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| ntroduction

ThisisaPdladium scenario for up to eight first level characters, Sx second level characters, four third level
characters or any combination thereof. It is desgned to be an introduction to those players with little or no
fantasy role-playing experience.

The scenario itsdlf takes place near the western edge of the Timiro Kingdom. While Timiro is basically
populated by human beings there is a scattering of other races, most predominately Ogres and Elves, with a
few Dwarves and a handful of others. All races are therefore available for player character usein this
scenario. However, most of the nonhuman races will be met with mistrugt, fear, or even hatred by the human
population with the exception, of course, of Elves. Especidly mistrusted are Trolls, Kobolds, Orcs, Goblins,
Hob-Goblins, and Ogres. Wolfen dso fdl into this category, though they are extremely rare in this part of the
world.

The mgor cause of these hard fedings, naturd racid antipathy asde, isthe continud raiding which takes
place from the Old Kingdom inhabited mainly by the above-mentioned races, who continually strike deep
into Timiro, wresking havoc, despailing farms and killing dl who get in their way.

The mountain range, which separates the Old Kingdom from Timiro is infested with Kobolds, Orcs and
especidly Ogres, who often cross from those border mountains to the mountain range on Timiro's eastern
border.

No determined effort has ever been made to clear out either of the mountain chains, due smply to the fact
that both cover large areas with a thousand places to hide and wait in ambush.

As these creatures cross from one mountain chain to the other, they create a definite hazard to travelers and
those who live in the area. Thisis particularly true for the area near the tip of the eastern mountain chain, for
the paths of many of these wandering bandits converge near this point. This threstens the caravan routes
which run through the area to the Eastern Territories.



It ison one of these caravan trails, in aborder town which grew up around Fort Ac, aout thirty milesfrom
the first large mountain of the eastern chain, thet this scenario takes place.

The fact that most nonhuman races are met with hodtility does not mean that players who take nonhuman
characters will be attacked wholesae by the population, nor that they will be killed on sght by patrols from
the fort. They will, however, be met by prgudice, with some inns refusing to rent them rooms. Storekeepers
may charge them more for an item than they will charge the humansin the party. Women and smdl children
may scream and run a the sght of them, while older children may throw rocks and/or rotten fruit. There
might also be the occasiona encounter with someone who had aloved one killed by an Ogre or some other
race, who may attack on sight, but such is the exception, not the rule.

It must be remembered that Ac is aborder caravan town, with peaceful members of al races passng through
it a one time or another. Only if an unjustified attack is made by one of the players on atowns person or
child would alynch mob develop. Tensons will usudly run high

Introduction to Fort Ac

Fort Acisone of the mgor towns of the eastern section of Timiro, a base for military patrols and an

important rest stop for the caravans which go to and from the Eastern Territories. The fort itsdlf is somewhat
separated from the town proper, lying afew hundred yards north of the town walls and houses. It conssts of
some 300 soldiers and a detachment of the 14th Timiro Cavary Regiment. These soldiers normdly travel in
patrols of ten or more and guard the caravan routes to the north and south. The Emeras forest to the west and
Northwoods to the east are left basically unpatrolled, being considered too large and the Northwoods too
dangerous to control with the limited number of men available.

Asacaravan town, Fort Ac sees to the wants and needs of the many passing merchants, having alarge
number of inns and taverns, many more than the size of the town suggests. There are dso alarge number of
whed wrights, blacksmiths, carpenters, one or two armourers and severd resdent healers.

Asthe players investigete the town they will discover that thereisno Alchemist in the area. Thereis,
however a 40% chance that one of the passing caravans will have any magicd item the players are looking
for at the standard cost plus 2D6x100%.

With the large number of merchants who use this route, normaly 2D4+2 caravans will be found resting in
the specially created and fenced area just outside the main gates of the town. Merchants are dlowed to sl
their wares here, and with the exception of magic as above, dl items normdly available will be sold by one
of the merchants a dightly more than the price listed in the Pdladium Role-Playing Game rule book.

A large number of transents and undesirables (that isto say adventurers), combined with the grest amount of
weelth moving through the area has fostered the creation of athriving Thieves Guild. In the performance of
its functions the Thieves Guild has, to alarge extent, corrupted most of the members of the garrison, though
by no means al. Being used to receiving money for silence, thereis a 70% chance that any player character
arrested can bribe their way out of trouble for 1D4x100 gold. Their captors will not hesitate in asking for
money, nor in informing them if they are not offering enough.

The Adventure Begins

While passing through the town of Fort Ac, in the eastern regions of the Timiro Kingdom your party is
approached by a distinguished looking human, between 35 and 40 years of age. Heis dressed in standard



traveling clothes; tunic, leggings, boots, and a cape; with alarge slver pendant around his neck and aring on
the middle finger of his left hand.

He introduces himsdf as Morgan, a Priest of the Gods of Light. Heinquiresif your party is employed or
seeking employment. If given an encouraging answer, he will offer to buy dinner and drinks for the party
while explaining the Stuation. He will then escort them to the Grey Mist Tavern and will sdect atable far
from any of the bar’ s other patrons.

His story unfolds as such; his church, Stuated far to the west, near Tanis, had during the last few months
fdlen more and more under attack from the wandering Orcs, Ogres, and Trolls moving through the forest
regions.

In order to save anumber of holy relics from desecration, it had been decided by the church eldersto have
the relics transported to a church in the eastern part of the kingdom. Morgan had been sent ahead to arrange
trangportation and safe havens for the relics as their journey progressed. To make the relics less suspicious,
and thus less susceptible to banditry, they were to be carried by one of the regular caravans from Karowyn's
Merchant House.

Unfortunately, it gppears that the caravan itsdlf, without public knowledge of what it was carrying, was
considered a good target, Karowyn's being known to ded in precious silks, spices, and gems. Two days ago,
as the caravan approached within eight miles of the town it was attacked. All members of the caravan appear
to have been killed, though severd of the bodies are till missing. The caravan wagons were gutted and
burned.

By communing with the Gods of Light and asking questions around town, Morgan has been able to establish
the identity of the bandits and the location of their hideot.

Rhaznor’s Bandits

The bandits themsalves are amixed group of Ogres and Orcs, S0 it isnot unusud that severd of the bodies
were missing. The leader of the bandits is a renegade human by the name of Rhaznor, famous for leading
attacks on caravans and human outposts in the area.

According to eyewitness accounts garnered from survivors of earlier raids, Rhaznor keeps control of his
motley band by the use of an apparently powerful magica sword, rumored by some to be a minor Rune
sword. All witnesses agree that the sword glows yellow even in daylight, o that it can leave Rhaznor's
hand and fight by itself and that, on occasion, has been heard to speak. Powerful fighters have been reported
to have been killed with one blow and the siword dmost definitely defends the bearer against some physica
attacks.

Rhaznor’ s base of operationsisin a deserted Kobold outpost some 40 milesto the east, at the base of Mount
Nargash. It isin an area between two rows of hills known as Nargasht Tor to the Kobolds, or smply as“the
Arms’ to thelocas.

Morgan will supply the players with amap of the area.and a smple explanation of the lay of the land. The
area to the north, west and south of the Armsis the wet swampy land of Ridmarsh, an extremely dangerous
area. Directly to the north of Mount Nargash is Lake Magnys, whose gentle wavesroll in directly at the foot
of Nargash. Between the caravan route and the mountains some 40 miles distant, lies alarge densely wooded
area caled Northwoods. It has anunsavory reputation, with only one known clear way through. Even this
path is reputed to be dangerous. This path, known as the Kobold Road, is a ten-foot wide road, made of



sections of stone ten feet long and two feet wide. It cuts amost directly east across the forest and into the
Arms of Nargash+Tor. No living greenery grows onor over thisroad. Apparently there isamagica deviceto
keep the road clear. Though the road isfree of plant life, local anima life and crestures which have crawled
down from the mountains are not affected by the magic and can be amgjor problem.

On top of this, theroad is suspected of being under a curse. For the last few months, individuas, and even
some smal groups which were traveling on the road, disgppeared and remain unaccounted for.

In addition, Northwoods is known to be the home of many of the Faeries who, though not vicious, are
definitely mischievous.

To the west isthe Emeras Forest. Thisareais inhabited by alarge number of human cottagersand is
relatively safe, though wolf packs are known to occasonaly hunt in the areain the south the are the Brown
Fans Thereislittlein this areawith the exception of wild animas, especidly wolves.

The Reward

In return for attempting to recover the artifacts, Morgan iswilling to give each member of the party a 500
gold down payment, and 2000 gold each on completion of the mission. However, Morgan will ins st that
each player siwear on their true name to recover the holy artifacts and return them to him.

In addition to the money, Morgan will give the party five clericd scrolls which can be sold for market vaue
or kept for use during the adventure. The scrolls are: Carpet of Adhesion, Fog of Fear, Seethe Invisible,
Wisp of Confusion, (dl second level), Commune with Spirit (third level) and Part Water (fifth leve).

Only after the players swear will the money and scrolls be given to the group. At this point he will describe
the holy artifacts to them. They are a gold thurible about six inches high and four inches across, inscribed
with the figures of the gods Osiris, S, 15, Ra, and Anubis. Thisancient item is purported to be from the
firgt church of the Gods of Light, therefore being over 10,000 years old. The next is an ornate bronze candle
holder which has the bones of Saint Ornd encased in the base. The findl artifact isa amal iron box, four
inches long by three wide by two deegp. This holds ashes of Saint Smar, a holy man who was burned by the
Orcs some 200 years ago.

Morgan will go to great lengthsto ingst that none of the items are magica in themsdlves, but thet they only
have great sentimenta vaue and religious sgnificance to his church.

Findly he will recommend thet the players check with some of the locals about the surrounding area, ashe
has only been able to find out about the mgjor geographica features nearby.

Gamemaster | nformation

MorganisaPriest of Light, in amanner of speaking. When he introduces himsdlf asa Priest of Light he
means he sarves the forces of good. Heis actudly a Priest of Osiris, amemberof the Cult of the Gregt One.
Heistdling the truth when he says that the church decided to have severa holy artifacts moved away from
danger. However, what he will not tell the playersisthat the item in the iron box is not ash, but an actud part
of the sundered body of Odiris. To be exact it isthe Tongue of Odris which enables the holder to understand
al languages and detects lies 56% of the time. The box itsdf is warded with 10 Death wards which will
activate sequentialy each time the box is opened. The wards were cast by a 10th level Diabolist so each ward
does 20D6 damage or 20 to 120 points. Two of these wards will go off if the tongue is actualy touched, in
addition to the ones which activate when the box is opened.




The other two items, the thurible and the candlestick are not holy items at dl, but are smply camouflage for
the Tongue.

Morgan’s attributes are:

IQ15/ME10/MA9/PS9/PP11/PE12/SPD 11
6th leve Priest

Hit Points. 33

Communion 60%

Exorcism 42%

Prayer of Intervention 54%

Prayer of Strength 60%

Remove Curse 42%

Resurrection 23%

Turn Dead 45%

Spells
Darkness (2nd level)

Phantom (4th leve)

Ress Fire (3rd level)
Sense Bvil (1< leve)
Shadow Walk (5th leve)
Sorcerers Sed (6th level)
Number of spells per day: 6

ills

Demon/Devil Lore 90%

Locate Secret Comp./Doors 36%

Medical 78/82%

Play String Instruments 50%

Prowl 50%

Read/Write Southern 80%

Recognize Precious Stones 40%

Recognize Poison 38%

Sing 90%

Speak Southern, Eastern, & Goblin 100%

Speak Western, and Elven 86%

Weapons Proficiencies: Mace and Large Shield only

With the Mace Morgan is; +3 to Strike, +2 to Parry, +1 to Throw
With the Large Shiddd Morgan is. +2 to Strike, +5 to Parry, +1 to Throw

In combat Morgan wears studded leather armour, A.R. 12, SD.C. 38 (normd), 100 (magical). Normdly he
wears no armour. If attacked without his armour he will run into a shadow and cast Shadow Walk. If no
shadows are around he will use Darkness to creete his own. If no other way out exists he will summon a
Phantom to fight for him, or more than one if necessary.

Provided the players recover these items they have achoice of severd actions. The first and most obvious
especidly for characters of Good or Unprincipled aignment, isto return the items as promised to Morgan.
The Cult of the Great One would be grateful for this. Morgan will give eech returning player, in addition to
the promised rewards, a smdl silver meddlion engraved with the sign of the Greet One. Thissgnifiesthat



the person who wearsit isafriend of the cult and presented to any priest of the Great One & any shrine, will
gain the bearer immediate sanctuary, aide, and assistance.

If however, the players decide to abscond with the “ artifacts’, Morgan will wait for 2D6 days, just to make
sure the players are not returning. He will then hire another group to check the situation out and recover the
items from the bandits. They will return within 1D8 days, informing Morgan that the bandits are dead, the
items missing and the players nowhere to be found.

Once he hasredlized that he has been swindled, Morgan will send messengersto dl the other shrineswithin
Timiro telling them to send out spies and informants to seek out the players. The entire might of the Cult of
the Great One will be bent upon searching out the players and recovering the sacred artifacts. Morgan
himself will act as afield commander, organizing the spies, hiring bounty hunters and the like. These
emissarieswill not be told what it isthe players are carrying, just that they must be captured or killed and
everything they are carrying returned.

If the players have not been found within two weeks, al dhrinesin the countries neighboring Timiro will be
derted. By the end of two months, if the players have not been found and the Tongue of Osris returned, the
entire Cult of the Great One, world-wide, will begin searching for them, and they will not stop until the
tongue is recovered.

If captured alive, aplayer (players) will befirst interrogated and then ceremonioudly put to death for
sacrilege. If, however, they have a change of heart, either because of fedling guilty or because of too many
encounters with bounty hunters, they can eect to return the tongue voluntarily.

If they do so, they will be required to do the following: First they will be made to undergo a specid
purification ceremony and then be made to join the cult. Refusal to do so will put them back on the sacrificia
table. Next the leaders of the cult will assign the players a dangerous mission for their penance. What this
will beisleft up to the gamemadter. Though it is suggested that while it should be dangerous, it should not be
the equivaent of a death sentence. The players should definitely have some chance for success.

Alignment Considerations

Playerswho intentionaly decide to take off with the tongue (stedling it), if of Good dignment, should
immediately have their alignment dropped, to either Sdfish Anarchist or Evil-Miscreant, gamemaster’s
choice. Players of SdfishUnprincipled dignment should dso suffer this fate. The theft of aknown holy item
when the player has sworn to return it is a definitechange of behavior. A good aignment character should not
even serioudy condder taking the artifacts. Should this Stuation arise the gamemeaster should first point out
that a good character would not take it. Then, if the player till tekes the item, he/she suffers the dignment
change. Also, agood character will not alow an evil or sdfish character in the group to take the rdlic. Should
this happen the good character(s) will be forced to prevent the theft evenif it means combat with hisfdlow
adventurer.

The Town and Fort

TheTown of Ac

Gamemaster’s Note: Much of the town of Ac to left undescribed, with only the inns, tavern, and afew other
mayor busnessesfilled in. Thisis done purposefully, so that each gamemaster can add their own specid



touch to the scenario, making it an integrd part of their campaign instead of an obvioudy tacked on
adventure,

Gamemadters are invited therefore, to use their imagination to creste new characters, businesses, and
adventures for the town, to use this scenario as either a passing adventure or as a base for future explorations
of the area

The gamemaster using this scenario as part of a campaign can have the players gpproach the town overland
and let them choose their own accommodations and make their own adventures. A gamemaster with new or
inexperienced players might prefer to have the scenario open with the players seated around atable in one of
the loca pubs. For this purpose it is recommend that either the Oak and Stag or the Green Griffins be used.

Thetown of Acitsdf isrdativey smal, with no more than 600 inhabitants living behind its wooden walls.
Mog of the town is made of wood, including most of the buildings and the eighteen-foot high paisade which
surroundsiit.

