground between
the two forces, particularly as the dragonspawn are
fighting a battle on two fronts. The Dark Knights will
not necessarily attack the characters unless the characters
attack them first; at least until the dragonspawn are dealt
with. The Dark Knights are as hampered by the ashen
cloud as is everyone else, which is why they closed in for
combat as opposed to striking with missile weapons from
a distance.

Development: The Dark Knights are in the region
for one reason: they are searching for one of the Tears
of Mishakal. A gifted Knight of the Skull named Kelbur
Ghosteyes saw the Tear in a vision, after which he
assembled the Knights of Darkhaven and set them to



retrieve it, hoping to pair it
with the one they already
have (which was corrupted
centuries ago by Chemosh,
see Appendix One).

There are many different
ways you can play out this
encounter. You can have the
Dark Knights appear as a
way of giving the characters
(and the kender) time to
escape the dragonspawn
(reducing the EL of the
dragonspawn encounter
by 2) or you can have the
Dark Knights capture the
characters, taking them to
their fortress, Darkhaven
(starting on p. 22).

If you choose to have
the Dark Knights appear
long enough to give the
characters time to escape,
you can either proceed to
the following encounter,
or you can have the Dark
Knights give chase to them.
Of course, if the characters
are escorting the kender,

Knights save the characters
from the dragonspawn,
award the characters
experience for both
encounters equal to an EL
8. If the characters dealt
with the dragonspawn
handily, award them

full experience for the
dragonspawn encounter,
plus any additional
experience determined by
their encounter with the
Dark Knights.

WinGs of FLAmE
The following encounter
should be used when you
are ready for the characters
to escape the Desolation
and to set them upon

the path to Flotsam, and
onwards towards their
ultimate goal of the Dragon
Graveyard. It can be used
following the encounter
with the dragonspawn or at
any time you want to move
the adventure away from

the Dark Knights will have

the advantage of being on horseback and unhindered by
noncombatants. The balancing factor, however, will be that
the Dark Knights will not have emerged from dealing with
the dragonspawn unharmed.

If you choose to have the Dark Knights capture the
characters, the Dark Knights will allow the kender, who
are more trouble than they are worth, to flee the scene.
The characters may have the writ Brandel gave them but,
unfortunately, it will do them little good with Captain
Velaria, who will consider it a directive to escort the
characters to Darkhaven for questioning and their own
protection. Depending on how the characters react, the
Dark Knights may only surround the characters and escort
them safely (keeping a keen eye on them), or, if they resist,
the characters will be chained, their gear stripped off
them, and the Dark Knights will discover the Dragonlance
(if it was not already being used openly in battle against
the dragonspawn). This will be a pleasant surprise for the
Nerakans.

The journey to Darkhaven will take a few days, which
will give the characters opportunity to escape, if they keep
their wits about them. It will not be easy, particularly if the
Dark Knights have gained possession of the Dragonlance.

Otherwise, this could lead the heroes straight to the last
section of this chapter, Darkhaven.

Treasure: The only treasure is the equipment carried by
the Dark Knights.

XP Award: How the situation is dealt with will
determine the overall EL for the encounter. If the Dark

the Desolation.

The phaethons will approach the characters only if they
are alone. The phaethons will not interfere in the battle
with the dragonspawn, or if the Dark Knights capture
the characters, but they will be watching. If at any point
the characters manage to escape, the phaethons will then
appear.

ut of the shadows, two figures emerge.

Dressed in simple clothing, and carrying
little in the way of weaponry besides crude
spears, the two young men appear to be half-
elven: too stocky to be full-blooded elves, yet
bearing the distinctively pointed ears of an
elven heritage. They are both coated with a
dusting of gray powder, yet, despite this, the
vivid red hue of their hair blazes brightly.

One of the two steps forward, holding out his
hands as he speaks, “We mean you no harm.
Please, you must come with us if you wish to
get out of here alive. There are forces moving
against you that you aren’t even aware of.”

The other figure, looking around
nervously, speaks up in a low voice,

“We must hurry. It’s not safe here.”

The two figures are phaethons, brothers named Kieran
(LN male phaethon ranger 6) and Farren (LG male
phaethon monk 3/fighter 3). They were sent by the village
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elders to find the characters and bring them back to the
phaethon encampment . The phaethons will not say much
more to the characters at this point, except to encourage
the PCs to hurry. If the characters inquire about the kender
refugees, the phaethons will say that the kender have
already been retrieved (if the kender “disappeared” during
one of the battles or following the characters’ capture), or
tell the characters that they were sent to retrieve everyone,
including the kender.

Given the characters have every reason to distrust the
sudden appearance of the phaethons, if the characters
attempt Sense Motive checks, or magical means of testing
the phaethons’ truthfulness, they will find the phaethons to
be open and sincere, albeit nervous about being away from
the safety of their village.

You may choose to allow any elven character, or any
character with knowledge of elven lore, to make a DC 20
Spot check to recognize that there is something not quite
right about the two “half-elves,” although it requires a
DC 30 Knowledge (history) check to recognize that the
two young men bear the distinctive look of the legendary
phaethons.

The phaethons will not reveal who or what they are,
except for their names. They will not risk using their wings
right now, as the flames of their wings would clearly reveal
their presence to any dragonspawn flying overhead. If the
characters press for more information, however, one of
the brothers will pull up his tunic, revealing a vivid tattoo
of a blue phoenix emblazoned on his chest—the mark of
Habbakuk, the Blue Phoenix.

If the characters agree to travel along with the
phaethons, read them the following:

he two young men lead you through

the oppressive gray haze, taking you
along a rugged path. Through the murk,
you can make out the shadow of a craggy
outcropping of rocks that rapidly becomes
clearer as you get closer. Your guides head
toward a fissure in the face of the rocks and,
as one of them slips through it, the other
stops and indicates for you to follow him.
“Through here,” he says. “You may rest,
and we will tell you all that we know.”

The fissure leads up a narrow slope to an elevated and
protected phaethon camp. The fissure is large enough for
two people (Medium creatures) to pass through together.
Kieran moves ahead of the heroes, while Farren trails the
group to the camp.

i nsiDe THE PHAETHON CAmP
When the heroes have all passed through the rock fissure
and up the slope to the encampment, read the following:

Before you, surrounded on all sides by
ramparts of black stone flecked with
quartz crystals, is a group of stone buildings.
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Each faces onto a central open square, where
goat pens and a well-tended garden flank

a natural spring of sparkling water. More

of the mysterious red-haired folk are here,
looking up at your group as you arrive.

There are thirty-two phaethons in this camp, evenly
divided into men and women. Three of them are elder
phaethons, individuals who have embraced the legacy of
Habbakuk (see Appendix One): Aldif Skyblade, LN male
elder phaethon monk 10/ranger 5; Telerie Dayspring, LG
female elder phaethon cleric 8 of Habbakuk/ranger 7;
and Oriselm Flamebond, LN male elder phaethon monk
6/sorcerer 9.

The remaining phaethons include the following: 3rd-
level monks (4); 2nd-level monks (8); 1st-level monks
(12); 3rd-level rangers (2); 2nd-level rangers (3). The
phaethon monks in the camp handle most of the cooking,
cleaning, preparation of food and defense of the camp,
while the rangers act as scouts and hunters.

From the spring in the middle of the camp flows clean,
untainted water, a blessing in this inhospitable region. The
phaethons keep pails and a supply of waterskins here. The
goats are watered from a wooden trough that is filled by a
pipe connected to the spring, and the garden is similarly
irrigated.

None of the buildings is particularly noteworthy; all
are approximately 10 feet in diameter and feature a central
firepit, a conical roof with a hole to allow smoke to escape,
and several throw rugs and sleeping mats. Two of the
eight buildings are used as storehouses, and contain crates
and barrels of supplies and dried goods. The phaethons
maintain a fairly ascetic existence with no need for luxury
items or excess.

MEETING WiTH THE ELDERS
When the heroes arrive in camp, they are greeted by the
other phaethons and offered water, cheeses, and goat meat.
If the kender are already here, they are seated around the
square by the fountain and chatting away amiably with one
or two phaethons, as if they were natives. Parrick waves
cheerfully from the throng, while the Kagonesti guide
watches silently over the group.

After the heroes are fed and given time to sit or become
comfortable, the elder phaethons will step out of one of
the buildings and speak to them. Read the following:

hree phaethons, two men and one woman,

approach from one of the buildings. All
three resemble bronze statues, noble and
exquisite, their features serenely beautiful.
When they speak, their voices are melodious.
“Welcome, fated ones, to our camp,” says
the woman, who wears the medallion of
Habbakuk around her neck. “Please, partake
of our hospitality and rest, for your destiny
weighs heavy upon you and the road ahead
is long. There is much that you must know.”




This elder, Telerie Dayspring, knows much about the
role of the heroes in the unfolding saga. The Blue Phoenix
has looked favorably upon the heroes, and Telerie’s
daily meditations have been blessed with visions of the
characters and a number of answers to questions they
might have. She invites the heroes to ask what they wish
of the elders, and will answer as best she can. Refer to the
sidebar for more details about what Telerie knows and
what she can tell the heroes.

THE TEAR ©F MiSHAKAL

Once Telerie has spoken with the heroes, she steps aside
so that Aldif Skyblade, another of the elders, may come
forward. He presents the heroes with an item wrapped in
soft goatskin leather, a pale blue gem the size of a child’s
fist that glows softly with an inner light when revealed.
This is one of the two Tears of Mishakal, held in trust by
the phaethons until the arrival of the heroes. Its powers
are described in Appendix One, and Aldif will instruct the
player characters on the use of its primary abilities. He
admits to not knowing the full extent of the Tear’s power,
which the heroes will need to discover by themselves.

DEPARTING THE PHAETHON CAmP
Once the heroes are rested, fed, and ready to move on,
Deuce and Parrick find them and let them know that the
phaethons have agreed to assist in escorting the kender
refugees out of the Desolation and over the mountains
to Port Balifor. The Kagonesti guide will not accompany
them, his path now clearly different from the heroes.
Parrick also tells the heroes that if they are headed
to Darkhaven and don’t want to be spotted, they should
make use of the goblin tunnel network underneath the
Desolation. In fact, Parrick is fairly sure that there’s a way
into the lower levels of the Dark Knight fortress through
the tunnels, which would make recovering the second Tear
of Mishakal much easier.

Lo )
Flotsam

THE GosLin TunneLs
One way to avoid further attacks by the dragonspawn and
the Dark Knight patrols is to make use of the network of
tunnels that crisscross beneath the blighted surface of the
Desolation. The heroes are told about the tunnels after
their visit with the phaethons (see Wings of Flame on p.
17) or hear about them from the goblins they save from
the behir (see Goblins in Need on p. 12).

The tunnels are also a convenient tool for you, to lead
the heroes from the events in the Desolation to the lower
levels of Darkhaven and thus continue the story.

History oF THE GoBLin TunneLs
During the last century of the Reign of Istar, mercenaries
hunted down the goblin races for money. The goblins,
trying to hide from these bounty hunters, went
underground. They dug tunnel systems beneath the
lands of Istar and, over time, more races joined them in
expanding the tunnel network. This network ran from
mighty Istar all the way along the eastern coastlands before
the Cataclysm struck the continent.

When the kender moved into the Kenderwood, they
discovered the tunnel system and set to work exploring
it. Realizing the importance of the tunnels, the kender
started taking it upon themselves to maintain the system
of caverns. Only the adult kender were told of the tunnels,
and they kept them secret for hundreds of years. When
Malys destroyed Kendermore, the kender used the tunnels
to make their famed escape.

The Desolation had a profound impact on these
catacombs. Many of the passages were destroyed by
the violent changes Malys made to the landscape. Foul
creatures spawned by Chaos and Malys’ depredations
inhabit sections of the tunnels now, making it almost as
dangerous as the surface.
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WHAT THE PHAETHORN ELDERS Know

U SE the following information as a guideline
on what the characters can find out from the
phaethon.

What is going on?

“You are caught up in a tangled web of deception
and betrayal, but you were given the Key for a reason—
although both mortal and spirit have tried to guide you,
it is your own choices that will guide you to what will
come.”

What is the Key?

“The Key of Quinari is not the music box; the true
Key is the melody contained therein. If used at the
proper place, the melody will open a gateway to the
ancient burial ground of the dragons of light. Travel
to Nordmaar, search out the entrance to the Dragon
Graveyard, and use the Key to unlock your destiny.”
[Refer to the information found in the Introduction , as
well as Appendix One, if you want to elaborate further
on the background to this story.]

Who is manipulating us?

“Several forces are moving against you and each
other. One is but a pawn who shall find the strength to
break free. One marked forever by betrayal shall be both
a great enemy and a great ally. One cares not what you
do, but shall use you if need be as a tool of vengeance.

EnTerRiNG THE GoBLIN TUNNELS

There are a number of entrances to the tunnels, each

of which is identical for the purposes of this adventure.
Whether the heroes are given directions to an entrance

by the goblins or by the afflicted kender in the phaethon
camp, the trip takes three hours, uneventful apart from the
Desolation’s standard inhospitable climate. After this short
trip, read or paraphrase the following:

he entrance to the goblin tunnels is a

steaming fissure in the earth, surrounded
by jutting pillars of black rock. The air
escaping from the fissure creates a whistling
sound, yet is less stale and noxious than the
air on the surface. A steep slope, lined with
ridges and handholds, plunges into darkness.

Climbing down the 30 feet into the tunnels requires
a DC 10 Climb check, although there are plenty of
protrusions and barbs to which a rope might be tied to
assist in the descent. A DC 20 Survival check, or a DC 25
Knowledge (geography) check, will allow a character to
know that despite appearances the tunnels are substantially
less dangerous than many regions in the Desolation. While
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One shall have that which is not his own torn from him.
And one seeks protection and is willing to destroy the
world in order to do so.” [Referring to Kayleigh, the
Betrayer, Chemosh, Lothian, and Frost, respectively.]

“Know this, the ones who seek to control your
destinies are not allies and, in working against one
another, may in fact aid you in fulfilling your true
destiny—if you have the courage to face it and accept
whatever cost you must pay to fulfill it.”

What next?

“To aid you in your quest, we have been told to give
you a precious relic—one of the two Tears of Mishakal.
This Tear and its twin will be needed once you pass
through the portal to the Dragons’ Graveyard, and may
help you to heal the world in the wake of these troubles.
The second Tear was corrupted in another age by the
Lord of Bones, and even now is held in the dungeons
underneath Darkhaven. Once you have them both, the
knowledge required to purify the corrupted Tear lies in
the town of Flotsam—your next stop on the journey to
Nordmaar and the Dragons’ Graveyard.”

Is there anything else we should know?

“You have many tools to aid you, and all will
be needed along the path ahead. Weapons of light,
instruments of the gods, and your own talents will see
you through the coming darkness.”

underground, the heroes will not have to worry about
environmental or weather-related dangers, but they will
need a light source.

Unless otherwise stated, all passages in the goblin
tunnels are 10 feet wide, 15 feet tall, and solid rock. There
are no doors or other manufactured features. All floors are
considered to be hewn stone floors, which make it difficult
to run or charge across them (DC 10 Balance check; see
Dungeon Terrain, Chapter 3: Adventures in the Dungeon
Master’s Guide).

Traveling through the tunnels is considered to be
overland travel, even though it is entirely underground.
The tunnels are the equivalent of a warm rocky desert
highway for the purposes of travel time.

GosLin TunneL EncounTers

The following encounters can occur whenever you want
them to, usually at one of the cavern locations indicated
on the Goblin Tunnels map. If the heroes are using the
tunnels to travel to Darkhaven, they will come across
Encounter GT2. You can use encounters GT1 and GT3 if
you want to give the heroes more opportunities to pick
up experience points, or simply for variety. GT4 should be
run as soon as the party reaches the subterranean tunnels
that run underneath Darkhaven.
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foul burbling sound, like a strangled

creature screaming for help, echoes
along the tunnels. Moments later a
nightmarish creature surges into view—an
ever-changing mass of flesh and bone, claw
and fang. Twisted faces ripple across its
surface between horns and limbs, hateful
expressions of hate on every one of them.

Creature: This monster is the result of the powerful
arcane energies surging through the Desolation. Whatever
it once was, it has lost all identity, having become a
roaming, endlessly changing beast.

& Chaos beast: hp 44; see Monster Manual.

Tactics: The chaos beast will attack the closest
opponent, having little to no ability to discern threats. All
it seeks to do is spread its corporeal instability among the
life forms it encounters and, once a character is so afflicted,
it will attack another.

Treasure: The area in which the heroes encounter
the chaos beast has been its lair for the past two days,
and prior to its arrival was a fiendish goblin camp (see
encounter GT2). Once the heroes manage to defeat the
chaos beast, they find the shapeless remains of several
goblins, together with a locked iron strongbox (Open Lock
DC 30, hardness 10, hp 5, Break DC 26). The strongbox
contains 330 steel pieces, three gems (violet garnets worth
500 stl each) and a decorative masterwork elven dagger
inlaid with jasper, worth 550 stl.

GT2. FienpisH GosLin Camp (EL 8)

Before this encounter begins, allow the player characters
to make Listen checks (DC 25) to hear the sound of the
fiendish goblins in the cavern ahead. If none of the heroes
succeeds, the goblins may overhear them approach (Listen
+2, DC 10) and have time to prepare an ambush. If at least
one character succeeds, the PCs may have the advantage.
Read or paraphrase the following:

Scattered around this cavern are straw-
stuffed blankets and several barrels,
some of which have been set up for use as
tables or seats. In the center is a campfire
smoldering beneath a stewpot hanging
from an iron stand. The smell of rancid
meat and sweat is almost overpowering.

Creatures: These goblins were another result of
Malystryx’s widespread magical changes to the Goodlund
peninsula. They have acquired fiendish characteristics,
making them stronger than other goblins. They are also
even more paranoid and vicious. Their tribe now wanders
the tunnel network, establishing camps like this one and
preying upon wayward kender and even Dark Knights who
venture into the subterranean levels of the Desolation.

» Fiendish goblin warriors (6): hp 12; see page 173.

Tactics: The goblins work in pairs, throwing their
javelins at weaker-looking characters in the first round,
and then attempting to get into flank positions around
the stronger-looking opposition. If the heroes drop two or
more Goblins in one round, the rest attempt to withdraw.
Each goblin uses its smite good ability in conjunction with
any sneak attack it manages to make.

Treasure: The camp has a locked strongbox similar
to the one in GT1. It contains 410 steel pieces, two gems
(jaspers worth 500 stl) and a map of the tunnels. This map,
crudely drawn and labeled (poorly) in Goblin, will add a
+2 bonus to all Survival checks made to avoid getting lost
in the tunnels or determine direction.

GT3. Cave-in (EL 8)

As your party rounds the next bend in
the tunnel, there is a faint smell of fresh
earth and an ominous grinding noise from
far above. The walls of the tunnel seem

to vibrate for a moment, as if something
extremely heavy were passing overhead.

This area has recently been weakened by the tremors
caused by the eruption of the Peak of Malys and is highly
unstable. Give the heroes an opportunity to make a DC 20
Knowledge (geography) or DC 20 Craft (stonemasonry)
check to learn this fact. They have one round to decide
what to do before the area suffers a cave-in. Any characters
who run at full speed in either direction will avoid the
worst of it, but those who stay or move at less than a run
will be caught when the ceiling above collapses.

Refer to Cave-Ins and Collapses, Chapter 3:
Adventures in the Dungeon Master’s Guide for details
about handling cave-ins and the effects of collapses on the
heroes, including how to free those who have been buried
in falling rock and rubble. The bury zone for the cave—in
is a 20-foot radius, with a 15-foot slide zone extending
beyond the bury zone.

GTa. UnpervaLLEy (EL s8)

ou emerge into an astonishing cavern,

larger than any of the others in the
underground tunnel network. A sloping
path leads down into a broad valley, weaving
through the cavern’s thousands of stalagmites
and stone pillars. Phosphorescent fungus coats
the walls, shedding an eerie greenish-yellow
light. Your path disappears out of the chamber
to the north, but another path some 100 feet
away winds up the western cliff-face and into
a tunnel entrance near the cavern roof. At
the foot of this path, scattered like discarded
children’s toys, are several armored bodies.
They appear to be victims of a substantial fall.
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This is a natural limestone cavern situated right below
Darkhaven. The western path leads up to the lower levels
of the Dark Knight fortress, and into DH1. The northern
path leads out of the cavern and onwards for another mile
to an exit outside the Desolation. The latter is the best
means of escaping the region, but, in order to retrieve the
second Tear of Mishakal from the Dark Knights of Neraka,
the heroes are going to have to take the western path.
Regardless of which path they take, as soon as they come
close to the armored corpses at the base of the western
cliff, the heroes will have trouble on their hands.

Creatures: These bodies are the remains of Lily Knights
against whom the Skull Knights of Darkhaven wielded the
corrupt Tear of Mishakal . It transformed them into wights,
which the Skull Knights then disposed of by forcing them
out of the tunnel entrance and down the cliff. The wights
serve as guards, of a sort; commanded to stay where they
are. They hunger for the living and will attack any who
come close to them.

& Wights (5): hp 26; see Monster Manual. These
wights are wearing breastplates, improving their AC to 20
(touch 11, flat-footed 19) but reducing their Speed to 20 ft.

Tactics: The wights have very little in the way of
strategic or tactical instincts. They rise from the cavern
floor and leap upon the closest player characters, using
their slam attacks.

Development: If turned, the wights will retreat away
from the base of the path, not up it, leaving the heroes
the opportunity to advance up the cliff. The wights will
remain down in the cavern, hiding behind stalagmites
until the source of the turning leaves. If the heroes destroy
the wights, they’ll find that one of them carries a ring
of keys that opens the doors in the dungeon level above
(something the Skull knights missed when they forced
them down here).

DARKHAVERN

The fortress of Darkhaven is the primary center of
operations for the Knights of Neraka in southeastern
Ansalon. It sits in the center of the Valley of the Sun
between the Desolation and the western corner of the
Goodlund Peninsula. The fortress is composed of a main
keep and a number of smaller outbuildings, surrounded
by a high wall. Beyond the main fortress to the west lies
a double wall with towers that stretch across the valley
preventing easy access through the region.

The Knights of Darkhaven look different then those
of Neraka. They have red emblems of flame engraved into
their armor and shave their heads. Some adorn themselves
with tattoos of red dragons or flames.

The purpose of this section of the adventure is to
provide an opportunity to recover the second Tear of
Mishakal as well as a way out for heroes who have been
captured by Dark Knights. It is also the final stage of the
characters’ escape from the Desolation, and so you should
play up the desperation of the events and encounters,
emphasizing the mood of a commando raid into
dangerous territory.
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During the time of the Dragon Purge, many of the
Knights of Takhisis realized that, with their goddess gone,
it would be wise to seek a new alliance of strength. The
Dark Knights sent a number of emissaries to speak with
Malystryx. Each was summarily burned or tortured, and
their honor guard scattered and hunted down by ogres and
dragonspawn.

One of the emissaries proved more of a match for the
Overlord’s followers. Despite weeks on the run, Lieutenant
Rurak Gistere managed to survive in the Desolation and
kill a number of hunters and predators there. The Dark
Knight’s strength and tenacity impressed Malys, and, when
he was finally captured, she agreed to allow him to serve
her. She bestowed one of her dragon scales on the knight
and made him the commander of her new legion.

Malys granted the Dark Knights a piece of land to
the northwest of her lair—the Valley of the Sun, one of
the few breaks in the Goodlund Mountain range. There,
the knights built a dark keep from the black stones of the
region. When construction was complete, the knights
dubbed the fortress Darkhaven.

While Malys was alive, the Knights of Darkhaven
were fiercely loyal to her. This led to conflict between the
knights and those of other regional outposts, especially
the heads of the Order in Neraka. For the most part,
however, the knights served the Red Marauder without
much interference from the other Dark Knight factions
until Mina’s War of Souls. With Malystryx’s death, many
of the knights fled Darkhaven and those that remained
behind faltered. A small group of Thorn and Skull Knights
chanced upon the corrupted Tear of Mishakal while
exploring the Desolation, guided by signs from Chemosh.
With this artifact, the knights at Darkhaven now seek to
unlock the secrets of necromancy and undeath, which in
turn may lead them to the Lord of Bones’ service.

Darkhaven’s current commander is Lord Knight
Terence Forsyth, Gistere’s replacement. A dragon vassal
of Malystryx while she was alive, he is now a haunted
individual under the influence of the Orders of the Thorn
and Skull, led by Sir Roth Vulhir. Neither character makes
an appearance in this adventure, though the tension
between their orders may make the heroes’ task easier.

GETTING inTo DARKHAVEN

For the purposes of this adventure, the only real entrance
into the Dark Knight fortress is from below. If the heroes
approach the fortress from the surface, they will quickly
run into Dark Knight patrols at the outer gates, with
reinforcements arriving swiftly. If they approach via the
goblin tunnels on the other hand, they can sneak into the
fortress’ dungeons, overcome the knights guarding the
corrupt Tear of Mishakal, and leave before the rest of the
keep is aware.

Another way in is, oddly enough, by being captured
and imprisoned. Heroes who are escorted to Darkhaven
by Captain Velaria Grimstone will be thrown into cells
DH4b, DH4c, DH4e and DH4{. Their items and weapons
will be taken from them and held by the guards in DH2. If
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this occurs, this section of the adventure should be played
something like a prison breakout, with the added bonus of
recovering the corrupt Tear.

THE DARK KniGHT RESPONSE

As soon as the heroes create trouble in Darkhaven, either
by making a lot of noise or by taking on guards and other
individuals in the dungeon level, the alert may be sounded
for the fortress. This will take some time to filter up to the
keep, but the lower levels are occupied by guards, acolytes,
and officers who will certainly become active.

About five minutes after a horn is sounded by any of
the knights in the dungeon level, the Lily knights (from
DH21) and their officer (from DH19) will arrive in
DH6 with two dreadcats and two dreadspiders from the
kennels (DH22 and DH23). The Thorn and Skull Knight
officers will head towards DH24 and any acolytes will
attempt to make their way upstairs to the same location.
The remaining dreadspiders and dreadcats will be let
loose on the basement level, wandering the halls looking
for intruders who aren’t wearing Dark Knight armor or
uniforms.

If the heroes make it to the basement level before this
five minutes elapses, these individuals will still be in their
posted locations, but, if the horn has been sounded, they
will be fully armored and prepared to move. The dreadcats
and dreadspiders will still be in the kennels.

Key To DARKHAVER LOWER LEVELS

Unless otherwise noted, assume the following to be true

for the dungeon levels below the fortress of Darkhaven:

+ Walls are smooth black stone (hardness 8, 15 hp/inch
of thickness, generally 5-foot thick between rooms)
and ceilings are 10 feet high.

+  Hallways are lit by torches mounted in brackets and
spaced 15 feet apart.

+ Standard doors are made from wood (hardness 5, 15
hp, Break DC 16) and unlocked. Cell doors are made
from stronger wood reinforced with iron (hardness 5,
40 hp, Break DC 26) and locked (Open Lock DC 30).

DH1. TunneL EnTRARCE

This passage leads to room DH2 from the Undervalley,
area GT4 of the Goblin Tunnels. The passage is dark, but a
light can be seen at the end of it. The knights have placed a
stack of three beer barrels over the entrance. These require
only a DC 18 Strength check to move. The barrels provide
cover, have a hardness of 5 and 10 hp each. A DC 10 Listen
check on the part of the player characters will allow them
to overhear the conversation of the two guards in DH2.

DH2. Guarp Reom (EL 2)
This room serves as a guard post for the Lily Knights
assigned to guard the cells on this level. As it is not a very
demanding job at present, the guards in this room are
somewhat casual about their preparation.
& Dark Knight Soldiers (2): hp 13; see page 172.
Tactics: Once attacked, the soldiers respond by going
for their swords. While there is a horn hanging on the
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wall beside cell 4a, neither of the guards will think to use
it until the second round, at which point one of them will
use a move action to fetch it and a standard action on
round 3 to sound it.

DHs. Privy

This is a water closet used by the guards on this level. A
secret door (Search DC 20) in the wall, known to the Dark
Knights, is activated by pushing aside a ceramic cistern and
leads to DH6.

DHa4. CEeLLs

Each of these 10-foot cells has a simple wooden bench,

a straw mat, a bowl, and a hole in one corner for use as

a toilet. Most are unoccupied, although 4d and 4g each
have a prisoner. The prisoner in 4d is Ivor Dulet (LN male
human expert 3, hp 12), a blacksmith who ran afoul of
the Dark Knights after working with them for 3 months.
The prisoner in 4g is Murance Brandis (NG male half-elf
warrior 3, hp 17), a Legion of Steel aspirant who tried

to join up with the Knights of Neraka in order to spy on
them, but was swiftly discovered by the Skull Knights. Both
prisoners will gladly aid the heroes in their endeavors.

If the heroes have not yet encountered the phaethons
and do not know of the need to recover the corrupt Tear
of Mishakal, cell 4a should hold Farren (LG male phaethon
monk 3/fighter 3), the phaethon from the Wings of Flame
encounter. If freed, he will aid the player characters in
breaking out of Darkhaven and insist that they accompany
him through the tunnels to the phaethon camp to meet
with the elders.

DHs. inTERROGATION Room EasT

This chamber and the one in DH7 are full of torture
implements. A brazier full of coals (currently unlit), a
rack, an iron maiden, and other unsavory tools are spaced
around the room. Additionally, there is a table and chair
in the center, along with iron rings in the floor to attach
manacles and chains to if needed.

DHe. VauLtep HaLL

When prisoners are brought down to the dungeon level,
the knights that accompany them hand them off to the
guards in this room. Orders are relayed as to specific
instructions on keeping the prisoners. There is a long table
on the western wall upon which is kept a logbook, which
the knights will fill out upon delivery of prisoners.

The secret door (Search DC 20) in this room leads to
DH3. It is hidden behind a large tapestry depicting the
skull, lily and thorn heraldry of the Order, surmounted by
a flaming crown.