The town has no permanent garrison stationed in it and instead relies on soldiers supplied from the fort to
protect it. There are normdly thirty soldiers stationed in the town while the gates are open, basically from
sunrise to sunset. There are normaly ten guards placed a each gate and ten walking the parapets on the
walls. At night there are only fifteen guards, ten keeping watch on the parapets and five patrolling the town
itself. These soldiers are there mainly to protect the town from bandit attacks and to subdue and take into
custody anyone caught brawling in the streets or thieving or otherwise disturbing the town. Unlessa
Prgjudiced Guard result isrolled on the Town Encounter Table (See Appendix 1 - Encounter Tables) the
guards on the gates will let anyone into the town. However, if provoked they will place those responsible
under arrest and take them in for questioning. Anyone ressting arrest will be dedt with severely.

Town Encounter Areas

A - Caravan Rest Areas. Thesetwo large well kept pastures, surrounded by spilt rail fences, are designed
for the use and comfort of the many passing merchant caravans. They are supplied free of charge and can
aso be used by travelerswho arrive at the town after the gates have been closed for the night. By day many
of the merchants bring out their wares for sale. They are however, not dlowed to hawk their waresin the
town itsdf. Thereislittle chance of abandit attack here, with the fort so close and patrols passing often both
day and night. The guards on the town walls keep a close eye on this area by night aswell. Thievery, on the
other hand is quite common here.

B - Templeof Light and Darkness: Thisisthe man religious center of the town, with room in the church
itsdf for a congregation of up to 200 people. The outside of the temple isdecorated with wooden carvings of
the gods and goddesses of this pantheon.

The templeisrun by Nesta Lotan, a human priest. Heis 5 feet 10 inches tall and weights about 200 Ibs. He
will dways be impeccably dressed in the full ceremonid robes of a Priest of Light and Dark. Along with
running the temple, heis aso the actua master of the town. Though thereisamayor for the town, Nestais
respected and feared enough for his powers both of hedling and otherwise, that the townspeople will listen to
him over anyone dse.

However, in the use of his powers he tends to be allittle mercenary. While fredy giving the use of his
Hedling Touch once per person, per day, anything over that he will charge for per the following scale: 100
gold per Hedling Touch, 1400 gold for Remove Curse, 7000 gold for Exorcism, and a base of 14,000 gold
plus 1000 gold per levd of victim for Resurrection. Scrolls of course cannot be bought, though a dedl for



sarvices may be able to be made. Wizards can attempt to gain spells with the sandard fees applying. He has
al of the templ€ s money, 4000 gold in rubies, hidden in a secret compartment in the base of the main dtar.

Nesta L otan’s attributes are:

1Q 14/ME 9/MA 14/PS 10/PP 9/PE12/PB 12/SPD 8
7th level Priest

Hit Points. 38

Spells

Armour of Ithan

Geas

Magic Net

Paradlyss Bolt

Sense Evil

Sorcerers Sedls

Tongues

Words of Truth

Number of spells cast per day: 8

ills

Demon/Devil Lore 95%

Forgery 60/25%

Horsemanship (generd - 7th levd)

Racid Higtories 64%

Read/Write Southern 100%

Recognize Poison 68%

Rdligious Doctrine 100%

Speak Southern, Western, Eastern 100%

Spesk EIf, Dwarf, Goblin, Ogre 85%

Use Poison 64%

Weapons Proficiency Mace

With the Mace Lotan is. +3 to Strike, +2 to Parry, +2 to Throw
Lotan normally wears no armour, but will cast Armour of Ithan on himself when needed.

C - The Grand Venue Inn: Run by Eran Orstra, a second level human merchant. The Grand Venue
specidizesin fine and rare food and drink; particularly in dragon steaks and gnomesle, when they are
available. Catering to a higher class of people, the cost of both rooms and food reflect the atmosphere of the
inn. Rooms vary from 20 gold to 250 gold per night for the grand suite, decorated in silks and satinsin the
syle of the Western Empire including two daves to wait on the renter. Meds usudly run three timesthe
normal rate. The specialty food costs even more. For example, dragon stesks run 100 gold per ounce, while
gnome ae, reported to be one of the most ddlicious drinks ever invented, costs 70 gold per ounce. Eranis
aways on the lookout for adventurers who might be able to supply the specid needs of his establishment. So,
if the party vists hisinn, he will approach them offering up to 20 gold per pound for the megt from any

exotic anima which they might kill in the forest, provided thet it is not more than 8 hours dead when brought
to the inn. Dragon meat isa specid case and he will pay up to 100 gold per pound for any part of a dragon.
Thereisagmadl sable atached to the Sde of the inn which aways has 1D6 fine riding horsesin it. Thereis
also a40% chance of an average warhorse (Horse theft is punishable by death).

Thereis dways 2D6x100 gold hidden in Orgta' s living quarters, and 1D4x%100 on his person.

Eran Orgta attributes are:



1Q 10/ MA 14/ PE 10/ dl other attributes are average.
2nd level merchant

Hit Points 19

ills

Forgery 26/12%

Hand to Hand: Mercenary (2nd level)

Math 45%

Read/Write Southern & Eastern 36%

Recognize Precious Metal §/Stones 27%

Recognize Wegpons Qudity 25%

Speak Eastern, Goblin, Dwarven 70%

Speak Southern 100%

Tailor 43%

Wegpon Proficiency Blunt

With the Mace Orgtais: +1 to Strike, +1 to Parry
Orgtadways carries 2 daggers and normaly wears no armour.

D - The Sign of the Grasping Hand: Thisisapawn shop run by, unusudly enough, a Hob-Goblin named
Neryech. He has a most unpleasant persondity, and dedls harshly and cheaply with whomever enters his
shop. While he obvioudy displays the sub-human intdligence of the average Hob- Goblin, heis actudly a5th
level Merchant with the exceptiond 1Q of 17. He has the following Skills: Recognize Poison 43%,
Recognize Precious Meta's and Stones 35%, Recognize Weapon Qudity 51%, Math 63%, Read/\Write
Eastern 36%, Forgery 51/22%, Weapon Proficiency Knives, Wegpon Proficiency Sword, Speak Goblin,
Ogre, Eastern, Southern, Dwarven 100%, Speak Western, Elven 60%.

He will normdly give only 25% of the vaue of an item in pawn, though he will increase the amount he
offersif he recognizesit as something of vaue. If the player in question does not know the item is vauable,
he certanly will not tell them. If he can cheat anyone out of afarprice it will make his day. He will only hold
an item in pawn for one week before putting it up for sale to the generd public. If aplayer goes into the shop
to buy something, there is only a 50% chance that Neryech will haveit in stock, though it will sdll at the
standard book price, no haggling allowed. Neryech's hit points are 42.

He often wears soft leather armour. His dignment is Anarchist, and he carries 1D6+20 gold.

E - The Oak and Stag: Thisinn caters to the average adventurer or merchant. Food and lodging are plentiful
and cost the standard amount. It has alarge common drinking room, which is usualy very crowded both day

and night, with awide variety of locd characters adding color to the scene. It is run by a human ex-soldier by
the name of Durand Wers.

Durand Wersd attributesare:

IQ8/PS14/PE 11/ dl other attributes are average.
4th leve soldier (retired)

Alignment: Unprincipled

Hit Points 28

ills

Carpentry 40%

Hand to Hand: Soldier

Horsemanship (generd)

Pick Pockets 24%

Preserve Food 52%



Recognize Wegpon Quality 46%
Scale Walls 56%

Speak Eastern 100%

Speak Southern, Elven, Goblin 68%
Wegpon Praficiency Bdl and Chain
Weapon Proficiency Short Sword
Weapon Proficiency Shield

Back to the Top

F - The Pantler’s Shop: Thisisacomprehensive food/spice shop which supplies most of the caravans and
loca inns with food and drink, aswell as carrying aline of preserved food for other travelers. They will buy
venison, wild fowl and other exotic meets and herbs from adventurers to supplement their own stock. Prices
paid to the playersfor thiswill be one-tenth the price listed for that food in the book. All supplieswill be sold
at standard prices. The owners are a husband and wife who are 3rd level merchants, with average attributes.
They have 23 hit points each.

G & H - The Armourers. There are two armourers in town, both of them carry awide selection of armour
and weapons and are cgpable of outfitting members of any race. While both armourers will berate the others
goods and make terrible comments on the others abilities, they are carrying on ascam. Actudly, they are
brothers. There is a buried speaking tube which runs from a back room of one shop to a back room of the
other. In each room an assstant listensin to the conversation between the armourer and prospective buyer, if
the buyer refuses the pricestated and leaves to check out the “armourer next door”, the assistant will speak
through the tube and tell the other brother what price he should charge in order to make asde.

Of course, dl prices start out on the high side and do not come down too much at al, with an average cost of
50 gold more per item than what is sandard.

Neither brother carries any magica, Dwarven or Kobold weagpons or armour.
The BrothersKlillander attributesare:
Bart (Bartholu) Killander

IQ 13/ dl other attributes average

3rd level merchant

Alignment: Unprincipled

Hit Points. 24

ills

Carpentry 42%

Horsemanship (Generd)

Math 55%

Pick Locks 25%

Read/Write Southern 52%

Recognize Weapon Qudity 35%
Recognize Precious Metal/Stones 33%
Speak Southern 100%

Speak Eagtern, Elf, Dwarf, Goblin 80%
Weapon Proficiency Sword

Weapons Proficiency Cross bow



Peter Killander

IQ 8/ PS 18/ +3to damage/ dl other atributes average
3rd level Mercenary

Alignment: Anarchist

Hit Points. 22

ills

Disguise 32/8%

Hand to Hand: Mercenary
Horsemanship (generd)

Math 40%

Pick Pockets 25%

Recognize Wegpon Quality 38%
Recognize Poison 25%

Recognize Precious Metd 5Stones 23%
Scae Walls 48%

Speak Eastern, Trall, Goblin 70%
Speak Southern 100%

Wesgpon Praficiency Blunt

Wegpon Proficiency Smal Shidd
Wegpon Proficiency Pole Arms
Wesgpon Proficiency Béttle Axe

Usudly dressed in studded leather armour at work, A.R. 12, SD.C. 38, but has a variety available including
plate.

Note: Both brothers carry 1D4x40 in gold and have 1D6x100 hidden under the anvil and one of the furnaces.

| - The Sign of the Grey Mist: Thisisarather specidized inn which caters mainly to Priests and other Men
of Magic. The interior wals are made of rather heavy teekwood asis dl of the furniture. At irregular

intervals, alow lying fog seeps up through the floor of the common drinking room. This fog seemsto possess
the ability to make each table seem remote from the others, as well as dampening al sound, so thet even if
someone were shouting at the next table you would barely bear them.

Thus, thisinn is often used by people who don't wish to have what they are discussing made public, as well
asfor aromantic rendevous. Food prices tend to be little more expensive than norma, about 5 gold more
than average. Many of the townspeople attribute this the cost of creating and maintaining the fog effect.
Rooms are stlandard price, but normally there are few available, with only 25% chance of an vacancy
occurring each day. These rooms, however, have the advantage of being very private and are dso
soundproof.

The Grey Mig isrun by amiddle-aged Elf Scholar by the name of Cdestar Glamourian. Celestar’ s most
prized possession isasmal agate medalion which creates the fog effect. It can be activated up to 7 times per
day, with aduration of 90 melees and will create acircle of fog 80 feet across out of doors.

Cdestar Glamourian attributes are:

1Q 18/ PB 23/ al other attributes average.
5th level Scholar

Alignment: Scrupulous

Hit Points: 37



ills

Horsemanship (generd )

Identify Plants/Fruits 59/61%

Locate Secret Compartments/Doors 38%
Math 100%

Read/Write Elven 100%

Read/Write Eastern 96%

Speak Elven, Dwarven, Goblin, Eastern 100%
Speak Southern, Troll 79%

Weapon Proficiency Staves

J - Karowyn’s Merchant Warehouse: Thisrather large building belongs to the Karowyn Merchant empire,
it isused asadrop off point, with any number of caravans dropping off items to be shipped out later on a
caravan of their own. As Karowyn' s tends to dedl in rather vauable items such as precious gems and spices,
aswell as Dwarven or Kobold made weaponsithere are dways 2D6 human guards stationed around the
warehouse, al of them 2nd leve and armed with broadsword and large shield. Thereis aways 1D20x1000
gold pieces worth of merchandise in the warehouse, weighing 1D20x250 pounds.

Karowyn’'sattributes are:

1Q 14/ MA 16/ PE 12/ dl other attributes average.
8th level merchant (human, noble)
Alignment: Anarchist

Hit Points: 53

Skills

Dance 100%

Forgery 74/36%

Hand to Hand: Soldier (6th leve)
Horsemanship (knight)

Pick Locks 50%

Pick Pockets 50%

Read/Write Eastern 100%

Recognize Wegpon Quality 70%

Recognize Precious Meta/Stones 73%
Recognize Poison 65%

Spesk al Languages 100%

Tailor 91%

Wegpon Praficiency Knives (6th level)
Wesgpon Praficiency Smdl Shidd (6th leve)
Weapon Proficiency Short Sword (6th level)

Note: Karowyn is usudly dressed in fine clothes. He usudly has on his person 1D8%100 in gold at any time.
He owns double-mail armour and plate and chain, the latter is very ornate. He carries a short sword
(dwarven, +4 to damage) and at least one knife of exceptiona qudity, +1 to damage, +1 to parry.

K - The Traveler’s Rest Hotel: Rather than afull-fledged inn, with both food and rooms available, this
establishment rents rooms only, though at arather cheap rate, 5 gold per person per night. No food, drink,
pets or Ogres dlowed. Thisbusinessis run by Felisa Posmir, awoman who has earned the respect and fear of
most of the town. A true tyrant, anyone who crosses her path is going to catch an earful of what she thinks of
them. Her 1Q is 12 and the rest of her atributes are average. Sheisa 3rd level merchant, her dignment is
unprincipled and she has 22 hit points.



L - TheWizard’ s Guild: Thisvery tiny guild hdl is desgned to hold only five Wizards & any given time.
Tojoin thisguild chapter will cost aplayer 500 gold, which can be paid anytime within a year from applying.
The only full time occupant of the guild hall is Tolquaz, arather pretty femae human, about 25 years old.
Unfortunately Tolquaz seems to be having the worst luck, stubbing her toe on non-existent rocks, getting a
paper cut when she picks up a book, etc. She will explain she had adight disagreement with an evil Priest
severd months ago and thecurse has not worn off yet. If aplayer joins the guild and wishes to check out the
amdl library for information on the area or maps, they will find thet al it will tell them is basicaly word for
word what Morgan has dready told them.

Tolquaz' sattributesare

IQ13/MA 12/ PE 11/ PB 14/ dl other attributes are average.
5th level Wizard

Alignment: Scrupulous

Hit Points 32

Spells

Cdl Lightning (3rd)

Carpet of Adhesion (2nd)
Chameleon (2nd)

Cloud of Sumber (1<)

Decipher Magic (1st)

Fleet Feet (3rd)

Globe of Daylight (2nd)

Mesmerism (2nd)

Sense Magic (1<)

Size of Behemoth (4th)

Tongues (2nd)

Number of spells cast per day 8

2 spdll attacks per melee

Scroll Conversion 36%

ills

Demon/Devil Lore 80%

Disguise 45/15%

Horsemanship (generd)

Medica 78/82%

Pick Locks 43%

Read/Write Eastern 100%
Read/\Write Western, Elven 74%
Speak Eastern, Western, Elven, Dwarven, Goblin 100%
Weapon Proficiency Knives
Wegpon Proficiency Sing (3rd leve)

Back to thetop

M - TheWarlock’s Retreat: Thisbuilding istheloca Temple of the Elements, with room for up to 30
Warlocks or Druidsto live in. Only Warlocks and Druids are alowed to enter by answering specia questions
only amember of those two professions could know.

Thisisatemple and way gation only, no research information will be found here. Members must supply
their own food and bedrolls. The main sanctuary of the temple is made up of five rooms, one of which
contains an ever-burning flame, another afountain of pure water, another a continualy blowing wind, and



another alarge mound of earth and rock. The find room contains only an oak tree, carefully tended, and is
reserved especialy for Druids.

Tojoin the temple, besides being a Warlock or Druid, a player has to perform one deedwhich would be
consdered to be of benefit either to the particular eement they worship or to nature as awhole. They must
have proof of this, eyewitness accounts being dlowable. Aswdll, the act must not be againgt the good of dl,
i.e. no forest fires, drowning of innocent, hurricanes or earth quakes, just because that represents the
Warlock’s particular element. The cost for rooms hereis 5 gold per night.

N - Sign of the Green Hand: Thisisthe home of one of Ac’'s most prominent Hedlers, Wersin Opet. Wersin
isarather unusud persondity in thistown, or any other for that matter. Heis a Gnome and is of 4th leve
proficiency. His prices vary, being very reasonable for those whom he likes (remember a Gnome' s ingtinctive
didikefor Trolls, Ogres, Orcs and Kobolds), and extremely expensive for those who argue with him or
threaten him. Normally he charges about 10 gold per Healing Touch and about 30,000 gold for a
Resurrection. For most other of his skills, especialy if he must nurse someone over aperiod of days, he will
charge between 200 and 300 gold. In cases where heisin persond danger, such asif heis caled upon to do
Exorcism, multiply the norma charge by 10. Wersin has 60 |.S.P. to use for hedling.

He is much loved in thistown for his gentle ways and generosity. If anyone harms him in any way, the
people of the town will literaly attempt to tear the offender gpart.

Wersin Opet’sattributesare

IQ11/ME6/MA 16/PS7/PP15/PE15/PB 19/ SPD 4
4th level (gnome) Hedler

Alignment: Scrupulous

Hit Points 34

[.S.P.: 60

Abilities See Pdladium Role-Playing Game
ills

Cook 65%

Hand to Hand: Non-Men of Arms

Identify Plants/Fruits 44/46%

L ocate Secret CompartmentsDoors24%
Medica 67/71%

Plant/Farm Lore 46%

Read/Write Dwarven 42%

Recognize Poison 36%

Religious Doctrine 48%

Speak Dwarven/Gnome 100%

Speak Elven, Goblin Southern, Eastern 85%
Speak Western 65%

Swim 65%

Use Poison 35%

Weagpon Profidency Sing

Weapon Proficiency Knives

O - The Mapmaker’s Shop: Herethe players will be able to acquire many genera maps of Timiro, the
Eagtern Territories and the Old Kingdom. Accuracy is not one of the high pointsof these drawings. In many
cases the mapmaker, Herot Tome, will pay travelers for the right to copy any map which they carry. Because



of this, there are agreat many finely detailed maps for sde here, totaly unconnected in elther style or scde
which will show smal aress of different lands, many are untitled as to which country they depict.

If the party checksto seeif there isamore accurate map of the area, they will find the one presented to them
by Morgan is as accurate as anything in the town. Herot will, however, attempt to interest them in one of the
many untitled maps, making up agreat sory of hidden treasure or information to be gained. He will charge
100 gold for one of hisrea maps of Timiro, the Eastern Territories or the Old Kingdom, but the untitled
maps will sdll for 20 gold each. He will offer any member of the party who has amap not bought from his
shop 10 gold for theright to copy it and will promise to have it returned within one day.

P - TheMayor’sHome: Thisrather large, impressive stone structure is the home of the hereditary mayors of
Ac. The present mayor is ahuman by the name of Torani Sarman, arather pompous and ineffectua person.
Heisdways dressed in the finest of clothes and is surrounded by aretinue of his “gaff,” who are actudly

only his rdaives and hangers-on seeking favors. He makes a great pretense of being busy and, if talked to by
the party, will tell them he has only afew minutes of histime to give them, “ Affairs of date, you know”.

In redity, of course, the town isrun by the priest Nesta Lotan from the Temple of Light and Dark. Torani
knows this and given the chance, will attempt to countermand any order given by Nesta, except when the
priest is actualy present. Friends of Nesta are not friends of his, and his displeasure can be something to
reckon with, as he makes reports of the goings-on in the town both to the Commander of Fort Ac and to the
King of Timiro himsdf. Torani isab5th leve Noble, hisdignment is anarchist and he has 28 hit points.

Back to the Top

Q - The Church of the Walking God: Thisisalocd religion started a number of years ago, dedicated to a
peculiar demigod, when amysterious prophet came into Ac and started to preach. He ranted on for days until,
s0 the faithful say, he was martyred by being pushed down awell. Nearby farmers would say he was pushed
down the well just to get him to shut up.

He was preaching the doctrine of the Big Bag Theory of Evolution, which states that, in an immense
Somewhere there is a gigantic Waking God, going to Somewhere from Somewhere Else. Asking where the
God isgoing to, is considered to be blagphemy. Over his shoulder is dung a Bag in which he put Food, Earth,
and Water before setting out on his journey. He had walked for along time benesth a hot sun, during which
the earth mixed with the water and formed lumps of mud, while the food spoiled and things began to grow on
it, covering the lumps of mud aswell.

The earth is one of those lumps and the people and plants are the things growing on it. Our sunis caused by a
large hole in the bag. While the moon and stars are many smaller holes on the other sde of the bag. Day and
night, as well as the movement of the sun and stars occurs as the bag dowly spins on the shoulder of the
Walking God.

The main premise of thisreligion is that no one should pray or sacrifice to this god, or to do anything which
might cause what has happened in the bag to become noticed by him, for he would then clean out the bag and
the end of the world would come.

There are no priests or worshipers a this church, while the building itself is nothing more than an empty
shack, though treated with great reverence by most of the people of the town.

R - The Green Griffin: This establishment is much frequented by average merchants and travelers. Though
there are few rooms here, they are very comfortable and not expensve, and the food is excdlent.



The Green Griffin is 0 called because of the huge stuffed griffin which forms the centerpiece of the bar. The
owner of the establishment, one Oper Wells, a human of middle age, will boast, dmost continualy that he
killed it himsdlf in single combet, back when “I was a young stud, the terror of bandits for miles around!”
Actudly, he bought the griffin from atraveling huckster and hiswife won't let him keep it in the house. In
addition, he has never even lifted awegpon in sdif defense, let done killed agreat animd. Any request made
by the party as to having him join them will cause him to back right off, giving many excuses asto his hedlth,
the wdfare of hisfamily, etc. asto why he cannot go. He will, however, give them the benfit of his“gresat
experience’.

S - Marandoro’'s Hollow: Thismost unusud tavern atracts mainly Rangers, Shaman, Druids, and others
connected to or interested in nature. From the outside the Hollow gppearsto be asmall, densely packed stand
of trees. As one draws nearer to it, asmall stream of smoke will be seen coming out of the branches of the
trees, and an obvioudy artificia opening in the shgpe of asmall arch will be seen cutting across severd trees.
Onceingde the tavern, it will be seen that the trees form a perfect natura wall, with the branches and leaves
above making a perfect ceiling which does not lesk even in the heaviest raingtorm. The Hollow itsdlf isone
small open room which gppearsto be atiny, complete forest, with many smal trees, grass and flowers. On
one Sde of theroom isasmdl fountain gushing clear water, which windsitsway in alittle sream across the
room before gathering in around pool. On the other sde of the room is another spring, tended by the owner,
Baren Xors, an Elf. This spring spouts clear, sparkling de.

Thereisan dl pervasve light in the Hollow which seemsto come from the trees. In addition, as the players
gt and drink they will occasiondly see movement in the leaves above or asmadl figure darting around in

aress of the Hollow when no oneis near. Thisis caused by Sd, a Brownie who became attached to Baren
many years ago. Sal does not like to be seen and will only move through areas not close to people. However,
if aglassisleft unattended, the drinker may come back to find it empty or missing atogether. Any attack on
Baren or afight garting in the Hollow, will result in the perpetrators having a Cloud of Sumber cast on them
by Sd, dl standard effects of Faeries magic applying.

Baren Xorsattributesare

IQ12/ME14/MA 6/PS9/PP17/PE10/PB 20/ SPD 9
5thleve (EIf) Warlock: Air & Earth
Alignment: Scrupulous

Hit Points: 30

Sense Elementals 75%

Summon Elementals 25% (Earth or Air)
Spells

Air

Breathe Without Air

Change Wind Direction

Cdl Lightning

Protection From Lightning

Bregth of Life

Earth

Fool’s Gold

|dentify Minerds

wadl of Stone

Quicksand

Travel Through Earth

Number of spells cast per day: 5 air/5 earth
2 spell attacks per melee



See Warlock in the Pdladium Fantasy RPG for abilitiesin detall.

ills

Dowsing 62%

Faerie Lore 70%

Horsemanship (generd)

Identify Plants/Fruits 45/47%

Play Wind Instrument 66%
Read/Write Elven 54%

Recognize Precious Meta/Stones 47%
Speak Elven, Dwarven, Faerie, Goblin & Eastern 100%
Speak Southern & Western 65%
Swim 80%

Weapon Proficiency Staves

Weapon Proficiency Short Bow

T - Karowyn’s Merchant House Offices: Here the accounting and shipping for the loca warehouseis done.
Karowyn's has five evduators who will check over any item brought into the office to determine the vaue.
They have high standards of qudlity, therefore only the best will be bought. To maintain thisleve of qudity
Karowyn'swill pay 70% of current market value, an extremely fair price for amerchant.

This officeis run by Produr Quarnison, arather surly human who will not redlly be interested in any players
who come in unless they have something to sdll, wish to hire on as guards (Karowyn' s will occasiondly hire
both Men of Arms and Men of Magic as guards for their warehouses and caravans), or if they wish to make
some kind of large financid transaction. One service that Karowyn's offersis the ability to purchase

merchant drafts. Thisis often used by travelers who do not wish to carry large sums of money with them on
the road. The travelers deposit a sum of money with an office of Karowyn’sin one town (no draft under 1000
gold isdlowed) and in return is given aspecidly signed draft (or note) dong with a secret code word which
will identify them. They can then travel and upon reaching another town with a Karowyn office, present the
draft and code word and receive the same amount as listed on the draft, minus a 10% service charge. Thereis
no way, short of the use of psionics that adraft can be stolen and cashed.

Produr Quarnison’sattributesare

1Q 11/ PE 16/ dl other attributes are average.

5th level Merchant

Alignment: Scrupulous

Hit Points 34

ills

Math 73%

Recognize Precious Meta/Stones 47%

Recognize Weapon Qudity 53%

Speak Eastern, Southern, Western, Elven, Goblin, Ogre 100%

Dresseswdll, rarely in armour, but owns afine suit of splint armour, A.R. 16, S.D.C. 82. Has 1D4x100 gold
on his person at any time, and has 3D6x100 at easy accessin the office. Another 1D5x1000 gold in alocked
metal box is hidden in a secret compartment.

U- The Sign of the Salamander: Thisisatavern and gambling house, run down and dilgpidated in the
extreme. In fact it looks like an old shack which is ready to fall down at any moment.



Thistavern serves only de, and cheap watered de a that, but only charges one gold piece per mug. All
games of chance are allowed here, and al bets are accepted, though due to loca laws, souls cannot be
wagered.

The proprietor here puts up with no trouble or arguments with the house croupier, and anyone who wants to
fight can take it outside. In any case, Sarting trouble with the owner is not too good an idea, being asthe
owner is Og, the Troll. Anyone starting trouble with him is quite likely to be bounced off the wals severa
times

Og dso has a second, secret job. Heis the head of the Thieves Guild for the town. While not too bright
himsdlf, he has severd excdlent advisors. The actua guild meeting room isasmal underground cdllar, the
entrance of which is hidden benesth adice table.

Anyone wishing to join the Thieves Guild must carefully drop hints around town and walt to be contacted.

Back to the Top

Og'sattributesare:

IQ9/MES5/MA 4/PS27/PP19/PE18/PB 6 SPD 9
6th levd (troll) thief

Alignment: Miscreant

Hit Points 48

11 ft tal

Bonuses.

+12 to Damage

+2 to Strike/Parry/Dodge

+2 vs Magic/Poison

ills

Forgery 54/22%

Hand to Hand: Thief (3 attacks per meleg)
Imitate V oices 56%

Locate Secret Compartments/Doors 36%
Pick Locks 45%

Pick Pockets 52%

Recognize Poison 50%

Recognize Precious Metd ¥Stones 42%
Scde Wadls 60%

Speak Eastern, Southern, Goblin 80%
Speak Elven, Western 50%

Speak Troll 100%

Ventriloguism 50%

Weapon Proficiency Large Sword
Wegpon Proficiency Battle Axe (3rd leve)
Wespon Proficiency Knives (3rd leve)

Armour: Usudly dressesin good cloth and studded leather armour A.R. 12, S.D.C. 38. Also has a suit of
chain mall and scde mdl for pecid missons.

Weagpons: Giant size knives (2 or 3), Flamberge (4D6 damage), and a battle axe. Usudly has 1D4x20 gold on
person.



V - Korg'sLivery Stable: These two large stables on the east end of town are owned and operated by Korg,
the only settled and semi-accepted Ogre around. Many people put up with him only because of his uncanny
ability to breed, raise and train horses. He and a number of his human hirelings can be seen each day putting

the horses through their paces. His horses are considered to be the finest north of Sims.

Hewill dways have 3D10 riding horses for sde for 1000+1D4x1000 gold, and trained warhorses for
6000+3D6x1000 gold. He will not sdll untrained warhorses. Any horse owned by the players can be stabled
here for acost of 20 gold per night.

Korg'sattributesare
Alignment: Unprincipled

IQ10/ME9/MA5/PS19/PP14/PE16/PB6/SPD 9
Hit Points 29

Bonuses. +4 to Damage

ills

Horsemanship: Knight (8th leve)

Raise/Breed Horses 89%

Hand to Hand Mercenary (3rd level)

Medica 60/64%

Trap/Skin Smal Animals 62/66%

Prowl 42%

Dowsing 50%

Weapon Proficiency Spears Forks

Math 58%

Cook 60%

Carpentry 58%

Identify Plants/Fruits 50/52%

Pant/Farm Lore 56%

Speak Ogre 100%

Southern, Eastern, Goblin, Dwarven 90%

Armour: Usudly wears soft leather. A.R. 9, SD.C. 20
Weapons: Dagger on person, spear, pitch forks or military fork, usudly in easy reach in the stable.
Carries 2D6x10 in gold and has 1D4x1000 gold hidden in the stable.

Back tothe Top

Fort Ac

Fort Ac - The Military Fort

Thereis a detachment of 300 of the 14th Timiro Calvary Sationed a a smal sonefort just afew hundred
yards to the north of town. Captain Jers Brads is the commander here. He is an honest and duty minded
officer and will brook no funny business from his men. If corruption on the part of one of his men can be
proven, Jers will take steps to make sure the offender is punished.

Unfortunately, heis away from the fort leading patrols or investigating the many smdl thefts from the
caravans about 75% of the time. In his absence he leaves the vastly less conscientious and honest Lieutenant



Camphar Moss, who has made a standing ded with the thieves guild from Ac to buy off or reroute any
patrols in the area of a projected guild attack.

If the players go to the Fort seeking employment, they will be told thet the regiment is enlisting only
experienced (3rd leve or higher) Soldiers, Knights or Pdadins. (Of course, no NPC would ever tak in levels
or Character Occupations; thisis placed here only so the gamemaster and players will understand exactly the
kind of Men a Armswhich are being sought.)

If the players go to the fort to ask for aid, asin manpower, for their quest, and Jers is out of the area, they
will only be able to hire men by promising them no less than 500 gold per person. Even at that, it islikely
that if the going gets rough they will smply get up and leave unless offered at least another 250 gold. There
isa 75% chance that the hired soldiers will leave if trouble starts.

After the adventure, if thereis not enough money for the soldiers to be paid, there is agood chance the
playerswill smply disgppear one night, never to be seen again, meeting with sudden deeth or sold into

davery.

If Jerg isa the fort when the players arrive, thereis no way he will givethem any help a dl - “We hardly
have enough men to cover the regular caravan routes, what with al the attacks going on lately and thereisno
way that we' re going on awild goose chase to Nargash Tor with no evidence but afew loca rumors. If you
can find some red proof, come back and maybe we can do something for you.”

The Terrain Around Fort Ac

Though not heavily populated, thisforest is inhabited by human farmers, woodcuiters, and the like. There are
few animdsin the foreg, it having been settled for some time and most of the realy dangerous beasts have
been hunted out of existence.

However, there isthe occasiond monster or Ogre pack making its way from the Old Kingdom towards
Mount Nargash, picking up the occasiona cow or farmer as a snack on the way. There are aso wolf packs
which roam north from the Brown Plains, meking the occasiond foray as far north as the fort.