DHy7. inTERROGATION ROOMm WEST

This room is identical to DHS5, although a Search check
(DC 18) will uncover a spare set of keys to the cells on this
level, dropped behind the iron maiden.



DHs. SToRAGE

This room holds a number of casks of wine, crates of
mundane equipment, and additional supplies. The guards
on the dungeon level use it primarily for keeping straw,
alcohol, and tools.

DHs9. RESEARCH

The Thorn Knights conduct several of their experiments
in sorcery in this room, recording the results and using
an array of crystals and metal objects as foci. The floor of
the room has been marked out with a summoning circle,
but boxes, candelabras, a stand for a scrying glass (which
is absent) and three chairs are covering part of the circle’s
outline.

Treasure: If the player characters spend at least 10
minutes searching the room they will uncover sufficient
spell components and supplies to refresh their own needs.
In addition, a DC 20 Search check will uncover three
arcane spell scrolls, all at caster level 5: one with summon
monster 11, summon swarm, and web; one with summon
monster I, obscuring mist, and grease; and a third with
lightning bolt, shocking grasp, and reduce person.

DHio. MecromAnTic LABORATORY

Similar to DHY, the research room, this chamber is used
by the Skull Knights for their minor experiments in
necromancy. After the Skull Knights acquired the Tear of
Mishakal, they moved all of their major work to DH25, in
the level above. Now, the room is a foul-smelling chamber
piled with various preserved body parts on tables, jars with
embalming fluid, and worse.

DHii. THorn AcoLyTE CHAMBER (EL 6)

Here is where the acolytes of the Order of the Thorn
sleep and study. There are four beds in here, each with a
footlocker containing spare gray robes and minor effects.
If the horn has not yet been sounded, the acolytes will be
in this room, quietly reading over their notes.

o Thorn Acolytes (4): hp 10; see page 175.

Tactics: If surprised, these knights will make every
attempt to get away from the heroes, with one of them
sounding the alarm on the second round of combat. Two
will close with the party, drawing short swords, while the
other two cast spells.

DHi2. SkuLL AcoLyte CHAmBER (EL 6)

Here is where the acolytes of the Order of the Skull
meditate, sleep, and live when not involved in the
experiments with the Tear. If the horn hasn’t been
sounded, they will be in here discussing the latest results.

v Skull Acolytes (4): hp 13; see page 175.

Tactics: These acolytes are strong-willed and
determined. While one seeks to sound the alarm, two rush
forward with morning stars, and the fourth acts as support
for his companions.

DHi3. Guarp PosTt (EL 3)
This room doubles as a mess hall and guard post. A large
table laid out with pots and ceramic urns, some of which
are crusted with day-old stews or soup, dominates the
far end. Wooden benches line the walls. Four Lily Knight
guards are stationed here to assist the acolytes if they are in
trouble. If a fight breaks out along the hallway in DH11 or
DH12, these soldiers will come running in 3 rounds to see
what the commotion is all about.
& Dark Knight Soldiers (4): hp 15; see page 172.
Tactics: If they are encountered here, the guards
immediately attack anybody who doesn’t look like a Dark
Knight. One of them will try to locate his horn—it’s on the
table among the pots. That takes him 2 rounds, while his 3
companions attack the heroes with their longswords.

DHia. BAsemenT AssembBLy HALL

This room features stairs that lead up to the fortress proper
and down to the dungeon level. Heading upstairs would

be extremely dangerous at this time, especially if the alarm
has sounded (see Upper Levels, later in this chapter).
During the alert, the Lily Knight officer will organize the
basement level soldiers here before advancing to DHe6.

DHis. CoLD STORAGE

This room has been kept permanently cold (around 0°

E, see Cold Dangers, Chapter 8: Glossary in the Dungeon
Master’s Guide) by a permanent wall of ice that lines the
walls. Barrels, crates, and skins filled with perishable food
are stacked in orderly rows here.

DHie. DrY STORAGE

This room is stocked with dry goods, such as linens,
wooden items (like chairs and benches), crates full of jars,
and so on. There are enough rations in here to feed a party
of four adventurers for three weeks.

DH17. SkuLL KniGHT OFFiCER’S

QuarTERS (EL 8)

This is the quarters of the Skull Knight officer, Sir Goran
Hedegast. Sir Goran has been assigned to the routine
study of the Tear of Mishakal, as well as the oversight of
the acolytes in the lower levels. Thick-necked and ruddy-
faced, Sir Goran is quite a glutton and enjoys a number of
luxuries in his position.

A Sir Goran Hedegast: hp 40; see page 174.

Tactics: Sir Goran will not be armored if encountered
in this room before the alert is sounded. His first action
will be to cast shield of faith defensively, and then move in
to strike with inflict spells. If he is encountered elsewhere,
or if the horns have been sounded in the keep, Sir Goran
will be fully prepared with a shield of faith spell cast, his
armor and morningstar at the ready.

Treasure: Sir Goran has a locked footlocker, protected
by a poison dart trap (see below), in which he keeps several
potions: cure moderate wounds (x4), cure serious wounds
(x2), and remove disease. He also has a leather pouch
containing 290 steel pieces and a fire opal pendant on a
red-gold chain (value 1300 stl).
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«© Poison needle trap: CR 2; mechanical; touch trigger;
repair reset; lock bypass (Open Lock DC 30); Atk +17
melee (1 plus poison, needle); poison (Large monstrous
scorpion venom, DC 14 Fortitude save resists, 1d4 Con/
1d4 Con); Search DC 22; Disable Device DC 17.

DHis. THorn KniGHT OFFiCER’S
QuarTERS (EL 8)
Sir Witmar Dagdel, sub-commander of the Order of
the Thorn in the lower levels of the keep, maintains his
quarters in this room. Sir Witmar is a dark-haired, rail-
thin man with a forked beard and drooping eyes, every bit
the brooding necromancer.

v Sir Witmar Dagdel: hp 50; see page 175.

Tactics: Sir Witmar always wears his breastplate,
so even if the alarm has yet to sound, he will be more
prepared than most. His preference is to stand at a distance
and use scorching ray or ray of exhaustion as often as
possible, eschewing melee combat.

Treasure: Like his counterpart, Sir Goran Hedegast,
Sir Witmar keeps a locked, trapped footlocker in his
room (see DH17 for details on the poison needle trap). In
addition to gray robes, soft leather gloves, and a flask of
very good Ergothian wine (valued at 260 stl), Sir Witmar
keeps 3 potions of cure moderate wounds, a potion of lesser
restoration and an arcane scroll with two restoration (caster
level 9th) spells in the footlocker.

DHi9. LiLy KniGHT OFFiceErR’s QuUARTERS (EL &)
This is the quarters of Sir Klaviar Ettel, the grandson of a
Dragonarmy Highmaster from the War of the Lance and
a distinguished officer. However, the brawny, no-nonsense
Sir Klaviar resents his current post and barely hides his
distrust of the Skull and Thorn Knights.

v Sir Klaviar Ettel: hp 80; see page 174.

Tactics: Sir Klaviar is paranoid and wary. If he is
encountered here, his first action is to question the
intruders, hoping to learn why they are in Darkhaven. He
will attack if the horn is sounded or if the heroes attack
him first, drawing his sword and attempting to withdraw
from the room and gather support.

Development: Sir Klaviar can be convinced to work
against the Thorn and Skull knights, forcing a withdrawal
of his guards and soldiers to the upper levels and leaving
the Thorn and Skull Knights to their fate, assuming the
heroes are persuasive enough.

DH20. Lower ARmORY

The door to this room is locked. It contains weapon racks,
each of which holds an assortment of martial weapons,
many of which are masterwork quality. At least six
masterwork breastplates, fashioned in the manner of the
Dark Knights, with accompanying greaves, vambraces, and
helm, stand to one side on wooden frames. None of the
weapons or armor in this room are magical.
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DHa2i. Liy KnicHT LowER BARRACKS (EL 5)
This room is home to all of the guards and soldiers
stationed on the lower levels of the building. Most are
currently stationed at their posts (2 at DH2 and 4 at
DH13), but the rest can be found here when not being
summoned by the alert.

v Dark Knight Soldiers (6): hp 15; see page 172.

Tactics: These are veteran soldiers, used to working
with each other. If the heroes encounter them in these
barracks before the alert, one of them immediately sounds
his own horn in the first round of combat (he has it slung
at his hip). The others will take up a threat position and
seek to overwhelm any strong, armored characters first.

DH22. DrReapcaT KenneLs (EL 8)

This room has two doors; both of them are locked. If the
horn has not yet been sounded, a Listen check (DC 20)
will enable a character to hear a strange, muffled snarling
sound from inside. With the help of the corrupt Tear of
Mishakal, the Dark Knights have created undead cats,
similar to the dreadwolves of the renegade wizard Galan
Dracos of Huma’s time. Only four were created, along with
the four monstrous spiders in DH23.

The room contains cages, but they are unlocked and
open. There is nothing else in the room; its inhabitants no
longer have the need to eat.

A Dreadcats (4): hp 21; see page 172.

Tactics: The dreadcats immediately attack any
character not wearing a Dark Knight uniform or armor.

Development: If the alert is sounded, two of these cats
are loose in the basement level hallways, while two others
are with the Lily Knights in DH6.

DH23. DreapsPiDerR KennEeLs (EL 7)

This room is identical to DH22, although its inhabitants
are monstrous spiders transformed by the corrupt Tear of
Mishakal into dread creatures. (The heroes will be unable
to duplicate this effect of the corrupt Tear, should they
try.) Unlike the snarling dreadcats, the dreadspiders make
no noise and nothing can be heard from outside the locked
doors.

v Dreadspiders (4): hp 13; see page 173.

Tactics: These creatures, if encountered in this room,
immediately attack any individual not wearing a Nerakan
uniform or armor. If the alarm has been sounded, two of
them are wandering the halls while the other two are with
the Lily Knights in DH6.

DH24. RituaL CLOISTER
When the heroes arrive in this room, read or paraphrase
the following:

he walls in this chamber are lined

with pillars and statuary of black
marble veined in red, depicting stylized
representations of dragons, lilies, skulls
and thorns. Stone benches are spaced
between the pillars, and the floor is inlaid
with reflective tiles of black obsidian.




A permanent unhallow spell has been cast on this
room. The room has no permanent inhabitants, although
if the alert has been sounded this is the first place the
Thorn Knight officer from DH18 and the Skull Knight
officer from DH17 will come. Together with any surviving
acolytes, they will attempt to prevent any intruders from
progressing down the hall to the west that leads to the
Chamber of the Tear.

DH25. CHAmBER OF THE TEAR (EL 8)

The door to this chamber is not locked, but there is a good
chance the heroes won’t be able to reach the door without
confronting resistance in DH24. Once they enter, read or
paraphrase the following:

he smell of death and decay is almost

overpowering in this vaulted chamber.
Shadowy reddish illumination is provided
by four, large, coal-burning braziers, one
in each corner. Hideous pillars made of
polished black and red marble flank both
the entrance and an altar on the far wall. In
front of the altar, resting on a wrought iron
stand and glowing with a malevolent green
light, is a gem the size of a child’s fist.

This is the corrupted Tear of Mishakal. There are no
acolytes or other soldiers in this room, as the chamber is
guarded by something far worse—a greater shadow drawn
from the corrupt Tear.

A Greater shadow: hp 70; see Monster Manual.

Tactics: The shadow is using the shadowy illumination
of the room to keep out of sight (Hide check result of 28).

As soon as a character approaches the Tear of Mishakal
(the glowing green gem on the stand before the altar), the
shadow will peel itself from one of the walls and attack the
closest character.

Development: The greater shadow, if defeated,
retreats back inside the corrupt Tear where it abides until
summoned again. The heroes are free to take the Tear and
leave, assuming they have dealt with the Dark Knights.

UpPPER LEVELS

The upper levels of Darkhaven have deliberately been left
to the Dungeon Master to describe. The keep proper has
four levels, including the ground level, and several other
buildings in the area. Heroes who attempt to advance
into the upper levels of the keep will encounter Dark
Knight guards and patrols, and potentially even higher-
level officers and commanders. If you have no intention
of extending play into the rest of the fortress, you may
discourage the players by having the stairs from DH14 lead
to massive, locked doors.

Escapring DARKHAVERN

The best way out of the dungeon once the heroes have
recovered the corrupt Tear of Mishakal is out the passage
in DH1 and into the Goblin Tunnels. The northern path
from the Undervalley leads further northwest and slopes
up to another fissure on the other side of the Goodlund
Mountains. The heroes will then be able to start the trek to
Flotsam and Chapter Two.

If the heroes were captured and imprisoned before they
met the elder phaethons, Farren (whom they will meet in
area DH4a in this case) will take them to the camp first,
after which they can use the tunnels to retrace their steps
to the Undervalley and continue out of the Desolation.

CLnsH OF FiRE AnD DARKMESS & 27




2. FLOTSAM AND |ETSAM

n Flotsam, the characters will be able to investigate
the means of ridding the corrupt Tear of Mishakal of

its foul taint, as well as book a ship to Nordmaar or a
caravan along the Rugged Coast. In the meantime, Lord
Toede, who holds the secrets of the Tear’s renewal, realizes
the heroes are just what he needs to rid himself of an
imminent invasion from below.

This chapter includes a mix of investigation, social
interaction, and urban adventure capped by a fairly
traditional dungeon crawl within the ruins of Micah.
Flotsam is a good place for the heroes to spend time in
training, creating magic items, and otherwise making use
of an opportunity to regroup after the Desolation. You are
encouraged to make the most of the town, fleshing it out
as needed. Like the cities of Ak-Khurman and Port Balifor
in the Key of Destiny, Flotsam can serve as a staging point
for further adventures.

Current Date: 21st day of Rannmont (Winter) [This
assumes a week’s time has passed since the characters
left the Peak of Malystryx, including only five days spent
traveling the Desolation.]

Phases of the Moons

Solinari: 9th day of Low Sanction, Waxing Crescent.

Lunitari: 3rd day of Waning, Last Quarter.

Nuitari: Ist day of Waning, Last Quarter.

The above dates and phases of the moons are
approximated, although you are encouraged to keep track
of both for the purposes of pacing the adventure and for
the possible affects the moons may have on wizards.
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On THE ROAD TO FLOTSAM

You emerge from the goblin tunnels, exiting the mouth of
a small cave overlooking a barren stretch of land. Grayish
snow covers the ground. It does little to conceal the
twisted, blackened husks of the trees that must have once
covered this area.

n the distance, you can make out battered

walls and snow-covered buildings
clustered at the edge of the Blood Sea. This
must be the infamous town of Flotsam.

The goblin tunnel fissure leads to a point on the surface
about five miles southwest of Flotsam. The surrounding
area is marshy swampland, through which the characters
will be able to travel unmolested. The once-fertile land
was repeatedly razed at the whim of Malystryx, leaving
little more than twisted tree trunks and ruined farmsteads.
Currently, given the winter season, much of this is cloaked
beneath a thin layer of snow and ice.

THE Town ofF FLoTsAm

Flotsam is located in a sheltered vale, in a protected bay
just off the Blood Sea. Situated between Balifor (which
became the Desolation) and the ogre lands of Kern,
Flotsam is a town that has managed to grow from a fishing
village to a haven for rogues and outcasts. The town

has suffered under a succession of disastrous events—
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occupation by the Dragonarmies, demonic invasion;
the Chaos War; repeated attacks by the Red Marauder,
Malystryx; and even occupation by minotaurs. Now, in the
wake of the War of Souls and the return of the true gods,
Flotsam is once more beginning to heal and rebuild itself.
Unfortunately, a new threat has recently surfaced.

& Flotsam (Large Town): Nonstandard; AL CN; 3,000
stl limit; Assets 567,750 stl; Population 3,785; Mixed (66%
human, 10% gnomes, 6% kender, 4% gully dwarves, 3%

half-elves, 2% dwarves, 2% elves, 2% half-ogres, 5% other).

Authority Figures: Flotsam is ruled by Lord Toede (LE
male hobgoblin fighter 4/rogue 4/master ambassador
7) who, despite his frequent absences, has managed to
establish a firm grip on the city. Minotaur pirates briefly
held sway here, but soon after Toede’s return events
conspired to rid the town of their control.

The council is led by Mayor Aylesworthy (LN human
female expert 9), who works herself ragged each day
dealing with the concerns of town. Zand Zinar (LN male
human noble 7/cleric 3 of Shinare), who comes from a
long line of distinguished and successful merchants in
Palanthas, is another notable council member. Following
the War of Souls, he found himself drawn to become a
priest of the goddess Shinare, which in turn has led him to
Flotsam. Here he feels he can spread both the word of the
true gods once again, as well as run his family’s mercantile
business. His business sense led to his seat on the council.

Important Characters: The Chamberlain (LN male
rogue 5/bard 5), Lord Toede’s major-domo and chief
assistant is; Berrak Blistergold (CN male Neidar dwarf
expert 6/fighter 3), a gruff, burly dwarf who runs the
Golden Goose, one of the largest taverns and gambling
halls in Flotsam; Bridget Stubbletoes (NG female afflicted
kender expert 5), the cook and housekeeper of the Jetties,
quiet and unassuming, yet aware of most things that
happen in Flotsam.

FEATURES OF FLOTSAM

Following the Cataclysm, when the fiery mountain
destroyed Istar, a new sea was created in its wake. Pieces of
the destroyed city (as well as other towns and villages that
were destroyed during the Cataclysm) were washed up on
the shore by the prevailing winds and currents, and much
of it seemed to collect in the Blood Bay. Many claim that
Flotsam was created from the parts of Istar that the Blood
Sea could not stomach. This has given Flotsam an eclectic
mixture of architecture that borders on the bizarre.

The town is built at the bottom of a vale of rolling hills
that end in a collection of bluffs at the water’s edge. The
town has expanded in a horseshoe shape around the Blood
Bay, ending in a massive spur of stone known simply as the
Rock on its eastern side.

Many of the buildings, shops, and homes in Flotsam
still bear the scars of Malystryx’s repeated attacks,
although the last six months has seen a resurgence of new
construction as the people work to rebuild their homes.
During the War of the Lance, the Black Dragonarmy built
a tall city wall, which was destroyed by Malystryx and
rebuilt during the town’s recent minotaur occupation.

QUuUTSIiDE THE Town

The area around Flotsam is mostly fallow fields, marsh and
scrubland, rising gently up into hilly country. Farms and
paddocks that once supplied part of the town’s food have
been abandoned, although in the past six months many
residents have sought to reclaim the farmlands. In winter,
snow covers most of the landscape, but never very thick on
the ground.

A community of almost 400 gnomes, lead by Gnome
Foreman Manifew (N male gnome expert 12), has sprung
up about a mile outside of town in a quarry nestled in the
hills. Lord Toede has personally welcomed the gnomes
into his town, not only because the enterprising gnomes
continue to supply him with marvelous clocks and musical
instruments, but because they helped rid the town of the
minotaur pirates that had taken it over.

Almost 25 miles to the southwest is the ruined elven
village of Micah. A disir colony recently infested this
almost-forgotten place, giving Lord Toede no end of
trouble.

ATTITUDES in FLOTSAM

Flotsam is an eclectic city of vagabonds, outcasts,
scoundrels, rogues, and the dregs of society who could
not live anywhere else. It is a common saying throughout
Ansalon that ‘just as the trash from Istar washed up in
Flotsam, so does the trash from everywhere else’

Given their own origins, and that they have more or
less accepted the hobgoblin Lord Toede as their governor
in perpetuity, the residents of Flotsam have little issue
with individuals of even the most bizarre origin. The truly
strange (such as non-humanoid or outsider races) will
get some attention, but, once the novelty wears off, the
residents go back to their routine.

Most NPCs the characters will run into have an
attitude of Indifferent, with merchants and shopkeepers
having a Helpful attitude. Behavior, rather than
appearance, has the biggest impact on the locals and will
determine how attitude shifts from this baseline.

GATHERING INFORMATION in FLOTSAM

For characters looking to gather information in Flotsam,
below is a basic list of what information can be gained,
depending on the DC of the roll.

DC

10

Information

The Blood Sea has been restless recently,
with numerous stories of ships disappearing,
phantom vessels, and other such nonsense.
This time, though, there seems to be a

thread of truth running through them.

Lord Toede misses his old companion, the
amphi dragon Hopsloth. Rumor has it that he
acquired a clutch of amphi dragon eggs from a
group of surly Dargonesti in the past month.
Lord Toede continues to receive shipments

on a weekly basis from ports as far away as
Palanthas. Most of the shipments have been
packing crates filled with books and scrolls.
Apparently, Toede has the largest library of
books relating to rejuvenation, magical healing,
and necromancy in Eastern Ansalon.

15
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20 The gossip among the fishwives includes a rumor of
a group of hooded, hunchbacked bandits who have
been spotted breaking into basements and cellars.

None have been captured or seen in the light.

A number of sailors have reported sighting

a truly hideous creature along the coast, a
monstrous whale by the name of Malmanas.

The Dargonesti visited recently, surfacing and
attending Lord Toede in his manor. They definitely
brought iim some eggs, and may have made some
kind of agreement with him about shipping.

25

The Dargonesti have a new ruler, and a new goddess—
Zeboim, the Queen of the Sea, is their patron now.

30+

The information above is correct for the most part. The
Blood Sea has, in fact, been the location of many strange
events, many of which are covered in Chapter Three.
Toede really did acquire some amphi dragon eggs recently,
but the “hunchbacked bandits” the fishwives are gossiping
about stole them from his manor. These mysterious thieves
are disir, members of a subterranean race led by a foul
queen who plans to use the eggs to further her invasion
plans. See the An Audience with Lord Toede on p. 38 and
Ruins of Micah on p. 40, for more information.

PoLiTics in FLoTsAMm

Politics in Flotsam were once an afterthought. Now the
town is a maze of bureaucracy. This is most surprising
given the history of the town’s government.

During the War of the Lance, Fewmaster Toede, a
hobgoblin commander in service to the Dragonarmies,
was posted to Flotsam as Highmaster (military governor).
His initial rule was cut short, however, when an ill-
fortuned kender hunt led to the Fewmaster’s death in a
confrontation with an angry dragon.

Fewmaster Toede’s death only proved to be a minor
inconvenience to him. Due to political wagers and rivalries
in the Abyss, Toede was restored to life and ordered to
quest for, and attain, nobility. During Toede’s quest—at
which point he began calling himself Lord Toede—he
managed to send ancient demons back to the Abyss,
overthrew tyrants who had taken control of Flotsam
during his ‘death, founded a new school of political
thought, sponsored research into the ancient Irda, founded
a broad-based coalition of races (including kender and
gnolls), and managed to retake command of Flotsam. He
did indeed achieve the task set upon him, but the Abyss no
longer wanted his soul when he was finished, nor did any
other god seem willing to accept him into the afterlife.

Lord Toede is now effectively immortal, as it seems
impossible to kill the Lord of Flotsam for very long. He
has been slain at least a dozen times, and sometimes he has
even remained dead (or missing) for up to a year at a time
before returning to reclaim control over Flotsam. Although
Flotsam has suffered under numerous attacks following
the Chaos War, most of the town’s survivors agree that
Flotsam is better off with Toede than without him.

3¢ + CHaprter Two

THE THieves’ GuiLbp

One of Flotsam’s proudest moments following the Chaos
War was when it could finally boast it had gained a proper
Thieves’ Guild (the lack of which had always rankled the
rogues of Flotsam). The people of the town believe that
this has elevated their burglars to a higher class of thievery,
even if the primary duty of their Thieves’ Guild isn’t theft.

Flotsam’s Thieves’ Guild is a remarkably honorable
organization of rogues, mercenaries, privateers, scoundrels,
ladies of ill repute and more than a few kender. They do
not engage in the skullduggery common to other Thieves’
Guilds. Instead they have focused on acting as an unofficial
constabulary for the town (any thief not a member of the
Guild is strictly dealt with), scouts and escorts for caravans
traveling to and from Flotsam (ensuring that other thieves
don’t steal the goods desperately needed by the townsfolk),
and to quickly mobilize and get people to safety if the
town is attacked. The Thieves’ Guild also oversees the
tax collectors working for the council and Lord Toede,
ensuring that collected monies are safely delivered and
accounted for.

Silver Fox, an infamous half-elven freedom fighter
during the War of the Lance, formed the Thieves’ Guild.
Now, so many years later, his daughter Vixen serves as
both the leader of the Thieves’ Guild and as an important
member of the city council. She continues to manage the
Thieves’ Guild for many reasons, not the least of which is
to create a legitimate front for the Legion of Steel in the
region. About half the members of the Thieves’ Guild are
actually Legionnaires, while the other half provide cover
for the Legion’s activities. Mayor Aylesworthy and Lord
Toede are both aware of this double purpose, though few
others on the council are.

The Thieves’ Guild used to be known as the Vigilance
Force for many years because of the watch they kept
for dragon attacks. Many still like to refer to themselves
as such, though everybody in town knows the two are
synonymous.

» Thieves’ Guild Agents: hp 25; see page 178.

THE MAZE OF BUREAUCRATS

Lord Toede has established, with the help of the council,
an incredibly efficient (if highly complicated) network

of clerks, officials, and signatories in Flotsam that makes
it very difficult indeed to actually meet with him. In fact,
this is an important feature of Toede’s court, for without
the maze of bureaucrats, the hobgoblin wouldn’t have the
time to learn as much as he needs to about visitors and
residents.

If the characters wish to have any hope at all of seeking
information about restoring the corrupt Tear of Mishakal,
they will need to make their way through the maze. Skill
in Bluff, Diplomacy and Intimidation will all be very
useful here, as will Gather Information and Knowledge
(local). This part of the adventure is definitely intended as
a change of pace from combat encounters. Use the Maze
Flowchart when running the sequence of events.



EnTeErRinG THE MaAzE

Most characters will start the process by asking for an
audience with Lord Toede or the mayor. They might go
straight to City Hall or walk up to the Rock and attempt to
gain entry into the manor. Either way, a sentry or official
will direct them to one of the subordinate offices. A DC 15
Gather Information check (hanging around in a tavern or
bar for a few hours) will give them the same information.
Start the PCs on a random (1d4) Subordinate Office box
on the flowchart.

Important Rules: Influencing NPC Attitudes sidebar,
Chapter 4: Skills in the Player’s Handbook; Bluft skill,
Diplomacy skill and Intimidate skill, Chapter 4: Skills in
the Player’s Handbook.

Each official has a standard abbreviated stat block,
given below, which provides all of the important
information needed to handle the character’s methods. In
addition, each type of official takes a certain amount of
time to process the heroes’ request (and send paperwork
along to the next official), which vary depending on which
method the heroes use (Bluff, Diplomacy, or Intimidate).

You should generate a basic personality type or quirk
from Table 4-24: One Hundred Traits in Chapter 4:
Nonplayer Characters of the Dungeon Master’s Guide
for each official the heroes meet. This will make each
encounter different and add a little flavor to the NPC,
who would otherwise be just an obstacle. Play up each
encounter and be generous with bonuses or ruthless with
penalties based on how the scene is playing out.

Beginning with a Subordinate Office, the heroes must
decide which form of interaction they want to use to get
past the official. Each box on the flowchart has three paths
out: one is for failure, another is for success, and the third
is for heroes who succeed by 10 or more (or if there are no
more officials of that level remaining on the flowchart).
Each official has a bribery increment listed (see below).
This bribery increment is also the cost of processing fees
for each official’s office. The heroes must pay this fee or
automatically be sent along the fail track.

In addition, the characters may attempt to bribe
the official. Use of a bribe will add +1 to any Bluff or
Diplomacy check for every increment of value offered, but

also carries with it a 10% chance per increment that the
sentries will discover the bribe and be sent to arrest the
PCs. (For example, if the heroes pay an underclerk a total
of 150 stl—of which 50 stl is for the standard processing
fee and 100 stl is bribe—they will gain a +2 on their
Bluff or Diplomacy check for that official, but will have
a20% chance of being discovered and arrested.) Use of
Intimidation always carries with it a chance of the sentries
being summoned, checked at the end of the processing
time. In either case, the heroes will need to start at the
beginning again after spending a night in Flotsam’s jail
and/or paying a 250 stl corruption fine or 500 stl threat
fine per person involved in the act.

Gather Information can be used by any of the heroes
not actively meeting with officials in order to learn
more about a specific official or garner helpful leverage.
Knowledge (local) can do the same. A DC 20 Gather
Information check or DC 30 Knowledge (local) check will
add a +4 insight bonus to any skill check made against a
single official. Gather Information requires spending at
least 1d6 hours in town and spending 5 stl per hour to
grease palms; Knowledge (local) doesn’t take any time, but
is considerably harder.

SuBORDINATE OFFiCE
LN human expert 3: Int 11, Wis 11, Cha 11; Fort +1,
Ref +1, Will +3. Significant Skills: Appraise +6, Decipher
Script +6, Forgery +6, Knowledge (local) +6, Knowledge
(nobility & royalty) +6, Listen +6, Sense Motive +6, Spot
+6. Bribery Increment: 30 stl.

Processing Time: Bluff: 1d4 hours; Diplomacy: 1d6
hours; Intimidate: 1 hour (10% chance of arrest)

UnDERCLERK
LN human expert 5: Int 13, Wis 11, Cha 11; Fort +1,
Ref +1, Will +4. Significant Skills: Appraise +9, Decipher
Script +9, Forgery +9, Knowledge (local) +9, Knowledge
(nobility & royalty) +9, Listen +8, Sense Motive +8, Spot
+8. Bribery Increment: 50 stl.