Many of the farmers and stock breeders in the forest have average riding horses for sale 20% of the time at
regular price, and nags at “4he usud price (Gamemaster: reduce speed by 15 mph., hit points 3D8, no
dodge)

The Brown Plains

Thislarge, sparsely populated region is recognized only for itslow grasdands. With few trees or anything

more than scrub bushes to break up the landscape. It is home, however, to a number of dangerous beasts,
both two and four footed.

Northwoods and | nhabitants

Northwoods

Very dense and dark, the large number of thickets and the fact that there may be only afew feet between
each tree makes travel through Northwoods a long, arduous task. It normaly takes up to 5 hours to cover one
mile on foot. With the exception of smal pack animals passage through Northwoods on horseback is



impossiblein al but the far eastern section of the woods. Here it begins to thin out as it gpproaches Lake
Magnys. Deer and wild game abound in this area.

These peaceful, idyllic seeming woods are the most dangerous in the region. Only the human inhabited
northwest section is relatively safe. Horses dways act skittish and frightened in these woods. Even the best
trained horse will bolt wildly from its rider if the opportunity presents itself. Presumably the reason for this
unnatura behavior is due to the strange and mystical woodland spirits which are said to live here.

It is said that faeries abound in the Northwoods and that many an unfortunate traveler has fdlen victim to the
Faeries Dance presided over by the great and awful King of the Faeries. Rumor aso tdlls of a demon-haunted
pool and of terrible creatures that crawl down from the mountains.

To complicate matters more, a handful or rag-tag human, Orc and Ogre bandits roam the area preying on
unsuspecting wayfarers.

Faeries

The Faerie Mound

The Faerie Mound, as the players approach it, will appear asasmall hill about 20 feet high and 30 feet
across, Stuated in the middle of asmal clearing. Hundreds of Faerie folk will be seen flying, running or
dancing about the area. A quick ingpection of the area and a successful roll on Faerie Lore will assure the
playersthereis no Faerie Circle here. However, the skeletal remains of an Ogre lays ominoudy among the
flowers and mushrooms atop the mound.

The faeries, being extremdy curious, as wel as mischievous, the players will quickly find themsdves
surrounded by faeries of al sorts. Though a number of these faeries will talk with the players, the rest will
find some rather more imaginative ways to entertain themsdves, diving into the players packs and digging
through their contents, casting anything which does not catch their interest on the ground. Others will tug on
the players hair or clothing or “borrow” afew items from their belts which the faeries are surewon't be
needed. Otherswill fall back on the old standby of tying the player’ s shoel aces together.

After afew minutes of fun and games, a Sprite will fly out from the mound and announce, giggling al the
while, that the players are summoned to gppear before the mighty Balandathor, King of the Faeries. They
will be led, surrounded by a cloud of faeries, around the hill until they see a smal opening on its northern

sde. Asthey watch, this opening will grow larger and larger and the earth will form into steps, until the hole
islarge enough for even an Ogre Sized character to wak down without stooping.

They will be led down this passageway single-file into the dark. Playerswill not be ableto refuse, as there are
enough faeriesin the areato insure there is no way a player could save against a Mesmerism or other spdll of
control. They will walk down about 30 feet until they come to alarge, natura underground cavern.

Upon entering this room, which is 80 feet across north to south, and roughly 30 feet across east to west, there
will be a sudden glare of light. The whole cavern is suddenly illuminated as a number of faeries cast a Sphere
of Daylight. The room is literdly full of faeries of dl descriptions, though aroll on Faerie Lore will reved

the absence of both Toadstools and Pucks. On the far northern wall, set between stalagmites on the cavern
floor, isalarge stone throne. Seated on it is a horrible cregture the size of an Ogre, though no Ogre ever
looked like this.



Its face and hands have the gppearance of toughened leather and are covered by terrible cuts, so that in some
places the skin appears to held together only by very obvious and ugly stitches. Its pointed ears are the only
physica features which identify it asafaerie at dl. In one hand it holds alarge scepter crowned with a

human skull. Standing on its shoulder isa smal faerie which aroll on Fagrie Lore will identify asa Bogie. A
gmilar rall to identify the large creature will leave the party in tota ignorance. No faerie like this has ever

been seen before.

The Bogie will step forward on the creature’ s shoulder and announce in aloud voice that the party should
step forward and kned before the mighty presence of Balandathor, The King of the Faeries. After they do so
he will introduce himself as Mdathar, Balandathor’ s chief advisor. At this point Balandathor will take over
the questioning and demand to know what the players are doing in his forest. His voice is both loud and
grating. He will accuse them of coming here only to hunt for faeries or their tressures.

No matter what the playerstel him the first time, even if it isthe truth, he will accuse them of lying. He will
ask them to prove their good intent by giving up their wegpons. If, in the process of giving them up aplayers
asksif they will be returned later, Balandathor will not answer. If aplayer refuses to give up his wegpons or
if a any time after they enter the faeri€ s mound a player triesto drive the fagries away by magic or other
means, they will dl be summarily gected from the mound. Any items or wegpons which have been taken
from them will not be returned, and they will be ordered to leave and never return.

If dl players give up ther weapons, Baandathor will become much more jovid, saying he believesthem
now, inviting them to afeast. During dl that has been going on, players who are looking about the room will
see anumber of faeries trying not to laugh and not doing a very good job of it. In fact ripples of amusement
can be noticed spreading across the room.

All of this comes from the fact that Balandathor is afake. Heis a puppet operated by magic and Mdathar the
Bogie, who considers himsdf to be the King of the Faerie folk. The rest of the fagries don’t really recognize
him as such, but it keeps Maathar happy and there is aways a good laugh when non-faerie folk meet
“Baandathor”.

Any player who gets within 10 feet of Balandathor can attempt to roll beneeth either thair skill in Medica or
Tailor to identify him as a puppet. Mdathar will never give the show away. However, if aplayer actstruly
terrified of the puppet, afaerie will try to cam him or her down by whispering the truth to himvher.

At “Bdandathor’s’ invitation to afeast agreet cry of joy will come up from the mass of faeries, who will
scetter in dl directionsinto smal tunnelsin the sdes of the cavern. They will return moments later bearing

tiny trays of candies, cooked mests, vegetables and tiny glasses of wine. Any player who can think of apolite
excuse not to join the feadting, such as*1 am ardigious man and this day isaday of fasting for members of
my church” will be dlowed to st out. All atherswill be plied with much food, even by human standards.
However asisthe danger with fagrie folk, al thisfood is magica and each morsel has its own effect. Consult
the following table to see what the effect isfor each kind of food.

Back to the Top

Faerie Food Table

1. Wine: Extreme drunkenness for 4D6 hours. -5 to Strike, Parry and Dodge and -5 from Speed.

2. Walnut Candy: A random phobiais picked up lasting 1D6 days.

3. AlImond Candy: The player’s skin will take on the look and texture of tree bark, temporarily reducing the
player's Physicd Beauty by 6. The effect lasts 1D8 days. No player can have a Physica Beauty of less than
1.



4. Beef Cake: Maeswho et thiswill immediately consder themsdlves to be of surpassng beauty and skill.
Femaeswho eat thiswill fal in love with the first mae they see. Effectslast 1D4 months, though Remove
Cursewill bresk the spell.

5. Duck: Whether the player who eats thisis lucky or not is a matter for consderation. The said player gains
+3 on dl rollsto Dodge, but becomes very timid. The affected player will never lead a charge and would
much rather run then fight. Thiswill last 1D6 days.

6. Skunk Cabbage: This food causesthe player to have arather offensive body odor, which can be smelled
up to 8 feet away. Thissmdl will last only 1D6 hours, but eech player who smdlsthis odor must roll under
hisher Menta Endurance on a D20 to avoid vomiting.

7. Green Beans: Thisvegetable smply causes the player to turn green. Unless a Remove Curseis cast on the
player, the effect is permanent.

8. Cauliflower: This amusing vegetable causes the ester’ s ears to grow four timeslarger than normd. This
will last 1D6 months unless a Remove Curseis used.

Gamemadters are invited to think up extra delicacies for the Faeries' table, as well as more interesting tricks
for the faeriesto play before, during and after the medl.

If after dl this, the players have kept their collective senses of humor, (remember, aslong as no faerieis
serioudy threstened or hurt, the occasiona outburst of frustration or anger on the part of the party will be
vadtly amusing to the faeries and met with cries of “Go get ‘em tiger” and the like.) Baandathor, or Mdathar
if his cover has been blown, will offer to have a number of faeries guide the players to the home of the Druid
of the Northwoods. Whether they accept this or not, dl the player’ s wespons and goods, with afew minor
exceptions, gamemagter’ s choice, will be returned, and they will be released.

Any faerie guide will take them by the shortest route possible. Unfortunately, the entire trip to the Druid will
consst of one practical joke after another, such asleading the party through a patch of poison ivy. Such jokes
can only be avoided by the party keeping their eyes open and their wits about them. The gamemadter is
invited to be as creetive as possible with these jokes, but at least some of them should be avoidable by the
player’suse of their skills. For example: the poison ivy patch trick could be avoided if one of the players
making a successful roll on identify Plants/Fruits.

Severd times during the course of the trip the faeries will stop and demand a song fromthe players or ajoke.
The gamemadter should have the players actualy sing or tell ajoke, with the gppropriate reactions from the
feeries.

While the faeries are with the party no rolls for random encounters are needed to be made as the fagries will
protect the players from al harm.

Malathar the Bogie

IQ6/ME9/MA 8/PS5/PP16/PE12/PB 6/ SPD 19
Hit Points: 36

Magicd Ahbilities dl at 10th leve proficiency
Animate Object

Fog of Fear

Mesmerism

Purple Migt

Spohere of Light

Ventriloquism

Wind Rush

Wisps of Confusion




Naturd Abilities. Nightvision 90 feet, can shape change into any of the following; Large Spider, Scorpion, or
Centipede. He can Scale Walls 92%, and Prowl at 77%

Note to the Gamemaster

Feeries are arather unusual non-player character race and sometimes rather difficult to run. It must be
remembered that fagries, for the most part, are immortd children, with a child’ sinnocence, energy and gift of
laughter. To run, dance and play isdl they desire, with human intruson only amomentary interlude in their
age old games. It isamost impossible for a human to hold a serious conversation with most fagries, except
on an emotiond leve.

Faeries hate to see anyone sad. Their minds are so flighty that only thiswill get through to them, for which
they will do little things for the injured party, such as bringing flowers or replacing some item, but only if it
iseadly available and close a hand. They may go asfar, if amused by the party, as carrying a message or
showing a path, for which they will expect suitable recompense such as a pretty stone (not necessarily a
gem), wine or perhapsjust asong or ajoke.

Faeries will never join with aparty just to “ get the bad guys’ or to gain wedth. Their span of concentration is
S0 short that after thefirgt haf hour they would be flitting away to investigate some flower or other. Inthe
same vein, fagrieswill not attack or attempt to kill the playersif they happen upon them, just because they
arein their forest. They would much rather play tricks upon them, Taking the player’ s equipment, creating
discontent or just plain scaring them. Only if the fagries felt their whole people were threstened or if they saw
one of their kind being hurt or killed, might they become vicious. A band of faeries out for revengeisa
terrible Sght. Even at this, they would not remain angry for long, and would be much more likely to mutilate
the offender than kill him, preferably in amanner which would affect his profession; e.g. awizard might

have his tongue cut out.

While the above holds true for most faeries, there are some exceptions: the Bogie, Spriggan, Toadstool and
Puck. These like to terrorize and hurt people. The Bogie and Sprigganwould much prefer to have dl non
faerie folk out of what they congder to be their areas, and they are more than willing to help them on their
way with a swift kick in the rear or worse, but equaly amusing. Toadstools and Pucks like the intruders dead
or dying, hopefully by some method dow and painful, so they can enjoy it.

The players can make use of the different methods for driving faeries away. If they do so they had better plan
on using the said devices continudly. Any fatering or dip-ups on their part in the use of these procedures
will result in addluge of faeries. Each would be eager to “get back” a the Supid, dly mortas who have
driven them away, even for ashort time, from their ancient playground.

The result of such an atack would not be physicaly harmful, at least not initialy. All of the character’s
possessions, weapons, money, packs and maybe, if the faeries were fedling redly wicked, clothes, would be
gripped from them. To add insult to injury, there would probably be a few fagries stting on the Sdelines
making comments about the various physica and menta shortcomings of the “revedled” characters, after
which they would be released to go their way. How long they would last without their gear is amatter which
would not bother the faeries at dl.

The FaeriesRing

Thisalargering of bare packed earth about 40 feet across. The ring is surrounded by uncountable
multicolored mushrooms. Any player making a successful roll on Faerie Lore will be aole to identify the

rng.



In the center of the ring lies the skeleton of one of Rhaznor’ s Ogre rangers who came hunting one time too
many. On the body thereis a stone ax, a giant Szed dagger and 50 gold pieces.

While there will be no faeriesin the areainterested in dancing when the party arrives, there is a 25% chance
per haf hour spent in the areathat some will arrive and ing <t thet the playersjoin them. If this happens the
faeries will keep the players dancing for 1D8 days.

Salimar
TheDruid's Cave

Asthe players wak down into a dde between two hills, they will be able to see asmdl stream which collects
in apool near an opening in the side of the eastern hill. In the mouth of the cave they will seewhat is
goparently a bear deeping in the sun. If they come closer than 100 feet to the cave, awhite stag with a
magnificent set of antlers will break from the woods to the west and take up a position between them and the
cave. Sitting in the gag’s antlers will be anumber of different faeries, dl of which will be laughing and
pointing at the players.

If the players have been escorted to here by the faeries from the Faerie Mound they will have no trouble and
will be introduced by their fagrie guides. Otherwise there could be agreat dedl of trouble, as the stag is
actudly Sdimar, Druid of the Northwoods in the guise of his totem animdl.

If not introduced by the faeries, Salimar will demand to know who they are and what they are doing here. If
the playerstell him about seeking the lair of Rhaznor he will suddenly becomeinterested. Rhaznor has been
hunting many animas in the woods and has been cuitting down many trees. Because of this Sdimar will tell
the players that while he does not know exactly how to go about approaching Rhaznor’ s Kobold hideot,
thereisaMerrow who livesin Lake Magnys who might be able to help them. He will then give them
directions on how to get to her home.

If brought to Sdimar’s cave by the fagries he will dso tell them thet the last survivors from the Kobold
outpost have taken refuge in the deegpest part of the woods and are under his protection. He will offer to guide
them to their present hideout if the players will swear to tdl no one afterwards.

Hewill go on to explain that the Kobolds are extremely suspicious of everyone, even himself, so while he
can guide them he cannot guarantee what the Kobold' s reaction will be,

Whether introduced or not, Sdimar will change back to his human form, the faeries now stting on his head
and shoulders. He will immediately call the bear to hissde. Any player making a successful roll on the skill
Trap/Skin Large Anima will immediately recognize the bear as being a mountain brown bear. At any sign of
danger, including a player beginning to cast a pdl, the bear will launch itsdf at the offending player.

Sdimar is an extremely gruff individua who does not redly like people. He will not volunteer any more
information than is needed to assure that the players leave his woods as soon as possible. He will not ask
what the playerswant and if they do not volunteer any information he will smply tell them to leave. Any
directions he gives them will be accurate.

The faerieswith Sdimar are very fond of him, for anon-fagrie, and any attack on him will result in the
players having so many Clouds of Sumber spells cast on them they will have no hope of saving againg the
effects.



A specid note Sdimar will dlow no one to go near or enter the smdl cave. This caveis not his, but belongs
to the bear who guards him. Salimar deeps out under the trees and the stars, like any good Druid.

Salimar the Druid
7th level Druid: totem type, Hooved
Alignment: Unprincipled

IQ8/ME13/MA 10/PS7/PP10/PE14/PB 13/ SPD 22
Hit Points 42

Druidic &bilities

+6 to Damage, +2 to Dodge

Recognize qudlity/type hooved animd 86%
Befriend Anima 80%

Cdm Animd 78%

Control anima 62%

Summon Totem - General 72%

Summon Totem - Specific 64%
Metamorphosis - Induce 72%

Revert to animd 1Q 15%

Chance of freezing in animd form 7%
Chance of permanent shape change 7%

Sdimar dso hasafamiliar in the form of aweasd which will never be seen by theplayers unless one of them
attempts to attack Sdimar from behind. A warning squed from the weasd will result in a quick attack by the
bear. Sdlimar uses no wegpons & al, depending on his friends for help in hunting and defense.