Processing Time: Bluff: 2d4 hours; Diplomacy: 2d6
hours; Intimidate: 1d3 hours (20% chance of arrest)

Sybordinaote Office 1 | Pass

Fail ;

H Underclerk 1
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Subordinate Office 2 |Pass  Fail o
Fail I Uil 2 Senior Clerk
Subordinate Office & |Pass  Fail PUSEJ

Fail I

Subordinate Office Y | Pass

H Underclerk 5
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CLERK
LN human expert 7: Int 13, Wis 13, Cha 11; Fort +2, Ref
+2, Will +6. Significant Skills: Appraise +11, Decipher
Script +11, Forgery +11, Knowledge (local) +11,
Knowledge (nobility & royalty) +11, Listen +11, Sense
Motive +11, Spot +11. Bribery Increment: 100 stl.
Processing Time: Bluft: 3d4 hours; Diplomacy: 3d6
hours; Intimidate: 1d4 hours (30% chance of arrest)

Senior CLERK

LN human expert 10: Int 15, Wis 13, Cha 11; Fort +3,
Ref +3, Will +8. Significant Skills: Appraise +15, Decipher
Script +15, Forgery +15, Knowledge (local) +15,
Knowledge (nobility & royalty) +15, Listen +14, Sense
Motive +14, Spot +14. Bribery Increment: 150 stl.

Processing Time: Bluft: 4d4 hours; Diplomacy: 4d6
hours; Intimidate: 1d6 hours (50% chance of arrest)

Ad Hoc Experience Award: While getting to Lord
Toede is reward enough, the player characters should also
be rewarded for their clever use of skills and talents to
negotiate the Maze. For each clerk they encounter that
leads them towards their goal, the PCs should be given an
award based on their current average party level (APL):

Subordinate APL -3
Underclerk APL -2
Clerk APL -1
Senior Clerk ~ APL

For example, if the PCs manage to get through one
of each clerk and their average party level is 8, then they
receive the same award to XP as they would have for
defeating a CR 5, CR 6, CR 7 and CR 8 encounter.

KEYy To FLOTSAM

Flotsam was once a large, thriving town, and even though
it has suffered extensive damage, many of the ruined
buildings have been entirely replaced or are in the process
of being rebuilt. Only a few, those that may be important
in terms of this adventure, are described in any detail.

FLi. City HALL
This long building stands two stories high. Of sturdy stone
construction, it bears the scorched scars of dragonfire,
but otherwise seems solid and strong, with signs of recent
repair visible in the scaffolding and, new stonework.
Formerly the barracks for the Dragonarmies during the
War of the Lance, following the Chaos War this building
was claimed by the citizens and converted to serve as
a city hall. From here, the mayor runs the city council,
overseeing the day-to-day needs of the town’s citizens and
keeping the wheels of bureaucracy turning the way Lord
Toede has directed.
During daylight hours (between Morning Watch
and Twelfth Watch), trials and sentencing are conducted
within the building (the town’s prison is next door). At
night, after Evening Watch, the building is closed down
tight, with sentries standing guard at front of the building,
directing visitors to return in the morning. Sentries also

32+ CHarter Two

patrol the interior of the building, ensuring that thieves
(particularly those not associated with the Guild) do not
ransack the building, or that spies don’t steal sensitive
documents.

City Hall is where the player characters will need to
come in order to make an arrangement to talk to Lord
Toede (see the Maze of Bureaucrats, p. 30). Appointments
with officials are carried out only when the building is
open, so no paperwork is filed after hours.

v Flotsam Sentries: hp 18; see page 177.

FL2. THE Reck

On the eastern side of town, a hill rises above the bay,
providing a natural breaker against the tides and storms
from the Blood Sea. The hill has been scorched black from
years of red dragon attacks, but buildings still stand upon
it, rebuilt by the industrious locals. A large manor house
topped by an observatory dominates the hill and the town
below with its just-finished opulence.

Most of the residents who live up on the Rock are
wealthy bureaucrats and senior clerks, or else merchants
with considerable assets. A reasonable amount of space has
been left between the homes of these residents and Toede’s
own manor house.

For more on the manor of Lord Toede, see the Key to
Lord Toede’s Manor, p. 36.

Most residents of Flotsam do not know that a section
of ancient goblin tunnels leads directly to the Rock,
running up to the top of the promontory through natural
limestone caves (Climb DC 20 to climb up or down). This
is the way the disir invaders from Micah entered the town.
The opening is a well-hidden cistern (Search DC 22 to find
it) about 300 feet from Toede’s manor. The tunnels lead 25
miles underground and to the west to Micah.

FL3. THE JETTiES

This inn is made up of several older homes shoved
together, connected by rickety hallways stretching
outwards from a larger building in the center. A miniature
pier overhangs the door, from which hangs a freshly
painted sign: The Jetties.

Inside, the inn is clean and quiet, with a nautical
theme—fishing nets suspended from the ceiling, various
sailing accoutrements fill the corners, stuffed fish mounted
on the walls. The air is filled with the scent of freshly baked
bread and the yeasty smell of beer. The atmosphere is
pleasant, homey, and seems a world away from the broken
city.

The Jetties is the largest and best-maintained inn in
Flotsam, well known throughout the region for having
the softest beds, the cleanest rooms, and the best ales, all
available for those able to afford the prices (+10% to costs
listed in the Player’s Handbook).

An aging kender named Bridget Stubbletoes (NG
afflicted kender female rogue 5) has recently assumed
control over the inn following the retirement of its
previous owner. She has worked at the inn for years,
serving as the resident maid and cook. Her face bears a
number of scars, and though she seems friendly, she is



cautious of strangers. The townsfolk are oddly protective
of Bridget, even the roughest types keeping fights outside
her establishment. The Thieves’ Guild will not tolerate any
trouble at the Jetties, nor for Bridget herself.

FL4. MARKETPLACE

The marketplace in Flotsam sees more traffic than
anywhere else in the city next to the gambling dens,
taverns, and houses of ill repute along the docks. The
marketplace is a motley collection of merchants, farmers
and fishermen in brightly colored stalls, trying to shout
over one another as they hawk their wares.

From dawn until dusk, the market is filled with people
milling about, from prospective buyers to beggars and
street urchins, who go from person to person asking for
charity. Kender and rogues also frequent the marketplace,
although always under the sharp eye of the Thieves’ Guild
and the merchants.

Some places that may interest the characters in the
marketplace include:

Aranna the Alchemist: Aranna (N female thinker
gnome mystic 8) specializes in creating alchemical
concoctions, as well as providing potions to those who
seek her out (she can create and sell any potion listed in
the Dungeon Master’s Guide). Uncommon potions (such as
philters of love) are by order only, requiring 3 days to make
and she charges twice the listed value for the service.

Shale’s Arms and Armor: A mountain dwarf
blacksmith, Shale (LN male Daewar dwarf fighter 5/
expert 4) has set up a small forge near the docks. He deals
in weapons and armor of all varieties (any non-exotic
weapon found in the Player’s Handbook), can repair armor
and equipment, and he sells masterwork weapons for twice
listed cost. He can be hired to craft specific items, although
he will craft only specific armors (such as the distinctive
armor worn by Knights of Solamnia or the Dark Knights)
for three times listed cost.

Geon & Loren’s Mystical Goods: Geon (CG male
human sorcerer 9) and Loren (LG female half-elf wizard
5/White Robe 2) own a shop together tucked away in one
of the side roads off the marketplace. They deal in magical
items and scrolls, and are very careful to carry only what
has been approved by the Thieves’ Guild.

Maliak the Shy: Not truly a vendor or storeowner,
Maliak is an old beggar of indeterminable race (some
claim he’s a half-goblin), who sits in a small alleyway and
watches the marketplace all the time. He never asks for
money, nor does he bother anyone, yet nothing happens
in the Marketplace without him knowing about it. He’s an
excellent source of information for anyone who slips him
a few coppers. He’s left unmolested in his spot because the
Thieves’ Guild has extended him their protection.

FLs. RuinEp Q UARTER

This portion of the city has suffered the most from
repeated attacks, and has been left alone until other
more pressing restoration projects have been completed.
Residents have long since found other places to live,

and the only other buildings or establishments of note

that were in this part of town were a temple to Mishakal
(converted during the early Age of Mortals to a hospital)
and a magic shop (long since looted for anything, and
recognizable now only by the signpost in front of the
wreckage that depicts the three moons).

There is a very good chance that the Little Boy
encounter will occur if the heroes venture into the ruined
quarter. There is otherwise nothing that makes this part of
town more dangerous than the rest, as the Thieves Guild
still patrols it at night and the Flotsam council has sentries
posted around it during the day.

FLe. BRown PEeLican inn

Once a popular boardinghouse, the Brown Pelican was
used as a shelter from the repeated attacks by dragons
during the Dragon Purge, as well as for Malystryx’s forays
of destruction. It has survived all of those, and is now
under new ownership.

Since the return of the true gods, the Thieves’ Guild of
Flotsam has taken up residency in the Brown Pelican. Here,
most days, Vixen can be found going over plans with her
closest advisors (most of whom knew her father), while
new recruits undergo training in various skills deemed
important by the Guild: lockpicking (for freeing prisoners,
of course), rope use, climbing walls, appraisal, lessons in
etiquette and culture, and many other similar pursuits.

A hidden passage in the basement leads to an
underground cavern that once served as a smuggler’s
den, but was converted into a safe area for people to hide
during an attack. With Malystryx gone, the townsfolk hope
that the cavern will no longer be a necessary sanctuary, but
that is one hope that even the most die-hard gamblers in
Flotsam refuse to bet upon.

FL7. SHRIiNE TO SHiNARE

This small building is newly constructed, bearing none

of the signs of devastation so common throughout much
of the city. Its tall walls are of amber-hued sandstone

(not native to the area), with a tall, vaulted roof covered
with silvery slate tiles. The building’s large iron door is
imprinted with a griffon’s wing encircled by symbols of
prosperity, with statues of a woman holding a set of scales
on either side of the doorway.

Built only a few months ago by Zand Zinar, the shrine
to Shinare has become the most visited temple in the town.
There are other small shrines to the gods throughout the
city, although most of them are manned by no more than
a single low-ranking priest (the exception is the shrine to
Zeboim, on the docks).

The shrine is not only a place of worship, but is also
a moneylender and offers accounting services as well
as religious services. Besides Zand, who lives in a large
home not far from the shrine, the temple is served by four
acolytes (LN human cleric 5), 2 accountants (LN human
expert 5), and 1 subpriest, Fjona Goldstone (LN female
Daewar dwarf cleric 7), who reside within the shrine and
tend to both the building and the needs of those who visit.

Healing, magical assistance, and financial transactions
can all be found within the temple. It is also a place where
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individuals can become clerics. If they approach Fjona and
seem genuine in their belief (of whatever god they wish to
follow), she will provide them a medallion of faith and set
them on their path.

& Zand Zinar: hp 50; see page 178.

FLs. THE Docks

The heart of Flotsam is the dockyard, for here is where

the town started. As the town steadily grew the docks

were expanded. In the murky waters of the harbor, visible
remnants can still be seen of the old piers, destroyed
during the attacks that leveled most of the town repeatedly
over the last few decades. They stand in stark contrast to
the new construction evidenced along the shoreline—the
newly built warehouses and the four wooden piers that
stretch out over the water.

Those sailors looking for a good time while in port can
find numerous gambling halls, small taverns, and houses
of ill repute. Unlike much of the city, the docks never truly
close down; the music, laughter, and fights along the docks
continue unhindered until the early hours of the morning.
The Thieves’ Guild watch is a constant presence along the
docks, making sure that cargos are left untouched.

Currently berthed in the docks are four vessels:

The Bloodied Blade is a minotaur military vessel from
Kothas, captained by Captain Kethak Hornblade (LE
male minotaur fighter 7/mariner 6). Damaged during
an encounter on the Blood Sea, the vessel has sailed into
Flotsam for repairs.

The Lucky Maiden, captained by Captain Vanyth Swift
(N male human mariner 7/duelist 3), has just delivered
cargo from Palanthas and is waiting to pick up new cargo.

|
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The Dark Lady is a large warship aligned with the
Knights of Neraka, having pulled in to port for a transfer
of personnel and supplies. The captain of the vessel is
Commander Viara Malquist (LE female human mariner
6/Knight of the Lily 3).

The Seawraith, a privateer (pirate) schooner owned by
the Thieves’ Guild, captained by Captain Lucan Kalthor,
(N male half-elf ranger 5/mariner 5).

The Lucky Maiden is probably the player character’s
best choice for sea transport, so it is detailed further in
Securing Passage by Ship on p. 46. The heroes may choose
to book passage with the Seawraith, especially if they
have made connections with the Thieves’ Guild, so this
contingency is also covered. Neither the minotaur vessel
nor the Dark Knight ship will take on the player characters.

v Vanyth Swift: hp 65; see page 175.

EncounTers in FLOTSAM

While in Flotsam, the characters may spend some time
wandering around, restocking their supplies, gathering
information and searching for a ship willing to take them
to Nordmaar, while investigating a means to restore the
Tears of Mishakal.

Because nothing truly happens at random in Flotsam,
what follows are a number of encounters that can occur at
any time you want to inject a little more excitement into
the heroes’ stay in town. Use them to break up the long
wait as the player characters attempt to get an audience
with Lord Toede or as hooks into further adventures. Once
the heroes have met with Toede, he will have a specific task
for them to accomplish, so these encounters should take
place before the trip to the ruins of Micah.
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Accipent (CR 6 OR 8)

In this encounter, the heroes find themselves in the middle
of an accident. The type of accident is determined by the
characters’ current location:

Collapsing Building (CR 8; any location): The structural
support for one of the newly constructed buildings proves
to be unsound. As the characters are passing by, they hear
an ominous rumbling sound nearby. Allow the characters
to make a DC 25 Spot check to notice the swaying building
next to them and get out of the way. One round afterward,
the building will collapse outwards, towards the characters.
All targets within a 15-foot by 15-foot area suffer 8d6
points of crushing damage (DC 20 Reflex save halves the
damage).

Spiked Pit Trap (CR 6; any back alley in the southern
area of town, or on the Rock): As the characters walk down
the street, they unwittingly stumble across one of the
old, forgotten defenses Toede added to the city—a spiked
pit trap. A DC 20 Spot check will notice the unstable
looking flagstones and a DC 20 Disable Device check will
neutralize the trap. Otherwise, as the characters walk over
the section of road, the ground opens up beneath them
in a 100-foot drop (10d6 falling damage) onto iron spikes
(Atk +10 melee, 1d4 spikes per target for 1d4+5 piercing
damage each). A DC 20 Reflex save will allow a character
to spring to safety.

LittLe Boy (EL 9)

As the characters are walking through one of the ruined
portions of town, they hear a low, choked sobbing, as if

a child were crying. A DC 25 Listen check will enable the
characters to track the sound a burned down shack. Inside
sits a little boy, crying brokenly as he shifts through the
rubble.

He appears to be a young human child, perhaps no
more than 8 or 9 years of age, dressed in a simple peasant’s
smock and leggings. If the characters ask his name, he will
tell them that his name is Gib. If asked where his parents
are, he will say they have gone away and he can’t find them,
but maybe after he finds Husker, he can go find them.
Husker is the name of Gib’s toy bear.

The little boy is really a ghost who died years ago
during one of the attacks Malystryx made against Flotsam.
He ran away from his parents during the confusion of the
attack so he could get the bear he had left behind. He died
when the house collapsed, never finding his bear. Now his
body is buried underneath the rubble of the hut, along
with Husker.

Gib will beg the characters to help him save Husker,
because the wicked ones are tormenting him. If the
characters ask, Gib will tell them that the wicked ones are
like Husker, except that Husker’s good and the wicked little
ones are ugly and mean. In Gib’s mind, the dolls are as
alive as any other person (he doesn’t realize that he himself
is dead).

Any cleric character or a mystic with the domain of
Necromancy may make a DC 20 Wisdom or Knowledge
(religion) check as the little boy speaks. If they succeed on
the check, they will realize that Gib is a restless spirit.

If the characters agree to help, Gib will clap his hands
and smile brightly. He will tell the characters that Husker
is being held captive beneath the hut, but that the door
leading into the cellar is blocked by rubble that he can’t
move. Clearing the rubble away will reveal a heavy stone
door set into the floor, half-hidden beneath the tattered
and rat-eaten remains of a wool rug.

% Stone Trapdoor: 4 inch thickness, hardness 8; hit
points 60; Break DC 28.

Opening the trapdoor reveals a small cellar beneath
the hut, the air musty and still. Heavy cobwebs hang
everywhere, and one can hear the sound of rats scurrying
below. The cellar isn’t very large, perhaps 10 feet by 10 feet
and 10 feet high. The ladder leading down into the cellar
has mostly rotted away and doesn’t look strong enough
to support the weight of anyone heavier than perhaps a
kender.

If a light is shone down into the cellar, the characters
will be able to see a bunch of dolls scattered across the
floor. A toy bear seems to be lying in the middle of the
other dolls, the yellow fur visible even beneath a layer of
dirt and grime. When Gib spots the bear, he will squeal
and point it out, begging the characters to hurry and
rescue Husker before the wicked ones get her.

Going down into the cellar will require careful
maneuvering (or the use of sturdy rope). Unfortunately
the first person down there will also be the first victim of
the kani dolls.

v Gib, Little Boy Ghost: hp 12; see page 177.

v Kani Dolls (11): hp 11; see page 177.

Tactics: If a turning/rebuke attempt is made against
Gib or if he is attacked he will use a combination of his
frightful moan and horrific appearance supernatural
qualities as he screams in terror and disappears. Otherwise,
he will not harm the characters.

The kani dolls will lie quiescent until the first character
is completely in the cellar. At that moment, the kani dolls
will surge to life and gang up on the hapless character.
The kani dolls will seek to focus on one or two individuals
at a time, combining their efforts to bring those victims
down before moving on to another victim. The dolls will
cackle and chatter eagerly as they attack, causing Gib to
yell in terror (which in turn causes him to instinctively
frightful moan, which may have a negative effect upon the
characters).

Development: If the characters manage to “save”
Husker from the kani dolls and give him back to Gib, the
little boy will clutch the bear to his chest with a cry of
delight, fading away with the bear as his spirit is swept
away along the River of Souls to rejoin his parents.

Treasure: Hidden behind a stone in the floor of the
cellar (requiring a DC 25 Search check to find), the
characters will find a large leatherbound book—the
spellbook that once belonged to Gib’s father, a hedge mage
who specialized in creating children’s toys. The spellbook
will contain the details of how to craft kani doll charms,
as well as the spells: bear’s endurance, bull’s strength, cat’s
grace, fox’s cunning, owl’s wisdom, and protection from evil.
The spellbook is worth about 7,500 steel pieces.
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Press Ganc (EL 9)

The minotaur vessel The Bloodied Blade is currently in
port, and is looking for a few good men (or women) to
serve as crew members—whether they wish to serve or
not.

The press gang will attack only if there are no others
about, waiting to catch the party either individually or in a
back alley. They are not attacking to kill, but to subdue and
capture, so will use saps and clubs in order to knock their
opponents out cold. If they are attacked, however, they will
turn to lethal combat.

Creatures: The press gang consists of 4 minotaur
sailors who will seek to deal with each character on a one-
on-one basis, plus 2 additional minotaurs that will keep an
eye out for the Thieves’ Guild watch and who will provide
support, if necessary, to their companions.

& Minotaur Sailors (4): hp 36; see page 177.

& Minotaur Support (2): hp 23; see page 178.

Tactics: The minotaurs will attempt to overrun the
characters, looking to take them quickly by surprise and
knocking them unconscious. The minotaurs wield saps
and clubs, but will pull their blows to inflict nonlethal
damage. On the other hand, if they believe their own lives
are in danger, they will drop their saps and clubs, instead
pulling out their swords and switching to more lethal
combat.

Those knocked unconscious by the minotaurs will be
quickly picked up, wrapped in a cloak, and tossed over a
shoulder to be hauled back to the ship.

Development: You may choose to have this encounter
occur if the party separates, leading to one or more of the
PCs being captured and forcing the others to mount a
rescue before the ship sails out of port. If you choose this
path, use the map provided for The Lucky Maiden. The
characters will be held in the hold (LM10).

Ad Hoc XP Award: If the characters manage to
negotiate their way out of the combat with a Diplomacy
check of Friendly or Helpful or with a successful
Intimidation check, award them experience appropriate to
an EL of 7.

Key To LorD TeEDE's MANGR

Eventually, the player characters are going to either succeed

at gaining audience with Lord Toede or find a way to get

to the Rock and infiltrate the manor. If the former is true,
sentries posted around the manor and on the grounds

will be aware of the heroes’ imminent arrival and the

Chamberlain will have them shown in the front door.

If the latter is true, however, or if the player characters
are otherwise sneaking about the Rock in hopes of getting
to see Toede without going through the bureaucrats, they
will very quickly encounter Lord Toede’s various defenses.

Unless otherwise noted, assume the following to be
true for Lord Toede’s manor:

* Internal walls are superior masonry (1-foot thick,
hardness 8, Break DC 35, 90 hp) and ceilings are 8 feet
high.

e  Oil lamps mounted in brackets beside each door and
in each corner light all hallways. Hanging chandeliers

36@ CHarter Two

holding candles light most large spaces, with oil desk
lamps providing illumination in others.

e Standard doors are made from wood (hardness 5, 15
hp, Break DC 16) and unlocked on the ground floor,
but locked on the second floor.

*  Windows are leaded with glass inserts (hardness 1,

3 hp, Break DC 13) and let in plenty of light during
the day. They are big enough for a Small or Medium
creature to climb into, but not a Large or larger
creature. In addition, breaking a window makes a lot
of noise (DC 10 Listen check for any sentries within
100 feet).

Maner GRounbps anb Garbens (EL 10)

Toede has sought after and acquired a cadre of very
capable gardeners and landscapers from around Ansalon,
who care for his many exotic trees, shrubs, and other
plants. A groundskeeper, Vinzendo, takes care of most odd
jobs around the manor and doubles as the kennel keeper
for Lord Toede’s “puppies” (six hellhounds).

Creatures: Eight sentries are usually patrolling the
manor grounds at any one time, day or night. The
“puppies” are unleashed but trained to stay within the
grounds and work alongside Toede’s mortal guards and
Vinzendo himself.

A Vinzendo: hp 20; see page 177.

& Hell hounds (6): hp 22; see Monster Manual.

A Flotsam Sentries (8): hp 18; see page 178.

Development: If the heroes plan on sneaking into the
manor, they have a number of options. Assuming they
can avoid the hell hounds and sentries, they can attempt
to break into the ground floor through a window or scale
the side of the manor (Climb DC 15, 10 feet). They could
try to bribe or take out some of the sentries (2 each at
every door into the manor). Or they could use magic to
get themselves inside, whether invisibility or teleport. You
are encouraged to let the heroes make plans and carry
them out—much of the fun of locations like Lord Toede’s
manor is in trying to breach the defenses.

Grounp FLooRr (EL vaARiEs)
This level of the manor is where most of the day-to-day
activity takes place, at least for Toede’s servants and staff.
Audiences, banquets, and other events are held in the great
hall, which is a lavishly decorated chamber lined with
marble busts, paintings, and tapestries—all depicting the
manor’s hobgoblin master in glorious finery. Even the
hallways and doors are decorated in the latest styles of
the rich and famous, including cherrywood panels, white
plaster, and ornate fixtures cast from steel and brass.
Locations of interest to the heroes on the ground
floor include the day room (LT15, for smaller, informal
gatherings and counsel), the armory (LT5, equipped with
masterwork weapons and armor for the sentries, as well as
several non-magical ceremonial suits of armor belonging
to Toede), and the library (LT3, which is extensive but
incomplete—the books that deal with rejuvenation and
necromancy are kept in Toede’s research lab on the third
floor). Lord Toede’s private study (LT13), located at the
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base of the spiral stairs leading to his bedchamber, is where  the disturbance. Lord Toede has other help, of course, just

he keeps his personal seals, unfinished documents, and
other administrative items.

Creatures: The ground floor is patrolled at all times
by armed sentries, who have their regular rounds in the
hallways and stand outside the grand hall every hour of
the day or night. Any commotion, loud noise or sounds
of battle or trouble sends them running to the source of

by manor staff.

in case his sentries aren’t up to the task—two invisible
stalkers are on hand—one in the great hall (LT2) and one
in the day room (LT15). They have been instructed to
apprehend or incapacitate any newcomers unaccompanied

A Flotsam Sentries (8): hp 18; see page 177.
v Invisible stalkers (2): hp 52; see Monster Manual.
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Development: For details on the meeting with Toede,
see An Audience With Lord Toede on pages 38 and 39. The
heroes may have broken into the manor or have passed
through all the proper channels, but, either way, they’re
now in the manor and the adventure progresses. They may
elect instead to sneak about and look for information they
need, which is up on the third floor. If caught, they are
brought to Toede.

Seconp FLooRr (EL vaARiEs)

The second floor is primarily devoted to bedrooms and
living quarters. Only the Chamberlain and Toede actually
use the rooms, however—the other bedrooms on this floor
are for guests of the lord of the manor. If the heroes have
been extended Toede’s hospitality, they will be given their
own private room (LT18), although a pair of sentries will
be posted outside of their doors.

Creatures: Sentries are posted routinely on this level
only at night, with the exception of the hallway to Toede’s
bedchamber (LT16) and the top of the stairs above the
foyer. The statue in front of the secret door leading to LT19
is actually a stone golem crafted to look like a stylized
representation of Toede himself. Like the invisible stalkers
of the ground floor, the golem is tasked to prevent any
unknown individuals from using the secret door.

v Flotsam Sentries (8): hp 18; see page 177.

v Stone golem: hp 107; see Monster Manual.
Development: During the day, characters that move
around on the second floor without being accompanied by
either sentries, the Chamberlain, or Toede, will be stopped
and questioned. If they are legitimate guests, they will be

told politely to go downstairs or stay in their rooms. If
they are intruders, sentries will call for assistance from
their colleagues or from the stone golem if the situation
looks beyond their abilities. Any heroes captured or
incapacitated by the sentries will be taken to Toede.

At night, the security on this level increases; under no
circumstances should the heroes be moving about—guests
or no.

THiRD FLoOR (EL VARIES)
The third floor of Lord Toede’s manor is an observatory,
and can be reached only by the secret passage on the
second floor or Toede’s private stairs. The telescope is a
complicated apparatus of mirrors, lenses, cogwheels and
tubes that allows him to watch the heavens, track the
movements of comets and wandering stars, and chart out
forecasts of his possible future. It has a single large chair,
with winches and levers mounted beside it to align the
lenses and point them at desired locations.

Characters with at least 5 ranks in Knowledge (arcane)
or Knowledge (the planes) will see the merit in such a
device. Any research or study relating to these disciplines
gains a +2 bonus if access to the telescope is given. The
thinker gnome, Ticktock, who aided Lord Toede in
building the observatory years ago is presently having
trouble with his primary responsibilities in Nordmaar
(see Chapter 4). The telescope is very fragile (lenses have
hardness 1 and 3 hp, Break DC 10), and the gnomes who
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reside in the quarry outside of Flotsam haven’t a clue how
guard it.

Creatures: This is where Togo, Lord Toede’s shield
guardian, resides for much of the time. Togo knows that
his master (who wears the amulet to which Togo is bound)
is the only one who is supposed to be up here. Even the
Chamberlain and sentries don’t venture upstairs. If Toede
is present, Togo stands absolutely still in area 20 by the
door to area 21. If Toede is not present, Togo remains still
for three rounds, assessing any intruders, before springing
to the attack.

v Togo, advanced shield guardian: hp 130; see page
178.

Development: LT21, which is Toede’s research lab,
contains a wealth of magical and arcane components.
None of them are much use to Toede, who is but a dabbler,
although a wizard or sorcerer can replenish his or her
supply of components easily given an hour of access to the
room. In addition, the books, scrolls, and other materials
filling this room contain sufficient research practicum to
satisfy any arcane study of necromancy, conjuration, or
transmutation a wizard would normally gain from a Tower
of High Sorcery (DRAGONLANCE Campaign Setting, page
74). It is also possible for research to reveal the means to
cleanse the Tear of Mishakal (see the “Secret of Renewal”
on page 45).

Traps: Without Toede being present, any character that
searches LT21 for writings or scrolls has a 25% chance per
hour of stumbling across one of several items engraved
with a magical trap.

«© Sepia snake sigil trap: CR 4; spell; spell trigger; no
reset; spell effect (sepia snake sigil, 5th-level wizard, DC 14
Reflex save negates); Search DC 28; Disable Device DC 28.

Treasure: In addition to the spell components and
other useful research items, Toede’s collection includes a
number of arcane and divine spell scrolls, as follows:

«  Arcane—false life, ghoul touch, vampiric touch (caster
level 6th)

+  Arcane—magic circle against chaos, summon monster II,
summon monster III (caster level 6th)

«  Divine—cure moderate wounds (2), cure serious wounds

(caster level 6th)

+  Divine—cure blindness/deafness, lesser restoration,
restoration (caster level 7th)

An Aupience WiTH LorD ToEDE

One way or another, the player characters should find their
way to Lord Toede. They will be brought before him in the
great hall.

Creatures: Lord Toede is in the great hall. Beside him,
as always, is his Chamberlain, along with at least two
sentries, who will remain at their posts beside the door to
the chamber. If the characters are brought before Toede
because they broke into the manor, there will be two more
sentries standing to each side of the throne, along with one
additional guard for each player character.

a Lord Toede: hp 120; see page 177.

& The Chamberlain: hp 51; see page 175.



An AUubDience WiTH LORD TOEDE

THE player characters can present their case, ask
questions, or make requests of Lord Toede, while he
listens intently. What follows are the answers to most
of the common questions or topics that the heroes may
ask. Use them as a guideline to conduct the audience.

How are you still alive? What happened to you?

“Lord Toede regrets that he still has much to do
in the world and despite the pleadings of the gods, he
must decline their offer of life in the hereafter so that he
may continue to serve the people of Krynn.”

What do you know about restoring a corrupted
artifact?

“Lord Toede is one of the foremost experts on
rejuvenation and healing in Ansalon, and has collected
numerous texts and rare treatises on the matter for
his private collection. At least one of his books has a
lengthy article on removing the taint of corruption
from a holy item.”

Can we visit your library or perform research here at
the manor?

“Lord Toede would be delighted to afford you and
your companions every opportunity to make use of his
library. However, he is presently engaged in a matter
that is most urgent and presses upon his time, and is
afraid that without a solution to his problem he is quite
incapable of extending his library to you.”

What problem is it?
“Lord Toede very recently acquired a half-dozen

o Flotsam Sentries (variable number): hp 18; see
page 177.

When the player characters are brought before Lord Toede,
whether through the established channels or by being
caught snooping, read or paraphrase the following:

urrounded by all the finery his money can

buy, Lord Toede of Flotsam sits upon his
throne. He looks like a drooling white raisin.
Incredibly old—older than any hobgoblin has
a right to be—the former Dragon Highlord
speaks in barely audible murmurs. These
are further muffled by his fur-lined robes
or drowned out by the clink-clink of the
ostentatious rings and bejeweled trinkets he
wears. A lanky man in well-tailored livery
stands beside the throne, wearing a ridiculous
cloth cap and fastidiously adjusting Toede’s
accoutrements every few minutes. This is the
Chamberlain, Toede’s mouthpiece and major-
domo. He clears his throat when you enter.

dragon eggs at great personal cost, but they have been
stolen. He is very distressed, and only has a few clues
regarding the identity of the thieves. Our Thieves’
Guild, which is the envy of many cities in Ansalon,
has provided His Lordship with one reliable piece of
information—the reputed hiding place of the thieves.”

Where is this hiding place?

“Less than a day’s ride from Flotsam, to the west,
is a ruin known as Micah. The bandits are no doubt
gathering there, preparing to sell His Lordship’s
precious eggs off to unscrupulous criminals. Surely a
brave party of adventurers has nothing to fear from a
band of robbers and ne’er-do-wells.”

What do you want from us?

“Lord Toede merely asks that you travel to Micah,
recover his dragon eggs and return with them to
Flotsam. If you rid him of the bandit problem, he will
grant you hospitality in the manor and unlimited access
to his private library as a reward for your services.”

What has happened to the Dargonesti?

“Lord Toede is a master diplomat and skilled
politician, and does not usually have time for sea
barbarians like the Dargonesti. However, they were kind
enough to provide him with his dragon eggs, so he has
gratefully paid them substantially. He has not noticed
anything wrong with them.”

The Chamberlain repeats in a thin reedy voice
everything that Toede says. Anybody within 10 feet
of Toede who succeeds on a DC 30 Listen check can
also make out Toede’s words, but in most cases the
Chamberlain is repeating them verbatim.

Lord Toede has learned enough about the heroes,
(assuming they have been in town for more than a few
hours) that he is familiar with each of them and their
basic skills or traits. He doesn’t seem at all concerned by
their presence in Flotsam, even if they are now before him
as intruders. He is, however, very interested in what they
want.

Read or paraphrase the following if the heroes made
their way to Toede legitimately (using the Maze of
Bureaucracy):

Toede’s shriveled lips move slightly and
the Chamberlain nods in response,
saying “Lord Toede gratefully acknowledges
the presence of such an august and polite
troupe of adventurers. He admires your
willingness to act in accordance with his
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laws, as he is a scholar in legislation and
very fond of it.” Toede murmurs again.
“Lord Toede invites you to present your
request to him, so that he might deliberate
upon it and give you his answer.”

Read or paraphrase the following if the heroes are in
front of Toede because they broke into his manor, burst
into the Great Hall uninvited, or otherwise avoided the
bureaucrats:

Toede’s tiny wrinkled fingers tap
impatiently on the arms of his throne

as the Chamberlain adjusts his master’s
robes, trying to make Toede look suitably
menacing. He mutters something, which the
Chamberlain relates. “Lord Toede is most
displeased at your careless disregard for order
and administration, doubly so as it was he
who created the process of requests, and
circumventing it is a grievous insult to Lord
Toede’s honor. “That said, he admires your
tenacity, cunning and skill. Lord Toede is
willing to suspend potentially fatal judgment
in order to hear what it is you want of him.”

Refer to the “An Audience with Lord Toede” on page 38
for information on how to conduct the audience with Lord
Toede, answers to questions the players might ask, and
information on what Toede wants the heroes to do.

Development: Ideally, Lord Toede would like to relieve
the heroes of the burden of their various artifacts and
magic items, such as the Tears of Mishakal, the Key of
Quinari and the Dragonlance of Huma. He offers to keep
them safe here at the manor for the time being, but will
not put up much of a fight. He has the Chamberlain give
the heroes anything reasonable for their journey—the
council of Flotsam gets charged with the bill, of course.

If the heroes do anything rash, like attack the
Chamberlain or Toede, sentries will rush to their aid. In
addition, two rounds after combat begins, Togo, Lord
Toede’s shield guardian (see the Third Floor description of
the Manor), will arrive to join the fight. A round after that,
any invisible stalkers still active on the ground floor will
come to Toede’s aid.

If the heroes continue to cause trouble, and the
situation begins to fall apart, you might consider allowing
the heroes to escape (assuming they aren’t killed) and have
the Thieves’ Guild aid in getting them out of town. One of
Vixen’s agents, hearing about the character’s plight, could
get them the information they want about the means of
ridding the corrupt Tear of its taint, but the players should
generally not be rewarded for foolish behavior.

0 CHarter Two

Ruins oF MicaH

Micah is a sunken ruin on the edge of the Blood Sea. It is
avoided by the ogres of Kern and considered by scholars
to be nothing more than a broken reminder of the once-
mighty Silvanesti empire of old. It has earned a reputation
for being an eerie place, one that regularly unnerves
travelers who stop to rest nearby.

Micah is currently the site of a disir nest, including an
ambitious queen and her warriors. Lord Toede has learned
that the individuals who stole his amphi dragon eggs have
made Micah their base of operations, but he has no idea
that these individuals are an invasion force of hideous,
insectile marauders bent upon the conquest of the surface
world in the name of Morgion, god of pestilence. The
heroes are about to find this out for themselves.

History oF MMicaAH

Prior to the rise of the empire of Istar, Micah was an

elven city on the edge of Silvanesti lands. It was built

with impenetrable white walls raised and shaped by wild
magic before the gods of magic passed knowledge of High
Sorcery down to mortals. Spires of white stone soared over
the eastern end of the city. Pearlescent, the spires changed
colors slightly in the late hours of the day. Despite its
proximity to the ogres and human barbarians of the north,
the city of Micah stood as a bastion of light.

During the Second Dragon War one of the magical
dragon stones found its way into the elven city. It is unclear
how it came to be there, whether carried by dwarf, elf
or human, but the stone ended up in the possession
of Micah’s ruler and was locked away deep below the
glistening white towers. When the spirits of the ancient
dragons that were bound within the other dragon stones
escaped their prisons, the fifth remained trapped below
Micah, wrapped in primal sorcery.

As the dragons of darkness started their campaign
against the elves of Silvanesti, Micah was one of their first
targets. Armies of bakali lizardfolk and ogres descended
upon the small city, but were unable to breach the magical
walls or damage the magical stone towers. The elves of
Micah dared to hope that an army of elves from the south
would come to liberate them. It may well have happened,
if the fifth dragon spirit had not broken out of its magical
cell. A great explosion occurred below the towers and the
entire city caved in. The destruction dispelled many of the
magical wards and the city was overrun.

The final dragon spirit escaped. Except for the magical
white stone of the walls and towers, the city was largely
destroyed. Over time, the Sea of Shifting Sands buried the
elven settlement and wiped it from history.

During the Reign of Istar, a second city named Micah
arose further north, founded by human settlers who had
kept the elven lore of glassmaking. This art was used
extensively in this Istarian city, giving it the nickname “the
City of Glass”, but when the Fiery Mountain struck Istar,
this second Micah sunk beneath the waves.

In the violent years after the Cataclysm, the ruins
were discovered by a horde of goblins looking to escape
the destruction of the lands to the north. They had fled
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through the catacombs that ran beneath the region

and discovered the ruins of Micah quite by accident.
Unfortunately for the goblins, they also uncovered the
city’s ghostly residents. The goblins partially excavated the
ruins, but the unquiet spirits caused them to flee.

An expeditionary force of disir, seeking a place to
establish a nest, surfaced in Micah via the same tunnels the
goblins had used. The disir queen had her shaman, a priest
of Morgion, drive back most of the ghosts so that she
could prepare her dark breeding chambers.

Scouts sent into Flotsam to assess the natives returned
with word that a clutch of dragon eggs had arrived in the
town. Keen to experiment with the eggs, the queen had her
scouts steal them from under Lord Toede’s nose. She has
vile plans for the eggs, unless the heroes can prevent them.

GETTING Te MicAH
The ruins are 25 miles to the west of Flotsam, a fairly
uneventful journey. The trip can be spiced up by the

introduction of a random encounter or two, especially

if you believe the player characters could do with the
additional experience. However, they have some significant
challenges ahead of them in Micah, so consider giving
them of a break.

If a random encounter is desired, check three times
during the journey. The chance is 20% during the day or
30% at night; roll on the following chart for the specific
encounter.

Die Result Creature Encountered Average EL
01-20 Behir 8

21-45 Chimera 7

46-65 Gargoyles (1d3) 6

66-90 Ogre band (1d4+1) 6

91-00 Phase spider pair (2) 7

All encounters are standard; statistics may

be found in the Monster Manual.
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Key To THE Ruins

The ruins are partially buried beneath the hard earth that
slopes downwards at an angle. The approximate depth of
each section is noted on the map. All floors are sloped and
are covered in loose sand or gravel in places. Any attempt
to run or make a charge action in combat requires a DC 10
Balance check. Failure indicates the character may still act,
but cannot run or charge that round.

The following is also true of the ruins of Micah:

* Ruin walls are smooth white stone magically
strengthened by the elves of another era (hardness 16,
360 hp/10-foot by 10-foot section, generally 5 feet thick
between rooms, Break DC 70, Climb DC 30) or natural
sandstone rock (hardness 8, 270 hp/10-foot by 10-
foot section, Break DC 50, Climb DC 20). Ceilings are
usually 20 feet high.

* Areas are lit by a soft light from the magically treated
walls of the ruins, providing shadowy illumination in
most rooms and tunnels.

* Roadways are lined with flagstones cut from white
stone or marble and are ten feet wide.

RMi. BRoKEN PLAZA
When the heroes arrive at the ruins, read or paraphrase the
following:

t the base of a low hill near the coast, a

wide curving wall of pure white stone
marks the boundary of an ancient ruined
town. The walls, like the ruins themselves,
seem to disappear at the far end into the
hill and beneath the ground, as if the land
itself was in the process of consuming it.
A road paved with bleached flagstones
enters through a gate and winds through
crumbled buildings. Pieces of once-mighty
structures are scattered about like the toy
blocks of a giant child. There is no sound.

This was once a magnificent plaza, site of a great many
fine elven residences and homes. Much of the white marble
has been looted and taken from the ruins, leaving only the
empty shells of buildings and a pile of goblin corpses.

A DC 25 Search check uncovers, in a narrow causeway
between two buildings. They are relatively recent, perhaps
3 days old. Nearby, some kind of chitinous husk, sticky
to the touch and the size of a breastplate, lies partially
beneath another goblin body. This is from a disir, one of
several that attacked and killed a goblin scout party, but
the players cannot determine much from the husk.

If speak with dead or some other form of divination
or detection is used on the goblin corpses or the husk, the
characters will be able to learn that the goblins came into
the ruins at night looking for somewhere to camp and
were attacked by something they couldn’t see. One of them
managed to deal a severe blow to an assailant, breaking
away some of its armored plating (the husk). The battle
was over almost before it began.

72 CHarter Two

RMz2. Buriep Garbens (EL 10)

This chamber was once a beautiful elven garden. The
explosion that caused the city to collapse tore through
here and killed most of the plant life. Now, it is a bizarre
shadowy remnant of what it was, as spectral images of the
lush trees, flowering plants and bushes flicker in and out
of sight.

This room is avoided by the disir, whose shaman drove
back the restless elven spirits from the other rooms but saw
no purpose in doing so here. Characters that walk through
the incorporeal garden will attract the attention of the
chamber’s primary resident.

Creatures: A treant named Feolildas once tended the
gardens for the elves of Micah, and still does—as a ghost.
The creature has endured years of this unceasing existence,
even with the coming of the One God’s storm, which
served only to anger him more.

a Feolildas, ghost treant: hp 45; see page 176.

Tactics: Feolildas manifests as he attacks, making use
of his horrific appearance before closing the distance
with the heroes. His preference is to employ corrupting
fouch on warrior-type characters. He will not attack elves,
concentrating all of his efforts on other opponents, unless
the elves attack him first.

Feolildas can also manifest the spectral trees and plants
in the garden, just as he would animate a tree when he was
alive. He does this as a last resort, however.

RM3. Ruineo TempLE (EL 9)

This was the location of Micah’s primary temple to
Branchala (or Astarin, to the elves). The white marble
facade still stands, decorated with cracked and chipped
representations of the Bard King’s harp symbols and
icons of beauty and literature. The interior of the temple,
however, is now just a hollowed-out shell, littered with
marble chunks. It currently serves as a lookout point for
the disir nest.

Creatures: The disir have posted a unit of scouts, with
tyin grunts to help them with potential intruders.

v Disir rogues (4): hp 40; see page 176.

v Tyins (2): hp 26; see page 178.

Tactics: The tyins are sent out first, to get close enough
to use their acidic spit upon the heroes. The disir warriors
move along the outside of the area, hoping to flank the
player characters and make use of their sneak attack
abilities. If the battle seems to be going badly, the disir
abandon the tyins and head east to RM5.

Treasure: The temple used to be protected from looters
by restless elven spirits, but these have been driven off by
the disir. A DC 20 Search check will uncover four foot-long
steel reliquaries inside the temple itself, each worth at least
900 stl pieces to a collector. Inside one of the reliquaries,
among the desiccated contents, is an amulet of natural
armor +1.

RMa4. Sunken MARKETPLACE

When the spirit of the fifth dragon stone was released
during Micah’s fall, the city’s marketplace was the first to
suffer the effects. A great crack opened in the middle of the



traders and merchants, plunging them and their wares into
the earth below. Chunks of the fallen towers rained upon
the rest of the area. It is this crack that provided the disir
with access to the ruins.

Anybody that chooses to climb down the 30 feet into
the crack (DC 20 Climb check) will find that it has been
blocked by a thick, sticky organic substance like webbing
or mucus (hardness 5, hp 100, Break DC 22, takes double
damage from cold). Discarded husks of disir eggs and
other detritus have been thrown down into the pit, as well
as the remains of other hapless adventurers and explorers
who have stumbled upon the nest. The base of the pit is a
roughly circular area with a 50-foot diameter.

Creatures: While there are no creatures living in the
market proper, the disir keep several oozes at the bottom
of the pit in order to maintain both the mucus plug and
eliminate vermin.

& Qchre jellies (3): hp 69; see Monster Manual.

Development: If the heroes manage to defeat the oozes,
and break through the mucus plug, they will find that
the pit continues another 20 feet down into an ancient
goblin tunnel, much like the ones in the Desolation. This
is the means by which the disir first found the ruins. Since
then they have also used the tunnel to gain entrance into
Flotsam (via the caves beneath the Rock). The heroes may
decide to use this as a means of egress from Micah if they
like; the journey back includes 25 miles of goblin tunnels,
similar to those described in Chapter One.

Disir can naturally pass through the mucus plug
thanks to their ooze secretions. It takes a disir 2 rounds to
fully move through it, and for the first round it loses its
Dexterity bonus to AC. For 6 rounds after a disir passes
through, another character can follow without needing
to break it, but will take 1d6 acid damage from the disir’s
ooze.

RMs. SHATTERED AvEnuk (EL vARiES)

This long, sloping area of roadway is characterized by
large, flat flagstones torn up and broken by the collapse of
the city. From here, the heroes can see the enormous pillars
of white marble that were once the spires of Micah, as well
as look down at the circular roadway that surrounds them.

Creatures: This road is dangerous, as it is well-guarded
by disir warriors who serve as the next ring of defense
for the nest. If the characters have arrived here in pursuit
of the disir scouts, they will find that the scouts have
reinforcements. Whether or not they are joined by the
scouts, the disir in this location will present a unified front.

v Disir warriors (6): hp 32; see page 176.

Tactics: The road area features several large, 5-foot to
10-foot tall slabs at odd angles to each other, which the
disir use as cover from ranged attacks. Each disir will move
quickly between areas of cover until closing the distance,
then moving in to strike.

Any disir scouts who have retreated here and regrouped
will continue to attempt flanking manuevers in order to
get the most of their sneak attack abilities.

RMe. Lost Reap

When the goblins excavated some of the ruins early in

the Age of Despair, they stumbled upon this stretch of
roadway shortly before the spirits of Micah rose up against
them. Although it looks no different from any of the other
flagstone-laid streets in the ruins, this road is unique.

Any character that stands with both feet on the road
(rather than just placing one foot on it or crossing it in
some other fashion such as flying or jumping over it) is
immediately teleported to the junction of the road and the
circular roadway around the pillars in RM7. However, no
magic items (such as wondrous items, magical weapons
and armor, rings, spell scrolls, etc) are transported with
him. This is sure to inconvenience the player characters,
although they might think of some means of using this
to their advantage (removing a cursed magical item, for
example).

The teleportation system was originally intended as a
means of getting the residents of the city to the center, but
most of it was rendered inactive when the city fell. This
road is the only road in Micah that still operates in this
fashion.

RM7. Sunpereb PiLLARs (EL 12)

This area, formerly the base of the tall white towers of
Micah, is enclosed by a roadway and visible from anywhere
up the slope of the ruins. They were the core support
pillars of the towers, which have either fallen about them
or were destroyed in the explosive collapse of the city. Each
pillar is a solid column of white stone, which reflects a
beautiful rainbow of flickering colors if light is shone upon
it. Deep cracks crisscross each pillar, however, giving the
impression that they are not as stable as they once were.
The pillars support a sandstone roof one hundred feet
above.

Clustered at the base of the pillars, in the very center of
the area, is the disir nest. From here, the queen sends out
her disir warriors and scouts to do her bidding, while she
concentrates on producing another generation of powerful
insectile invaders. Thin, filmy sheets of web-like curtains
have been put up between the pillars, keeping the queen
and her larvae out of sight.

If the heroes pass through the curtains and into the
nest proper, read or paraphrase the following:

he thick, heady smell of musk and the

sharp tang of acid commingle in this
nightmarish place. Surrounded by filmy
curtains of webbing and hunched over a thick
mass of writhing larval forms is a creature
at least three times as large as a man, armor
plated and glistening with ooze. Its head,
enormous and wasp-like, swivels on a spindly
neck, jaw opening and shutting. The voice that
issues forth from it is eerily feminine, but filled
with hate. “Kill them! Kill them! Bring their
bodies that my children may feed on them!”

FLotsam anp [etsam <« 75

N
N

-

— =

r.-'._g'_.;-'r—.___.'__.-.._.-'_-'__'_... W

L

e

7




Creatures: The heroes may have made a lot of noise
getting to this point, especially if they encountered the
disir warriors in RMS5. If this is the case, the queen’s elite
guard will already have moved outside of the nest to
protect it. If the heroes have reached here without raising
the alarms, the elite will be within the nest itself.

v Disir elite (4): hp 59; see page 176.

v Disir queen: hp 84; see page 176.

Tactics: The queen is no easy opponent to deal with,
and her elite guards are fanatically loyal to her. They
immediately take on any and all opponents, taking
advantage of the enhancements she gave them when they
were still larval infants. She stays atop her nest, which she
defends with her life.

The nest is a mass of larva and eggs protected by soft
jelly, with a collective hit point total of 75 and an AC of 14.
If the heroes reduce its hit points to 0, the queen will flee
to RM8. Any individual who attacks the nest directly will
immediately become the queen’s target.

Development: If the heroes use evocation magic or
other effects with potential to cause collateral damage
near the nest or around the pillars, have them make Listen
checks (DC 18). Success indicates that they hear a deep,
grinding and creaking sound. Keep a running total of the
damage caused by each spell or effect.

As soon as the total reaches 50, the noise gets louder.
When the total reaches 75, sections of the pillars break
off and begin landing on random individuals in the area
each round (determine randomly; each Small or Medium
character counts as 1, Large characters count as 2 for 4d6
damage (Reflex DC 15 half). Once the total reaches 100,
the pillars buckle and collapse, crashing to the floor of
the ruins and bringing down tons of sandstone and white
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marble on top of the nest and anybody in it (15d6 damage,
Reflex DC 20 half).
If the pillars collapse, the whole underground area
of the ruins becomes unstable. Within 10 minutes, all of
RM4, RM5, RM7 and RMS8 will be buried under rock. If
the heroes have not yet recovered the eggs from RMS, then
they will be returning to Flotsam with some very bad news.
Ad Hoc Experience Award: This is a very challenging
encounter, one which might result in the deaths of one or
more characters if they are not lucky. If they think to bring
down the pillars to crush the nest, they should be awarded
75% of the XP for defeating the queen and her elite.

RMs. Deepr QuARTER (EL 10)

At the very back of the ruins of Micah, hidden in the
remnants of ancient elven buildings, is a shrine to
Morgion. Like the nest, this area has many sheets of
filmy webbing and organic growths stuck to the rock. A
bowl-shaped depression lined with mucus holds eleven
amphidragon eggs, each about the size of a child’s head.
A hideous totem statue, carved out of rock and slick with
ooze, stands beside the eggs. It depicts Morgion as the disir
see him—a fly-headed, many-legged and clawed horror
with a long, rasping tongue.

Creatures: The disir shamans and the queen’s first
amphi dragon/disir hybrid are the only creatures here, but
they are dangerous enough.

The hybrid looks like a cross between a toad and a
humanoid blowfly, oozing acidic goo from its pores and
making dreadful croaking sounds. The shamans look like
other disir, but are draped in black robes slick with slime.

v Disir shaman (4): hp 56; see page 176.

v Disir hybrid: hp 70; see page 176.



Tactics: The shamans use their magic to inconvenience
or weaken characters, while the hybrid attacks with its
breath weapon and natural attacks. Neither will allow
the heroes to approach the eggs. They will not attack any
character who picks up an egg for fear of damaging it.

Development: If the roof is collapsing, the shamans
will gather up at least three of the eggs and head towards
RM4, trying to escape. The hybrid will attempt to block
the characters’ pursuit.

THE RETURN TO FLOTSAM

Once the heroes have escaped Micah and hopefully
retrieved the amphi dragon eggs, they can make their

way back to Flotsam and return the eggs to Lord Toede.
Toede will immediately grant the heroes audience once he
hears they have come back; no extensive arrangement is
necessary.

If the heroes have the eggs, Lord Toede is overjoyed,
bouncing in his throne like a wrinkled jack-in-the-box.
The Chamberlain relates his lord’s pleasure and explains
that the heroes have access to the manor’s resources for the
remainder of their stay.

If the heroes were unable to return with the eggs, but
ended the disir threat, Lord Toede will be heartbroken but
at least that his troubles from the insect-like invaders are
over. He will allow the heroes to use his libraries, but only
for one night. The Chamberlain explains that Lord Toede’s
sorrow is deep and he will need time to recover, time that
necessitates the heroes not be in residence.

If the heroes don’t have the eggs and did not end the
threat of the disir, Lord Toede will be furious. He refuses
them access to the libraries, and has his sentries show them
the door. The heroes may still be in luck, however—the
Thieves’ Guild might decide to aid them in recovering the
information they need about the Tear.

THE SECRET ©F RENEWAL
Once the player characters are given access to the materials
they need, a Decipher Script check (DC 18) or the use of a
spell such as comprehend languages will allow them to find
and compile the information. It takes 2d6 hours to pull
all the information together; the overall time is decreased
by 1 hour for each additional individual that assists (and
succeeds with the Decipher Script check), to a minimum
of 1 hour.

When the heroes have succeeded at this task, read or
paraphrase the following:

Scattered about you are piles of books,
scrolls, tomes and sheaves of loose paper,
with corners turned in and bookmarks
hanging out. The collected notes, now finally
assembled, reveal their secrets:

SO IT WAS that Dereg Raynhold, Knight of
the Sword, struck north from the hinterlands
where his gods-given blade had aided in the
Defeat of Sylvyana, Ghoul-Queen of the
Silvanesti; he left behind the druid Waylorn,
and the righteous throng of Silvanost, and at

their insistence sought out the fabled Fountain of
Renewal.

THERE IN THE NORTH beyond Istar’s
merchant cities, did Dereg take his blade.
Great was his sorrow at the foulness which had
afflicted him; Dark was the blood on his sword,
and darker still the stain on his soul.

UNTO THE LAST did Dereg struggle
to overcome the challenges of the Fountain’s
guardians, bereft of the light of his blade and
heavy-hearted. But triumph was his, and into
the Fountain did he plunge his sword and arm.
Bright was the power of the gods of Redemption.
With their blessing, both knight and sword were
one again, hale and sharp, keen as the wind of
Solamnia.

As the last of these words are read,
pieced together from Toede’s books,
the air in the room grows chill, and
hairs on the backs of necks rise.

Lothian sends Kayleigh, the bound spirit, to warn
them against using the information they have found. He is
hoping in the process to spur them onward in the direction
of Nordmaar, now that they have the Tears.

Kayleigh’s spectral form manifests above the books and
scrolls, insubstantial and caught as if in a wind, though
the air is still. “Nooo!” she shrieks. “Go no further! To use
this knowledge is to risk all! You cannot rid the jewel of
its stain! The Lord of Bones has claimed it!” With this, she
screams again and whirls out of sight.

Any divination spells used by the characters to identify
who the spirit was or where she came from will reveal only
that she is to the north, in Nordmaar. Not coincidentally,
Nordmaar is also the rumored location of the Fountain
of Renewal, something a DC 25 Knowledge (religion),
Knowledge (arcana) or bardic lore check will also reveal.

Now, the heroes need to decide what they want to do
about this information, which leads directly into Chapter
Three.
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3. THE BLOOD SEA

iTH information in hand indicating that
Nordmaar is the next stop in their journey,
the characters must decide if that’s where they

will head and how they will get there. This lengthy chapter
covers the two divergent paths that they may follow—one
by land and one by sea. Both ultimately end in the same
place—with the heroes as prisoners in the Dargonesti
village of Surf. There, they learn that an yrasda (aquatic
ogre) has achieved dominance over the minds of the sea
elves for the glory of Zeboim, the Goddess of the Storm.

Current Date: 26th day of Rannmont (Winter)

[This assumes the characters spent five days in Flotsam,
including going to the ruins of Micah]

Phases of the Moons

Solinari: 5th day of Waxing, First Quarter.

Lunitari: 1st day of Low Sanction, Waning Crescent.

Nuitari: 2nd day of Waxing, Waxing Crescent.

The above dates and phases of the moons are
approximated, although you are encouraged to keep track
of both for the purposes of pacing the adventure and for
the possible affects the moons may have on wizards.

LEaving FLoTsAm

The player characters have two primary modes of travel
available to them when leaving Lord Toede’s city—passage
by ship or traveling overland around the Rugged Coast.
The former is potentially quicker, but also runs the risk

of seagoing dangers such as minotaur warships or worse.
The latter is perhaps a little safer, but it means traveling
through the Ogrelands, which can take longer. When the
players have settled on one or the other, go directly to the
appropriate section.

If the heroes choose to take an alternate route or use
some other form of transport (such as flying there, or
using teleport spells), you should think of some creative
alternatives. It isn’t absolutely necessary for them to
become prisoners of Surf, but neither should they make it
all the way to Nordmaar without difficulty. This chapter
ends with the player characters coming ashore on the Hag’s
Dirk, so, while it is a sign of good Dungeon Mastering to
be flexible in response to the players, it will serve you well
to guide the storyline back before the end of the chapter.

SECURING PASSAGE By SHip

Important Rules: Influencing NPC Attitudes sidebar in
Chapter 4: Skills in the Player’s Handbook; Diplomacy skill,
in Chapter 4: Skills in the Player’s Handbook.

If the characters decide to leave Flotsam by ship, they
will, in all likelihood, approach the Lucky Maiden and her
captain, Vanyth Swift. Captain Swift is both charming and
gregarious. He will invite them into his quarters where
they can discuss the cost of passage over fine elven wine.

Captain Swift explains that the journey from Flotsam
to Jennison (in Nordmaar) will take a little more than 5
days, given the proper weather and barring any unforeseen
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circumstances. For the pleasure of passage on The Lucky
Maiden, the captain will ask for 100 stl per person, and
twice that for any additional cargo they may have (such
as steeds or Medium size and larger animals, but not
including smaller animals, such as familiars). The heroes
will not be asked to perform shipboard duties, except to
agree to provide defense in the unlikely chance of any
encounters on the high sea.

The characters may attempt to haggle Captain Swift
down in his asking price with successful Diplomacy
checks. Captain Swift’s initial reaction is Indifferent. On
a Friendly result, Captain Swift can be bartered down to
75% (75 stl per individual, 150 stl per additional cargo),
while a Helpful result will net 50% (50 stl per individual,
100 stl per additional cargo). Captain Swift will not react
well to intimidation or hostility.

Depending on what time it is when the characters seek
out The Lucky Maiden, they’ll have a few hours before
they must be back aboard. At nightfall, the gangplank
will be raised and the ship will set sail before dawn, so the
characters should be onboard before that time. This will
allow the characters some time to go back to their lodgings
(if any) to retrieve their equipment.

LeavinG THE HARBOR
When the characters are ready to set out aboard The Lucky
Maiden, read or paraphrase the following:

In the misty hours before dawn, as the tides
rise enough for the departing vessel to clear
the bay, there’s a loud, piercing whistle. Almost
immediately, the deck is filled with activity;
the mooring lines are cast off and The Lucky
Maiden pushes away from its berthing. Within
minutes, the ship passes between the cliffs to
either side of the bay’s entrance, sailing over
heavy chains that lie just below the surface,
and heading out into the Blood Sea. Another
piercing whistle splits the morning, followed
by the sound of numerous oars emerging
from the sides of the vessel, striking the waves
and sending the vessel surging forward.

The crew will use the ship’s oars to get a few miles out
to sea, waiting for the rising of the sun before they run up
the sails and turn the ship into the wind. Jump ahead to
The Blood Sea (p. 62) to continue the heroes’ sea voyage.