The Mountain Brown Bear

Hit Points: 54

8it tdl, 700 Ibs

2 attacks per melee
claws do 1D8 damage
bite does 1D6 damage
Bonuses.

+2 to Strike

+6 to Damage

The Gnome Tribe

The Gnomes live in Northwoods under the protection of Salimar the Druid and, by extenson, the fagries.
There are only twelve of them and they range throughout Northwoods, never saying more than afew daysin
one place. They have many hiding holes dug throughout the forest and if pursued will Prowl to the nearest
one and hide, gpparently disgppearing from view.

Though extremely dhy, they are curious. Resulting in an excdllent spy system set up with the faeries bringing
them news of any strangers moving through their region of Northwoods. They will attempt to get close
enough to the party in order to find out what they are doing in the forest.



Only one or two of the tribe will come within viewing range of the party. The rest of the Ghomes will wait a
safe distance away. They will, however, stay within hearing range in case their scout needs help. If spotted
by the party and chased, dl the Gnomes will attempt to Prowl away to one of their many hiding holes. If one
is captured, the rest will send word to the Druid via the fagries. If any atempt to harm the Gnome is made,
any faeriein the vianity will cometo the aid of the captive.

The Druid will arrivein 1D6 hours, and will demand the release of the Gnome “or sg’. The“or ds2’ isan
attack by 4 mountain brown bears. Any players who survives this attack will be put to deep by the faeries
and will wake up a prisoner of the Pucks at the Ruined Temple.

It is possble that the gnomes will attempt to make contact with the party. Thiswill occur only if a Human,
Elf or Gnome player wanders away by his or hersdlf from the main group. If this player can roll below his
Physicad Beauty on a 20 sded die, then he will be met by Bosen, chief of the gnome tribe.

If one of the gnome scouts is heard or spotted, and the party instead of chasing them, calls out that they wish
to talk, there isachance, if the person who istaking can roll below his Mentd Affinity on a20 sded die,

that Bosen will shout to them over a distance to see what they want. Gnomes are not supid and will notice if
any of the players snesk off from the group. If any of the players attempt to Prowl into the forest and snesk
up on Bosen or the other gnomes they will know it and al will run and disappear into the woods. They have a
right to be nervous ofgtrangers. Not al the folk who walk into Northwoods are on amission of good, and
there are those who hunt for gnome flesh in order to sdll it a ahigh price to those races which favor it.

Thereis no possible way the gnomes will make contact with any group which contains Goblins, Hob-
Goblins, Kobolds, Orcs, Ogres, Trolls or Dwarves.

If friendly contact is made with the gnomes, they will do al they can to help the players. Bosen isaHeder

by professon and will hed the wounds of any member of the party who isinjured. They will dso re-
provision the party if needed, including wineskins of gnome de (one quart each). While they will not leave
the protection of the degp woods, the gnomes will arrange for faeries to guide the players to the Druid' s cave,
if they have not yet been there. The faeries, playful as dways, will take them by arather roundabout route,
stopping firg at the faerie mound to show the party off to their friends.

Bosen the Gnome Healer and Tribal Chief

IQ10/MES5/MA11/PS6/PP16/PE16/PB 14/ SPD 15
4th level heder
Alignment: Scrupulous
Heding |.SP.: 62

Hit Points: 36

Heding Abilities
Exorcism 24%
Hedling Touch

Lud for Life

Negate Toxins
Resurrection 48%
Soothing Touch

Bosen will do aResurrection only if he feds it was his fault the player died; eg. If there is an encounter
rolled while the players are with the gnomes.



Because of hishigh Physicad Prowess, Bosen is +1 to Strike/ Parry and Dodge. His high Physical Endurance
gves him +1 to save vs. magic or poison.

Bosen wears studded leather armour, A.R. 12, SD.C. 30.

He uses alight crossbow and dagger. Heis +2 to Strike with the crossbow and fires 3 bolts per round. With
the dagger heis +2 to Strike, +1 to Parry and +2 to Throw.

Asthe remainder of the gnome tribe does not fight and will only run from encounters, no satigtics will be
given for them, other than the average number of Hit Pointsis 18.

The Kobold Road

The Kobold Road Trap System

The Kobold Road is a marvelous congtruction of stone and enchantment. A permanent Wither Plant spdll has
been imbued into the very stone of the road, so that its entire 30 mile length through Northwoods is
completdly free from vegetation. Any Man of Magic who has the ability to Recognize Enchantment can
attempt to recognize and identify the spell.

Until the Kobolds were so ruddly gected from their stronghold in Mount Nargash, the road smply provided
quick and easy access to and from the mgor caravan routes. Recently the Kobold survivors have been usng a
secret facility to capture food, the two legged variety, and in doing so have spawned the myth of the cursed
road.

One particular short stretch of road, no more than a hundred feet long, which lies degp in the heart of
Northwoods, was specialy constructed to capture unwanted users of the road, and to serve as aforward scout
post.

Here, beneath the surface of the earth, lies a series of chambers and deadfals/holding pens which keep secure
any unfortunate who activates one of the traps.

The trap system operates as such: as stated earlier, the surface of the road is made up of blocks of stone,
granite to be precise, ten feet long by six feet wide. Within the trap zone ten of these rectangular Sones are
hinged at one end so that when stepped on the unhinged end of the stone drops down at astegp angle. In
effect it creates aramp which the victim dides down and then into one of the holding cells below. As soon as
the weight of the victim is off the stone an automatic series of counterweights pull the stone back up and lock
it in place, ready for the next victim.

All playerstraveling on the road through this area must roll a D20, aroll of 1,2, or 3 indicates that a player
has falen into one of the traps. Roll 1D10 to determine which trgp the player hasfdlen into.

If the player has a Physical Prowess of 12 or more, he/she can atempt to legp off the trap as it opens. In this
case both the gamemaster and the player should roll a D20, adding on any bonuses to Dodge. If the player’s
total is higher than the gamemagter’ s then the player haslegpt clear of the trap. Otherwise the player will fall
and take 1D6 points of damage in the process.

TheKobold Trap Vaults



Room A - Thissmal room is now being used as a barracks by the twenty surviving members of the Kobold
garrison from the Nargash-Tor stronghold. The floor is covered with deeping pallets and litter. Thereisaso
an extremely offensve amdll to the room. It is asif something died in it recently, which is probably not too
far from the truth.

On the west wall there is a narrow stairway made of stone going up towards the surface, under the road. This
leads to one of the paving blocks, which due to a set of counter balances smilar to the ones on the trap
blocks, can easily and quickly be raised and lowered to dlow exit. If a player makes a successful roll on
Locate Secret Compartments/Doors, he/she will be able to find this access route. Otherwise the traps are the
only way in. In the north-west corner of the room thereis a small periscope which can be pushed up. When
raised, the top of the periscopeemergesin aclump of bushes to the north sde of the road and cannot be seen
from more than five feet away. It certainly cannot be seen by anyone traveling on the road.

Room B - Thisroom is being used as a cooks room, pantry and armoury. On the south wall isasmal
cookstove on which a pot of stew is bubbling. Hanging from the west wall are parts of whét is apparently the
main ingredient of the stew. It appears to be an Ogre. On the north wall hangs alarge variety of weapons and
shields, dl of Kobold size. With the exception of afew short swords which could be used by the larger races,
only Kobolds, Dwarves Gnomes, Goblins and Hob-Goblins can use these wegpons. All are of ordinary
quality. Asin Room A thereisagtarway to the surface and a periscope.

Room C1 thru C10 - These aredl holding cdls. With the exception of afew crawling insects they will be
empty, should one of the players drop in. The walls are made of stone, polished so no one can climb up the
sdesof thewadls. The only exit in each room is a stout wooden door with reinforcing straps of iron running
across it. Each door can take 100 S.D.C. of damage before collapsing.

Within 1D10 melees after a player hasfdlen in, a Kobold will arrive to see what it has caught. He will not
open the door but will look through a peep-hole. Depending on the Size and the apparent ferocity of his
captive he will go and fetch up to ten of his comrades to help subdue their guest. Thereis, of course, no light
down here as Kobolds have excdlent night vison.

These Kobolds are much more interested in lunch than they are discussion, with the player acting as the blue-
plate specid. Their only god a this point is to subdue and kill the player as quickly as possble, with little
injury to their own numbers.

At fird they will cal into the cell and tell the player to lay down his wegpons and surrender. If the player
does so the Kobolds will swarm in, bind him and with no ceremony st the player’ s throat. If the player
ressts then they will atack him en masse,

The player’ s only hope in this Stuation isto talk fast while the chance is available, telling the Kobolds that
the group is going to Nargash- Tor to get Rhaznor. If he doesthis, dl attacks will cease and the Kobolds will
withdraw. Shortly after this Urylic, the commander of the Kobolds will arrive to question the player.

Back tothe Top

Urylic'sattributesare:

4th leve Soldier

Alignment: Miscreant

Hit Points 27

alls

Hand to Hand, +2 to Damage, +3 to Parry and Dodge, 2 attacks per melee



With Large Sword he is +2 to Strike, +2 to Parry.
Dressed in chain mail armour, A.R. 13, S.D.C. 32
Carries aBastard Sword, +3 to Damage, +1 to Parry.

Urylicisdressed in an amazing display of Kobold bettle art. There is not a part of his armour, from the top of
his spike encrusted helmet, to his spiked knee caps, which is not meant for attack aswell as defense. This
auits his persondity rather well, as there is nothing he enjoys more than a good fight.

However, he has not kept himsdlf and his men dive just by fighting. With his1Q of 21 heisageniusand

only his brilliance has alowed even these few remnants of a garrison of 300 tosurvive. He will demand from
the player the reason why the group is seeking Rhaznor. No matter what the answer is, aslong asthe player
can rall below his Mentd Affinity on aD20, Urylic will believe him. However, if there are some blatant

errors, such as saying the Faerie Mound is in the southern area of the forest, or that the Druid of Northwoods
is named Maathar, Urylic will have the player tortured to get the “truth” out of him. Urylic will apologize

that they cannot perform the torture as elegantly as they could at the stronghold, because they did not have
timeto bring dl their tools with them. Unless convinced otherwise, he will presume that dl the characters are
after isthe kobold treasure at the stronghold.

If Urylic believes the player’ s story, he will give the party amap of the stronghold and an explanation of
what will be found in each room, or at least what the Kobolds had in each room. Urylic will loan the group
three of hismen to ad them in their assault on Rhaznor, but only if the player’ s character specificaly
requestsit, and can roll below his Menta Affinity.

If aplayer ends up being tortured for lying then he must attempt to roll below his Mentd Endurance on a
D20. A faled roll indicates thet the player has spilled his guts, telling Urylic everything he knows. If a
natura 20 isrolled the player will pick up arandom insanity. The player must rall for each 5 minutes of
torture and for each 5 minutes of torture the player will aso take 1D4 points of damage. The torture will
continue until either the player talks or dies. If the player taks, Urylic will ill give the character the map,
with asincere “Why didn’t you say o in thefirst place?

The above trap and torture scenes will come about only if the players travel unwarily through the trap zone.
If they are brought by the Druid, Urylic will come to the surface to talk, though only at night. Once he hears
that the players are seeking to find Rhaznor he will automatically give them the map of the stronghold,
though again he will only give them three of his men if they ask for them.

In either case, Urylic will, as things progress, explain how he and his men came to be here. About 50 years
ago a contingent of Kobold soldiers and miners traveled from the Old Kingdom to Mount Nargash, where
they discovered large deposits of both iron and gold. At the timeit seemed ardatively safe placeto start a
new outpos,, far enough away from any town or city in Timiro not to have to worry about being bothered.
The exact location of the outpost was carefully chosen for defense.

Nestled at the far eastern end of Nargash-Tor, with Ridmarsh covering the entire entrance way, the Kobolds
built what came to be known as the Kobold Road as the only way in or out of Tor. With the Road being only
10 feet wide and the swamp on ether Sde of it, five or ten determined men could hold off asmdl army.

For anumber of years things went on fairly well. The outpost grew as the mine shafts were extended, though
they were nothing compared to some of the underground citiesin the Old Kingdom. Then about ayear ago, a
dragon came down out of the mountains and attacked the outpost. Though it was too large to get past the
entrance hdl, dl of the corridors being only 5 feet high, it blocked the only exit to the outside and freedom.



Over three-quarters of the garrison died in the initid defense againgt the dragon, or in subsequent attempts to
drive it away. After about two weeks it seemed to grow tired of this sport, or perhaps it smply had itsfill of
Kobold flesh. In ether case, it disappeared one night, literaly before the eyes of the defenders. Having used
no magic before this, a least none that had been noticed it was presumed to have been playing with the
garrison as acat will play with amouse.

The remaining forty or so Kobolds then went about the business of rebuilding the outpost. About a week later
amixed group of Ogres and Orcs arrived at the entrance to NargashTor saying they had heard of the dragon
attack and were looking for work, offering their services as mercenaries. Againgt Urylic's advice, the
commander of the garrison agreed to hire them.

Things settled down for about two months. Then one night, when Urylic was out on night patrol, they were
met by fleeing members of their garrison who reported that the mercenaries had mutinied, killed the
commander and attacked the rest of the Kobolds.

Hearing al the sordid details, Urylic decided that the outpost was alost cause and lead the remaining
Kobolds into the woods and the security of the trgp vaullts.

Since that time, afew months ago, Urylic has heard much about the bandits now occupying their home and
of their chief, Rhaznor. The one commanding desirein hislifeisto see Rhaznor put to death, dowly and

partfully.

Indl of these situations Urylic will make clear that he expects, if the players are successful in clearing out
Rhaznor and his bandits, that the outpost and any vauables originaly belonging to the kobolds be returned to
them. The players can have anything which the bandits have stolen and brought to Nargash+ Tor, but dl items
of kobold manufacture are to remain there,

Not to do so will gain the players a bad reputation with the kobolds and their dlies throughout the Old
Kingdom and Timiro and the undying enmity of Urylic and his men.

Prancer’'s Ruin

The Ruined Temple

It isfrom here that the rumors of a demon-haunted pool originate. As the players approach the areathey will
See aclearing about 150 feet across and 200 feet wide. Within this clearing are the burned out ruins of what
was gpparently asmall temple and pool whose water glows red. They will dso see three or four wild boars
rooting around in the weeds around the temple.

If anyone uses ether apsionic or magica Sense Evil the ruins will detect as definite evil, while the poal will
show as good.

Within this pool isimprisoned the spirit of a Padin who was killed while helping to destroy the temple,
which was dedicated to the worship of demons and devils. Any player who looks at the temple and then
makes asuccessful Religious Doctrines roll will be able to identify it as such.

The only way to lay the spirit of the Paadin to rest isto get his bones, which lie at the bottom of the pooal, 25
feet below, and give them a decent burid. If the players approach the poal the paadin will use telepathy to
contact them and ask that this be done.



He will, however, warn them that there has been a curse laid on the pool by the same demons which
imprisoned him here. Anyone who enters the pool must save versus insanity or become a manic-depressive,
garting with the depressive date. (see Insanity Tables in the Pdladium Fantasy RPG)

I this happens the player will not attempt to retrieve the bones of the Paadin, but will instead Smply return

to the bank of the pool and gtart crying. After al “What' s the use, he's damned, we're al doomed, why don’t
we just kill ourselves and save someone e se the trouble?” Though the player will not actudly attempt

auicide, it isdl hewill tak about aslong as heisin the depressive date.

If the players are successful in retrieving the bones of the Pdadin and give them a decent burid, he will
express his gratitude by telling them the location of his Holy Sword. He managed to hide it just before he was
killed, burying it benesth some rocks just to the north of the clearing. This holy broad sword can only be
handled by someone of a Good dignment, al others take 1D4 points of damage per round. This wegpon has
the abilities of Healing Touch (4D6) three times per day, usudly glowing white, the glow will become red
within twenty feet of evil.