“I’m NOT GEING ON THAT sHip!”

If the heroes seek passage on another vessel, simply use the
information provided in The Lucky Maiden sidebar as a
guide to present a different ship to the players. Feel free to
change the names and tweak some of the details to create a
serviceable alternative to the Lucky Maiden.
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T‘he Lucky Maiden is a schooner, a longship designed
for speed and maneuverability.

& The Lucky Maiden: Galley; Speed 3 mph/72
miles per day; Crew 50; 3 ballistae, 2 catapults; Hull:
hardness 5, 60 hit points (per 5 foot section); Doors:
strong wooden (2 inch thickness, hardness 5, 20 hp, DC
23 Break, DC 25 Locked) and iron (2 inch thickness,
hardness 10, 60 hp, DC 28 Break, DC 28 Locked).

Captain: Vanyth Swift (see page 175) is the captain
of the Lucky Maiden.

THEe Lucky MAiDpEN

First Mate: Undella ‘Della’ Sem-Thal (see page 178)
is the ship’s first mate. A priestess of Habbakuk, and
Vanyth’s best friend, she’s a hale and hearty Ergothian
woman who takes no guff and keeps the crew in line
with a liberal application of her wicked sense of humor,
along with a repertoire of curse words that can make
even a minotaur blush.

Important Crew Members: Besides the captain and
first mate, the rest of the crew members on the ship are
evenly divided between sailors (human expert 2) and
marines (human mariner 1/fighter 1).
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HeADING ARounD THE RUGGED COAST
Important Rules: Overland Movement in Chapter 9:
Adventuring in the Player’s Handbook; Survival skill in
Chapter 4: Skills in the Player’s Handbook. The journey

by land is relatively simple. Any merchant or traveler in
Flotsam, including Zand Zinar or members of the Thieves’
Guild, can provide the player characters with some basic
information:

./’J/»o CHaprter THREE

The Rugged Coast is considered to be part of the
Ogrelands, the southern realm of Kern.

The ogre seaport and regional capital, Ogrebond, is
almost a week’s travel from Flotsam by road.

The village of Rockhorde grew up around the quarry
that provided the town of Ogreshield with stone, but
the times being what they are, there hasn’t been word
from there for months.



+  The biggest threats to travelers -‘:"T-,.'\ FEATURES OF THE RUGGED COAST

in the Ogrelands (aside from

ogres) are spotted lions and packs of

wild dogs, but they tend to avoid the

roads.

Merchants in
Flotsam are happy
to supply the player
characters’ transportation
needs, within reason.
Flotsam may not be
known for its fine horses
or expertly crafted wagons,
but the basics are available.
Additionally, heroes who

The Rugged Coast of the Ogrelands presents an

opportunity for further adventures as the heroes move to

meet their destiny in the north. The
village of Rockhorde and the city

. of Ogrebond are two significant

. locations, and the region itself
is extensive enough to hold
promise for further challenges.

EATHER
During the winter months (the
default for this adventure)
the Ogrelands are fairly
dry and cold, with

" W

i
have made a name for A\ Y \ \ N periods of high !
themselves by helping ' : ' o wind and occasional »
Lord Toede recover o —— ~— precipitation I
his amphi dragon \ \ N near ===/ the coast. Standing
eggs will be given water typically freezes
a 15% discount on all overnight and the low temperatures make outdoor travel
goods and services while they are in Flotsam. after sunset unwise without proper clothing.

The following is a basic outline of the overland travel As the year progresses, the grasslands and hills
time between key locations along the Rugged Coast: become dry and hot. Periods of extended rain raise the

e

humidity along the coastline. In the height of summer, the

Ogrelands see regular storms and inclement weather.
Flotsam to Rockhorde

Caravan 5 days FLorA & FAuna ]
Walking (20) 4% days The Ogrelands are well known for their tough and hardy )

) , wildlife and grasslands, as well as forested valleys in the
Walking (30") 3 days

¥

foothills of the Khalkists. Isolated trees, reaching incredible

j ."_'lr_-—l'-r— — .-_r' -l—- ':—-q p

Horseback 2% days heights, are characteristic of the open savannah. Scrub and %
brush are found in significant amounts throughout the
region. X
Caravan 3 days Snakes are common enough in the Ogrelands that they ")
Walking (20) 20/5 days bave bec':ome a nuisance, and they are especiall}' abundant .
Walking (30) 2 days in the hilly valleys to the west. Apart from reptiles, the
region is home to packs of wild dogs (the root stock of
Horseback 11/2 days the Carsh hounds of the ogres) and spotted lions, both
of which prey on herds of swift-moving deer and ‘wari
(flightless birds).
THE RuGcGep CoaAsT
To the west of Flotsam, along the coast and heading north, RAnpem EncoeunTers
are the Ogrelands of Kern. The ogre nation is in a state Check for random encounters three times a day while
of change at this time—warlords, titans, and hags have traveling along the Rugged Coast: once in the morning,
become embroiled in the political upheavals of the Blood once in the afternoon, and once at night. The chance of
Sea Islands, influenced by the minotaur domination of encounter is 25% during the morning and afternoon and
the northeastern coast. In the Ogrelands south of Kern, 35% at night; roll on the following chart for the specific
however, the ogres of Ogrebond are carrying on as if encounter.
nothing was happening further north.
The Rugged Coast of the Ogrelands consists of Die Result Creature Encountered Average EL
hundreds of miles of dry savannah and grassy plains, 01-15 Wyverns (1d3) 8
broken up by rocky bluffs and the occasional hill. Trails 1635 Spotted lions (1d4+2) 7
w%nd along the coastal region, some of which are paved 3655 Wild dog pack (2d6) 6
with pre-Cataclysm stones stamped with the mark of o
Istar. Such a trail picks up half-a-mile north of Micah 5670 Reiloc o) 6
and continues past the town of Rockhorde, avoiding 71-90 Constrictor snake, giant (1d3) 7
Ogreshield altogether, and runs right into the middle of 91-00 Ogtre band (2d4) 8

the city of Ogrebond.

THE BLoOD SEA = 79



Except for those marked with an asterisk, all
encounters are standard; statistics may be found in the
Monster Manual. Spotted lions use leopard statistics. Wild
dogs use riding dog statistics.

‘Wari Flock: The ‘wari are legendary for being stupid,
flightless, and very dangerous in large numbers. This
flock is prone to stampede if approached by threatening
creatures, which essentially means anything that moves.
When they are surprised, frightened, or hear a loud noise,
they will all stampede in a random direction away from
the noise. If the heroes aren’t careful, they might end up
in the path of this feathered mob. ‘Wari make terrible
game animals; any character that succeeds in a DC 15
Knowledge (nature) check will know that they are best
avoided.

ROCKHORDE

The village of Rockhorde was, until six months ago, little
more than a slate quarry with a settlement and a slave
camp. Its primary export was slate and iron ore, although
it also served as a stopping point for slavers heading into

Khur or towards Blode (through the Khalkists to the west).

Since the War of Souls, however, Rockhorde has become
something else entirely—it is now a religious community.
Rockhorde presents an opportunity for adventure,

mystery, action, and perhaps some comic relief. Because
of their religious beliefs, the inhabitants are quite reclusive
and even xenophobic. Followers of Reorx, the kobolds and
ogres of Rockhorde expect to be discovered soon by the

Racktlrorde

LEGEND

Koboin Camps
Maln Sireed
lre Wenscl Pens
Al
TemHEe of e
8, Oipyles
i- Fusilode of Spenrs
M wWide Mouth PR Trap

e Polsoned Chakns

A - CHaprter THREE

ogres to the north, and have taken drastic steps to prepare
for this eventuality. They also have a prisoner, one who
desperately wants to be rescued.

& Rockhorde (Hamlet): Magical; AL LN; 100 stl
limit; Assets 600 stl; Population 120; Mixed (94
kobolds, 26 ogres).

Authority Figures: Rockhorde is governed by two
kobold clerics, Kokoscha (LN male kobold rogue
2/cleric 6 of Reorx) and Klimt (LN male kobold
fighter 2/cleric 6 of Reorx). Their chief lieutenant
is Grungk the Hound, an ogre (N male ogre
barbarian 2/cleric 2 of Reorx) who helps them
keep ogre/kobold relations in hand.

Important Characters: Master Yap (LE male kobold
necromancer 6/Wizard of High Sorcery 1), recent
adherent of Nuitari, and prisoner.

HisTorRY ©F ROCKHORDE
Rockhorde was originally a quarry, excavated by ogres in
the Age of Despair to provide slabs of sheet rock, as well
as iron ore, for the town of Ogreshield. Enterprising ogres
realized that the constant toil and labor was producing
human slaves of considerable hardiness. This led to brisk
slaving trade operations in Kern and Khur. The coming of
the Dragonarmies impacted the village negatively, as the
slaves were shipped primarily to Neraka as conscripts or
labor teams, and Rockhorde’s business dwindled sharply.
The village turned again to its sheet rock quarry and
iron mines, but its prosperity was fleeting. It wasn’t until




the coming of Malystryx, and the Dark Knights’ need for
more stone, that the village regained some of its former
glory. A tribe of kobolds moved to the village to improve
the mining operations. The future looked brighter.

When the gods of Krynn returned, however, a dramatic
change came over the village. A pair of kobolds—brothers
and joint owners of a slaving company that ran affairs in
Rockhorde—received a vision from Reorx. The forge god,
widely known as the patron of dwarves and miners, urged
the kobolds to abandon the ways of slavery and evil, now
that their Dark Queen had been slain. Instead, Reorx said,
the kobolds should follow him. In return, he would give
them the magic of the forge so that they would be wealthy,
influential, and famous, like the great smiths of old.

Reorx had no idea of the impression he made on the
brothers. The forge god had really just hoped that he could
make life easier for the dwarves in the east, but ended up
creating a movement. The kobold brothers are now the
high priests of a small, but fanatically dedicated monastic
community of Reorx-worshipping ogre and kobold
miners. They are as loyal to the forge god as they are
paranoid of being discovered by the rest of the world.

Recently, a kobold necromancer named Master
Yap experienced an epiphany and was blessed with the
understanding of High Sorcery in Nuitari’s service. He
had been sent an invitation to join the Betrayer’s gathering
army in the north, and planned to stop in the community
of Rockhorde before continuing to Ogrebond. As soon as
he was identified as a wizard, he was told he could never
leave. Now, the necromancer is terrified of the villagers and
wants nothing more than to be free of them.

GETTIiNG TO ROCKHORDE

The village lies half a mile along a wide trail from the
paved road that runs up the Rugged Coast. When the
player characters are near the village, at the point the trail
leads off to the east, read or paraphrase the following:

he road you are following is, edged by

loose gravel and is overgrown in places by
weeds. It curves around the base of a grassy
hillock. To the east, the gravel forms a side
trail that heads towards the coast. A milestone
carved out of a single block of granite indicates
that the trail leads to Rockhorde. At the point
at which the trail departs from the road is
the skeletal remains of a large rodent the size
of a dog. Some kind of note, rolled and tied
with string, sticks out of the skeleton’s ribs.

The skeleton is that of a dire rat, animated by the
power of the kobold necromancer, Master Yap. Master Yap
is being held prisoner by the inhabitants of Rockhorde,
and he sent the dire rat skeleton to the road with a note,
hoping to attract rescuers.

Creatures: The skeleton is still animated, although it
has been instructed to lie motionless. It will allow anybody
to take the note from its ribcage. After about a minute or

two, it will scramble to its feet and skitter off along the trail
to Rockhorde. If attacked, it tries to flee.

v Dire rat skeleton: hp 6; see page 179.

Development: The note is a torn sheet of parchment.
It has writing on both sides. On one side, the following
words can be made out by anybody who can read Khur (or
makes a DC 25 Decipher Script check, uses magic, etc):

“You are respectfully invited to attend a great gathering
in the North... forces loyal to the Lord of Bones... skills and
experience will be of great service. .. the usurper, Lothian,
and all who stand against... ... Qwes, ruined city.”

On the back of the note, scribbled with shaky lettering,
is a brief note in Common:

“I am being held prisoner by cultists please rescue me”

The front of the note is part of an invitation sent
to Master Yap by the Betrayer, who has been recruiting
necromancers and other individuals in his bid to destroy
Lothian. Master Yap used the invitation to send out his
rescue plea. If the note is examined or studied, it will be
clear that the handwriting is different.

Any character that succeeds at a DC 25 Knowledge
(geography) or Knowledge (history) check will know that
Qwes is a ruined settlement in Nordmaar, beyond the
Moors, site of an epic battle between ogres and humans in
the first century after the Cataclysm. A DC 15 Knowledge
(religion) check will inform a character that the Lord of
Bones is one of Chemosh’s titles.

If the heroes head to Rockhorde, refer to Events
in Rockhorde (p. 53) for more information about
investigating Master Yap’s appeal for help. If the heroes
decide to bypass Rockhorde, continue on with their
journey to Ogrebond (see p. 55).

Experience: The skeleton offers little to no threat to
the heroes (it has a CR of 1/3). Therefore, there is no
experience award for destroying what is basically just an
undead messenger.

FEATURES OF ROCKHORDE

Rockhorde is essentially an excavated depression
surrounded by grassy savannah. A sloping pathway leads
down through the village proper and then up the other
side of the quarry. The quarry walls are staggered, with
a ledge running around the outside of the quarry 40 feet
down the cliff face, which in turn is 20 feet above the
quarry floor.

The buildings in the village come in two distinct sizes:
those along the main street are large, sized for ogres; the
other buildings close to the walls of the quarry are smaller
and sized for kobolds. All buildings have stone foundations
with timber walls and sloping tile roofs. Most doorways
have canvas curtains, rather than doors, and the windows
are similarly protected.

The night air is warmer in the quarry than on the
surface, making evenings very comfortable in the winter
months. The air is also very still; none of the winds that
cross the plains of the Rugged Coast reach the quarry
floor. This makes sound travel very well, as do the enclosed
quarry walls and hard earth floors; all Listen checks made
outside in Rockhorde gain a +2 circumstance bonus.
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RockHORDE DEFENSES

The inhabitants of Rockhorde have been very busy in the
past few months readying the quarry for what they expect
to be a full-scale onslaught from Ogrebond or Ogreshield.
The kobolds, natural trap-makers, enlisted the help of

the ogres in setting up the defenses around the quarry,
enabling them to make use of larger and heavier materials
than they would otherwise be capable of using. And, of
course, the blessing of Reorx has touched all of it.

There are three distinct kinds of defensive traps in
Rockhorde. These are listed below and marked on the map.
The residents know where they all are, and take care not
to activate them, although outsiders will not be quite so
lucky.

<© Fusillade of Spears: CR 6; mechanical; proximity
trigger; repair reset; Atk +21 ranged (1d8, spear); multiple
targets (1d6 spears per target in a 10-ft.-by-10-ft. area);
Search DC 26; Disable Device DC 20.

Notes: These spear traps are set up facing the outside of
the quarry. Anyone walking in front of and within 10 feet
of the traps will set them off.

“© Wide-Mouth Pit Trap: CR 6; mechanical; location
trigger; manual reset; DC 25 Reflex saves avoids; 40 feet
deep (4d6, fall); multiple targets (all targets within a 10-
foot by 10-foot area); Search DC 26; Disable Device DC
20.

Notes: These pit traps have been set up along the inner
ledge of the quarry walls, below the surface level. The walls
of the pits have been greased, adding +5 to all Climb check
DCs.

«© Tripping Poisoned Chain: CR 5; mechanical;
location trigger; automatic reset; multiple traps (tripping
and melee attack); Atk +15 melee touch (trip), Atk +15
melee (2d4+2 plus poison, spiked chain); poison (large
scorpion venom, DC 18 Fortitude save resists (poison
only), 1d6 Str/1d6 Str); Search DC 26; Disable Device DC
20. If the tripping attack succeeds, a +4 bonus applies to
the spiked chain attack because the opponent is prone.

Notes: These chain traps are laid out along the upper
edge of the quarry walls and between certain buildings in
the town. The residents know to avoid these areas, but may
also attempt to lead opponents towards them (and step
over them) or chase fleeing foes towards them.

KoBoLbs ©OF ROCKHORDE
The Rugged Coast is not the preferred climate for kobolds,
who are more at home in the mountains and hills of the
Khalkists. Rockhorde’s kobolds, however, belong to a clan
that moved to the region to work in the quarry, mine iron
ore, and benefit from the slave trade. The dramatic changes
that have occurred in the village meant that the kobold
residents are lawful neutral in alignment now, rather
than lawful evil, but they remain somewhat cowardly and
sneaky.

Kokoscha and Klimt, the high priests and leaders of
the residents of Rockhorde, are two extreme examples
of this “new” kobold. Fervently loyal to Reorx, they have
the conviction and fanaticism of the newly converted.
Kokoscha is pragmatic, thoughtful, and cunning. Klimt is

52 + CHapPtER THREE

direct, somewhat reckless, and brash. Both have overcome
much of their racial tendency towards cowardice and
sadism, though, when angered, they can be vicious.

Kobolds are dazzled in bright sunlight, but Kokoscha
and Klimt have worked around this problem. All kobolds
that go out in the daylight wear a pair of odd-looking
goggles that shade their eyes from the glare. For the
kobolds, this negates their light sensitivity. Any other Small
sized creature that wears the goggles gains a +4 bonus on
all saving throws vs. light-based effects and gaze attacks,
but they also suffer a —2 penalty to Spot checks.

KEy To ROCKHORDE

The following is a breakdown of the various areas
numbered on the map of Rockhorde, including the
inhabitants of these areas and general notes. Refer to
Events in Rockhorde (p. 53) for more details.

RHi. KosoLb Camp (EL vaARriEs)
There are two of these camps in the village. Each is located
by a cliff face, and provides ready access to one of the two
iron ore seams in the quarry. Roughly half of the village’s
adult kobold population lives in each camp. This amounts
to about 20 kobolds per camp, with the remainder as
noncombatant females or children. As they are nocturnal
by nature, the kobolds are active when it is dark and are
much less active in the daylight.

& Kobold miners (20): hp 4; see Monster Manual.
These kobolds are lawful neutral.

RH2. Main STReeT (EL vARiES)
This is the primary road through Rockhorde, upon which
much of the settlement is centered. The town’s 25 ogres
(and Grungk) each occupy a single dwelling, with other
buildings dedicated to storage, trades, and so on. There are
no ogre children in Rockhorde; the youngest have reached
maturity.

& Grungk the Hound: hp 75; see p. 180.

v QOgre residents (25): hp 29; see Monster Manual.
Most ogres in Rockhorde are chaotic neutral or neutral.

RH3. WEaseL Pens (EL 9)

This fenced-in area, formerly used for keeping slaves, now
holds the kobolds’ eight dire weasels. These animals are
vicious and extremely dangerous when outside of their
pen, and react aggressively when approached by anyone
but their kobold handlers.

Rockhorde has four handlers in residence, each of
which is responsible for the care and training of two dire
weasels.

a Kobold weasel handlers (4): hp 12; see p. 181.

v Dire weasels (8): hp 13; see Monster Manual.

RH4. jaiLHousE (EL 7)

This building was at one point an auction house for the
slave market. It consists of a single 30-foot, by, 20-foot
main chamber, with room for desks and seating, and three
10-foot by 10-foot cells that line the back of the chamber.
Each interior cell wall is made up of iron bars (hardness



10, hp 30/bar, Break DC 24) with a 6-inch space between
each bar. A Small size creature could squeeze through the
bars with a successful Escape Artist check (DC 30) when
at least one bar is bent. A Medium size creature can do the
same if at least two bars are bent.

The building has barred windows (hardness 10, hp 30,
Break DC 24)—one in each cell’s exterior cell wall and
three along the front of the building. A single door opens
into the building, and is always kept locked. All locks (the
front door, and cell doors) are good locks (DC 30 Open
Lock check to defeat). The building’s ogre guards each
carry a set of keys.

The jailhouse’s only prisoner is the necromancer,
Master Yap. His hands and feet are manacled and he has
a sack over his head. The kobold high priests put these
restraints into place once they learned that he had tried to
send word outside of the village. Master Yap is unable to
cast any of his spells, but he is quite healthy and fed often.

In addition to the pair of ogre guards, two earth
mephits are stationed at the jailhouse. They have been
instructed to remain out of sight (Hide +9). These
elemental spirits are loyal to any cleric of Reorx, and will
not attack an individual faithful to the forge god. If the
jailhouse is attacked, they will act to defend the guards,
but they will not (contrary to expectations) prevent the
prisoner from escaping.

& QOgre guards (2): hp 29; see Monster Manual. These
ogres are neutral.

v Earth mephits (2): hp 19; see Monster Manual.

& Master Yap: hp 34; see page 182.

RHs. TempPLE oF REORX (EL 5)
This building holds the village’s primary iron forge and
serves as the central worship site for Reorx’s faithful. The
forge is attached to one end of the building and is sheltered
from rain by a wooden roof held up by timber supports.
The interior of the temple is a single 30-foot by 20-foot
hall with locked doors (hardness 5, hp 10, Break DC 20,
Open Lock DC 20). The kobold brothers have rooms along
one side of the hall. A third room is dedicated to storage.
In addition to the kobold brothers themselves, two
fire mephits reside here at the temple, within the outdoor
furnace. They will act to protect the kobolds or any other
faithful of Reorx present in the temple. The mephitis will
obey commands given only by the kobold priests. The
mephitis can only understand very basic of instructions.
v Kokoscha, priest of Reorx: hp 28; see page 181.
v Klimt, priest of Reorx: hp 34; see page 180.
A Fire mephits (2): hp 13; see Monster Manual.

RHe. Gates (EL 6)
There are two routes down into the quarry itself, and they
are the only part of the perimeter of the quarry that isn’t
trapped. At the surface level, these routes are protected
by gatehouses that consist of two small wooden buildings
with a pair of 10-foot tall iron gates between them.

At each gate, a guard unit composed of 2 ogres and 6
kobolds stands sentry at every hour of the day or night.
The kobolds tend to keep out of sight, leaving the ogres to

present Rockhorde’s public face, but will rush out if there
are problems. A large gong stands behind the gate for use
in warning the village of impending danger or threat.

The guards at the gates are drawn from the kobold
and ogre numbers listed in RH1 and RH2. If guards are
defeated, reduce their numbers accordingly.

EvenTts in ROCKHORDE
This section outlines the primary flow of events in
Rockhorde for this adventure, although you may use the
background information above to work in additional
encounters or challenges.

The events begin before the heroes arrive in Rockhorde
(see Getting to Rockhorde) then proceed to the first event,
below, when the heroes arrive at the village.

ARRiVAL in ROCKHORDE
When the heroes approach Rockhorde, read or paraphrase
the following:

head of you, the road abruptly ends

at a set of iron gates flanked by two
squat wooden structures. Each structure
has a single window. Two ogres stand in
front of the gates, armed with enormous
clubs. Beyond, the ground literally drops
away, revealing a settlement that has been
below the surface and is open to the sky.

These gates are detailed further in RH6. The two ogres,
upon seeing the approaching party, quickly warn the six
kobolds stationed within the wooden gatehouses, then the
ogres step out to see the heroes more clearly.

The heroes may attempt to talk to the ogres, using
diplomatic conversation or bluster. The ogres (and
kobolds) have a starting attitude of Unfriendly. If the
group contains any PC ogres or half-ogres, their attitude
will shift to Hostile as soon as the ogre or half-ogre
approaches. If the heroes include followers of Reorx, such
as clerics or devout dwarves, the Rockhorde residents’
attitude shifts to Indifferent. Success in diplomacy will
result in the heroes being invited into the village, honored
guests for the evening’s Ritual of the Forge (see below).

The heroes may instead decide to use violence or
intimidation, either of which will result in a fight. If the
ogres are attacked or threatened, the kobolds will spring
out to help, four of them using slings in the first round,
while the other two close in with spears. After a round of
combat, one of the kobolds will sound the gong just inside
the gate. Six rounds later, reinforcements will begin to
arrive: 2 kobolds and an ogre each round for four rounds,
then the two high priests and Grungk the Hound. If the
heroes flee for any reason, their opponents will not chase
after them. If the heroes are defeated, they will be thrown
into cells at the jailhouse at RH4.

It is also very possible that the heroes will, upon seeing
the ogres and the gates, attempt to sneak into the village
or make their way down into the quarry by some other
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means. Using a fly or teleport spell is not likely to create
problems, but any character walking down will more than
likely have to pass through the traps marked on the map.
As soon as either the fusillade or tripping chain is sprung,
a warning will sound within the village and the element

of surprise will be lost. If the heroes manage to get in
somehow, they will bear witness to the Ritual of the Forge.

RiTuAL oF THE FORGE

This ceremony is held the evening that the heroes arrive

in Rockhorde. It is a blessing ceremony, conducted by

both Kokoscha and Klimt, who will bless all of the tools
and materials in the forge at RH5 in Reorx’s name. The
ritual takes an hour, during which time all of the village’s
residents are present, apart from the guards at the gates.
Even the dire weasel handlers and the ogres at the jailhouse
are in attendance.

The ceremony’s primary purpose in the adventure is
distraction. Because the entire village is otherwise involved
in the ritual, the heroes have the perfect opportunity to
sneak around and investigate the village. Or, they might
choose to break Master Yap out of the jailhouse or even
escape themselves if they were caught.

At some dramatic moment there is a loud resounding
crack that echoes through the quarry. The anvil has
split, to the horror of Kokoscha and Klimt and the other
worshippers. They see this as a bad omen, and will
immediately assume that it is a sign of displeasure from
Reorx over the presence of either Master Yap, the heroes,
or both.

In reality, the anvil has split because of poor treatment
by the ogres, who have been overly enthusiastic about
learning the blacksmithing trade. The priests have no
way of knowing this. Whether the heroes are present and
watching or sneaking around or locked up in the jailhouse,
they will have suddenly become targets.

BreakouT

Once the heroes have decided to break Master Yap or
themselves out of the jailhouse, they will need to overcome
the ogre guards and the mephits that are guarding the

building. During the Ritual of the Forge, the guards will
be absent, leaving the mephits to watch over the jailhouse.
However, as stated in RH4, the mephits won’t actually do
anything to stop the prisoners from escaping (although the
heroes may not realize this).

Master Yap will be beside himself with gratitude
for being discovered. All he wants is to be freed from
imprisonment, and will offer his services and help if the
heroes agree to let him out. Of course, Yap is still an evil
necromancer underneath his scaly rat-like demeanor,
and won’t hesitate to drop the party into trouble. In the
meantime, however, if freed, he will fawn over the heroes
and be as ingratiating as possible.

DEPARTURE

Once the heroes have decided it is time to leave (whether
because they have outstayed their welcome or they need
to escape with Master Yap), they will need to break out of
the village through one of the gates or brave the trapped
walls of the quarry. This may or may not be challenging,
depending on what has happened so far.

The kobolds and ogres will not only be angry that
the heroes are leaving (for fear of spreading word of
their community), but they may also blame them for the
cracked anvil. Pursuit is likely. This can be staged in any
number of ways, from a mass of kobolds yelling threats
in their high-pitched voices or dire weasels and mephits
sent out to run the heroes down. It is up to you to decide
what, if any, lasting consequences can be gleaned from the
heroes’ departure.

One particularly dramatic end to the adventure in
Rockhorde is for the heroes to leave the village just as a
large force of ogres (at least 20 or 30) arrives at the gates,
having heard about the goings-on in Rockhorde from
one of Master Yap’s earlier attempts to send for help. The
residents of Rockhorde will then be quite distracted, much
too busy dealing with this new threat to worry about the
player characters. Or, the heroes could stay and help the
kobolds, which in and of itself could make for a significant
finale.

WHAT M AsTER YAP Knows

THE kobold necromancer doesn’t know a great deal
about the invitation from the Betrayer, but he

does know that the note was specifically addressed to
him. He had been directed to meet with a large force
gathering in Nordmaar, near the ruins of Qwes, and
that his skills were sought after. Master Yap is not the
powerful necromancer he claims to be, although he
isn’t incompetent. He will be extremely interested in the
heroes’ goals, if he learns what they are, and will offer

to accompany them all the way to Nordmaar if they so
desire.

5.7 + CHapPtER THREE

A Sense Motive check on Master Yap (DC 20) will
reveal that his intentions are honest, if very much in
his own interest. At this point in time, everything he is
telling them is true. If the heroes do not rescue Master
Yap, or do not wish him to come along with them, he
will reappear later in the adventure. If he is attacked or
gravely wounded, you should allow him to slip away, to
return to the heroes again as soon as it’s safe.



ExPERIENCE AWARDS

There are a number of opportunities in Rockhorde for
earning roleplaying awards or for overcoming challenges
and threats. An award for accomplishing the goal of
freeing Master Yap should be given to the heroes equal to
their current average party level —1. If the heroes manage
to settle matters in Rockhorde without violence or if they
aid the residents in the final battle against the ogres (if this
ending is used), they should receive the same award for
their heroism.

OGREBOND

Ogrebond is the capital city of the Ogrelands and the
Rugged Coast, a fairly cosmopolitan urban center for a
part of the continent that is otherwise wild and untamed.
It enjoys brisk trade from the Blood Sea, considerable
affluence, and a well-maintained port.

The city serves as a place where the heroes can pick
up a ship to Nordmaar, which is especially important
when they hear about the strife further north. It is also
an ideal place to buy or sell equipment or magic items in
preparation for the journey ahead. The heroes may even
get caught up in a slave revolt, as Ogrebond’s elven slave
trade explodes in rebellion.

& Ogrebond (Small City): Conventional; AL CE;
15,000 stl limit; Assets 5,405,250 stl; Population
7,207; Mixed (76% ogre, 8% goblin, 5% half-ogre,

Ogrebond was never recognized as a proper city until
the second century of the Age of Despair, when the ogres
started allowing pirates to take refuge in their harbor.
The acceptance of non-ogres into their community was a
major turning point. The influx of goods and slaves from
the pirates brought wealth to the port. The chieftain of
Ogrebond became rich and used his newfound wealth to
build a great palace on the cliffs overlooking the city below.