The players, however, will not go unopposed in ether burying the paladin or collecting his sword. The four
boarsin the area are not red animas, but are actudly polymorphed Pucks. The paadin does not know this
sgncethey are dwaysin animd form when in the dearing.

If the playerslook like they are going to be successful in gathering the paadin’s bones from the poal, the
pucks will try to work their way around behind the players, trying to gppear asinnocuous as possible. They
will then change into their natural forms and attack from the rear trying to drive or knock dl the playersinto

the pool.

The Pucks

Naturd Abilities

Nightvision 60 feet

Pick Locks 45%

Pick Pockets 55%

Polymorph into a goat, dog, pony or wild boar.

Prowl 50%

Recognize Poison 72%

Three attacks per melee, bite does 1D6 damage, claw does 1D6 damage.

#1: 1Q 4/ME 6/MA 7/PS 3/PP 16/PE 11/PB 5/SPD 16
Hit Points 33, +1 to Strike, Parry and Dodge.

#2: 1Q 10/ME 11/MA 9/PS 9/PP 13/PE 11/PB 3/SPD 16
Hit Points 33

#3: 1Q 5/ME 11/MA 6/PS 6/PP 17/PE 9/PB 10/SPD 10
Hit Points. 27, +1 to Strike, Parry and Dodge

#4. 1Q 6/ME 6/MA 14/PS 8/PP 17/PE 13/PB 8/SPD 9
Hit Points: 39, +1 to Strike, Parry, and Dodge

The pucks spend many nights running through this area of the woods carrying torches and screaming and
making other strange noises Thisis what has given the area a reputation of being haunted by a demon.



Ridmar sh

Ridmarsh isadimy, sucking, quaking sivamp which leads to nothing quicker, or more certain, than desth.
Along with its many deadfalls and patches of quicksand there are poisonous snakes and insects. Both pucks
and toadstool faeries make this dismd place their home. Attempting to cross Ridmarsh on foot, other than by
using the Kobold Road, is a path to certain and unpleasant death.

Lake Magnys

A large fresh water lake, Magnys lies to the north of Nargash-Tor. Once the home of many Merrows, the race
has al but died off over the centuries. Now there are fewer than 20 I€ft. If the players have been given
directions by Sdimar the Druid on how to find the home of the merrow, they will have no problem finding

her sunning her rather pretty self on arock. Otherwise the players have a cumulative 10% chance per day,
when searching the banks of Lake Magnys, of finding her. In either case she will greet them in afriendly
manner introducing hersdlf as Shila

At firgt Shilais not concerned about who they are or their plight. However, after hearing the entire story she
will confessthat she knows a secret way into the stronghold. Shilawill show (not tell) them this secret
location only if the group will pick some herbs for her. The herbs are found on the largest of the Watercrest
Hills, aseries of smdl rolling bluffs between Lake Magnys and the Northwoods.

On the top of the largest hill there isa smal depresson where certain very specid plants(watercressto be
exact) grows. For an armful of these plants she will guide the party to the secret entrance.

If the players agree to do so they will have no problems in reaching the summit of the hill, finding alarge
circular depression 20 feet across and 10 feet deep. On the western side of the depression isthe opening to a
cave, about 10 feet across. The whole bottom of the crater is covered with watercress. The players can esslly
walk down and gather as much asthey like.

If any player goes over to the cave and looks in they must roll under their Mental Endurance on D20 or
scream, because in the cave, not more than 10 feet away from the player looking in, is adragon. Unknown to
the group this is the same one that destroyed the kobolds at Nargash Tor. If the player screams the dragon
will awaken and prepare itsdlf for battle, though it will not emerge from the cave.

Thisfearsome beast is a Night Stalker. Night Stalkers are dmogt blind in full daylight having aday vison
range of only afew feet. Consequently, it will not endanger itsdlf by emerging from its cave during daylight
hours. Rather it will wait in the darkness of its cave for anyone foolish enough to try to attack it.

If the player does not scream and wake the dragon, then the group can, if it wishes, Smply pick up their
watercress and leave.

Shila does not know that the dragon is keeping its den on the hill and will be very gpologetic about it when
the players return.

She will then, as agreed, take the party to the secret entrance to Nargash-Tor. She will lead them to the far
southern edge of the lake, she swimming, the group following her on land. At apoint directly below the
mountain she will stop and cast a Part the Waters spell. Asthe waters part back, the party will be able to see
the entrance to an underwater tunnel. The passageway |eads to the Water Pumping Room (3F), on the lower
level of the stronghold. The Part the Waters spdll lasts only 30 minutes.



Rhaznor’s Stronghold

The Valley of Nargash-Tor

The valley between the arms of Nargash Tor is covered with low, stunted bushes. Much of the ground is wet
and soggy, incapable of supporting large trees. However ample ground cover is supplied by said bushes, most
of which are not taller than 2 or 3 fedt.

The point a which the kobold road enters the Tor is watched by an Orc stationed nearby. If anyoneis spotted
crossing the road, and they will easily be seen up to amile away, the Orc will sound an darm which will
summon the standard patral. If the party crossng the swamp looks unusualy large or powerful, arunner will

be sent for reinforcements which will double the sze of the reception committee.

Meanwhile, a Nargash Tor stronghold, the Ogre and Orcs will be preparing for an attack. Water will be
boiled, ready to pour down on any attackers. Bowmen will take up positions in the barbican and spearmen
will make ready a the main gate.

If theroad is crossed at night the playerswill have a better chance of success. Two Ogres guard the road at
night, with four wolves for companionship. The wolves will smell anything which passes within 50 feet of
them, 100 feet if the wolves are downwind of their target. They will howl out an darm if they smdl a

member of any humanoid race. They will do the same if anyone snesking through the bushes less than 100
feet away falsto make aProwl roll. The Ogres and wolves camp on the road itself, 200 feet from the edge of
the siwvamp.

Once the wolves have sounded the darm the ogre will light asignd fire which can be seen a the stronghold.
It will take the bonfire 1D6 meleesto flame up properly and it will be 1D6 melees after that, that someone at
the stronghold will seeit. So, if the party moves fast enough, they can eiminate the Ogres and wolves and
put out the fire before any warning is given.

Approaching Rhaznor’s Stronghold

Asthe players gpproach the stronghold, they will see the shear side of Mount Nargash rising above them.
Thefirgt Sgn they will have that they are nearing their god is the widening of the road, which becomes 40
feet across when it enters the stronghold. Asthey draw nearer, they will see that at the bottom of Mount
Nargash the road disappears into a barbican. The barbican is ssemingly carved out of the solid granite of the
mountaingde.

A barbican isaspecid defensve congtruction, roughly appearing like an arch or bridge, through which a
party must pass to reach the interior of the stronghold. The characters will know that barbicans are normally
equipped with stout doors, and sometimes a metal portcullis, that isto say ametd grill which dides down to
block a passage but ill dlows the use of bows and spears. A barbican has arrow dits for the shooting of
arrows, both on the front of the structure and on the indde. These dits usudly face the passage through
which dl traffic moves. This combination of defenses makes a barbican extremely difficult to crash through.

This particular barbican is 35 feet tall and 70 feet across. The middle of the barbican is pierced by an arch 40
feet across and 25 feet high, through which the road goes. On each side of the barbican facing out away from
the mountain there are two rows of arrow dlits, one row fourfeet off the ground, the other about 30 feet off
the ground.



The exterior wals of the structure and the side of the mountain is covered with sharpened metd spikes about
three feet long, danting down towards the ground. Each spikeis set into the rock no more than one foot from
any of itsneighbors. Thisisto prevent the use of scaling ladders.

The arch continues about 20 feet under the barbican where it meets the remains of two large bronze doors,
carved with demon faces which are 25 feet tal each. The door in the right-hand side has been severely
damaged and is hanging from one hinge, with huge gouges in the metd.

Rhaznor’s Stronghold - Level One
Gamemasters Note: Unless otherwise sated, dl corridors are only five feet high, dl rooms are 15 feet high.

Room 1A: Barbican, North side- Normaly an empty room, it will befilled with a number of bowmen and
spearmen in case of attack. There are dways two 25-foot pikes hung on theinterior east wal for use through
the arrow dits on the south wall facing the road. There isa spird staircase in the north-east corner of the
room which is the access to the barbican’s upper level.

Room 1B: Barbican, South side- Bascaly identical to the northern section of the barbican, except that the
spira saircaseisin the south-east corner.

Room 1C: Dead Zone - Asthe players enter this areathey will see another set of bronze doors the same sze
as the ones they have just passed through only 20 feet ahead of them. Aswith the first set, the right-hand
door has been amost pulled off its hinges.

Room 1D: Main Entrance Hall - Thisisalarge room, the calling of which is 20 feet above the ground and
is supported by four pillars, carved with scenes of Kobold war victories. Directly in front of the main bronze
doors there is awagon loaded with dl kinds of wooden refuse and straw. During attacksit is pushed into the
breech caused by the smashed doors in order to dow down any invaders.

In the south-eastern corner of the room there isapile of rotten bodies, mostly Kobold, but with afew other
races thrown in. None appear to be wearing wegpons or armour, but a search of the pile will leave the
searcher reeking of rotten flesh, athough 20 gold pieces thericher. All the dead, if someone can make a
successful Medicd roll, gppear to have died from violence, though there are one or two who have no marks
onthem at dl. Most of them have sections missing and there are anumber of chewed bones to one Sde of the
pile.

There are five double doors in the room, each pair measuring atotd 8 feet tall and 10 feet across.

The wdlls of the room itsdlf are impressively painted with scenes of Kobold victories from ages past. A large
number of places on the murds have been defaced and graffiti has been painted, and written in what appears
to be adiaect of Elven. Any changdling in the group will be able to recognize the writing as changding.

Room 1E: The Stable- The smdl of horse dung is quite strong in thisroom. There are 24 separate stals
here, though most are obvioudy empty. A quick search will reved three fair quality horses which are il
dive, though bardy, and the chewed bones of five more. It will be obvious to anyone with Horsemanship of
any type, that these beasts have not been well cared for. The reason that the smell of dung is so strong in the
room isthat, ingtead of the muck being cleared out it isSmply left where it fel and the horse moved to a
clean gdl.

One of the horses has become extremdy nervous and if anyone enters his sl he will kick at them. If the
player runsout of the stal and does not say that he is shutting the door, the horse will bolt out the door and



gart running around the stable area, kicking at anyone who getsin itsway. The other two horses are very
gentle.

Back tothe Top

Room 1F: The Hayloft - Thisroom isfilled with alarge pile of hay in the center of the room. On three of
the wals are huge mangers filled with baes of hay. On the north wall are huge bins of oats and bran, most of
which iswet and rotten. The haystack, however, has remained relatively fresh and would make a good place
to hide.

Room 1G: Wagon Storage - In thisrather large room are three completed and relatively unharmed wagons.
Oneisobvioudy ahay carier, the other two appearing to have been made to carry heavy loads. Around the
floor are the burned and smashed parts of a number of other wagons, mixed with agreet ded of rotten straw.
On the eastern wall are two large double doors, each of which is 15 feet across and 10 feet high.

Room 1H: Wood and Blacksmith Shops - This room was a generd workshop for the wagon maker
(wainwright), blacksmith, barrel maker (cooper) and whedwright. The entire southern wall is taken up by
severd black smithing forges and tools, dong with agood stock of wrought iron bars. The eastern wall holds
the wood supplies, stacks of long seasoned timber, wooden blocks, shingles and boards of al sizes. The
northern wall is taken up by one long carpenters bench and a pulley system for building wagons. On the
benchisafull set of carpenterstools. Stacked under the bench are five barrels, two of which are empty, two
have grease in them and one s filled with a flammable varnish which will burn like ail.

Room 1I: Front Stairwell - Upon entering this room the players will see another set of double doors directly
in front of them. To the north isaflight of sairs going up to the second leve. To the south isaflight of gairs
leading down to the caverns.

Main Hall - While nothing more than anormd kobold halway, with its five foot high cellings, if the players
enter the eastern section of the hall they will notice a series of heavily grooved markings on the floor. These
lead from the ramp by the southern stairway and run to the eastern moat door of the Metalsmith’s and
Armourer’ s Workshop. This track was caused by the heavily laden carts of processed ore being pushed up to
the workshops from below.

Room 1J: Jeweler’sWorkshop - A heavily congtructed oak door with many sted strgps and rods oniit bars
the entrance to the jewedler’ sroom. This door is locked, but there is an obvious keyhole under the latch.
Attemptsto pick the lock must be made. The group can, of course, smash the door open but will create quite
aruckus. Thelock hasan S.D.C. of 50, the door itselfhas an S.D.C. of 200.

Within the room itself there are four smal tables each of which has a complete set of gem cutting and
polishing equipment on it. Any actual gems have been removed to the main treasury updtairs.

In adrawer in the northwestern table there are five pieces of cut glassthat look like diamonds. A successtul
roll of Recognize Precious Metad/Stones must be made in order for a character to recognize them for what
they are. A failed roll meansthe player in question will believe each “gem” to be worth 500 gold pieces.

Room 1K: Metalsmith’sand Armourer’s Workshop - In thisroom the kobolds made their norma, as well
as magic wegpons and armour. The south wall of the room is one long continuing series of tempering

troughs, each of which contains a different solution. If any player dips awesgpon into the fluid in the
southeastern corner that wegpon will strike as a magica wegpon, though without bonuses to strike, parry and
dodge, for 1D4 days.



The middle of the room is covered by along worktable, which isitsaf covered with various tools, hammers,
tongs, meta bar stock and anvils.

Back tothe Top

Room 1L : Gold and Silversmith’sWorkshop - Aswith the Jeweler’ s workshop the doors to this room are
heavily protected and locked. All precious metas have been removed, leaving only four large worktables, a
complete set of tools for working precious metals and a smdl crucible and furnace in the northeast corner of
the room. Doors have an S.D.C. 200, locks S.D.C. 50.

Room 1M: The Dining Hall - The center of the large rectangular room contains two long stone tables with
accompanying stone benches. All appear to have been carved from the rock of the mountain itself. On the
northern wall there is araised stone platform upon which there is a sone throne, gpproximately the right sze
for akaobold.

There are no decorations on the walls, but near the celling the players will notice the torn remains of cloth
from what might have been tapestries.

On the eastern wall there are two small double doors. While not locked in any way, neither has any sort of
handle on it. The southern door can be pushed to open from this side, but the northern door can only be
pushed from the other side. The southern door is marked with the kobold word for “in”, while the northern
door is marked with the word “out”.

Room 1N: The Kitchen- The south wal of thisroom is taken up by severd large cookstoves of the cod
burning sort and one large open hearth. The eastern wall has one long worktable set againgt it, with avariety
of pots, pans, spatulas and other cooking utensls hanging on the wall aboveit.

The north wall hasasmall door in it which leads to the pantry, as well as two smdl tables, one on ether Sde
of the door.

The pantry isavery cool room, suitable for storing perishable items. The group will be able to see a variety
of items on the shelves, including bags of flour, barrels of wine, and many kinds of mests hanging from the
caling including a good sdlection of what are gpparently humanoid limbs, mostly kobold in origin but with a
few that look like human or df.

Section 10: The Back Stairwell - Another sairwell identicd to 11, with the northern set of sairs going up
to the second level and the southern taircase going down to the lower leve.

Room 1P: The Watchroom - Thisroom was originaly used by the kobold commander of the watch. As
mogt of the furnitureistoo small for the ogres and orcs to use, much of it has been smashed and piledina

corner of the room. The leader of the orcs usesthis as his private quarters. Thereis aratty bundle of cloth

near the west wall which he uses as adeeping palet.

In the northern wall of this room there is a passageway which leads to the barbican. Both at this entrance and
at apoint further up the passageway there are portcullises which can be dropped to bar the way of pursuers.
They can only be raised from the defenders Sde of the portcullis, by using awinch st into the wall.

Section 1Q: Passageway - This passageway is Smilar to the one in the watchroom. It not only leads to the
southern barbican but is aso the only access to the garrison room and the armoury. As with the watchroom,
there are portcullises which can be dropped right at the entrance as well as further up the passageway.