During the War of the Lance, Ogrebond became a
major port for the Black and Green Dragonarmies in
the east. Under orders from Highlord Salah-Khan, and
with the encouragement of the ogre chieftain, Charbag,
Ogrebond was expanded. Slave labor created new
buildings and sturdy walls with massive stone towers, and
a clear demarcation between the affluent Upper City and
poor Lower City developed.

During the early Age of Mortals, Ogrebond kept
out of the various conflicts and civil wars in the region.
The coming of the ogre titans to Blode and Kern had
little impact on Chieftain Huldagh, but the rise of the
minotaurs in the Blood Sea did. Huldagh encourages
minotaur traders and warships to berth in Ogrebond,
playing his cards close to his chest for the time being. Most
recently, the elven diaspora from Silvanesti has brought
slavery into sharp focus for the chieftain, and created a
potential crisis for his governance of Ogrebond.

.g'_
\
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FEATURES OF OGREBOND

Within the Upper City one can find merchants from
Saithum, Khur, Neraka, and even Nordmaar who are
willing to brave the journey to and from Ogrebond. The

5% human, 3% elven, 2% gully dwarf, 1% other).
Authority Figures: Ogrebond is ruled by Chieftain
Huldagh (CE male ogre noble 3/fighter 9), an ogre
whose clan hails originally from Blode but was

-

relocated during the War of the Lance in an attempt
to bind Blode and Kern together. His three brothers,
Horgab (CE male ogre noble 2/fighter 7), Hamgaf
(CE male ogre noble 5/rogue 5), and Hangash (CE
male ogre noble 2/barbarian 2/fighter 6) and their
families make up the core of Ogrebond’s aristocratic
elite.

Important Characters: Emeril Bosphora (LN male
half-ogre cleric 6 of Sargonnas/fighter 2), chaplain-
general of the Clan Guard of Ogrebond; Jameka
deRusto (LE female minotaur fighter 5/mariner

5), owner of the Horned Prow alehouse; Logrid
Sonnek (NE male ogre expert 6), slavers union boss;
Pelmathenas (CG male Silvanesti elf noble 5/mystic
3), rebellious slave.

Clan Guard: Ogrebond’s military defense is as
follows: Ogre warrior 6 (1), ogre warrior 3 (2), ogre
warrior 1 (360).

HisTory oF OGREBOND

The city of Ogrebond has grown in size and power since
the Cataclysm. The city first began as the ruins of a
provincial city of the former Empire of Istar. The ogres

of the Khalkist Mountains discovered the city and killed
and captured many of the human refugees who eked out
an existence there. They claimed the settlement and the
surrounding territory, defending it from outside influences
for generations, and forming the core of the Ogrelands.

Upper City’s other residents are haughty, arrogant ogres
who make every effort to present themselves as the idle
nobles they long to be. They hold the reins of government
in the city. The Upper City is kept clean and regularly
maintained by slave workers, most of whom are goblins or
gully dwarves.

The Lower City is a motley collection of slums, taverns,
and run down shops inhabited by slave traders, outlaws,
and other seedy businessmen. It is filthy, overcrowded,
and buildings are in constant need of repair. The only safe
passage through is the main thoroughfare between the
wharves and the elevators to the Upper City. This passage
is protected by Huldagh, the ogre chieftain of Ogrebond,
to allow the delivery of goods to and from the docks. This
is not common knowledge, however, and many a man has
been lured off the street to his ruin.

Ogrebond’s streets are lit at night by oil lanterns on 10-
foot tall poles, one on each city block. The lanterns shed
bright light for 30 feet and shadowy illumination out to 60
feet Lower City lanterns are often poorly maintained, and
there is a 1 in 4 chance that any lantern on a Lower City
street at night is unlit.

Upper City streets are paved with close-fitting granite
slabs and are 15 feet wide. Lower City streets are packed
earth and gravel and are 10 feet wide. The exception is the
main thoroughfare leading from the Upper City lifts to
the docks; this is a 20 feet wide avenue paved with uneven
granite slabs.
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Ogrebond’s Upper City is surrounded by a 50-foot tall
wall of smooth granite (Climb DC 20), 20 feet thick. A 10-
foot wide wooden walkway runs the inside length of the
wall. A ladder every 30 feet leads to the ground from the
walkway. The Lower City is surrounded either by water or
by cliffs, which are 100 feet in height and worn smooth by
the sea air (Climb DC 25).
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ATTiTUDES in O GREBOMND

The most important thing to know about Ogrebond is that
the ogres rule here. They consider themselves superior to
any other race, outmatching them in size and strength and
(according to them) cunning. Humans are given grudging
respect, as are minotaurs, but most other races are seen as
weak and incompetent.




That said, Ogrebond is not hostile to outsiders. It relies
on steady trade to keep its prosperity high. If an individual
appears to be in Ogrebond on business, he will probably
be regarded with an attitude of Indifferent. With sufficient
displays of wealth, prestige, or power, this increases to
Friendly, at least for the purposes of trade.

Racial tensions do persist, however, and certain kinds
of people are just bad for business. Knights of Solamnia,
draconians, elves, kender, gully dwarves, and wizards all
suffer a -4 penalty to Charisma-based skill checks with
residents of Ogrebond. Hill or mountain dwarves, gnomes,
half-elves, and centaurs suffer a -2 penalty. All other races,
including humans who aren’t Knights of Solamnia or
wizards, suffer no penalty.

Slaves suffer a —4 penalty on top of other penalties,
although successful use of Disguise or Bluff skills might
allow a slave to avoid being recognized as such, in which
case the penalty is negated.

GATHERING INFORMATION in OGREBOND
For characters looking to pick up the local gossip and
rumors in Ogrebond, compare the result of Gather
Information skill checks to the following table.

DC  Information

10 Ogrebond is staying out of the “trouble up north”
for the moment. War is bad for business. Nobody
has been able to travel up there by road for weeks.

15 Some of the nobles in the Upper City are looking into
the possibility of expanding slave trading into the
north. It sounds as if another civil war is underway,
and slaves are always popular in these times.

20 Elven slaves are especially popular with the ogres
in Kern. Already many refugee elves have been sent
north by ship to Hag’s Dirk. Some of the ogre nobles
are talking about claiming their ancestral birthright.

25 The civil war in the north is being fought between
ogre titans and hags. The titans are trying to acquire
more elves to support their dark spells, while the hags
are gathering other powers in order to defeat them.
Ogrebond may stand to benefit from staying neutral.

30+ Something much worse than the ogre titans is aiding
the hags in their war efforts. The hag sorceresses have
summoned a fiend from the Abyss to help them.

While the above is mostly gossip and speculation, there
is some truth behind it. Ogrebond’s ruling aristocracy has
had overtures made to them by the titans, who promise
them great power if they will aid them. The hags are
making similar promises. Chieftain Huldagh is a cunning
ogre, however, so he hasn’t made any promises yet.

The elven slaves are being sent to the titans for their
blood, which is a vital component of the process of titan
transformation. This fact is known only to a select few in
the slaving business, however—most think the slaves are
wanted for more mundane purposes. PCs that succeed at a
DC 30 Knowledge (arcane) check, bardic knowledge check,
or similar lore check may have heard about the association
between elven blood and the titans.

The rumor about the hags summoning a fiend from
the Abyss is partly true. The great night hag Chumaz-Hera
was called forth by the hags of the north. Her lair is not
the Abyss itself, but a pocket realm bordering the Abyss.
Regardless, her fiendish influence is something the heroes
may be glad to hear about in advance. See Chapter Four
for more information about the titans and hags of Kern.

Key To OGREBOND
Ogrebond is organized into the Upper and Lower Cities.
What follows are a few of the city’s highlights.

OBI. GaTES
Ogrebond’s six gates are always guarded by four of the
Clan Guard and two Carsh hounds. The gates are wooden
reinforced with iron, and opened by the winching of thick
iron chains. During daylight hours, two of the Clan Guard
stand outside the raised gates, while the other two remain
within, the hounds at the ready. At sundown, the gates are
lowered and the Clan Guard ogres are stationed inside.
Lifting the gate without the use of the chains requires a DC
30 Strength check.

A Clan Guard ogres (4): hp 34; see page 179.

& Carsh hounds (2): hp 13; use the statistics for the
riding dog in the Monster Manual.

ExpaAnDinGg OGREBOND

TH is adventure only covers a fraction of the adventure
opportunities of Ogrebond. You might explore the
possibility of detailing the city even further, using it as
the site of additional events tied into the novels of the
Age of Mortals era, or even as the base of operations for
the heroes as they work to marshal their efforts in the
region.

The city has much to offer, being a major seaport
along the eastern coastline of Ansalon that has, until
recently, remained isolated from the major events of
the recent past. This independence is about to change,
with so many powerful agencies around the Blood Sea
jockeying for position and dominance. The minotaurs,

the cults of Sargonnas and Zeboim, the ogre titans and
hags in the north, the Knights of Neraka in Darkhaven,
and others might find Ogrebond’s location of some
importance.

How does Chieftain Huldagh respond to these
potential threats? What secrets exist, buried under the
surface of the city? What would happen to the ogre
nobility if the city is brought under the control of Blode
or Lacynos? How might the events of the Dark Disciple
trilogy affect the Rugged Coast? These and other
questions will remain unanswered for the time being,
but could lead to high-stakes adventures with the player
characters on center stage!
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OB2. CHierFTain’s PALACE

Chieftain Huldagh’s magnificent palace is constructed

of marble, slate, and granite. It is a circular three-story
building with two two-story wings that extend out in a V-
shape. One wing holds all of the kitchens, slave residences,
and other rooms used to make the palace run smoothly.
The opposite wing is of an art gallery, with sculptures,
paintings, tapestries, and objects of great value kept
constantly under lock and key.

The palace is heavily fortified, protected from external
threats by a full complement of Clan Guard ogres, two
ogre magi, and numerous traps (each with a CR between
3 and 5) laid to seize those foolish enough to break into
the building. Emissaries and dignitaries are welcomed, of
course, but most visitors will see only the fine entrance hall
and public rooms. The rest of the palace is off-limits to all
but the chieftain’s family.

& Clan Guard ogres (18): hp 34; see page 179.

& Fulgo and Trekla, ogre magi (2): hp 37; see Monster
Manual.

OBs3. Upper City GARDERNS
Ogrebond’s gardens are a marvel, consisting of hundreds
of different species of flowering plant and trees brought in
from around the coast. The gardens are open on all sides to
city residents, with numerous winding trails and pathways,
benches, and sheltered groves suitable for clandestine
meetings of the kind enjoyed by Ogrebond’s nobility. To
most outsiders, however, the gardens resemble nothing so
much as overgrown wooded thickets and thorny tangles
of plant life; what passes for beauty and serenity in the
eyes of an ogre can seem like a horticultural nightmare for
humans and elves.

During the daylight hours, the gardens are relatively
safe; at any given moment, a handful of ogres are enjoying
its beauty. After dark, the

OBa4. Tournament GROUNDS

The so-called ogre nobility of Ogrebond enjoy blood
sports, but they eschew the traditional gladiatorial arena
for an open-air tournament-style setting. Here, on two
fields lined with covered benches, booths, pavilions and
stables, the ogres look on as slaves and willing participants
(such as enterprising young ogre warriors or veterans)
engage in jousting, duels, and the popular Grand Melee.

Throughout the summer months in Ogrebond, the
nobility can be found here, cheering on their favored
champions as they provide bloody entertainment. Winter
finds the tournaments to be less popular, not because
of the cooler temperatures or high winds and rain, but
because the slaves are being put to use elsewhere.

This is also where any insulted ogre faces against his
opponent in combat. Usually, these challenges among ogre
peerage are decided by first blood; the ogres enjoy conflict
and prefer to keep their enemies alive so they can insult
them again at a later date. Non-ogres brought here are
not so lucky—the heads of fallen foes have been known to
decorate the victors’ pavilions.

OBs. ELEVATORS
Ogrebond’s two city levels are connected by a pair of
enormous staircases. The elevators in the middle of
the city are the only means of bringing crates, wagons,
livestock, and other larger items up from the docks to the
Upper City, or moving them from the city gates to the
Lower City.

Four large wooden platforms with iron cages, each
of them 10-feet by 10-feet, are raised or lowered from
the clifftop to sea level by 6-inch wide iron chains. Each
elevator is controlled independently by winches at the base
of the cliff crewed by slaves. Six goblins or four humans
are required to operate each elevator. The groups of slaves

_— T
o

gardens become the sort of
place that the cautious should
avoid, especially since some
of the garden’s night-time
visitors will not take kindly to
having their midnight liaisons
interrupted.

If you are feeling
particularly cruel, you
might have a chase scene or
something similar lead into the
gardens during the evening,
firmly placing the heroes
between the proverbial rock
and the hard place. An assassin
vine, tendriculos, or phantom
fungus encounter is not
outside the realm of possibility
here.

are each watched by four Clan
. "n. {id G d h
f uard ogres, who ensure
.EL"‘% that the elevator system is
2 always operating. In daylight
- hours, all four elevators are in
operation; after dark, only two
of them are crewed.
As long as those who
wish to ride the platforms are
not unaccompanied slaves
or fugitives from the Clan
Guard, there is no restriction
governing the use of the
elevators. Passage up and
down requires a 10 steel piece
surcharge per passenger, and 5
steel pieces for a load carried
on the platform.
v Clan Guard ogres (4 per
elevator): hp 34; see page 179.
A Goblin slaves (6 per
elevator): hp 5; see page 180.
A Human slaves (4 per
elevator): hp 5; see page 180.
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OBé6. TEMPLE QUARTER

During the latter years of the Age of Despair, Ogrebond
saw the rise of temples dedicated to the Gods of Darkness.
Takhisis, Sargonnas, and Zeboim were the primary gods
venerated in the city. Because of the cosmopolitan nature
of Ogrebond, however, shrines to other gods sprang up as
well. In the wake of forty years of godly absence, the city’s
Temple Quarter fell into ruin and disrepair. Now that their
patrons have returned however, the cults of Sargonnas and
Zeboim have each recovered their temples.

The Temple of Sargonnas is significant because it is
the home base of Ogrebond’s Clan Guard, most members
of which are recent converts. The Chaplain-General, a
half-ogre priest by the name of Emeril Bosphora, is the
current head of the Guard and can usually be found at the
Temple, if he is not attending to the needs of the nobles of
the Upper City. Bosphora, the son of an ogre warlord and
a human slave, is a disciplined, hardened warrior who has
managed to instill respect and fear in his charges despite
his mixed ancestry.

The clergy of the Temple of Zeboim’s have yet to be
firmly established. The Sea Queen has sent numerous
priests and envoys to Ogrebond, though they have stopped
only long enough to marshal support for their goddess
before departing. If the heroes inquire as to the current
high priest’s identity, locals know only that he has not yet
arrived in the city. In truth, this is because he has been
busy with the Dargonesti in The Village of Surf (see p. 70).

o Emeril Bosphora, Chaplain-General of the Clan
Guard: hp 60; see page 179.

& Clan Guard ogres (10): hp 34; see page 179.

OB7. SLAVE QUARTER

This area in the Lower City is one of the busiest and most
squalid districts in the city. The streets are lined with
dormitories, pens, offices, leatherworkers, blacksmiths, and
other establishments that capitalize on the traffic of goblin,
human, and elven labor. It remains crowded and foul-
smelling at all hours of the day and night, with the slave
auctions opening around the middle of the day and lasting
until well after nightfall.

Logrid Sonnek, the head of the slaver’s union (NE male
ogre expert 6) has a lot of influence in the city. He controls
the purse strings of many of the larger slaver operations,
enforces order on his own terms using his hired thugs
(most of whom are ogres, hobgoblins, or bugbears) and
makes a good profit. He’s an easy ogre to get an audience
with, but he is never found alone.

For the most part, the slaves in Ogrebond are kept
healthy and well fed, as it is bad for business to have weak
or sickly offerings for auction. This doesn’t make their
bondage any easier to stomach, however. Among the elven
slaves, most of whom are refugees from Silvanesti, unrest
has reached explosive proportions. See Revolt!, starting on
p. 60, for more details.

v Logrid Sonnek, Slave Union Boss: hp 58; see p. 181.

v QOgre thugs: hp 29; see Monster Manual.

& Hobgoblin thugs: hp 6; see Monster Manual.

& Bugbear thugs: hp 16; see Monster Manual.

OBs. MERCHANT QUARTER
Ogrebond’s Lower City markets are not as busy as the
slave auctions, but they are still crowded and a haven for
hawkers, craftsmen, charlatans, and thieves. The heroes
stand a good chance of buying anything they want here,
though the war in the north and general unrest in the
region have driven prices up.

Equipment of any kind, services, and lodgings cost
at least half-again as much (150% of standard price) in
Ogrebond’s markets before the bargaining begins. Clever
or charismatic player characters might be able to talk the
prices down to reasonable levels, but usually no lower than
10% above the listed costs in the Player’s Handbook.

Magical ingredients, spell components, and other
supplies are also available in Ogrebond. An ogre mage
named Sekloga (LE female ogre mage wizard 3) makes it
her business to import materials, including magic items
of up to 8,000 stl in street value, to supply the region.
If Master Yap is with the party, she will quickly fawn
over him and offer the heroes an additional “Conclave
discount” of 10% off. This will bring all items down to
their standard sale values.

OB9. HorneD PROW ALEHOUSE

Ogre taverns are rowdy and dirty, built for larger-sized
patrons and often more dangerous than sleeping outside in
the street. The Horned Prow is something of an exception,
as it not only caters to smaller patrons (such as humans),
but its owner is a minotaur ex-pirate captain who likes to
keep her establishment spotless.

The heroes will find that the Horned Prow is one of
the only inns in Ogrebond that will allow them lodging.
Jameka deRusto (LE female minotaur fighter 5/mariner 5),
the alehouse’s owner and innkeeper, is uncharacteristically
blind to the appearances of her patrons so long as they
don’t create trouble, start fights or make a mess. The
price for a room that sleeps four human-sized patrons
is 25 steel pieces a night, with a good meal of potatoes,
cornmeal, fish steaks, and broth included in the price. Ale,
of course, is extra, and expensive—s>5 stl for a pitcher. To
her credit, Jameka doesn’t serve the bad stuff to guests of
the alehouse.

a Jameka deRusto, innkeeper: hp 60; see page 180.

OB1o. Docks

The calming of the Blood Sea actually helped Ogrebond’s
shipping profits, even if the arrival of the Dragon
Overlords years later threw the region into turmoil.
Merchant ships, pirate vessels, Imperial warships from
the minotaur islands, fishing craft, and refugee boats are
constantly coming and going.

When the heroes first arrive in Ogrebond, they may
recognize some of the ships berthed in the harbor. The
minotaur vessel Bloodied Blade is here, having been
repaired in Flotsam and now stopping in Ogrebond before
heading further north. If the heroes ran into problems
with the press gang in Flotsam, they may recognize the
crew. If they did not, the press gang remains an available
encounter (see The Press Gang in Chapter 2, p. 36).
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The other ship the heroes will recognize is the Lucky
Maiden, assuming they did not book passage on this vessel
in Flotsam. Captain Swift has anchored in Ogrebond in
order to pick up additional supplies that he was unable to
get in Flotsam due to Lord Toede’s import restrictions. See
Leaving Ogrebond (p. 62) for more information about
booking passage on the Maiden in this city.

There is a third ship in the harbor, which the player
characters will not have seen before. This is a slave
ship, similar in many respects to the Lucky Maiden. It
is currently berthed at the docks without a cargo, and
will eventually leave with elven slaves aboard, headed
for Sargonath. Its captain is Uggar Kozan (CE male ogre
mariner 3), a brawny ogre sailor. See Revolt!, below, for
more details.

EvenTs in OGREBOND

Two events are detailed below, providing a framework for
activity in the city. The first should occur as soon as the
heroes arrive at the gates; the road they have been traveling
on leads right to Ogres’ Gate. The second event occurs
sometime during the heroes’ stay, and may precipitate the
heroes’ departure, depending on how it turns out.

ARRivAL (EL VARIES)
When the heroes arrive at Ogrebond, read or paraphrase
the following:

cold, brisk wind comes off the Blood

Sea, bringing with it the unmistakable
smell of ogres. Your road leads right up to
enormous arched gates set into high walls of
smooth granite that curve from cliff-edge to
cliff-edge. Beyond the walls, buildings and
towers cluster together like stubby fingers
reaching into the sky. The brutish guards at
the gates don’t seem as threatening as they
could be, and the thick-necked hunting
dogs on chain leashes seem content just to
sit on their haunches. Ogre and dog alike
watch people come and go from Ogrebond,
the greatest city of the Rugged Coast.

This is the Ogre’s Gate, one of several leading into the
city. Refer to area OB1 for details of the gate, the guards,
and the Carsh hounds. The heroes are not the only ones
arriving at the city; several other groups have come from
the interior of the Rugged Coast, mainly tribal ogres or
Khurish merchants with their entourages. The Clan Guard
stop all who seek to enter, but this seems to be a mere
formality.

Unless the heroes are openly displaying something
completely out of the ordinary (such as carrying the
Dragonlance of Huma without any cover or wrappings) or
if they insult or attack the ogres, the Clan Guard will let
them in. If it is after dark, they will inform the heroes that
nobody enters the city at night, and they should come back
in the morning.

Creatures: Because the gates lead into the Upper City,
the Clan Guard ogres are more numerous here. The heroes
may have entered the city without too much effort, but
if they create any problems for the ogres that live in the
Upper City or otherwise make a nuisance of themselves,
Clan Guard ogres will confront them.

v Clan Guard ogres (1d4+1): hp 34; see page 179.
Development: Once inside, the heroes will see that
most traffic is headed towards the elevators at OB5. There
are signposts set into blocks of carved stone indicating the

location of the Temple Quarter, the Palace, and the Inn
Quarter (which is where the Horned Prow Alehouse is
located). The road ahead is marked “Lower City Elevators.”
All signs are in three written languages: Ogre, Khur, and
Nerakese.

RevoLt! (EL vARiES)
Run this event late in the day, after the heroes have
had time to look around the city, purchase supplies or
items from the market, and seen enough of the current
conditions to understand the extent to which slavery is
a part of daily life in Ogrebond. It’s also best to do this
once the heroes have booked passage on a ship out of
Ogrebond, but before they actually have to leave. The ship
makes for a handy escape!

If the heroes are at any location other than the Slave
Market, read or paraphrase the following:

ARRiVinG BY SEA

THiS part of the adventure assumes the heroes arrive in
Ogrebond by land, coming around the Rugged Coast.
Another option is for the heroes to put in at Ogrebond
after they encounter trouble at sea, such as an encounter
with a dragon turtle or the events of the Mire. The Lucky
Maiden anchors in the docks for repairs or to pick up
supplies, and the heroes get caught up in the events of
the revolt. This option is especially good if you want to
use Ogrebond, but the players chose to leave Flotsam by
ship, or if the player characters need more experience
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before the campaign progresses to the village of Surf (see
Attacked from Below, p. 68, for more details.)

Remember to account for the fact that the players
who arrive by ship will enter Ogrebond by the docks, and
travel into the Lower City. They might encounter a much
seedier side of the city than those who arrive by the
Ogre’s Gate. Ogrebond’s customs and shipping concerns
can be dealt with by Captain Vanyth with no trouble at
all, leaving the heroes time to explore and restock.



he approaching

The elven slaves are

sunset casts
long, purple shadows
over the Lower City,
and the air cools.
Ogrebond’s residents
barely seem to notice,
continuing with their
routine unhindered
by the gathering dark.

Suddenly, a series
of horn blasts and
the deep, rumbling
chorus of shouting
ogres cuts through
the late afternoon.
The din seems to be
coming from the area
of the waterfront, near
the Slave Market.

As the street
crowds react to the
uproar, an ogre in
torn finery pushes
his way uptown.

“The slaves! The
slaves!” he cries.
“Stop them! Stop them!”

in revolt against their

ogre masters. The elf

on the shipping crate is
Pelmathenas (CG male
Silvanesti elf noble 5/mystic
3), a diplomat who fled
Silvanesti along with the
other refugees and quickly
became a leader among
them. Word has spread
recently about that elves
taken north are being
slaughtered by titans. The
heroes have arrived in
Ogrebond just as weeks of
planning by the elves have
come to fruition.

If the heroes were not
at the Slave Market, they
can quickly learn about
what has happened by
asking around. A number
of city residents have fled
the Lower City for their
homes, and there is a steady

surge of merchants and other
visitors trying to reach the gates. A skill check isn’t needed;
any of these individuals will happily inform the heroes
about the elven revolt. It will take the heroes at least 10
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If the heroes are actually along the waterfront itself, in
or near the Slave Market, they will bear witness to the
revolutionary events first-hand. Read or paraphrase the
following:

minutes to get down to the Lower City, even by using the
stairs, although if they make use of magic or other mystical
methods they can reach the scene more quickly.

If the heroes are already present or once they arrive
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he fetid air of the Slave Market grows

colder as long shadows fall upon the
waterfront; evening is drawing near. Having
taken their pick of the day’s offerings, ogre
nobles bellow orders at their muscular servants
to herd the miserable goblins away. A line of
elven slaves, linked by ropes, is led off towards
a waiting ship. The slavers watch on, some
grinning at their fat purses, others scowling
at their unsold property. Business as usual in
Ogrebond, it seems.

The routine is abruptly halted, however,
when an outburst of Elvish erupts from the
line of slaves heading to the docks. One elf—a
tall and haughty man with flowing black
hair—leaps upon a shipping crate, his wrists
free of their bindings. At this sight, elven
slaves everywhere turn on their masters, some
grabbing at the swords or daggers sheathed
at the hips of the ogres, others overturning
wicker cages containing screaming
goblins. The market explodes in chaos.

at the site of the revolt, they see the situation rapidly
grow out of control. The Clan Guards, slavers, and the
slavers’ hired muscle were not prepared for the uprising.
The heroes have a choice: do they help the elves, risking
their own lives in the process, or do they help the ogres?
Another option would be to leave the city, which may
actually be the more prudent course of action.

The Setup: Once you have an idea about what the
players want to do, you should present the scene to
them with the following key elements in place. First, the
primary actors in the drama are the elven slaves, led by
Pelmathenas, and the ogre slavers, lead by Logrid Sonnek
(see OB7 for details about Sonnek and his bodyguards).
Second, there are dozens of loosed goblins in the area,
having broken free from their captors with the help of the
elves, and creating much confusion.

The Slave Market area is littered with crates, cages,
benches, wooden platforms, wagons, and other handy
things to throw or break or jump onto. And, of course,
only about a hundred feet away are the docks and the
waiting slave ship. This is an excellent opportunity to
allow the players to make use of the scenery. Don’t worry
overmuch about the details; it should be an encounter
filled with chaos, action, and surprising turns of events,
as ogres and elves turn on each other, throwing goblins
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about, using ropes to grapple or to swing across gaps, and
so forth.

Creatures: There are many creatures involved in this
encounter, more than you may feel comfortable controlling
at one time. The easy way out of this is to narrow the focus
of the action to smaller, more controlled sections of the
larger melee, and use the information provided below to
give you a sense of what kind of opponents and challenges
are present.

A Logrid Sonnek, slaver boss: hp 58; see page 181.

& Clan Guard ogres (10): hp 34; see page 179.

& QOgre thugs and slavers (25): hp 29; see Monster
Manual.

v Pelmathenas, rebellious slave: hp 44; see page 182.

v Elven slaves (60): hp 12; see page 179.

& Goblin slaves (100): hp 5; see page 180.

& Uggar Kozan, slave ship captain: hp 40; see page
183.

Development: If the heroes do nothing to help the
elves, they will eventually be overcome as more and more
Clan Guard ogres swarm the slave market area. This will
take time, however, and in the interim the city will be in
chaos. The fighting will continue into the night, as the
battle spills out of the Slave Market and into the twisted
streets of the Lower City. The elevators to the Upper City
will be shut down, the staircases guarded and blocked.
Huldagh and his family will watch the slums and markets
burn from their safe vantage point. Come the morning,
any elves in the city (slave or not) will either be dead or
rounded up and loaded into the ship to the Hag’s Dirk.

If the heroes do attempt to help, the outcome will not
be as certain. There are a number of obstacles that will
need to be overcome, such as the Clan Guard and the
slavers, who will be the primary antagonists. If the heroes
manage to incapacitate, kill or defeat Logrid, the bulk of
the slavers and Clan Guard will retreat, hoping to regroup
under secondary leaders. This may give the heroes time to
escape to their ship (see Leaving Ogrebond, below). If they
didn’t already have passage on a ship arranged, the slaver
ship may be a substitute option for the Lucky Maiden if
they can defeat its captain, Uggar Kozan (whose crew will
have deserted him).

If Master Yap is with the party, he will stay out of
the fight and reunite with them once they’ve made their
departure. The elven rebel leader, Pelmathenas, is a tragic
character in this drama—he will die attempting to liberate
his people. If you don’t want him to meet his end just
yet, he could also accompany the heroes to their next
destination, but his doom hangs over him like a cloud.

The final possibility is that the heroes get involved
and are overcome themselves. If this is the case, perhaps
they are bound and sent on the slave ship to Hag’s Dirk
along with the remaining elves. This leads nicely to the
events later in this chapter, although you will need to
substitute the specific events on board the Lucky Maiden
for a shipboard breakout concurrent with the attack by the
undead whale and the Dargonesti. All of the heroes’ items
and equipment will have been stowed on the slaver ship, as
well, gifts for the ogre titans and locked away in the hold.
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Whatever the circumstances, the elven slave revolt
should be played out as a pivotal moment for the heroes,
moving the story along. Make it as entertaining, exciting,
and challenging for them as possible, and again—don’t
worry too much about the details!

XP Awards: The players should be awarded full XP
for any battles they fight to help liberate the elves, getting
them to safety, or otherwise performing significant actions
that help move the story along. In addition, a minor party
Mission Goal award might be awarded (see Dragonlance
Campaign Setting, page 193) depending on how much of
a role they play in the course of events. If the heroes aid
the ogres against the elves, award them only half the XP
for battles against the slaves, who are at a considerable
disadvantage.