Room 1R: The Garrison Room - Thisroom is now being used by the orcs as a deeping room. The cots of
the kobolds having been too smal for the orcs to deep on have been broken up and the rubble piled in the
northwest corner of the room. The rest of the room if filled with dank, stinking straw, once fine tapestries that
have been ripped into blankets and anything el se the orcs could find to make bedding out of.

If the players search this room they will find 100 gold, two rubies worth 200 gold each, and a veritable army
of fleas which will attach themsdlves to the searchers,

Room 1S: Armoury - This room used to be the kobold Armoury, however al of the wegpons have now been
removed and the room left empty.

Back to the Top

Rhaznor’s Stronghold - Second/Upper L evel

Room 2A: Barbican, north room - Thisroom isidentica to barbican room 1A directly below it. With the
exception of adoor in the south wal which leads to the killing trap.

Room 2B: TheKilling Trap - Thisisastandard part of the defenses of a barbican. Thefloor is covered with
holes sx by sx inchesin sze which pierce the rock directly through the top of the arch over the road.

Through these holes arrows can be fired, or much more effective boiling hot water or oil can be poured upon
the attackers below.

In the southwestern corner of the room thereis afurnace over which thereisalarge (50 gdlon) cauldron
hanging. This caudron is always kept filled with water hested to just below boiling. In case of attack, the
furnace is heated up and the water boiled. It can be dumped on to the floor and through the holes by means of
alever on the sde of the furnace, Anyone who has this water poured over them will take 3D6 points of
damage, armour supplying no protection, and must make a successful save vsinsanity or run away.

Thereisadoor directly beside the furnace and a cauldron on the south wall which leads to the southern
section of the barbican.

Room 2C: Barbican, south room - Thisroom isidentica to Room 1B directly below it.

Room 2D: Kobold Sleeping Quarters - All of these rooms have been ransacked, the beds and furniture
destroyed and strewn about the rooms. Nothing of interest will be found here.

Room 2E: Sleeping Quarters - An ogre has taken thisroom as his own. The floor is covered with straw and
blankets. In one corner of the room the remains of old Kobold furniture is piled. The room has a decisively

bad odor originating from the large amount of food scraps | eft rotting on the floor.

Room 2F: Sleeping Quarters - Same as 2E

Room 2G: Seeping Quarters - Same as 2E

Room 2H: Sleeping Quarters - Same as 2E

Room 2I: Sleeping Quarters - Same as 2E

Room 2J: Washrooms - These are designed for use by kobolds and are much too smal to be of any useto
ogres. There are three washing fountains in the room which have running water, &t least aslong as the daves



in Room 3F in the lower caverns kegp pumping water. One of the fountains is on the east wall, another ison
the west wall and the last isin the middle of the room. There are 16 gdlsin this room, each aso equipped
with running water.

Room 2K: Private Quarters - Thisisone of the few roomsin the stronghold designed for use by races
larger than Kobolds. Normally guests or ambassadors visiting here used this room. The room has been taken
over now by one of the ogre chiefs who is making good use of a bed actudly designed for larger folk.

The chief ogreis one of the few beings in Rhaznor’s band who is alowed to have his own treasure and not
have it placed in the main treasury under Rhaznor’ s watchful eye. Thereis a strongbox under the bed, locked
of course, which contains 500 gold in Eastern currency. Thelock hasa S.D.C. of 40.

Room 2L : Sergeant of the Guard - Thiswas the room kept by the kobold sergeant of the guard as he
guarded any prisoners. Relatively untouched, there are three smal desks in the room where the sergeant and
his assstants kept the watch. The walls are covered with avariety of wegpons, but al are of kobold sze only.
A larger being could use a Kobold bastard sword as a short sword, but that is about al that could be used. If
looking for a particular type of wegpon there is a 50% chance it can be found here.

Thereisadoor in the southern wall of the room which leads to the cell room. There are ten barred cellsin
here, al of which are empty. In the center of the room there is awooden table, much of it has been stained by
blood. The table was used for torture and there are a series of adjustable straps bolted to it. The west section
of wall near the entrance is covered with avariety of devices of torture, including thumb screws, foot
crushers, eye-gougers and a host of others.

As the main wegpon storage room in the stronghold, Rhaznor holds the only key toprevent any possible
mutiny among his men. The door islocked at dl times. Lock S.D.C. 75, Door S.D.C. 250.

Room 2M: Private Quarters - One of the other ogre chiefs degps here. The room is basicaly identica to
Room 2K, with the exception that this particular ogre has only 200 gold.

Room 2N: Priest’s Room - Thisroom belonged to the Kobold priest of Tark who died in theinitid dragon
attack. Now the most senior of the ogre chiefs keeps this room as his private quarters. In the northwest corner
of the room is a bed large even by ogre standards. Covering it are food and grease stained sheets of what used
to be the finest slk.

In the southwest corner of the room thereis a private water closet, with running water. The south-eastern
section of the room used to be the Priest’ swardrobe, but al the fine clothes stored there have been taken by
the ogre chief and sewn together to create a number of fancy but garish robes.

Hisarmour is normaly kept on a stand beside the door when it is not being worn. The armour is magica
chanmail, A.R. 14, SD.C. 250, and weightless. In achest which is bolted to the floor, there are ten Old
Kingdom coins, worth 1000 gold each.

Back tothe Top

Room 20: The Templeof Tark - Thisisasmall chapd dedicated to Tark, the Spider Goddess. Two sets of
double doors alow access to this room from the north and west. The center of the room istaken up by a
series of stone benches which face the southeast corner of the room.



In that corner there is araised stone platform which takes up the whole corner. On this platform is a Satue of
agiant spider. It is cast in what gppears to be bronze and is 8 feet high and 16 feet across (worth 500 gold,
weighing 1000 |bs).

Directly in front of this Satue there is a smdl stone dtar. On this there are two smdl daggers, ornately
inscribed with spider based designs, and a smdl slver dish.

In the northeast and southwest corners of the room there are two smal tables on which are set plates of rotten
food, withered flowers, the carcasses of a number of dead animals and a collection of gold and slver
candlestick holders. Each of the gold candle holders are worth 200 gold. There are three of them on each
table. The slver candle holders are worth 100 gold each. There are two on each table.

Any player making asuccessful roll on Religious Doctrine will recognize these two tables as being sacrificid
tables, whereitems or anima sacrifices are brought as gifts for Tark.

Asthe players|ook around the room they will see two bodies stretched out over the stone pews, as though
they had smply falen over dead and had been left where they fell. One body is that of an orc, the other an
ogre. Neither body has any wounds on it nor isthere any clue asto what caused the degth of ether of them.

In fact they were both killed by the guardian of the temple, a Black Legper Spider. A gift from Tark hersdlf.
It will attack anyone who touches any of the sacrifices on the tables or the knives or bowl on the dtar.

The Black Leaper Spider

Size 2inches AR. 3

Hit Points: 4

Number of attacks: 2 with poison

Naturd Abilities

Nightvison 12 feet

Prowl 94%

Climb 99%

+4 to Dodge, can leap up to four feet with Six jumps per melee,

Its poison is the deadliest in the world: taking effect in 1D3 meees and inflicting 6D6 points of damage. If
the player survives, the other effects of the poison are: chills, swesting, violent vomiting, -4 to Strike, -5 to
Parry or Dodge and -8 on initietive. The effectslast 12 hours.

Because the spider is so smal and because of its high Prowl ability the players will not be able to see it
coming, nor will they be able to detect afalled attack. The first Sgn they shoud have that it is atacking is
someone fdling over.

If any orcs or ogres are captured they will say that the Templeis cursed.

Room 2P: Officer of the Watch - Thisroom used to be used by the bodyguards of the kobold commander.
It isnow guarded by severd ogres and orcs becauseit is, o far asthey know, the only way into the Treasure
Vault. The portcullisin the west wall is dways lowered. Other than this the room is empty.

Room 2Q: Commander’s Greeting Room - A findy styled room with a number of intact kobold size
couches and severd fine tapedtries hanging on the wall. This is where Rhaznor now holds his council
meetings. In the center of the room is alarge sand table with the sand piled up to resemble the terrain in and
around Fort Ac.



Room 2R: Commander’s Private Quarters - Everything in hereis asthe old kobold commander left it.
The room has a series of fine wood panels running haf way up to the celling. The areaabove thet isfilled
with some fine examples of kobold sculpture, again depicting a number of kobold battle victories.

Thereisalarge bed in the southeast corner of the room. Along the south wall on the western side thereisa
large work desk with a number of papers scattered acrossit. If the players sort through this pile and if they
can reed kobold or even they will find that a number of these papersjust ded with the running of the
stronghold by the old kobold commander. Another batch of them, dl written in elven, ded with the schedules
of various caravans which will be coming through the fort Ac region within two months. Included in this pile
they will find one paper which says“All is sat. The patrols will be diverted as normd.” It issigned “CM”.
Thisis areference to Camphar Moss, the Lieutenant a Fort Ac.

On the north wall of the room there is afull wak-in doset, filled with kobold sized finery, which Rhaznor
occasondly wears. Next to the closet are three full length mirrors.

Unknown to dl of Rhaznor's men, there is a secret door in the west wall which alows accessto ahdlway
leading to the treasury.

Room 2S; The Treasury - This securdly walled and locked room requires two keys to unlock the doors, both
of which must be turned at the same time, Rhaznor has one and the senior ogre chief has the other. The doors
could be picked if two players atempted it and made successful rolls smultaneoudy. After opening the outer
door, the inner door must dso be opened. Within the room is stacked most of the booty which Rhaznor and
his men havecollected. Altogether there are 50,000 gold pieces worth of vauablesin here, 35,000 of it
origindly belonged to the kobolds who lived here and Urylic, the commander of the few remaining Kobolds.
They will demand that the stronghold and al which belonged to the kobolds be returned to them. The
remaining items are much too bulky to be carried out by the players without the use of awagon. They include
bolts of sk, rare herbs and spices, gems and jewdry and ordinary coins. The holy items the players seek are
adso inthisroom. The treasury doors have an S.D.C. of 300 each; the locks 150 each.

Room 2T: Council Chambers - Thisiswhere dl the high ranking kobolds would come to discuss business
or military matters. The room is comprised of a series of stone seets rather like bleachers, each being some
threefeet tal A sat of dairs leads down from the door on the south wall to the spesker’ s pit in the center of
the chamber.

Back to the Top

Back to the 2nd Leve

Rhaznor’s Stronghold - The Third/Lower Level

Room 3A: The Save Pits - A large dark empty cavern, the kobolds used this area to chain up their many
daves Thefloor of this cavernislittered with chains which have one end stapled to solid rock. The dave pit
isempty now, al the week daves having been esten and the few | eft dive chained to the capgtan in the water
pumping cavern, 3F, or mining gold in the mine shafts.

Room 3B: Coal Storage - These rooms are used to store cod that is used to smelt and refine the gold mined
here, or used in the furnaces or forges in the upper levels.

Room 3C: Firewood Storage Rooms - Huge quantities of dry wood are stored in these two rooms, enough
to last the stronghold at least ayear.



Room 3D: Ore Smelting Room - A large furnace and bellows system, worked by davesis contained in this
room. It is used to smelt and refine any ore dug out of the mines. Any molten ore splashed or thrown on
someone would do 3D10 points of damage. Someone thrown into the furnace would die immediately. On the
southern wall there are a variety of tools, ladles, skimmers and the like used in the refining process.

Room 3E: Thislarge open areais used for tool and ore cart storage and is dso where the mining daves are
chained when they are not at work. They are worked from sunrise to sunset, mining the ore, then they smelt
the ore and refine it, taking another Sx to eight hours, after which they are dlowed to rest until dawn. There
areonly 10 of these daves, four kobolds, two humans, three dwarves and one troglodyte. Each is dmost
totaly exhausted and would be of no help to the players. None are wearing any clothes and they have only
1D8 hit points due to matrestment.

Room 3F: Water Pumping Cavern - Inthisroomisanaturd underground pool, which unknown to the
kobolds or Rhaznor and his bandits, comes through an underwater tunnel from Lake Magnys, some 100
yards digtant. It is through this passage that the players will enter the stronghold if helped by the merrow. If
they want to leave by the same route after the merrow’ s spell has worn off, they will have to use the Part the
Waters scroll given to them by Morgan.

Directly in front of the pool is a capstan connected to an Archimedes type screw. As long asthe daves
chained to the capstan keep pushing, water will be pumped throughout the stronghold, a triumph of kobold

ingenuity.

There are Six daves chained to the cgpstan, three humans and three wolfen, dl of whom were captured by
Rhaznor in hislast few rads. Though not in the best of hedlth they are in better shape than the mining daves.
If freed they will assst the group as best they can. Each has 3D6 hit points, though none have any armour or
weapons, with the exception of the wolfens' claws. Due to their weskened state they will get only one attack
per melee, with no bonuses to Strike, Parry, or Dodge

G.M. Section

Gamemaster Information

The Adventure

Once the players have accepted the job from Morgan they can choose from a variety of thingsto do, aside
from the norma shopping for equipment. If they wish, they can attempt to find out more about the area either
by specifically asking aranger or soldier about it, or they can go to the bars and listen in on other people’'s
conversaions.

No matter wheat they do, they will get the information from the rumor list. If they ask only one person then
that person will give them dl the information they need. (Roll 3 times on the rumor list). If they are hanging
around in an inn or tavern they must make aroll under their Menta Affinity on a D20 for each piece of
information. It would be fair to point out that dl of thisinformation is rumored and not necessarily correct.
Otherwise roll once on the rumor list for each person questioned. Duplicate answers/rumors are gpplicable,
do not re-rall.

Rumor List



1. A dragon has been reported in Northwoods.

2. Beware of the Demonpooal in the south of Northwoods.

3. Thereisathriving Thieves Guild in Fort Ac.

4. The games a the Sign of the Sdlamander are fixed.

5. Creatures are said to live in Lake Magnys.

6. There is an undead wizard haunting the Kobold Road.

7. A gigante has been seen north of Fort Ac.

8. The kobolds deserted their stronghold because of a ghost.
9. A horrible creature rules the Faerie folk of the area

10. The bandits are actudly in the employ of the King of Timiro.
11. Neryech is smarter than he looks.

12. The Waking God doesn't walk, he runs.

Checking the Caravan Raid Site

The players dso have the option of going out to the Site of the caravan raid where the holy items were stolen
to have alook around. The raid took place about eight miles south of the town on the main caravan route, so
there will be no problem finding it.

When the group spreads out and checks around the scene of the attack, have them make a Tracking roll. If
successful they will find a set of wagon tracks which seem to lead into the nearby Emeras foret, about a haf
mile to the west. 1t will require the players to make three successful tracking rollsto follow thetrail, roll once
for each haf hour. An unsuccessful roll means they have temporarily logt the trail and need to search further
before progressing. If three tracking rollsin arow are falled the trall is permanently logt.

Thetrall will leed to asmall farmhouse about a quarter-mile into the woods. This house isonly about 30 feet
long and 10 feet wide, built out of tree trunks with asmall cow byre built onto one side. Smoke can be seen
coming out of asmoke hole in the roof. The nearby patch of cultivated land does not look any too hedthy
and is not larger than two or three acres.

If the group approaches openly they will be recaived by an oldish man who will come out of the farm house
to answer their summons, followed closaly by two work dogs. He will introduce himsdlf as Pak. If the group
asks him about the wagon tracks they have been following, he will tell them that he picked up a severdly
wounded soldier from a burning caravan severd days ago, gpparently the only survivor. If the group wishes,
he will let them talk to the soldier.

However, if the group tries to gpproach secretly they will first hear the furious sound of dogs barking
followed by avoice cdling “Who'sthere?” which is of course the farmer. If they do not answer the farmer he
will send the dogs out after them. If the group does not leave at this point both the old man and the wounded
soldier will come out; the old man carrying ashied and club, the soldier two short swords. At this point, both
the farmer and the soldier will believe that they are being attacked. Unless the group makes an overt gesture
of peace, such asthrowing down their wegpons, the two will fight to the deeth. After dl, there are many
banditsin the area and it is better to go down fighting than be tortured to death. If the players manage to
capture the two by means of magic, both will clam up and not tell them anything.

However, if peaceful communication is established the soldier will be able to tell the players the following
information:

1. There were orcs, four ogres, four or five wolves and a human in the group of bandits which attacked the
caravan.



2. They were taken by surprise. The firg thing they knew about the attack was that their commander and his
second just fell over dead.