Leaving OGREBOND

As soon as the events of the player character’s stay have
dictated that they depart, their only real route is by sea. In
Flotsam they had a choice, but the road north is no longer
an option for the heroes. Their path lies across the sea. The
Lucky Maiden or the slaver’s ship provide them with their
avenue of escape from the slave revolt or (if you chose not
to run that event) a leisurely departure. It should not be a
challenge for the heroes to leave when the time comes, but
ensure that they have done what they needed to do in the
city before they set sail.

For specifics of the departure by ship, refer to the
beginning of this chapter. Progress on to the Blood Sea
section, below, but, as the heroes have traveled north by
land and are leaving from Ogrebond and not Flotsam, they
will not encounter The Mire and it will only take them
a day to reach the encounter with Melmanas (Attacked
From Below, p. 68) and the Dargonesti, The Village of Surf
(p-70).

THe BLooD SEa

The Blood Sea is a massive body of water that lies east of
Kern and north of the Desolation. Prior to the Cataclysm,
this was a populous region that served as home to the
mighty Empire of Istar. When the Cataclysm struck, Istar
was at the epicenter of destruction, the point at which the
hammer of the gods collided with Krynn.

Istar sank beneath the onrush of waters, leaving only
the coastal mountains standing as a chain of islands to the
northwest. In the heart of the newly formed sea, a swirling
whirlpool known as the Maelstrom swept the reddish soil
from the sea floor and spread its crimson hue throughout
the waters, giving the sea its name: the Blood Sea of Istar.

The Maelstrom spun unabated for centuries, creating
a dark and deadly region through which few sailors had
the courage to journey. Only the bravest of captains dared
even the outer ring of the Maelstrom, let alone the more
rapidly spinning inner rings. Few survived the treacherous
waters that led to the Heart of Darkness at the center of
the whirlpool, which was believed to lead directly into the
Abyss.

During the Chaos War, the Blood Sea was a battlefield
where the minions of Chaos thrived. While only the battles



between the minotaurs and magori are commonly known,
other battles were waged beneath the waters and a terrible
toll was suffered by the Dargonesti of the Blood Sea.

When the Chaos War ended and the Queen of
Darkness stole the world, the Maelstrom was silenced. For
the first time, the waters of the Blood Sea began to calm.
Without the force of the Maelstrom’s tides, the reddish silt
began to settle. The waters of the Blood Sea became less
turbulent. Even following the return of the true gods in the
wake of the War of Souls, the Maelstrom has not returned,
leaving the waters relatively placid.A steadily increasing
number of vessels, both minotaur and otherwise, have
taken advantage of the calm waters to try and lay claim to
the region.

FEATURES OF THE BLOOD SEA

For this adventure, the characters will likely remain in the
western reaches of the Blood Sea, and will not be venturing
too close to the minotaur empire. However, much of the
information here applies to the entirety of the Blood Sea,
unless otherwise noted.

WEATHER

Important Rules: Weather, Chapter 3: Adventures in the
Dungeon Master’s Guide; Swim skill, Chapter 4: Skills in
the Player’s Handbook.

Although it is not the dangerous hazard it once was,
the Blood Sea is still prone to storms, waterspouts, choppy
seas, and dense fog during the winter. The warm currents
from the northern Courrain combine with variable
temperatures south of the Blood Sea Isles to create isolated
incidents of inclement weather, usually in the middle of
the day or later afternoon.

In the summer months the region is remarkably calm
and placid, as the warmer air and climate settles most
currents and weather patterns into a sweltering stillness
that causes trouble for sailing vessels. The ideal period for
travel is in the spring and autumn, as the weather shifts
and marine currents become somewhat stable.

FLorA & FAuna

The coastal waters of the Blood Sea are choked with
seaweed such as grey kelp and bloodwrack, usually about

a hundred yards offshore. Most of the time, the seaweed
creates very little trouble for shipping, but it does make

it very hard to locate anything that sinks or is thrown
overboard. Clusters of seaweed have also been known to
create obstacles for smaller vessels. The Mire, an enormous
kelp island infested with undead and cursed by fog, began
as one of these clusters.

The Blood Sea’s aquatic denizens have thrived with the
cessation of the Maelstrom. While many creatures were
able to make their homes in the formerly turbulent waters,
especially along the coast, the region has seen a great
influx of fish, marine mammals, and birds. A vast array of
larger, uncommon forms of sea life, also call the Blood Sea
home, from sea cats and squids to dragon turtles and the
occasional tojanida, an aquatic creature usually found on
the Elemental Plane Of Water.

Ranpom EncounTers

Check for random encounters twice a day while traveling
across the Blood Sea, once after daybreak and once at
nightfall. The chance is 25% during the day or 35% at
night; roll on the following chart for the specific encounter.

Die Result Creature Encountered Average EL
01-15 Black dragon, young adult (1) 9

16-20 Dragon turtle (1) 9

21-45 Sahuagin patrol (1dé6+6) 7

46-60 Minotaur vessel® 8

61-80 Human pirates® 8

81-85 Tojanida, adult (1d3+1) 9

86-00 Thunderstorm N

Except for those marked with an asterisk, all
encounters are standard; statistics may be found in the
Monster Manual. The other groups are described briefly
below. The thunderstorm lasts for 2d4-1 hours, and the
effects are described in Chapter 3: Adventures of the
Dungeon Master’s Guide under Weather. Roll another
encounter midway through the storm.

Minotaur Vessel: This is a fairly small, yet well-
maintained keelboat from Kothas, taking a long route
along the Rugged Coast and headed towards Sargonath.
The all-minotaur crew consists of eight 1st-level warriors
(sailors), two 3rd-level mariners (ship’s mates), and one
5th-level mariner (the captain). They will treat the heroes’
vessel as a threat only if they can see elves or wizards on
board, in which case they seek to close and begin boarding
maneuvers. Otherwise, they will sail on by.

Human Pirates: These are bloodthirsty and daring
buccaneers from Saifhum, looking for booty and spoils.
They also like a good fight. The human crew consists of
four Ist-level rogues, four 1st-level mariners, and their
leader, a 2nd-level mariner/2nd-level fighter.

THE MiRre

Important Rules: Listen skill, in Chapter 4: Skills in the
Player’s Handbook; desecrate spell and obscure mist spell, in
Chapter 11: Spells in the Player’s Handbook.

The Mire is a mile-wide island of seaweed, the site of
many shipwrecks and the bearer of a powerful curse that
has its origins before the Cataclysm. Surrounded by a
permanent fog bank, it draws shipping vessels toward its
shadowy reaches, tangling them in the choking sea wrack.
The ill-fated crew is then forced to deal with the Mire’s
foul inhabitants. Few have ever escaped.

The Mire introduces an element of horror and peril
to the heroes’ journey across the Blood Sea. Because this
is intended to partially substitute for the land-based path
around the Rugged Coast, it should roughly account for
the experience the heroes missed out on by taking a ship
from Flotsam.

This section also features another opportunity to
introduce the kobold necromancer, Master Yap. See the
sidebar and notes on Rockhorde (see p. 50) for more
information on this NPC. If the heroes met Yap in
Rockhorde, they won’t meet him here, and vice versa.
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HisTorY ©F THE [TIiRE

Several years before the Cataclysm, a young druid of
Chislev by the name of Migerna fell in love with a
handsome Istarian sailor. Their love was ill fated, for

he was lost in a storm out in the Courrain Ocean and
believed drowned. Migerna pleaded with her goddess, who
could do nothing; it was nature’s way. Migerna turned to
Zeboim, the dark goddess of the tempest, and promised
her anything if her love would be returned to her. Zeboim
agreed, but on the condition that Migerna’s first born
would be given to the waters as a sacrifice. Reluctantly,
Migerna accepted the condition and the sailor walked
ashore the next evening, as if he had never been lost at all.
In her joy, Migerna never noticed Chislev grow quiet and
distant.

As the years passed Migerna forgot all about her
promise to Zeboim, and found herself heavy with child.
When the baby girl was born, Zeboim sent a messenger
in the form of a shark to Migerna’s home by the sea,
demanding the child be handed over. Migerna refused, and
the Sea Queen’s wrath was great. Later that day, a terrible
storm struck the sailor’s vessel, and all aboard drowned.
The shark again returned to Migerna, demanding her baby
be thrown to the waves, and again Migerna refused. The
thunderclouds chased Migerna as she fled inland, but the
druid found solace deep in the forests of Mithra, many
leagues from the ocean.

In desperation, Migerna turned once again to her
patron goddess, Chislev. Chislev held no love for Zeboim
and agreed to help protect the baby from the wrath of
the Sea Queen. “Know this, my daughter,” said Chislev.
“Zeboim’s wrath is eternal. She will do all she can to
reclaim what she believes is hers. I can protect your child,
but it is love’s folly that has led to this, and eventually a
price must be paid.” With that, the Goddess of the Wild
transformed Migerna so that she took root in the grove,
her legs becoming the trunk of a willow, her arms the
branches cradling the infant. A timeless peace came over
the grove, and mother and baby were left unaffected by the
ravages of the passing years.

When the Fiery Mountain struck Istar and the land
around the empire sunk beneath the waves, the waters
rushed up to cover Migerna’s grove. Zeboim, like the other
gods, had turned away from the world, but her desires
were tenacious. Thick ropes of seaweed clustered about
the grove, unable to pierce Chislev’s protective barrier but
eventually lifting it towards the surface, an island out of
time surrounded by the choking grasp of the capricious
Sea Queen.

Migerna and her baby were unharmed, but the island
became the Mire, and the unnatural fog that arose about it
caused sailors to lose their way and their ships to become
tangled. Migerna’s mind reached out through her roots,
and her guilt and fear became a curse that Zeboim’s power
fed upon. The stranded sailors turned upon each other,
and became the ghoulish creatures that now prowl the
Mire, adding to their number as more ships are snared by
Migerna’s unfulfilled promise.

6./’» CHaprter THREE

FEATURES ©F THE MIiRE

The Mire is roughly circular, with Migerna’s grove at the
island’s very center. There are a dozen rotting shipwrecks,
many of which are lodged deep in the seaweed hundreds
of yards in from the outer edge of the island. The seaweed
is thick and solid enough in most places to walk upon,
although it is impossible to run across it without a DC 20
Balance check to avoid slipping and falling. Additionally,
the seaweed that makes up the island is considered difficult
terrain, effectively halving the movement of all creatures
that tread upon it.

A carpet of fog covers everything, reducing all vision
considerably. The effect is similar to a permanent obscuring
mist spell, applying concealment to all creatures 5 feet away
and total concealment beyond that. Much like the spell,
this fog can be cleared away by winds or spells like fireball
or flame strike, but the fog thickens again after about 6
rounds. Unlike the spell, this fog is only 10 feet high, so
it is primarily an inconvenience to Medium or smaller
sized creatures. The strange fog actually slightly amplifies
sounds, rather than muffling them, so all Listen checks on
the Mire are made with a +2 circumstance bonus.

The Mire is also under the influence of a permanent
desecrate spell, which empowers and bolsters the
undead creatures that lurk here. Because of this effect,
all encounters with undead experience a +1 increase in
effective Encounter Level (included in any EL listed).

Ranpom EncounTers

The Mire is crawling with dangerous opponents, although
fortunately the misty and swampy conditions provide
some degree of cover from them. Check for an encounter
every hour. The chance of an encounter is 20% if the
heroes are actually traveling the surface of the Mire, and
15% if they remain on board their vessel.

Die Result Creature Encountered Average EL
01-15 Lacedons (ghouls) (1d6+6) 9
16-35 Scrags (trolls) (1d3+1) 8
36-55 Assassin vines* (1d3+3) 7
56-70 Chuul (1) 7
71-90 Wraiths (1d3) 8
91-00 Will-O-wisps (1d3+1) 9

* Encountered on the surface of the Mire only. If the
party is on board ship, roll this encounter again.

All encounters are standard; statistics may be found
in the Monster Manual. The assassin vines are marine
variants of the standard creature, resembling thick, fibrous
kelp instead of leafy vines. They are otherwise identical. All
creatures encountered will be Hostile.

Remember that the Mire is difficult terrain and under
the influence of both the equivalent of obscuring mist and
the desecrate spell. Note that the will-o-wisps and wraiths
cannot be heard approaching, but there is a chance the
other encounters will make enough noise to alert the
heroes (Listen checks against a DC of 10 + the creature’s
Move Silently bonus, -2 for each additional creature). If
detected, the encounter distance will be 2d8x10 feet.



GETTiNG ToO THE ITMIRE

The Mire is not a set destination for the heroes or crew of
the ship they are sailing upon, but instead an encounter
upon the Blood Sea that will introduce the heroes to the
kobold necromancer, Master Yap. Master Yap is stranded
on the Mire and has made an effort to alert rescuers to

his predicament (instead of being imprisoned within
Rockhorde, he is marooned here). The Mire itself will draw
the Lucky Maiden (or whatever ship the heroes are on) into
its clutches.

MessAGE in A BoTTLE
One day out from Flotsam, read or paraphrase the
following:

For the past hour or two, the weather has
grown cold and damp. The sails and ropes
of the ship creak and grind against the masts.
A thick, impenetrable bank of fog has arisen
along the surface of the Blood Sea, making

it difficult to see much further than a few
hundred feet. It is through this gray and dismal
murk that you spot what looks to be a bottle
bobbing along on the gentle swell of the waves.

Fetching the bottle out of the water should not be too
difficult; a crewman can do it with an oar or a gaff hook,
or a player character might try to lasso it with rope (ranged
touch attack against AC 15, no modifiers). The bottle is
smoky glass and tightly corked. It contains a folded piece
of torn parchment with writing on both sides. On one side,
the following words can be made out by anybody who can
read Khur (or makes a DC 25 Decipher Script check, uses
magic, etc):

“You are respectfully invited to attend a great gathering
in the North... forces loyal to the Lord of Bones... skills and
experience will be of great service... the usurper, Lothian,
and all who stand against... ... Qwes, ruined city.”

On the back of the note, scribbled with shaky lettering,
is a brief note in Common:

“under siege by undead on floating kelp forest please
rescue me big reward”

Development: The front of the note is part of an
invitation sent to the kobold necromancer, Master Yap, by
the Betrayer, who has been recruiting wizards in his bid to
destroy Lothian. Master Yap’s ship was caught in the Mire
and in desperation he has used the invitation to send out
his rescue plea. If the note is examined or studied, it will be
clear that the handwriting is different.

Any character that succeeds at a DC 25 Knowledge
(geography) or Knowledge (history) check will know that
Qwes is a ruined settlement in Nordmaar, beyond the
Moors, site of an epic battle between ogres and humans in
the first century after the Cataclysm. A DC 15 Knowledge
(religion) check will inform a character that the Lord of
Bones is one of Chemosh’s titles.

StranpED! (EL 9)

Half an hour after the heroes acquire the note, the fog will
grow even thicker. The crew will have a few minutes to
debate what to do next (the Captain is very suspicious of
the fog, but intends to push on through) when the ship
strikes the Mire. Read or paraphrase the following:

Without warning, your ship comes to
an abrupt and sudden stop. There is a

loud crack, as the hull strikes something in the
water, followed by a deep sucking noise. Sailors
run to the edge of the ship and look down;
one of them cries out, “We’ve run aground,
Captain! The water’s full of seaweed and we’ve
hit something!”

The sound of the sailor’s voice echoes
eerily across the fog. You can just barely
make out the shape of masts, tilted at crazy
angles, and a cavernous maw lined with
sharp wooden teeth screams silently from
the side of a ruined hulk. It is a mariner’s
nightmare—a graveyard of ships.

The heroes are now faced with a challenging situation.
Their ship has become caught in the weeds of the Mire
and suffered some hull damage from the collision with the
other wreck. The ship’s carpenter tells Captain Swift that
it will take his crew at least a day to repair the damage to
the hull and cut the ship free of the seaweed. The heroes
will then discover that the crew of the other ship has been
transformed into something horrid—ravenous lacedons,
aquatic ghouls hungry for the living.

Creatures: There are ten lacedon sailors on the other
ship, who can reach the Lucky Maiden by jumping across
a gap of 10 feet (lacedon Jump skill bonus of +5 vs. DC
10,) or clambering down and then up the sides (which will
take a lacedon 2 rounds to do). They seek to drag sailors
and the heroes into the waters below. Assume at least three
crewmen are drowned before the lacedons are defeated,
unless the heroes make good use of the shard of light.

a» Lacedons (10): hp 13; see Monster Manual.

Development: Once the heroes defeat the lacedons,
they may choose to explore the other ship. They will
learn that it was the Rampant Spirit, a passenger ship out
of Flotsam, much like the Lucky Maiden. Its passenger
manifest (Search DC 15 to locate it) lists only one paying
customer: “Wizard. Small. Luxury Cabin.” This, of course,
refers to Master Yap. One of the rowboats is missing.

Treasure: Apart from the usual supplies, which Captain
Swift will gladly claim, there is a locked chest in the office
of the other ship’s former captain (Open Lock DC 25)
containing 1,600 steel pieces, a +1 ghost touch heavy flail,
three potions of water walking, and a lesser strand of prayer
beads.

EncounTers on THE MIiRE

It’s possible the player characters will remain on board
their ship the entire time it takes to repair the damage and
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free the hull from entanglement (in which case, proceed
directly to Continuing the Journey, p. 68). However, if
they choose not to set out in search of Master Yap, you can
prompt them by having the captain ask them to patrol for
any further undead threats (since they handled themselves
so well with the lacedons), or they might hear screams

in the distance, etc. Should they leave the ship, what
follows are brief encounters and events that can transpire
throughout the next day, ending with the discovery of
Migerna’s grove.

The heroes may wish to investigate other stranded
vessels on the Mire while they are exploring. Use this as an
opportunity to drop in additional encounters, introduce
new player characters, or a convenient means of supplying
the heroes with much-needed equipment or items. As
ships have been trapped in the Mire for centuries, each
wreck should vary in age and decrepitude, from relatively
recent (like the vessel Master Yap was on before he took
to the lifeboats) to ancient (perhaps even remnants of
the Istarian fleet, or relics from the War of the Lance).
Remember to emphasize the overall mood and tone of this
section of the story when revealing these shipwrecks to the
players. It will serve to enhance the events near the center
of the Mire.

MasTer Yap (EL 7)

This encounter occurs about 20 minutes after the heroes
leave the ship and set out across the Mire. Read or
paraphrase the following:

he fog seems to lift for a moment as you

cross a particularly foul-smelling stretch
of seaweed and muck. A rowboat comes into
view, about thirty feet from where you are.
Twisted undead figures hiss and spit at a small,
waterlogged and miserable looking robed
figure sitting in the rowboat. The undead
seem to be held in place, but only just.

Master Yap has been casting protective spells for the
past day, and is now down to a single scroll of halt undead
which he plans to use if any more lacedons approach.

The ghouls are affected by the magic, but the permanent
desecrate field allows them to continue to snarl and leer
menacingly even as they are held in place. The kobold is in
dire straits, as six more of the lacedons have emerged from
the fog moments before the heroes.

Creatures: In all, there are 12 lacedons here. Master
Yap has managed to halt six of them, but the other six are
unaffected. A halted undead is immobile and cannot move
or act until the spell duration ends (in 3 rounds), takes
damage or is attacked.

& Master Yap: hp 34; see p. 182.

v Lacedons (12): hp 13; see Monster Manual.

Tactics: The six active ghouls, seeing the heroes, will
immediately seek to swarm the closest character. Master
Yap will be safe for at least a round. On the third round,
three of the undead affected by his halt undead spells
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will become active and attack him; on the fourth round
the remaining three will follow suit. Despite the negative
influences of the Mire and the number of lacedons
present, this should not be a terribly difficult encounter to
overcome.

Development: Master Yap is very pleased indeed to see
the player characters, thinking himself rescued from the
constant onslaught of undead. All he wants at this point is
help in getting off the Mire so he can continue north. The
heroes might want to question him about how he got here
and what his intentions are; refer to the What Master Yap
Knows sidebar on p. 54 for more information.

Although Master Yap is out of spells for the time being,
he will offer to accompany and help the heroes, as it is
in his own best interests to be as useful as possible. He
knows something about the Mire’s cursed history—at least
enough to know that the curse is being maintained by
something at the center, and that it is very old.

If the heroes ask about the reward on the note, Master
Yap reluctantly admits that he lost most of it when he fled
the shipwreck, but he does have a handful of gems left that
he gives them to have: golden yellow topaz worth 500 stl
each (x3), alexandrites worth 750 stl each (x3), and blue
star sapphires worth 1,000 stl each (x2).

Micerna’s GRoVE (EL 10)

In the center of the Mire, about two hours’ travel from the
site of the shipwreck, the heroes will arrive at the tree that
is now the druid Migerna and the grove of stasis in which

she and her baby reside. Read or paraphrase the following:

he stench of kelp and blood grows

stronger, and the thick mass of seaweed
beneath your feet begins to slope upwards.
Ahead, rising out of the gloom, is an
enormous mound of green-black vegetation,
glistening in the damp air. Gnarled roots
extend out of it, coiling away and plunging
into the surface of the Mire. The fog boils
away from the mound, carrying with it a
pervasive sense of sorrow and hopelessness.

This is the outer shell of Migerna’s grove, a thick mass
of seaweed that has surrounded the druid’s place of safety.
It is attached to the surface of the Mire and is twenty
feet tall, thirty feet across, and three feet thick. The weed
is tough and rubbery. A 10 foot section of the weed has
hardness 2 and 90 hit points. It takes only half damage
from fire, electricity, or blunt weapon damage; normal
damage from piercing weapons, slashing weapons, cold or
acid; and no damage from sonic attacks. Diminish plants
will reduce the wall’s hardness in a single area to 0, while
blight will deal direct damage to the wall.

The roots are part of Migerna herself, her connection
to the outside world. Attacking one of the roots will
elicit a scream of anguish that echoes within the minds
of all within 30 feet of the grove. The scream will sound
distinctly feminine.
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Creatures: Any attack upon the grove itself (not
Migerna’s roots) brings the attention of Zeboim’s curse.
One round after the grove wall takes damage four
shambling mounds will rise up from the surrounding
seaweed and attack.

& Shambling mounds (4): hp 60; see Monster Manual.

Tactics: The shambling mounds move to attack any
characters involved in striking the grove or in defense
against any character who attacks them. They are dull-
witted, but still intelligent, and know when to withdraw.
If one or two of them are destroyed, the others will
immediately attack their companion’s destroyer. If three
are destroyed, the fourth will flee.

Development: A hero that touches or makes contact
with one of Migerna’s roots will initiate telepathic contact
with the transformed druid. In a flash of transferred
memory, Migerna will pass along all that has happened
to her to the character. This prompts a DC 18 Will save;
failure indicates the character is stunned for 1d4 rounds
from the weight of the memories. This is the limit of
Migerna’s contact with the heroes at this point.

Once the heroes break through the wall of the grove
and look inside, read or paraphrase the following:

eyond the thick rubbery walls of the

mound is a peaceful grove completely at
odds with the foul and brackish vegetation
that encloses it. A small woodland scene has
been lifted out of memory and time and
perfectly preserved. In the center of the grove
stands a single willow tree, its gnarled roots
leading away and through the wall of kelp. The
tree itself is a sculpture of living wood in the
form of a woman. Tree limbs curl protectively
around what appears to be a human infant,
sleeping peacefully in the boughs of the willow.

The tree is Migerna, the baby is her unnamed daughter.
Only individuals of non-evil alignment and who do not

have an evil patron deity may set foot inside the grove.
This includes Master Yap, who volunteers to stay outside
when he realizes he can’t pass over the threshold.

A druid, ranger, or other character with Chislev as
his patron will immediately understand that this place is
under her protection. Neither the infant nor Migerna have
aged a day since Chislev took them into her care. However,
Migerna’s grief and guilt has touched the world outside,
lending power to Zeboim’s efforts to reach the child.

Development: There are a number of outcomes to this
scenario, not all of which are good. Zeboim demands a
life for that which she gave to Migerna over four hundred
years ago and, until this occurs, the Mire will continue to
grow. Once inside, the heroes will be able to converse with
Migerna, who can speak to them telepathically. She knows
that Chislev is keeping them safe, but she is completely
unaware of what has happened in the outside world. She
will be shocked and dismayed at the consequences of her
actions, but mad with grief at the prospect of surrendering
her daughter to the Sea Queen.

The heroes are clearly facing a moral quandary. They
could attempt to take the baby from Migerna, who, for the
purposes of this adventure has all the statistics and abilities
of a treant, and will defend herself or her child. Or they
could attempt to convince Migerna to surrender the infant.
Neither of these is a noble solution.

The baby’s life can be spared and the Mire’s curse
ended if Migerna herself or any other individual
(including a player character) chooses to sacrifice himself
or herself as payment. It may take some clever role-playing
to convince Migerna of this option, but she will eventually
accept her fate. If this occurs, read or paraphrase the
following:

soft green light radiates out from the

willow tree, and the baby stirs in her
sleep. The semblance of a woman moves upon
the willow bark, the grieving woman passing
along a silent farewell to the child in its arms.
The glow intensifies, and a powerful echo of
divinity surges into being. The baby is lifted
up on arms of light, and a primeval voice
resonates in the minds of those present. “I
take this child, my daughter, to me, as she is
my own and no prize of the Sea Queen. Love’s
folly is justly rewarded, Migerna. Go now to
your fate. The girl will live in your stead; the
Balance of the wild is maintained.”

With that, the child is gone. The willow-

woman gasps in despair, and the thick walls
of the grove begin to move inwards.

The wave of divine energy originates from Chislev, who
has transported Migerna’s baby away to safety. The child’s
destination is unknown. Those who were within the grove
at the time of Chislev’s manifestation will benefit from the
combined effects of a cure serious wounds and restoration
spell (caster level 20).
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The heroes will have a round or two to escape the
inside of the grove before the seaweed collapses in upon
them. Zeboim’s power claims Migerna in payment, and
the grove plunges through the surface of the Mire into
the Blood Sea below. The fog begins to thin, and will be
completely gone in the next six hours. The undead sailors
and cursed creatures of the Mire will disappear beneath
the weed and plague the heroes no longer.

The Mire itself begins to collapse, the ropy strands
of kelp releasing their hold on the wrecked and ruined
ships. Within 24 hours, nothing will be left of the Mire.
The heroes will have just enough time to return to their
own vessel before any further travel upon the surface is
impossible, although if you want to make it even more
perilous for them, they might be forced to commandeer
the remnants of a rowboat or raft in order to make it the
rest of the way back to the Lucky Maiden.

EXPERIENCE AWARDS

Overcoming the curse of the Mire and convincing Migerna
to sacrifice herself to save her infant should earn the
players a significant experience award. The amount should
be equivalent to their average party level, at least, with
additional awards for good role-playing or for rescuing
Master Yap. A player character who offered to sacrifice

his or her life for the baby’s should receive an additional
bonus of 25 XP multiplied by the character’s level, even
though ultimately it was Migerna who accepted her fate.

ConTinuing THE |OURNEY

Once the heroes have completed their adventures on
the Mire and returned to their now-repaired ship, they
may continue on with their journey. That journey will
take them to Ogrebond (see p. 55) to take on supplies and,
more importantly, allow them to experience firsthand the
slave rebellion. After sailing from Ogrebond, they will be
Attacked from Below.

ATTACKED FROM BELOW (EL sPEciAL)
Important Rules: Underwater Combat, Chapter 3:
Adventures in the Dungeon Master’s Guide; control weather
spell, Chapter 11: Spells in the Player’s Handbook.

This event occurs regardless of whether the heroes took
a ship from Flotsam or from Ogrebond. It is intended to
be very challenging and, in fact, the outcome is very likely
one in which the heroes are incapacitated or captured.
This forms part of the overall storyline, and no player
characters should die as a result of this event unless they
do something particularly foolish. The Dargonesti are
not trying to kill them, merely subdue and capture them.
So while the situation should look perilous to the players
they will have many opportunities in the remainder of this
chapter to escape (and possibly free an entire village of
Dargonesti from the clutches of an evil ogre shaman).

On the third day out from Flotsam (or the first day
from Ogrebond), the morning will dawn bright and clear.
The day should pass relatively uneventfully, at least until
dusk.

Read or paraphrase the following:
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Asudden shout from the crow’s nest
raises the alarm. The crew bursts into

a flurry of activity. Looking out over the
edge of the ship, you can see a wall of dark,
menacing clouds approaching. Flashes of
lightning split the distant darkness. In the
choppy waters ahead of the coming storm,
something huge and black breaks the surface
before plunging back into the blood-colored
waters. “Melmanas!!” screams the sailor in
the crow’s nest. “Melmanas the whale!”

The storm is unnatural in origin, created through
magic. A successful DC 20 Survival or Spellcraft check will
allow a character to recognize the supernatural storm as
the effect of a control weather spell. The storm takes ten
minutes to build, during which time the crew of The Lucky
Maiden will be scrambling to batten down the hatches,
strike the sails, and prepare to ride out the storm.

Once the control weather spell has been cast, it will
last for 4d12 hours (26 hours), focused on the area
immediately surrounding The Lucky Maiden. The storm is
contained within a three-mile radius, catching the vessel in
the heart of the storm when it strikes.

The dark shape in the water is the great undead whale
Melmanas. It is far below the surface as it approaches, out
of range of most spells or attacks. The storm will strike
the ship before the whale does, giving the heroes only a
few moments to prepare for the titanic collision that is
imminent. Melmanas is not alone, however; a boarding
party of Dargonesti is making use of the whale’s presence
to kick off their attack.

Once the storm has struck in full, read the characters
the following:

hrough the sheets of driving rain and

above the crash of thunder, the captain’s
voice can just be heard. “All hands! All hands!
Brace for impact!” Faces pale as the crew grab
onto ropes, clutch the rigging on the masts
or throw themselves below decks. “It’s here!
The whale is here!” There is a deafening roar,
like the death rattle of the ocean itself, and
then a crash that sends everything that isn’t
tied down off into the sea. The ship lurches
violently, tossed into the air like a child’s toy
before landing again among the raging waves.

Allow the players to describe how they prepared for
the collision and where they are currently located onboard
the ship. Every character must make a DC 18 Reflex save
or take 6d6 points of nonlethal damage from the force of
the collision. A successful save reduces this to half. Any
character that did not make efforts to tie himself down or
seek cover below decks will take an additional 3d6 points
of lethal damage from random debris, splintered wood,
and so forth.



The collision itself inflicts 35 points of damage to the
bottom of the vessel, just enough to breach the hull and
send seawater pouring into the hold. The Lucky Maiden
is still barely seaworthy—Melmanas was not attempting
to capsize the vessel, merely damage it. The whale then
departs, leaving the heroes and the crew to deal with the
Dargonesti.

Creatures: The Dargonesti raiding party consists of a
dozen boarders, the Dargonesti witch Veylora, and their
war chief, Lankaos. The elves have also brought along two
giant octopi. The boarding party attacks immediately after
Melmanas has departed.

& Melmanas the Whale: hp 217; see page 182.

& Octopus, Giant (2): hp 47; see Monster Manual.

A Dargonesti Warriors (12): hp 16; see page 179.

A Veylora, Dargonesti Witch: hp 32; see page 183.

v Lankaos, Dargonesti Chieftain: hp 68; see page 181.

& The Lucky Maiden: Galley; Speed 3 mph/72 miles
per day; Crew 50; -1 ranged (3d8/19-20, 3 ballistae, 2 full
round actions to reload), +1 ranged special (4d6, Reflex
DC 15 half, 2 light catapults, DC 15 to hit aimed square,
2 full round actions to reload), see Chapter 3: Adventures
in the Dungeon Master’s Guide; Hull—hardness 5, 60 hit
points (per 5 foot section).

v Captain Vanyth Swift: hp 65; see page 175.

o First Mate, Undella ‘Della’ Sem-Thal: hp 49; see
page 178.

v Sailor (24): hp 10; see page 183.

& Marine (24): hp 12; see page 182.

Tactics: The two giant octopi will focus their attacks
against the ship itself, although any crewman or character
swept overboard will become a target for the creatures.
Each octopus is accompanied by a single Dargonesti
boarder, whose task is to keep the octopi focused on
attacking the ship. The 10 remaining Dargonesti, along
with Veylora and Lankaos, will climb up the hull of the
ship and seek to keep the crew occupied while the octopi
do their work.

The Dargonesti will offer the crew the chance to
surrender the ship. If they do, with the cooperation of the
heroes, of course, then the Dargonesti will demand that all
weapons be handed over and items surrendered. Veylora
is capable of using her wand of arcane sight to determine

which items in the heroes’ possession are particularly
valuable; she’ll ensure that these remain in her safekeeping.
Once this is done, refer to In the Belly of the Whale for
more information about the trip to the Dargonesti village.

If the option to surrender is rejected, the crew will
be split; half of the crew (sailors and marines under the
command of Della) will be below decks, seeking to stem
the flooding, while the other half of the crew, along with
Captain Swift, will work on repelling the invaders. Three of
the marines will be stationed at each of the ship’s weapon
stations, assisted in turn by 2 sailors who will help with
reloading and protecting the ballistae and catapult from
being damaged. The ballistae are angled such that they can
be used to attack the octopi, but the catapults are nearly
useless at this range (any missed attack with the catapult
would have a 50% chance of striking the ship’s hull).

Development: With the effects of the weather and
Melmanas, and the relentless assault by the Dargonesti, the
ship will be overwhelmed; it’s only a matter of time. Fallen
and incapacitated heroes and crew will be carried away
by the Dargonesti. Any who surrender will be bound and
dragged under the waves. Continue to In the Belly of the
Whale for what happens next.

XP Awards: Because of the stronger sense of
predetermination inherent in this encounter and the
terrible conditions, the heroes should be awarded full
experience for their participation in the battle. Consider
elevating the CR of each defeated opponent by +1 to
account for the circumstances. This is also an encounter
that the wiser player characters might decide is best fought
at a later date, so be aware of opportunities for rewarding
excellent role-playing.

In THE BELLY OF THE WHALE

Eventually, the heroes and the crew of the Lucky Maiden
will be prisoners of the Dargonesti raiders. Both conscious
and unconscious prisoners are taken below the surface,
where the Dargonesti summon Melmanas for the second
time.

The whale returns to the scene of the attack upon the
Lucky Maiden. It opens its colossal mouth, and swallows
the crew and the player characters whole. Every minute the
heroes are within the whale’s cavernous mouth, they must

MELMANAS THE WHALE

rn ELMANAS is a monstrous undead leviathan—the
manifestation of Zeboim’s wrath against those
land-dwelling races that fail to respect the oceans
she holds under her sway. The Goddess of the Storm
directed Melmanas to terrorize the seaways around
Ansalon for hundreds of years, though few knew about
the whale’s existence outside of folklore.

Melmanas’ statistics can be found on p. 182 in
Appendix Two, but you are encouraged to consider

the whale a plot device rather than an opponent. In
this adventure, Melmanas serves two purposes: smash
into the heroes’ ship before the Dargonesti attack, and
then transport the heroes to Surf. It is possible that
the heroes may find some way to attack the whale

or otherwise engage it in combat, but this is not
recommended. Melmanas is far too powerful for the
heroes to deal with at this stage in their careers.
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succeed at a DC 20 Fortitude save or lose consciousness.
This is a supernatural effect. Melmanas then dives toward
the sea floor, a bubble of air keeping those inside its mouth
from drowning.

The Dargonesti do not travel inside the whale,
choosing instead to make their way to their village under
their own power. With them go all of the player character’s
essential equipment, items, and weapons, including the
Dragonlance of Huma, the Shard of Light, the Tears of
Mishakal and the Key of Quinari.

“BuT WE'RE NnoT on THE Lucky Maipen!”

It’s possible that the heroes aren’t on the Lucky Maiden,
especially if they came from Ogrebond before Melmanas
attacked. They might be on board a slave ship, having
commandeered it following the riot or even prisoners of
ogres and locked in the hold. Or, they could have simply
chosen another ship from the options in Flotsam or
Ogrebond.

The events described above happen more or less the
same regardless of which ship the heroes are on. If they are
in the company of Pelmathenas the slave leader, his fellow
freed slaves will replace the crew of the Lucky Maiden for
the most part. Instead of Captain Swift, Della, and the
other sailors, the Dargonesti will take Pelmathenas and the
elves to Surf with the heroes. Feel free to expand upon or
alter the events to suit the way your campaign has come
about to this point.

THE ViLLAGE OF SURF
Important Rules: Aquatic Terrain, Chapter 3: Adventures
in the Dungeon Master’s Guide; Swim skill, Chapter 4: skills
in the Player’s Handbook.
Surf is an underwater Dargonesti village about a

day’s travel from the Rugged Coast, located in between
Ogrebond and Sargonath. It is the site of the last portion
of this chapter. Here the heroes find themselves prisoners
of the Dargonesti elves and their current leader, the yrasda
shaman, Makwur-Sal.

& Surf (Village): Magical (formerly

Conventional); AL CE (formerly CG); 200 stl limit;

Assets 4,600 stl; Population 460; Isolated (436 sea

elves, 24 kuo-toa).

Authority Figures: Makwur-Sal (CE male yrasda

cleric 9 of Zeboim), high priest; Lankaos (CG male

sea elf fighter 9), war chieftain.

Important Characters: Veylora (CG female sea elf

sorcerer 8), witch; Filkilil (NE male kuo-toa cleric 5

of Zeboim), sub-priest; Oxpachta (aboleth), dread

guardian; Seaquake (LG male juvenile bronze

dragon), shackled prisoner.

HisTorRY OF SURF

Surf, like many other Dargonesti villages under the Blood
Sea and along the northeastern coastline of Ansalon, was
founded in the first century after the Cataclysm as an
outpost of the Dargonesti’s primary nation of Watermere.
The sunken ruins of Istar formed the core of the Blood Sea
Dargonesti colonies, but small outlying settlements like
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Surf were very important in the acquisition of resources
and territory.

The sea elf war chieftain, Lankaos, has been the
primary authority in Surf since a few years prior to the
Chaos War. During that war, Lankaos led his people in
battle against the Magori and worse creatures, proving
his mettle and earning something of a reputation for
himself. This brought him to the attention of the yrasda
(or merrow) Makwur-Sal, who sought suitable candidates
for his experimentation with the Turbidus leech. Makwur-
Sal succeeded in attaching a leech to both Lankaos and his
lover, the Dargonesti witch, Veylora. After that, the war
chieftain served only Zeboim, and the conversion spread
rapidly.

Surf is now the base of operations for Makwur-Sal. The
yrasda has invited a small force of kuo-toa to the village,
to serve as his loyal guard. Makwur-Sal doesn’t trust the
sea elves, even when they’re mind-controlled. Although
he is expected in Ogrebond to set up a temple to his
volatile goddess, the yrasda shaman has been putting that
appointment aside. Now that he has the heroes and their
magical tools of power, he feels it is almost time for him to
bring Zeboim’s word to the surface.

FEATURES OF SURF

Surf is situated in a section of the sea floor thick with kelp
forests, and it is difficult to locate without a guide (or the
help of a monstrous undead whale). This has afforded Surf
considerable protection, though not enough to keep out a
persistent and disciplined foe!

The village is lit by shadowy illumination throughout,
as ambient light and light from the surface filters through
the settlement. Most of the elves can see without problems,
but humans and other races without elvensight or its
equivalent are disadvantaged. The water is clear, so any
encounter distance is typically 120 feet.

Most of the village houses have been erected along
the base of a wide trough or ravine, the walls of which
are steep coral reefs and extremely sharp (1d6 damage
to those swimming within 5 feet, DC 10 Reflex save
avoids). The houses themselves are constructed out of tree
coral growths, between 15 feet and 20 feet in height and
surrounding a single 20-foot by 20-foot chamber in which
the elves make their homes. The tree coral is not sharp, but
somewhat brittle (hardness 5, hp 10, Break DC 15).

In between the tree coral houses are giant fan corals.
These 15 feet tall, broad, and lacy-looking corals are not
only decorative, but serve as a defense mechanism. The
living coral colonies can send out long stinger-like tendrils
from their fan-shaped structures to attack individuals.
These have a melee attack bonus of +9, a reach of 10 feet,
and deal 1d6 points of acid damage. Each giant fan coral
has an AC of 10 and 22 hit points; a coral reduced to 0
hp or less is destroyed. The corals are normally inactive,
but can be awakened by any of the sea elf residents of the
village to “guard” the immediate area for up to 10 minutes.
Awakening a fan coral can be attempted by a non-
Dargonesti character with a DC 20 Handle Animal check.



OUuTSIiDE SURF

Surf is surrounded by miles of thick kelp forest. This
overgrown aquatic foliage can grow as tall as eighty feet,
blanketing the sea floor around the Rugged Coast with
rubbery seaweed. Traveling out here runs the risk of

a random encounter with one of the area’s numerous
underwater denizens, under less-than-favorable conditions
(including near darkness). Each hour that the heroes
spend outside of the trough, close to the bottom of the sea
floor, there is a 30% chance of an encounter. Check against
the following table.

Die Result Creature Encountered Average EL
01-25 Lacedons (ghouls) (1dé+6) 9
26-45 Scrags (trolls) (2d4) 9
46-65 Kuo-toa warriors (2dé6) 8
66-80 Giant squid 9
81-00 Dragon turtle 5

All encounters are standard; statistics may
be found in the Monster Manual.

GETTIiNG TO SURF

This adventure assumes the heroes reach the village of Surf
by being captured and dragged to the bottom of the Blood
Sea by Melmanas the whale. They are then taken into the
Coral Citadel and thrown into a cell, stripped of their
armor, weapons, and equipment.
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If some or all of the heroes escaped capture and
followed the Dargonesti here, they can decide upon their
own approach to the Citadel. Use the Key to Surfas a
guide to what the heroes might encounter if they go this
route.

KEY TO SURF
The following is a breakdown of the various areas
numbered on the map of Surf. You can use it as a guide
for any activity that occurs outside the Coral Citadel. The
Citadel itself has its own section, which follows the Key.
Unless otherwise noted, all locations are underwater,
have shadowy illumination, and have no breathable air.
Player characters will need additional measures, such as
magic, to move about freely and breathe.

SUi1. WatcH ToweRrs (EL 5)
These tall pink-white coral buildings rise above the
trough, providing an excellent view of the village. They
are constructed of the same living coral as the homes in
the village, but have two levels: an entrance level at the
top, with broad circular openings that can also be used
to provide cover; and a storage and residence level on
the bottom, which can be reached only through a round
opening in the floor of the upper level.

Creatures: 3 Dargonesti warriors are here at all times,
observing the activity below and also keeping watch for
anything or anyone approaching from the kelp forest

| Kelp Fores
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WHAT’'S WRONG WIiTH THE DARGONESTI?

TU RBIDUS leeches are foot-long parasites that, when
attached to a living non-plant creature, make the
victim’s mind malleable. The host creature suffers a
—4 penalty to all Will saves made while a Turbidus
leech is attached to it, as well as taking 1 point of
Constitution damage a day (thus, the creature is
effectively always missing 1 point of Constitution). Any
charm or compulsion effects cast upon a victim have
a permanent duration so long as the Turbidus leech
remains attached. Spells cast later on the victim take
priority over older ones should they contradict previous
charm or compulsion spells.

A creature with a Turbidus leech attached to it feels
compelled to do everything he can to hide the leech’s
presence from others. One may notice the presence of

or from the surface. Because they have excellent vision
underwater, the Dargonesti have a good chance of spotting
the heroes unless steps are taken to use stealth.

& Dargonesti Warriors (3): hp 16; see page 179.

Tactics: Each warrior has a conch horn on hand, and
will sound the horn at the first sign of danger. 6 rounds
after sounding the horn, the Dargonesti warriors from the
other watchtowers will arrive to provide aid. The horns are
audible from any point in the village, including the Coral
Citadel, so Makwur-Sal and his kuo-toa allies will also be
alerted (but will remain inside the Citadel).

SU2. VEYLorA’s SHELL HuT (EL 8)
The sorceress Veylora lives in this giant nautilus shell,
together with her familiar and an admirable collection
of items and arcane trinkets. Before she was dominated
by Makwur-Sal and the Turbidus leech, Veylora was
an ambitious and curious elven woman from a noble
Dargonesti family near Watermere, far to the east of
Ansalon. She had traveled to the Blood Sea out of a desire
to see more of the world and met Lankaos. They fell in
love, but chose to live apart until their betrothal could be
assured. Makwur-Sal interfered with their plans.

Creature: Veylora is always found here when she is not
being sent to raid ships or solve an arcane problem. If the
heroes approach her, she should be considered Unfriendly.
She doesn’t actively seek to harm people but Makwur-
Sal’s mental domination over her has left her paranoid,
suspicious, and intolerant of others.

A Veylora, Dargonesti Witch: hp 32; see page 183.

Treasure: As well as the components and supplies
typical of a sorcerer of her level and the items she carries
on her person, Veylora has a number of additional minor
magic items in her hut that she has gathered over the past
few months. These items are kept behind an iris-door set
into an interior wall of the shell (Open Lock DC 25, Break
DC 20): 3 potions of water breathing, a feather token (fan),
dust of dryness (sealed in a copper flask), a +1 buckler, and
a golembane scarab.
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a Turbidus leech through another’s clothing by making
a Spot check opposed by the host’s Disguise check.
The host gains a +12 bonus due to the small size of the
leach, as well as a circumstance modifier equal to the
armor bonus provided by armor.

Unless otherwise stated, all Dargonesti in Surf have
a Turbidus leech attached to the back of their necks.
To remove a leech from a victim, the victim must be
grappled successfully. An opposed grapple check will
then allow the leech to be detached. Alternately, the
leech can be struck at with a weapon; it has an AC of 22
and 3 hit points, but is considered to be grappling with
the victim for the purposes of ranged attacks. Victims
who have been freed of the leech will recover in 1d6
rounds; while they recover they are stunned.

SUs. ApoLETH LAirR (EL 7)
A crevice at the very end of the trough is home to
Oxpachta, a particularly vile aboleth invited by Makwur-
Sal to lair by the village. Oxpachta has been promised the
Dargonesti villagers once Makwur-Sal’s plans have reached
fruition. In the meantime, the aboleth provides additional
assistance and counsel. Makwur-Sal visits the lair at least
once a day, consulting with Oxpachta and keeping the
aboleth informed of Zeboim’s will. Oxpachta fears the
yrasda’s relationship with the Sea Queen, and grudgingly
heeds Makwur-Sal’s wishes for the time being.

& Oxpachta, aboleth: hp 76; see Monster Manual.

Tactics: Oxpachta uses its illusionary powers to keep
the entrance of its lair concealed from casual searching. It
knows each of the Dargonesti and kuo-toa in the village
by sight, and thus will recognize if a player character is an
intruder or not. It typically waits until intruders approach,
and then attempts to dominate the strongest-looking
intruder before lashing out with tentacles.

SU4. CHiertain’s HaLL (EL 11)This large coral
building, about the size of two or three standard
Dargonesti residences, is home to Lankaos and his
personal guard. Inside, the hall consists of a single large
meeting area, which is also where Lankaos’ guards sleep.
A smaller room at the back of the hall, with a single
entrance and no windows, is Lankaos’ bedchamber.

Creatures: When he is not out conducting raids for
Makwur-Sal, Lankaos is found here holding court, hearing
the appeals and grievances of his people. At the moment,
these are superficial and vacuous; all of Surf is under the
control of Makwur-Sal and the Turbidus leeches, so the
commonfolk are merely going through the motions. Eight
Dargonesti warriors accompany Lankaos at all times.
When he is under the leech’s influence, Lankaos is an
irritable, arrogant, and impulsive leader.

A Lankaos, Dargonesti Chieftain: hp 68; see page 181.

& Dargonesti Warriors (8): hp 16; see page 179.



Treasure: As befits a chieftain of the Dargonesti,
Lankaos would normally have trunks and chests full of
precious metals, gems, objects of art, and jewels. However,
since Makwur-Sal took control of Surf, all of this wealth
has been moved to the Coral Citadel. Lankaos now has
only those possessions that he carries on his person.

THe CorAL CiTADEL

This impressive structure was originally a massive colony
of brain coral, creating the stony labyrinth that forms the
Citadel’s base. The upper levels of the Citadel were added
by the Dargonesti hundreds of years ago, but corrupted
and mutated by the events of the Chaos War. The Citadel
was used by magori for some time until it was abandoned

and later adopted by Makwur-Sal as his base of operations.

The Coral Citadel is where the heroes are brought once
they are captured. They are taken to the dungeon level and
thrown into several cells at location CC1. Their mundane
equipment, apart from the clothes they are wearing, is

kept in CC2. Their magic items have been moved to CC5,
except for major artifacts such as the Dragonlance of
Huma, the Shard of Light, the Key of Quinari and the Tears
of Mishakal. Makwur-Sal keeps these up in CC15, his ritual
chamber.

FEATURES ©F THE CORAL CIiTADEL
The foundation of the Coral Citadel is a maze of stony
coral tunnels that lead to a pair of carved ivory doors in
the center. Behind these doors is an altar to Zeboim. Above
the alter is the central watery column that extends up into
the Citadel proper, connecting each level. The Citadel has
a dungeon level (CC1 to CC8), a main level (CC9-CC14),
and Makwur-Sal’s ritual chamber on the top level (CC15).
Some of the chambers in the Citadel are emptied of
water and supplied with breathable (if somewhat stale) air.
These chambers are CC1-CC6 and CC12-CC15. All other
chambers, as well as passages connecting the areas in the
Citadel and all the locations in the Brain Coral Garden, are
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filled with water. A system of pumps and filters constantly

replenishes both air and water in the Citadel, creating a

constant hissing sound in air-filled rooms and a muffled

sucking noise in water-filled areas. On the dungeon and
main levels, this filtration system has tunnels large enough
to move through.

All of the “doors” in the Coral Citadel are in fact
strange, viscous, jelly-like portals that prevent the passage
of water. Each door is in one of two states: soft (unlocked)
or hard (locked). A soft door yields when pushed and can
be moved through, automatically sealing itself. The effect
is very much like walking through a wall of gelatin. A hard
door resists pressure and stiffens when someone pushes
against it, effectively preventing anything or anyone from
passing through. Hard doors have a hardness of 1 and 20
hit points, with a Break DC of 24. They are vulnerable to
acid, cold and sonic, taking half again as much damage
from those sources, but impervious to fire and electricity.
The kuo-toa and Makwur-Sal each carry a ring of reactive
coral three inches wide which, when applied to the doors,
locks and unlocks them. These coral keys are worth at least
650 stl on the surface.

Other features of the Citadel include:

+ Internal walls (dungeon, main and top levels of the
Citadel only) of polished ivory (6 in. thick, hardness 8,
90 hp, Break DC 35, Climb DC 30) and ceilings 12 feet
high.

+  Exterior walls (and interior walls in the Brain Coral
Garden) of thick stone coral (5 feet thick, hardness 8,
750 hp, Break DC 65, Climb DC 20).

+  Phosphorescent coral providing illumination in areas
CC1 to CC15 equivalent to torchlight and shadowy
illumination in areas BC1 to BC9.

Key To THE CorAL CiTADEL

What follows is a breakdown of areas numbered BC1 to
BC9, and CC1 to CC15 on the map of the Coral Citadel,
including the inhabitants of these areas and general notes.

BCi. CenTraAL CHAMmBER (EL 7)

The doors to this room are made of carved ivory (4 in.
thick, hardness 8, 50 hp, Break DC 28), and are unlocked.
The chamber itself is roughly 30 feet in diameter, and has
only one notable feature: a stepped dais upon which stands
an altar to the goddess Zeboim. The altar consists of a
single block of jade carved to look like a dragon turtle’s
shell set atop a carved slab of yellowed ivory. The entire
chamber is under a permanent unhallow spell tied to an
invisibility purge spell (caster level 9th).

This room has no ceiling; it is the base of the central
shaft, described in CC4. The unhallow effect only extends
10 feet up, however, and not into the shaft itself.

Creature: The kuo-toa priest, Filkilil (NE male kuo-toa
cleric 5 of Zeboim) spends almost all his time down in this
room. If there is any disturbance above, he will swim up
to investigate. Otherwise, he can be found meditating and
praying to Zeboim at the base of the altar.

o Filkilil: hp 36; see page 180.
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BC2. GArDEn CHAMmBER (EL 6)
This open space is home to hundreds of varieties of plants,
miniature coral colonies, weeds, and fish—including some
that are phosphorescent, making the whole area glow and
shimmer in eerie shades of blue and green. This provides
the area with illumination equivalent to torchlight.
Creatures: There are four kuo-toa stationed here in
front of the doors to BCI at all times. The guards are
directed to prevent any access to the Citadel by villagers or
outsiders; only Veylora, Lankaos, Makwur-Sal, or one of
the kuo-toa may enter.
A Kuo-toa (4): hp 11; see Monster Manual.

BCs. FienpisH DoLpHins (EL 5)

This area is long and lit faintly by phosphorescent moss,
granting it shadowy illumination. A space of 6 inches at
the top of the room has breathable air, kept in place by tiny
bilge pumps connected to the primary system of filters in
the Citadel above.

Creatures: Makwur-Sal has a number of foul servants
granted to him by Zeboim, including the eight fiendish
dolphins in this area. They attack any creatures that enter,
driven by an irrational hatred for mortals.

a» Fiendish dolphins (8): hp 11; see page 180.

BCa4. Unpeap DARGORNESTI
This area is completely dark, the water befouled by the
horrid creatures lurking within.

Creatures: Four vampiric Dargonesti warriors lair in
this room, bound here by the power of Zeboim. Makwur-
Sal has not yet decided what to do with the creatures, but
throws the occasional sea elf into the room to keep them
sustained.

A Dargonesti vampires (4): hp 20; see page 179.

BCs. PiranHA Swarm (EL 6)

This large chamber is filled with softly glowing motes
of light, caused by algae spores. Anyone breathing in the
water of this room (such as a person under the effects
of a water breathing spell) must make a DC 17 Fortitude
save or be sickened for 2d6 rounds from the algae. The
light provides the room with illumination equivalent to
torchlight.

Creature: As well as glowing algae, this room is home
to several swarms of carnivorous fish. If anything moves
into the center of the chamber, the swarms launch out
of the various nooks and crannies around the wall and
immediately attack.

v Piranha swarms (4): hp 13; Use bat swarm statistics,
replacing fly 40 ft. with swim 40 ft. See Monster Manual.

BCeé. WHirLPOOL
This section of the Brain Coral Garden is located at
the confluence of several filtration currents from the
Citadel above, which vent down through the floor. These
conditions have created a swiftly spinning vortex that
makes entering the room very hazardous.

Any character that comes within 5 feet of the vortex
(essentially, moves beyond the entrance of the chamber)
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must succeed at a DC 20 Reflex save or be sucked into the ~ the whirlpool. This check is made after the character takes
spinning waters. Characters caught in the vortex take 2d6 damage that round. If successful, the character is no longer
damage per round as they are swept around and into the caught within the whirlpool.

walls. Each round after the first, a character may attempt

a DC 20 Reflex check to halt their movement and escape
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BC7. Sea Guarpians (EL 6)

This area is a wide passage. It is faintly lit by
phosphorescence, though not enough to provide more
than shadowy illumination.

Creatures: This room is guarded by two water minions,
who have been called by Makwur-Sal and commanded to
prevent any passage by intruders.

& Water minions (2): hp 39; see page 183.

Tactics: Water minions favor nonlethal attack and hand
over incapacitated intruders to Makwur-Sal rather than
kill them.

Development: If the heroes are defeated by the water
minions, they are thrown into the cells at CC1 without
their equipment or items as described under Getting Out
of the Citadel on p. 79.

BCs. MacicaL Warbs (EL 7)

This room is softly lit by striated lines of phosphorescent
coral, providing shadowy illumination. The lines are
arranged in specific patterns, outlining the unholy
boundaries of two glyphs of warding. One is keyed to go
off when any good-aligned creature enters the room and
the other is keyed to lawful-aligned creatures.

<© Glyph of warding (good trigger): CR 5; spell; spell
trigger; no reset; spell effect (¢lyph of warding [blast], 9th-
level cleric, 4d8 sonic, DC 14 Reflex save half damage);
multiple targets (all targets within 5 feet); Search DC 28;
Disable Device DC 28.

“© Glyph of warding (lawful trigger): CR 5; spell; spell
trigger; no reset; spell effect (¢lyph of warding [blast], 9th-
level cleric, 4d8 electricity, DC 14 Reflex save half damage);
multiple targets (all targets within 5 feet); Search DC 28;
Disable Device DC 28.

BCo. ExiT T0 ViLLAGE

If the heroes approach the Coral Citadel from the outside,
they can locate this entrance with a DC 22 Search check. It
appears to be a fissure about 5 feet wide along one of the
runnels of the brain coral foundation. Water flows out of
the fissure, and faint light can be seen coming from within.

CCi. Prison CeLLs (EL 4)
There are 7 separate cells in this area of the dungeon level.
Two of them are designed to hold creatures of Large size
or larger; the rest are reserved for Medium or smaller
creatures. The heroes, if they are imprisoned here, will
be separated among the 5 smaller cells. All doors out of
the cells are hardened (locked), but the guard is visible
through the gelatinous portal.

Creatures: Makwur-Sal has two kuo-toa guards
assigned to these cells.

v Kuo-toa (2): hp 11; see Monster Manual.

Development: One kuo-toa carries a pincer staff. The
other has a conch horn to sound if there is any trouble.
The guards walk back and forth in front of the cell doors.
Once every 8 rounds, one of them leaves the cell area and
spends 1d6 rounds in the equipment store. See Getting
Out of the Coral Citadel on p. 79 for more information
about breaking out of the cells.
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CCa2. EQuiPmENT STORE

Many wooden boxes and crates, most of which are water
damaged and in poor repair, are stacked on one side of
this room. These contain bolts of cloth, iron plugs used in
forging steel, urns filled with spoiled food, and other items
of cargo. Of greater importance to the heroes is that all of
their mundane, nom-magical equipment (anything that
doesn’t have a magical aura) has been tossed into open
crates on the other wall.

CCs. Mubp Reom (EL 2)

This room is somewhat damp and smells strongly of salt
and ooze. Its primary purpose is to allow creatures coming
down the central shaft a space to dry off. There are no
other features in the room.

Creatures: A single kuo-toa guard watches over those
who come and go from the central shaft to the cells. He
has a conch horn, although his first reaction is to attack
anybody breaking out of the cell area to the south.

A Kuo-toa: hp 11; see Monster Manual.

CCa4. CENTRAL SHAFT

This 30 foot diameter vertical passage connects all four
levels of the Citadel, from the Brain Coral Garden to the
top level. It is filled with water, and has a circular current
that forms a loop from top to bottom and back again.
This assists any character in rising or falling inside the
shaft, but makes it difficult to stay in one place. Objects
can be placed inside the shaft and, so long as they are not
too heavy, the currents will bring them up or carry them
down.

At the base of the shaft is area BCL. If the heroes make
some kind of noise or disturbance in the shaft or send
something suspicious down to the Brain Coral Garden
level, Filkilil will come up to investigate.

CCs. WEsT Vaults (EL vaRriEs)

This section of the dungeon level is used to store treasures
and wealth hoarded by Makwur-Sal and the kuo-toa. The
heroes’ magic items are stored here.

The first room is a mud room like CC3, with identical
features (including the kuo-toa guard). The next room
(CCb5a) is a sorting area, where two more kuo-toa are
rifling through open sea chests filled with steel coins and
pewter goblets. The last rooms are divided into a vault
for magic items (CC5b) and a vault for money, jewels,
and treasure (CC5c). Each vault is protected by a pair of
mephitis: one ooze mephit and one water mephi