3. The human seemed to have been the chief of the bandits. He had some kind of magic sword which glowed
yedlow even in daylight. A couple of times he just pointed the sword &t one of the guards and the guard fell
over.

4. At one point the sword flew from the hands of the human bandit and buried itsdf in the chest of one of the
guards, then returned.

5. Other than knowing the caravan was carrying vauable cargo, he does not know what specific items were
carried.

6. Some of the ogres were speaking Eastern Human and were caling the human Rhaznor. He ordered them to
grab five chests from the caravan, then they |eft.

7. Asthe ogres were getting the chests, the soldier tried to take aswing at Rhaznor, but “ Something got in the
way between me and him. Then he just looked at me with a sneer and hit me with his sword. It seemed to be
alovetap, but I've never felt so much painin al my life”

8. Other than that, he does not think they were carrying any magic, but with that sword they redly don’'t need
any, do they?

Back tothe Top

Pak, the Farmer

Hit Points: 21

6th leve farmer
IQ7/ME9/MA4/PS7/PP7/PE13/PB5/SPD 10
Wesaring no armour, he has no hand to hand skills.

Carrying wooden club and smdl shidd.

Arman, the Soldier

Hit Points 18

1< level soldier

IQ11/ME8/MA7/PS12/PP11/PE10/PB 11/ SPD 12

Wearing the remains of hisleather aamour, A.R. 10, S.D.C. 10.

Carrying two short swords. Due to his wounded condition he will get only one strike per melee, and no
bonusesto Strike, Parry, or Dodge.

The Dogs

A.R. 5, Hit Points: 24/16, 2 attacks doing 1D8 damage each, +2 to Damage, +2 to Strike +2 to Dodge.
Nightvision 20 feet, Speed 22, Track by Smell 60%, Swim 50%.

The Schedule for Rhaznor’s Bandits



The following is a schedule of where the orcs and ogres under Rhaznor’ s command will be found under
different circumstances and at different times. This adventure is not satic and dl NPC'sin it will respond to
different Stuations.

Under Normal Conditions During Daylight

1. One orc will be keeping watch on the road near Ridmarsh.

2. Two ogres and four orcs will be patrolling the area of Nargash-Tor.

3. Two orcs will be keeping watch from the second level of the barbican, onein room 2A, the other in room
2C.

4. Two orcs are dways found preparing the next med in the kitchen, room 1N.

5. The orc chieftain and his assstant will be found in the Watchroom, room 1P, planning whét they are going
to do to the next prisoners they capture.

6. Five orcs will dways be found deegping unarmoured in the Garrison Room, 1R.

7. One ogre and four orcs guard the mining daves who are working in the mine shafts.

8. Seven of the ogres, including the three ogre chiefs, are adegp unarmoured in their rooms. 2E, 2F, 2G, 2H,
2K, 2M and 2N.

9. Rhaznor may be found anywhere, vishly or invisbly throughout the stronghold. He will not, however, be
in the Water Pumping cavern, room 3F.

Under Normal Conditionsat Night

1. Two ogres and five wolves will be found keeping watch on the road.

2. Two orcs will be keeping watch from the second leve of the barbican rooms 2A and 2C.
3. Two orcs will be found preparing food in the kitchen, room 1N.

4. Five orcs will be degping in the Garrison Room, 1R.

5. The orc commander will be deeping in hisroom, 1P.

6. Four orcs guard the deeping daves in the Cart Storage area, 3E.

7. Six orcs and four ogres spend their free time in the Dining Hall, 1M, eating, drinking, gambling and
fighting.

8. Two ogres are out on night patrol.

9. Two ogres will be degping, one in room 2E, the other in room 2I.

10. Rhaznor normaly degpsin hisroom, 2R.

Under Combat Conditions. Assault from the Main Entrance

1. Three orcswill bein room 2B of the barbican with boiling water in preparation for pouring through the
murder holes on the heads of any attackers.

2. Two ogres will be in each of the barbican rooms, 2A and 2C, armed with short bows.

3. All of the rest of the orcs and ogres, with the exception of any out on patrol, who are considered to be on
their own, will push the wagon in the Main Entrance Hall, room 1D, into the breech made by the broken
door. They would then take up defensive positions behind it. Rhaznor will stand in back of this group
prepared to take on anyone who breaks through this line.

Attribute List of NPC’'s
Thefollowing ligt is of the non-player character orcs, ogres and of course, Rhaznor. As the players meet and

fight the bandits, just take the first listed character of the correct race, then work down the list as more are
encountered.



Orcs- All first level soldiers. All wear padded cloth armour, A.R. 8, SD.C. 15.
.1Q8/PS20/PP11/PE 11/ SPD 10/ HP 14/ +2 to Damage
.1Q8/PS12/PP11/PE13/SPD 10/ HP 17
.1Q8/PS15/PP6/PE10/SPD 10/ HP 13
.1Q9/PS12/PP11/PE9/SPD 13/HP 12
IQ5/PS7/PP10/PE13/SPD5/HP 18
.1Q8/PS12/PP7/PE11/SPD 10/ HP 17
AQ11/PS17/PP11/PE 7/ SPD 13/ HP 9/ +2 to Damage
.1Q4/PS13/PP8/PE12/SPD 12/ HP 16
IQ9/PS11/PP8/PE11/SPD 9/HP 13
10.1Q7/PS15/PP9/PE15/SPD 22/ HP 17
11.1Q8/PS12/PP16/PE 12/ SPD 9/ HP 15/ +1 to Strike, Parry and Dodge
12.1Q8/PS17/PP14/PE 11/ SPD 12/ HP 16/ +2 to Damage
13.1Q8/PS9/PP12/PE14/SPD 11/ HP 20
14.1Q6/PS16/PP11/PE 14/ SPD 14/ HP 21
15.1Q9/PS17/PP7/PE 15/ SPD 8/ HP 21/ +2 to Damage
16.1Q7/PS13/PP15/PE 12/ SPD 14/ HP 15
17.1Q3/PS20/PP10/PE9/ SPD 13/ HP 14/ +5 to Damage
18.1Q8/PS12/PP13/PE9/SPD 12/HP 14
19.1Q5/PS15/PP12/PE9/SPD 10/ HP 10
20.1Q5/PS15/PP12/PE13/SPD 7/HP19
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Ogres - All third level soldiers. All wear studded leather armour, A.R. 12, SD.C. 30.

1.1Q12/PS18/PP7/PE8/SPD 13/ HP 22/ +3 to Damage
2.1Q10/PS13/PP10/PE 16/ SPD 8/ HP 25/ +1 vs Poison and Magic
3.1Q10/PS9/PP10/PE11/SPD 12/ HP 26

4.1Q12/PS14/PP9/PE12/SPD 9/ HP 30

5.1Q10/PS17/PP14/PE 17/ SPD 14/ HP 29/ +2 to Damage, +1 vs Magic
6.1Q10/PS15/PP10/PE19/SPD 7/ HP 27/ +2 vs Magic and Poison
7.1Q13/PS15/PP13/PE 15/ SPD 10/ HP 14

8.1Q13/PS18/PP 14/ PE 15/ SPD 13/ HP 25/ +3 to Damage
9.1Q10/PS10/PP8/PE 13/ SPD 14/HP 15
10.1Q8/PS15/PP10/PE 17/ SPD 5/ HP 25/ +1 vs Magic and Poison

The ogres have five wolves which they have trained as attack animals. All ale A.R. 5, HP 16/ 26/ 13/ 23/
16, each has two attacks per melee, and do 1D8 damage, +6 to damage, +2 to strike, +4 to dodge. They have
nightvison of 30 feet, SPD 20, prowl 50%, track by smell 80%.

Rhaznor’'s attributesare:

5th leved (changding) Mind Mage
Appears to be human

Alignment: Miscreant

.S.P. 72

Hit Points 19

IQ13/ME17/MA 17/PS9/PP12/PE9/PB 10/ SPD 17
+1 vs Psionics and Insanity, 45% chance to trust/intimidate.

ills

Read/Write Elven (changeling) 99%

Recognize Runes 40%

Speak Eastern, Ogre, Goblin 99%



Speak Elven 100%

Study Symbols

Study Wards 55/25%

Study Circles 45%

Horsemanship: ride, recognize quality 40%, jump 56%
+1 to parry and dodge on horseback, +3 Charge attack.
Secondary Skills

Demon Devil Lore 75%

Imitate V oices 56%

Math 78%

Read/Write Dwarven 79%

Recognize Precious Meta/Stones 12%

Religious Doctrine 60%

Sense Direction 85%

Speak Dwarven, Wolfen 99%

Speak Faerie, Northern 87%

Swim 35%

Ventriloguism 50%

Hand to Hand Skills: +2 to Dodge, +1 to Parry, +2 to Damage
2 attacks per round, Kick attack 1D6

In combat Rhaznor wears studded leather armour, A.R. 12, SD.C. 50. He wields a glowing, gpparently rune
marked long sword. In actudity the sword does nothing but glow yellow when held by a psionic individud.
All the other seemingly magica qudlities of the sword are created by Rhaznor’ s psionic abilities, with the
exception of his ability to use Ventriloguism to make the sword appear to oeak.

It is by having this“magica” sword that he rules the orcs and ogres. None will dare to defy him whileiit
remansin his possesson. In addition to this Rhaznor uses his naturad ability to make people trust him or to
intimidate them. Mixed in with alittle psonic emotion control, he can get them to do as he wishes.

If the stronghold is attacked, Rhaznor will stay well out of harm’s way unless the defenses are breeched. In
that case he will Turn Invisble and drike the attackers with the Evil Eye. If heislocated, either through See
the Invisible or Presence Sense he will attempt to flee, using Telekinessto have his sword fight for him. If
forced to engage in hand to hand combat, and if enough of his1.S.P. remains, he will again use Evil Eyeto

kill or cripple his attacker while he gets away. If low on I.S.P. he will use Extended Te epathy to read the
attacker’ s mind. When doing this heis +5 to Strike and +8 to Parry or Dodge only on the person whose mind
heis reading.

If trapped within the stronghold, and low on I.S.P., he will go to the Sergeant of the Guard's prison, room 2L,
throw his clothing into one of the desk drawers and proceed to lock himself into one of the cdls. Then he will
use his ahility as a changdling to assume the shape of an apparently exhausted and emaciated Wolfen with a
story about being captured and held as adave. He will await the proper moment, when the players are off
their guard and his|.S.P. has regenerated, to take his revenge on them.

If however, it is goparent while heisinvisble that no one can see him, but his men are losing, he will go to
the treasure room, 2S, take the smallest and most vauable of the gems and jewery (10,000 gold worth) and
snesk out the main gate, leaving his men to their fates. He will first need to retrieve the second key to the
treasure vault, which is likely to be in the senior ogre chief’ sroom, 2K.

Encounter Tables



Town Encounters- Roll 1D20 every hour, roll of 1, 2 or 3 indicates an encounter.
Then roll 1D20 on the following teble:

1. Patrol demands to know your businessin town.

2. Thief triesto pick pocket of one of the party.

3. Run away horse runs towards party.

4. Players approached by dave master who inquiresif they are interested in purchasing adave. If one of the
party membersis non-human, the dave master will inquire about purchasing “it”.
5. Tavern brawl moves out into the Streets.

6. Thief triesto pick pocket of one of the party.

7. One player attacked by atowns person who hates his race (gamemaster’ s choice).
8. Children throw stones at one of the party (gamemaster’s choice).

9. One of the Fagrie folk choose the party to play ajoke on.

10. Begger offersto sdll them amap which will lead to great riches.

11. Approached by a member of the Walking God cult who tries to convert them.
12. Thief triesto pick pocket of one of the players.

13. Party attacked by small dog (it just doesn't like them).

14. Merchant triesto sell them goods they don't want.

15. Beggar asks for money.

16. “Young Blood’ looking for afight.

17. Man-of-Magic asksif one of the playerswould like to sdl some blood.

18. Tavern brawl moves out into the Sireet.

19. A rdligious procession passes them and goes to the Temple of Light and Dark.
20. Merchant tries to sall them goods they don’t need.

Back tothe Top

Faerie Encounter

Faeries are arather specia case. The closer the group draws to the Faerie Mound, the more likely they areto
find them. However, since faeries can fly, it is possble to find them at great distances from their home.

Follow thisrule: Thereis a 100% chance of finding faeries at the Faerie Mound. For every mile of distance
from the mound, the chance of finding afaerieis|essened by 10%, being 90% one mile from the mound,

80% two miles, and so on. Roll every 2 hours for possible encounters. Faeries are rarely seen outside of
Northwoods.

Faeries dmogt dwaystrave in groups. If an encounter isindicated, roll on the following tables to determine
how many and what type. Just becauise an encounter isindicated, this does not mean the faeries will play any
tricks on the group. The faeries may just laugh and pass them by.

Number of Faeries - Roll 1D10
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10. 50
Faeries often travel in mixed groups. Rall three times and have the encountered group consist of equad thirds.
Type of Faeries Encountered - Roll 1D10

1. Siverbdl

2. Greenwood
3. Night-Elves
4, Pixies

5. Brownies

6. Tree Sprites
7. Water Sprites
8. Wind- Puff

9. Pixies

10. Siverbdl

For dl of the following locations roll 1D20 every hour. A roll of 1 or 2 indicates an encounter. If an
encounter is indicated, roll 1D10 to determine the result. Note: Bandits can be of any race.

Emeras Forest Encounter Table

1. Bears- 1D4

2. Wolves- 1D8

3. Farmer trangporting crops to market.

4. Merchant traveling to/from Fort Ac.

5. Farmer working in fields,

6. Patrol from Fort Ac - 10 soldiers on horseback.
7. Bandits- 1D4

8. Priest traveling to/from Fort Ac.

9. Farmer walking through woods.

10. Woodcutter at work.

Caravan Trail Encounter Table

1. Ogres- 1D4

2. Patrol from Fort Ac.

3. Merchants traveling to/from Fort Ac.
4. Wolves - 1D6

5. Patral from Fort Ac.

6. Merchants traveling to/from Fort Ac.
7. Bandits- 1D6

8. Orcs- 1D4

9. Travdersto/from Fort Ac.

10. Patrol from Fort Ac.

Brown Plains Encounter Table

1. Wolves - 4D6
2. Orcs- 2D10



3. Bandits- 1D8

4. Scarecrow

5. Merchants traveling to/from Fort Ac.

6. Travelers defending themsdlves from bandits.
7. Wolves - 4D6

8. Orcs- 1D10

9. Patrol from Fort Ac.

10. Travelers to/from Fort Ac.

Watercrest Hill Encounter Table

1. Wolves- 1D8

2. Bears- 1D4

3. Giant Spider

4. Mountain Lion

5. Tiger

6. Bandits- 1D6

7. Night Stalker Dragon - only & night.
8. Ogre hunter

9. Orcs - 1D6

10. Troll

Back to the Top

Northwoods Encounter Table

1. Bears- 1D4

2. Mountain Lions - 1D4
3. Bandits- 1D4

4. Scarecrow

5 Spectre

6. Gigante

7. Giant Spider

8. Wolves- 1D6

9. Ogres- 1D4

10. Orcs - 1D4

Ridmarsh Encounter Table

1. Snakes

2. Spider

3. Toadstool (faerie)

4, Quicksand

5. Deadfdl - player takes 1D4 damage.
6. Scarecrow

7. Puck (feerie)

8. Snake

9. Quicksand

10. Toadstool (faerie)

TheWatercrest Hill Dragon



Nightstalker

Alignment: Miscreant

1Q 10, A.R. 14 (natural)

8 feet tall, 30 feet long

Hit Points: 70

3 attacks per melee

Bite or claw can do 3D6 damage, or breethe fire 4D6

Bonuses: +3 to Strike, +10 to damage, +3 to Parry/Dodge, +4 on all savings throws.
Psionics: All level one abilities, 60 1.S.P., 4th leve proficiency

Magic: All spell magic leves 1-3 at 4th leve proficiency

Natura Abilities: Nightvision 200 feet, See Invishble, Very poor day vison 40 foot range, Fire/cold do 2
damage, Fly, Teleport 88%.
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